
WE MADE IT!
The Megagame of Space Colonisation

GAME OUTLINE
INTRO

The members of the new colonial council stood on the rainswept landing strip, watching the final 
cargo shuttles come down from the orbiting starships. 

Around them the landing strip was busy with moving machinery and new colonists, shifting loads, 
moving cargo pods, and rapidly assembling the necessary prefabricated buildings and facilities for 
their fledgling colony. 

The council members looked at each other, “what have we done?” 
“Well, its too late to go back now...”

They hoped that the huge investment with their own money, plus enormous borrowing from 
corporations (who will not look on failure with sympathy) would pay off.  

Although they were taking an enormous risk with this project, they could see that there was 
something special about being on a new world,  to explore it, to learn about it, and to build a life for
themselves, their families and for the families of the hundreds of colonists who had come with them.



Would they be able to survive the first year? Possibly. 
Would they find valuable resources to mine or exploit? Possibly. 

Do they want to exploit the natural resources or do they want to live within the natural environment? 
All of these decisions were yet to come as they saw, gradually, the first town take shape around the 
landing field. 
What would come next, nobody knew, but what they did know was that they were going to do their 
best to make this new colony something they, and their descendants, could be proud of.

OUTLINE

This is a megagame about developing your own colony on a new planet. The background is based 
on the long running Universe role playing game which some of you may already know about, 
though knowledge of the background universe is not necessary to play the game.

The premise is that a number of fledgling colonies, funded by private investors, big corporations or 
major governments, have come to this world, which had been previously uninhabited, to create new
colonies. 

Planets are very very large things, and so these small colonies, initially, may have little to do with 
each other, located as they are on different parts of the continent many thousands of kilometres 
apart. 
But as they grow, as they become more and more successful, they will interact, perhaps to trade, 
perhaps to share experiences, perhaps to help each other out. 
Exactly how these colonies grow will be up to the players' decisions around what they build, when 
they build it, how they keep their colonists happy, and how they keep them safe. 



Inevitably on a strange new world there are hazards.  Some of these hazards are understandable 
and expected, like local raptors, floods or earthquakes, weather, and all of these things will set back 
colonies to some degree or another  Much of the colonists' activity will be protecting themselves and
creating some sustainable economic life for their colony. 
Some hazards may be less predictable and understandable.

As their colony grows, so will new challenges come along, they may find themselves having to 
create or adapt a political system, they may need to give concessions to the well being of their 
colonists, they may make important discoveries; all of this is open, and the idea is that the players, 
as the colonial council, will be inhabiting what is in effect a sandbox, an open world.

Player teams will be the ruling council of their colony. The exact shape and structure of this council 
will vary and the Council will have the option to shape the political structure during the game. They 
may be autocratic, they may be democratic or even theocratic. 

Within each team,  there will be departmental roles: Agriculture, Mining & Survey, Health & Well 
Being, Security, Trade & Diplomacy and Production & Technology. This makes the core player team 
of 6.   There are additional roles which allow the teams to be for up to 8.

Each game turn represent 3 months and starts with a council meeting where the key decisions for 
the colony's growth, economy and well being will be taken. Organising that council meeting will be 
something that the players spend some time on, in particular how they sort out their decision 
making structure. 

The aim of the game will be to complete a number of game years and for the teams to reach the 
point where their colony is self sufficient and stable, at least as far as they can make it.
In this game we will be using a very different structure – the game will be played in four 4 hour 
sessions over 4 consecutive Saturdays.  This allows the game to be longer, overall, than a standard 
megagame as well as giving players a chance to reflect between sessions (though there is no formal
gameplay between sessions).

Each colony will be in a different part of the world, so each will have its own particular resources that
it might trade. There is every reason for colonies to trade with each other, to cooperate, and to share 
their experiences. This is an important aspect of We Made It; that there is no explicit conflict 
between the colonies, you are all up against a common adversary and that is the circumstance of 
the planet itself and the environment you find yourself in, and so cooperation and coordination is 
encouraged. 
That's not to say there won't be differences or some rivalries, but this is primarily a cooperative 
game.



TEAMS

Colony 61: Oligarchy.  The Colonial council is made up of a group of private investors who have 
sunk their life savings in the project, plus some fairly hefty loans.  The colonists that have come with 
them are people largely desperate to get out of their crowded hab-blocks in their home megacities 
and are generally looking for more space in return for working to build the colony.  Perhaps many of
them have aspirations for owning their own land in the future.

Arjuna's Task:  Theocracy.  The Elders of the Temple of Shaiva have decided that their widely 
dispersed interstellar community needs to find a place where they can follow their religious path 
freely and with fewer distractions.  Fundamentally peaceful and contemplative, the religious 
community regards hard work and difficulty as a meditative window on enlightenment and full 
consciousness.

Freedom's Edge: Democracy.  Funded by a major power, the colonial council was elected by the 
colonists.  Democracy is a fundamental pre-requisite for the colony's funding, and the colonists have 
come here out of an urge to experience the challenges of world-building.

New Sunlight: Quasi-Democracy.  Funded by a major corporation, the elected colonial council has 
considerable power, but is answerable to Corporate HQ and must become profitable quickly.  Like 
the oligarchy, the colonists see working here as preferable to their past lives in a vast megagcity.



ROLES

Each team has these roles (though the naming might change)

Mining and Surveying responsible for finding resources and extracting them.

Health and Wellbeing responsible for keeping the colonists fit and happy.

Trade & Diplomacy responsible for trading with space merchants and other 
colonies.

Agriculture & Environment responsible for developing food supplies and 
understanding the alien environment.

Security & Policing keeping order and protecting colonists.

Production & Technology organising the building programme and colony upgrades

Optional Roles

Chief Scientist working with Agriculture to understand the biosphere and 
with Survey to understand the planet better.

Colonial Media communications both inside and outside the colony.


