

















AVAILABLE NOW

TOTALER KRIEG!

This game stretches from the fjords of Narvik to the
sands of EI Alamein, from the gates of Moscow to
the beaches of Normandy, and to the last days in the
bunker in Berlin and everything in between. No game
tells the story of World War Il in Europe like Totaler
Krieg!.

This third edition of our popular Krieg! game is still
the playable, unpredictable and enjoyable experience
it s always been. What s new is it s redesigned and
expanded to give you more options  especially if
you want to explore the critical pre-war period from
1937 to 1939. What if the Republicans had won the
Spanish Civil War? What if Germany and Russia
hadn t signed their Non-Aggression Pact? What if
France had modernized its army instead of building
the Maginot Line?

AN
ISE L |
Best of all, TK can be played linked with its new

Paci ¢ War brother game, Dai Senso!, (forming the
Axis Empires combined scenario) for an eye opening

look at all of World War II.

$120 (+ shipping)

Includes

e Two 22 x 34 inch maps

e 840 counters

e 200 cards

* A 64-page rulebook

* A 24-page scenario book

* Play aids and force pool displays

DAI SENSO!

This game stretches from the border clashes at Marco Polo Bridge and Nomonhan to the titanic battles of Mid-
way, Guadalcanal and Leyte, to the restorms of Tokyo, Hiroshima and Nagasaki and everything in between. No
game tells the story of World War Il in Asia and the Paci c like Dai Senso!.

DS takes the playable, unpredictable and enjoyable Krieg! system used for World War Il in Europe and adapts

it to tell the story of Japan s struggle from a unique perspective. Most other Paci ¢ wargames focus on the op-
erational aspects of the 1941-45 war. DS starts in 1937 for a true strategic experience. As the leader of imperial
Japan, and seeking complete domination ( hakko ichiu”), will you strike at China or Russia or the British Empire
or the United States? Whichever you choose, you must eventually face the grim struggle of total war.

Best of all, DS can be played with its new European brother game, Totaler Krieg!, (forming Axis Empires the
combined scenario) for an eye opening look at all of World War II. The fate of the world is in your hands!

$120 (+ shipping) NEW COMPUTER GAMES
Includes AVAILABLE!

e Two 22 x 34 inch maps

e 560 counters

e 200 cards

* A 64-page rulebook

e A 24-page scenario book

* Play aids & force pool
displays

RETAIL PRICE:
Napoleon’s Last Battles $29.95
Operation Olympic $24.95

* Download Only

Visit Our Store @
www.decisiongames.com
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Classic History.

USE ORDER FORM ON PAGE 20

ANCIENT CONQUEST

Ancient Conquest is a classic and highly rated multiplayer game
covering at a grand strategic level the rise and fall of empires and
peoples in the ancient near east. Ancient Assyria, Egypt, Babylon

and the Hittites are all included, as well as numerous other powers.

Historically, a highly accurate game, while yet designed with
elegantly simple game mechanics; Ancient Conquest is sure to be a
favorite. A must for any game enthusiast.

Game components include: Full color rules booklet, one map and 200

die cut counters and numerous charts.

$44.95
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CONQUERORS
The Macedonians

Alexander in Persia, 334-331 BC

In the Spring of 334 B.C., young king Alexander of Macedon
with an army 40,000 strong, set out to fulfill the centuries old
dream of his countrymen by launching the invasion of the Persian
Empire, the largest and most powerful empire in the Mediter-
ranean world.

The Romans

Mediterranean Expansion, 200-189 BC

A century and a half later, the Roman Republic was just
emerging from its 2nd and most debilitating conflict with the
Mediterranean trading power —Carthage. Philip V was on the
throne of Macedon, and his interventions in Greek politics would
soon draw Rome’s response and eventual advance to become an
Eastern Mediterranean power.

Even after several years of conflict with Philip, Rome would
not rest. Rome found herself again involved in an immense
conflict—this time in Asia. The great Seleucid King, Antiochus,
threatened the very existence of Rome’s two key allies—Rhodes
and Pergamum—and threatened to march into Europe itself on a
mission of conquest. Thus began the Syrian War.

The Conquerors is a double game that covers bath of these
theatres of conquest at a grand strategic level. Each game in this
Twin-Pack has its own counters, rules and game map. However,
the rules of both games are based upon the same system so
that having played one it is quite simple to play the other. Also
introduced is an optional Tactical Battle System.

Game components include: Two large rules books; two large
playing Maps, 1,200 die-cut counters; plus numerous Player
Aids.

$79.95

MARE TTRRAENLY



Classic Games.
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A MIGHTY FORTRESS

Between 1531 and 1555 the world shook to the rever-
berations of a struggle whose resolution was to chart

the course of Europe's religious and political alliances for
centuries. [t was in these years that the conflicting ideolo-
gies of Lutheran Reformation and Catholic Counter-Refor-
mation inexorably drew the disparate empires, nations, and
leaders of Europe into a maelstrom of religious war and
dispute.

A Mighty Fortress simulates this major historical con-
flict on a beautifully illustrated political map of Europe. Col-
orful cardboard playing pieces move, position. And engage
in battle upon this map through a superimposed hexagonal
grid, which functions like a chessboard’s squares.

Game components include: one rules booklet, 200 die cut
playing pieces, one 22 x 34 inch map, and various player
aids.

$39.95

BATTLE FOR STALINGRAD

In the autumn of 1942, 14 German divisions of the Sixth Army and Fourth
Panzer Army were poised to attack the vital city of Stalingrad. Facing the Ger-
man forces were dozens of divisions and brigades of the Soviet 62" army. For
seven weeks the Germans would hammer at the city in a seesaw conflict for
control of the Volga River.

Battle for Stalingrad simulates the campaign that would halt the German
drive to the east in the Soviet Union. The playing map represents the terrain
in and around Stalingrad, and the colorful cardboard playing pieces reflect the
sizes and strengths of the opposing military units.

Battle for Stalingrad is a classic game
design by noted game designer John Hill.

4 Game components include: two rules booklets
| (Standard and Optional), 600 die cut counters,
| one 22 x 34 inch map, and various player aids.

$54.95
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AlienContact. . . . ............. ... 40
Caen(zip). . . ................... 17
Cassino(zip) . ... ... ... ... ... 17
Crimea(zip). . .. ................. 22
Cyborg (zip). . .. ... o 15
EastFront(zip) . . ... ....... ... ..... 95
Escape from Colditz . . . ... .......... 70
Ironclads (2ed) . . .. ... ... .. .. ... 52
Ironclads Exp (2¥ed). . ... ...... ... ... 42
ronHorse . .. ......... ... . . ... 20
Kaiserschlact 1918. . . . .. ... .. ... .. 85
Koniggratz (zip). . . .. ... ... ... ... .. 17
Mukden (zip) . . .. .. ... 15
Panzer (2¥ed) . ... ... .. ... . ... ... 50
Quazer(zip). . ... ... 30
The Quest (booklet). . . . ... ... . ... .. 15
SidiRezegh (zip) . . . ... ... ... ... ... 17
SovereignoftheSeas . . . .. ..... ... .. 30
Tannenburg (zip) . . . . ... 15
Tothe GreenFields. . . .. ............ 48
Total War (zip) . . ... ........... ... 18
Trajan Expansion. . . ... ... 57
Trax. . oo 20
Wings (29ed) . ... ... 50
Dragons of Underearth . . ... ......... 18
Fire WhenReady . .. .............. 10
GrailQuest. . ... ... ... .. 10
RamSpeed. . .. ... ... ... ... ... .. 10
Rivets . . ... ... .. ... ... 15
Rommel'sPanzers . . ... ............. 8
StalinsTanks . . . . ... ... ... ... .. 8
Trailblazer . . . .. .. ... ... 10
WarpWar . .. .. ... ... 15
1944: Second Front. . . . .. ... ... .. ... 46
Aachen. . . ... ... ... ... .. 28
Ancients . . ... 40
Barbarians . . ... ... 60
Battleof the Alma . . . .. ... ... .. ... 40
Blitzkrieg inthe South . . . . ... ... ... .. 40
Campaigns of CivilWar . . .. ...... .. .. 40
Chinese CivilWar . . .. ... ... ... .. 30
Crimean Shield. . .. . ........... ... 35
Crosshow & Cannon2 . . . .. ....... ... 45
Defense of Rorke's Drift . . . .. ... ... ... 36
Duel forKharkov . . .. .. ... ... .. ... 50
Furyon Champlain . . . .. ....... ... .. 36
Givemeliberty. . ... ... ... ... .. .. 45
Guadalcanal . ... ........... ... .. 36
fronsides . . ... ... ... 40
Last Battles: Prussia . . . . ... .. .. .. ... 40
Light Division. . . . ... ......... .. .. 40
Nap. at Austerlitz. . . . ... ........... 40
Napoleons LaterBat.. . . .. ........... 40
Panzerkrieg. . . .. .. ... 40
Raid on Richmond . . . .. ... ... ... .. 45
Royalists & Roundheads IIl. . . . ... ... ... 36
Run SilentRunDeep. . . . ... ......... 45
Salvo. ... ... 40
Salvoll ... ... .. . 40
ScratchOneFlatTop. . . ... ... ... ... 40
Sink the Bismarck . . . ... ... ... ... 40
Spitfire . . .. ... 40
Spires of the Kremlin. . . . ... ... ... ... 70
StarForceTerra . .. ... ... . ... ... 25
Tahiti ... 40
Tarawa . . ... ... 40
TideofFortune . . . .. .. ... ... ... 34
TotheFarShore . . .. ... ... ... ... 36



Decision Pledge Program

PLEDGE PROGRAM OVERVIEW

The Decision Games Pledge Program is an online advance order
system in which gamers may “pledge” their support for future games
thereby directing our efforts to the games customers have the most
interest in seeing published. Pledges are a commitment to purchase
a game when published and payment information is required in order
to make pledges however payment will not be collected until a game
starts collating in our warehouse.

As pledge support builds, we'll add more detailed descriptions,
sample artwork, and rules drafts to the web site. Pledge orders
will receive up to a 25% discount from the final retail price. We will
provide estimated pricing based on the latest information we have
about the game components and print pricing however the final price
is subject to change (largely due to the variable costs of paper and
shipping).

When a project goes to our printers, we send out an e-mail
indicating a project is close to completion. This is to confirm payment
methods and credit numbers and expirations dates in case customers
need to make last minute adjustments. It is critical to the pledge
program that customers respond immediately to this notification
(our “final boarding” call). Credit cards are not charged and checks
not deposited until a project is in our warehouse being collated and
prepared for shipping.

The Decision Games Pledge Program has published many games.
For your convenience, we are listing the projects already in the works
for the next year in the first section of the pledge list. Beyond the
next year, there is no specific timeframe for publication as each game
varies significantly in size and complexity, and the availability of
outside part-time developers to work on some titles means a longer
timeframe. We generally expect to publish two to four games each
year with the priority given to the games with the most pledges. We
may publish a game from further down the rankings when we need a
good fit to optimize component gang-printing.

The pledge games are divided into the same eras we use for
Strategy & Tactics and World at War games. Many of the proposed
games have longer descriptions or a complete web page with sample
artwork. Games that earn sufficient support work their way up the
rankings until they are in the top 10 and begin the process of design,
development, artwork, and printing. Game proposals that are not
making sufficient progress are dropped to make way for new game
proposals.

To pledge your support, check your list, make changes or updates
to your list or customer information, and use our new online system
to select the game proposals you wish to pledge in the pledge area of
the Decision Games web site.

PLEDGE PROGRAM UPDATE

(15 Oct 11)

There are a lot of games and projects releasing in 2012 and all of
these projects are at the top of the pledge list to make them easy

to find. Pledging will end once individual games are ready to start
shipping so make sure you go to the DG web site and set up your new
pledge account and enter your updated list.

Several new proposals have been added for future projects — these
are identified by the “NEW!" label next to their titles. A few projects
have been dropped due to lack of interest. The publication schedule
for pledge projects is listed below:

Dec: Storm of Steel Expansion Kit

Jan: Wacht am Rhein (2012 edition)

Feb: Hurtgen: Hell's Forest (Wacht system)
Mar: Devil’s Due book (a look at WWII strategic

alternatives)
Jun: SPW's Duration plus reprints to bring all Der
Weltkrieg games back in print

10

Jul-Nov:  six games from Excalibre: Ancient Conquest 2,
Barbarian, Kingdom & Empire, Decision in
France, Flight of the Goeben, Alexander at Tyre,
andTroy: Heroic Age of Greece

Dec: Atlantic Wall (Wacht system)

Other Potential Releases in 2012

Decision Comp G Both of our part-time software devel-

opers experienced major life situations last year and so this product
line was delayed. We are moving forward again. Nine Navies
War and the Drive series: Stalingrad, Kursk and Moscow are in
development. As each game is ready for production, we'll announce
a release date.

Decision Folio Series Group #2. We are working on the next
group of folio games using the Musket & Saber, Fire & Movement,
and Battles of the Ancient World systems. Most of the games will
include a 17" x 22" map and 100 counters. Designers are encour-
aged to contact Doc or Eric for additional information and to submit
proposals. The folio games will not appear in the pledge program but
we will include updates concerning the next group on the What's
New page on the DG web site.

2013

The games currently in development for publication the following
year include: Alamo to Appomattox, Tarawa and Peliliu, Desert
Fox Deluxe and Free Mars. \We expect another Excalibre Games
group. Possible books include High Ground (the impact of terrain on
battles and campaigns) and Joint Warfare.

2014 and beyond

New editions of Wellington's Victory and Campaign for North
Africa have begun development. War in Europe, First World War
and Hand of Fate: The Vietnam War are expected to follow. Other
games will be added to fill out gang print groupings.

GAMES, BOOKS & KITS TO BE PUB-
LISHED IN THE NEXT 12 MONTHS

1. Hurtgen: Hell's Forest (WAR system). A prequel and addition to
the Wacht am Rhein game that can be played alone or as part of
expanded Wacht am Rhein scenarios. Includes scenarios for Sep-
tember, October, and November plus a campaign game. Two maps,
six counter sheets. Joe Youst. Est. retail $100 (Est. Pledge $75).

2. Wacht am Rhein (2012 edition). The first print run of Wacht

am Rhein sold out in just one year so we decided to do an updated
edition. This edition will include updated rules and counters, and
mate with Hurtgen Forest for an expanded look at the Battle of the
Bulge. Four maps, nine counter sheets. Joe Youst. Est. retail $160
(Est. Pledge $120).

3. Devil’s Due: Hitler’s Strategic Decisions in WW2 uses new
data made available since the end of the Cold War, as well as the
analytical techniques developed in wargaming. For example, a close
study of the Stalingrad campaign reveals that Axis forces actually
outnumbered Soviet, and it was superior Red Army operational art
that won. The book also provides some interesting speculation on
how the Germans could have gained a victory in 1943 had they con-
centrated against the Western Allies instead of the East. There are
also some new looks at Hitler as military commander, Allied grand
strategy, and the impact of secret weapons. Joseph Miranda. Est.
retail: $35 (Est. Pledge $28).

4. Duration: the Grand Campaign (SPW) covers the strategic and
production aspects of Der Weltkrieg Series for WWI and completes
the Weltkrieg series. Dave Schroeder. Est retail: $80. (Est. Pledge
$60).

5. Atlantic Wall (SPI). The new Wacht am Rhein system will be
applied to the update of this game. The original game is also being
expanded to include Operations Cobra and Goodwind as well as
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several smaller scenarios. Six maps, 16 counter sheets. Joe Youst.
Est. Retail: $240 (Est. Pledge $180).

6. The Heoric Age of Greece: Raiders & Traders (aka TROY). A
beautiful game of Heroic Greece that combines war with econom-
ics, godly intervention, oracles and dynastic diplomacy. Sacrificing

to the gods or consulting the Oracle can help or hinder you in war or
trade. Your nation has a ruling dynasty, and if you have daughters and
sons to marry, the more power to you. One can even mount a raid on
another player in order to kidnap his daughter! Combat is simple. This
is a graphics update only of the one map and two counter sheets.
(Est. retail: 60; est. pledge: $45).

7. Ancient Conquest 2 is a 1-4 player game of ancient warfare in
the Near East from 500 to 320 B.C. Each player controls multiple
nations listed on their player card and score points for achieving
historical objectives (Britannia-style). Included in this sequel to
Ancient Conquest are naval and leadership rules. This is a graphics
update only of the one map and one counter sheet. (Est. retail: $52;
est. pledge: $39).

8. Alexander at Tyre is a 2-player grand tactical game. It includes
land units, naval units, and siege units allowing players to maneuver
both outside and inside the city as the Macedonians try to build the
mole, breach the walls and smash their way in while the Tyrians
attempt to hold them off as long as possible with their navy and wall
defenses. Players can plan where and when to unleash their forces

in this mighty struggle with victory being decided by victory points

in the three introductory scenarios and by seizing objectives within
the city by a specific turn for the campaign game. This is a graphics
update only of the one map and 360 counters. (Est. retail: $56; est.
pledge: $42).

9. Barbarian, Kingdom, & Empire is a 1-6 player game that
includes scenarios for Fall of the Roman Empire, Alexander the Great,
Pre-Roman, Roman Expansion, Western and Easter Roman Empires,
Byzantine, Viking, Magnar, and Saracen. The game depicts the transi-
tion from nomadic tribes to settled kingdoms to vigorous empires and
their decline. This is a graphics update only of the one map and 600
counters. Erik Wilson. (Est. retail: $56; est. pledge: $42).

10. Flight of the Goeben (SPI) is an update of the SPI classic game
of the WWI Med chase to sink the German cruiser. Strategic and
tactical maps, two counter sheets with rectangular tactical ship
counters. (Est. retail: $52, est. pledge: $39).

11. Decision in France (Rhino Games). This game covers the
post-invasion period of the Normandy campaign, from June 25" to
the first week of September 1944. One turn is three days, each hex
is 8.5 miles, units are divisions. This is an update of the Rhino Games
edition with new artwork from Mark. One map, 400 counters. Mark
Simonitch. (Est. retail: $60, est. pledge: $45).

ANCIENT

(note: Excalibre Games has moved to its own section at the end of this
list)

12. Eagles: Battles of the Roman Empire (NEW!) is a game
covering the battles of the Roman Empire from ¢. 100 BC to c. 600
AD at the tactical level. The game would use three different sized
units: rectangular for groups of Cohorts and other linear units; large
to represent barbarian hordes and other massed formations; and
small for leaders and specialized formations. The game map would
use large hexagons, and the positioning of units within the hex would
represent the formation. Thus, it will be possible to graphically show
the various number of lines of cohorts in a legion. Units will represent
all major troops types, such as legionaries, auxiliaries, cavalry,
elephants, barbarians, ballistae, cataphracts, and so forth. Game
scenarios will be constructed by using various mixes of units. There
will be at least 50 different scenarios, reconstructed by the designer,
to include the battles of Julius Caesar, Agricola, Trajan, Marcus Au-
relius, Claudius Gothicus, Constantine, Julian, Stilicho and Belisarius



Register now at decisiongames.com in the store section and manage your pledge account personally.

among many others. There will be special rules to show the tactics of
each era. Thus, Julius Caesar’s legions will operate differently from
Julian's field armies. Leaders will provide command control, and army
morale will be important. The game will include two maps showing
various kinds of typical battlefields. The game will include historical
notes so players can develop their own scenarios. Joseph Miranda.
Est. retail: $80 (Est. pledge: $60).

13. Titans: Battles of the Greek Empire (NEW!) is a game
covering the battles of the Greek, Macedonian and Roman Republic
eras, 500 BC to 100BC, using a system similar to Eagles (above).
The game would use three different sized units: large to represent
barbarian hordes and other massed formations; rectangular for linear
formations; and small for leaders and specialized formations. The
game would include such great battles as Marathon, Arbela, Cannae
and Zama, as well as going into terra incognita with Alexander's
actions in central Asia. There would be specialized units for the
Macedonian Companions. Roman legions would have their Hastati,
Principes, and Triarii. Leaders would include ‘greats’ such as Alexan-
der, Hannibal and Scipio, as well as not-so-greats. Joseph Miranda.
Est. retail: $80 (Est. pledge: $60).

14. Rome & the Barbarians is a grand strategic-level, Krieg!-
style game describing the era of Rome's expansion and later decline
across Europe and Africa, from 300 BCE to 500 CE. The game centers
on the Roman wars with the Barbarian Tribes and Civilized Nations
from the time of Rome's first consolidation of the Italian peninsula,
through its expansion as a Republic and later as an Empire, to the Fall
of Rome at the hands of the Barbarian tribes. Multi-step legion and
infantry units are built by adding together basic infantry one-step
units. Many special units exist including cavalry, heavy cavalry, siege
units, fortress (entrenched camps), archers and naval units. A basic
turn represents 25 years, but periodic Leader Turns dominated by
Great Leaders, compress turns into fice year periods. Strategy Cards
provide replacement steps, units, leaders, markers and also political
events. These may result in conflict between Rome and other factions
as well as unintended political, economic and social events, including
the possibility of Roman Civil War. Rome's ability to create a road
network determines both unit supply and movement. The success

of Rome’s control of the map, compared with the Barbarian player's
ability to challenge that expansion determines the game's winner.
Maps cover Europe from Britain to the Northern coast of Africa and
from Spain to Parthia (Persia). Pieces represent the Great Leaders,
infantry, legions, and cavalry of the era, as well as an assortment

of markers and Strategy Cards. Two maps, two counter sheets, one
deck of 110 cards. Barry Altshuler. Est. Retail: $120 (Est. Pledge $90).

15. Imperium: the Wars of the Roman Empire. This will cover the
campaigns of the early Roman Empire, from the reign of Augustus
through Marcus Aurelius, on the operational scale. One player com-
mands the Romans, the other the Barbarians. Game play would be
driven by cards which will generate command control for each side as
well as special events. The Romans will generally have an advantage
here, but their foes can spring a Teutorburg style surprise which can
unhinge the entire Empire. The game would be played in scenarios,
each representing a major war or invasion. Units will be legions,
groups of auxiliaries, barbarian hordes, siege trains, fleets, and
others. Legions can be broken down into vexillations (task forces). All
major leaders will be included, as well as generic minor commanders.
The map will stretch from Britain to Persia. Scenarios will be of vary-
ing size: mini-games (such as Agricola’s campaign in Britannia); major
wars (Trajan versus the Parthians); and continent wide conflagra-
tions (Marcus Aurelius versus everyone). Two maps, two sheets of
counters, one deck of cards. Joseph Miranda. Est. retail: $80 (Est.
pledge: $60).

GUNPOWDER & AMERICANA
16. Nelson’s Victory: The Royal Navy at War, 1793-1805.
The Anglo-French naval struggle combining elements of SPI's CA,

TAHGC's War at Sea and XTR’s Red Sky Morning. The map will
cover from the Caribbean to the eastern Mediterranean. Combat will
use an evolution of WaS's and CA’s simple systems, with modifica-
tions to account for the tactics of the age of sail. Annual game turns
are driven by RSM's system of impulses that shift unpredictably
from player to player, depicting the uncertainties of the era’s naval
warfare. Three large-size counter sheets (528) will depict the ships-
of-the-line (64 guns and up) of 11 navies, plus a sheet of markers.
(Est. retail: $64; est. pledge: $48).

17. Wellington's Victory (NEW!/SPI Update). An update of the
SPI classic grand tactical simulation of Waterloo. This will retain

the feel of the original—the fragility of dense units in the open, the
efficacy of different arms and formations at different times—while
addressing some of the shortcomings of the original. Gone is the
asymmetric turn sequence which so hampered the Prussians and
gave cavalry near-immunity from artillery: in its place, a simplified
sequence that retains the continual interplay between sides. Gone
too are the step reduction markers; units will be presented on several
counters so losses can reflect diminution of both numbers and mo-
rale. Large units—such as the Nassauers, Prussians, British Guards,
and most cavalry regiments—will have two or more counters in play.
Formations for infantry, cavalry, and artillery will be handled with
markers and will reflect doctrinal differences between the armies.
Skirmishers will be tamed, providing neither the spearhead of the
offensive nor the bulwark of the defense. Entirely new rules provide
for hidden movement and optional reinforcements for both sides.

For details [and progress reports], go to the S&T Press Forum topic
for Wellington's Victory. Four maps, eight counter sheets. Chris
Perello. Est. retail $200 (Est. Pledge $150).

18. Alamo to Appomattox. A2A is a grand strategy game of the
American Civil War in the style of Krieg! Maps of the Eastern and
Western Theaters include terrain, Strategic Objectives, roads/rail,
naval zones, navigable and non-navigable rivers, cities and locales,
supply centers and other features affecting the game. Counters rep-
resent the corps and armies of the war. Cards provide the strategic-
political-economic direction for each side. Strategies are many and
varied but the ultimate goal is to demoralize the opposing faction’s
population through military, economic and political victories while
sustaining your own population’s will to continue the fight. The play-
ers each choose a Strategy Card and an Addendum Card before each
new season and may opt to play an additional card as a diplomatic
response to certain events. These cards lead to new military units,
leaders, and replacement steps and result in socio-economic and
political events. The events include the declaration of Emancipation,
the elections of 1862 and 1864, and the possible intervention by
European nations. Events are often double-edged swords, sometimes
providing a military advantage while negatively affecting the popular
will to fight. In addition, both sides may attempt to develop and
manufacture new technologies, both historical and speculative, such
as ironclads, submarines, torpedoes, observation balloons, repeating
rifles and Gatling guns. Both sides can introduce espionage and even
sabotage, which can have many unexpected consequences, including
assassination. Scenarios are included for each year as well as the
entire ACW.

Beyond the ACW proper, there are two introductory scenarios:
Alamo, a mini-game of the War for Texas and Manifest Destiny,

a Mexican-American War mini-game. These short campaigns will
give new players an excellent place to start playing and veteran
players will have two scenarios that can be finished in an evening. In
addition there is Crisis & Compromise, a card play oriented game
of the period from the end of the Mexican-American War to the start
of the Civil War. Though little combat occurs, the card play covers
the actions inspiring events, leaders and regional positions (Border
States) that affect the allegiance of states to a region and the ability
of military leaders at the start of the Civil War. Crisis & Compro-
mise can be played alone or used to create alternative starting
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situations for the ACW. Three maps, 560 small counters, 200 cards.
Barry Altshuler. Est. Retail: $160 (Est. Pledge $120).

WW1/EARLY 20™ CENTURY

19. First World War (NEW!/SPI Update) covers all of World War

| at division level. This project will update the original SPI module for
War in Europe to a stand-alone game. Emphasis will still follow the
War in Europe model with ease of game play primary but include
elements for naval warfare, air operations, guerrillas, and more. Nine
maps, 16 counter sheets. Est. retail $320 (Est. Pledge $240)

WORLD WAR Il GLOBAL & THEATER-
WIDE

20. Board War in Europe (SPI). An update will bring this game into
the 21¢t century. In-house discussion is about a thorough overhaul to
improve the maps, provide a counter set with historical identifica-
tions (plus alternative formations), and redesign the game system

to bring blitzkrieg back to the French and Russian campaigns. Nine
maps, 16 counter sheets. Est. price: $320 (Est. Pledge $240).

21. Global War: The Sun & the Swastika (SPI). All of WW II

in one game! Global War has received an extensive update and
remake with scenarios for Europe, the Pacific, and the whole war.
Event cards have been added to spice up the action and make every
game different. Four counter sheets, three maps, and 330 cards. Est.
Retail $180 (Est. Pledge $135).

22. Battle for Germany Deluxe (NEW!). This expands the scope
of the original Battle for Germany to a small monster game covering
everything from late June 44 to the end of the war in Europe. One
player controls the Soviets and the Germans on the Western Front
while the other controls the Allies and the Germans on the Eastern
Front. Division-level. Three maps, four counter sheets. Ty Bomba. Est.
retail $80 (Est. Pledge: $60).

ETO/PTO SERIES

23. Advanced ETO (2 edition) will be a thorough update of the
popular AETO, with new updated graphics and artwork! (a whole
new look, plus all incorporated errata, and an overall improvement
to the artwork design style). AET02 will feature an improved map
set, updated 0OB cards, streamlined rules—plus the complete AOI
add-on. Also, AETO2 will be fully compatible with Advanced PTO
for a full global combined game, encompassing the entire decade
leading up to and during the war, from 1935 to 1945. 3 maps, 10
counter sheets (2800 counters). Eric Harvey. Est. price: $200 (Est.
Pledge $150).

WW2 TACTICAL

24. Panzer Commander. Tactical World War Il combat, using new
research that will allow players to replicate actual tactics of the
armies involved. Units will be platoons and companies. Central to
the game is command control, represented by cards that allow for
enhanced movement and combat capabilities such as combined arms
warfare. Battlefield morale will also be a factor. Also included are
airpower, headquarters units, and battlefield recovery of damaged
armor. Panzer Commander will include 20 or so scenarios drawn
from the Eastern Front 1941-45: actions that were part of the great
encirclements of 1941, the Stalingrad battle, Kursk, Manstein’s
mobile actions, destruction of Army Group Center, etc. Future games
in the series will provide units for the Campaign in the West 1940,
North Africa, and D-Day to the Bulge. Geomorphic maps, two sheets
of counters, one deck of cards. Joseph Miranda. Est. retail $80 (Est.
Pledge: $60).

WW2 EASTERN FRONT

25. Operation Typhoon (SPI). Some minor design changes and a
graphics update for this monster, or Ty Bomba’s Drive on Stalingrad

1"



system (those pledging will get to decide which system when the
proposal makes the top 10 list). Three maps, three counter sheets.
Est. Retail: $80 (Est. Pledge $60).

26. Barbarossa Deluxe (NEW!). This would be the ultimate boxed
upgrade of the Barbarossa game that recently appeared in World at
War's first issue. There will be two extra-large-hex maps along with
352 large-size (5/8") NATO-style counters. The extra counter space
will be filled with add-on counters (German fortress city garrisons,
Soviet artillery corps, etc.), an optional add-on air combat system,
and control markers. New historical short scenarios would have start
dates of July 43, June '44 and Dec ‘44. A May ‘41 “Stalin Strikes
First” alternative history scenario would also be included. Ty Bomba,
Est. Retail: $60 (Est. Pledge $45).

27. Zhukov's Offensive (NEW!). The 1942 Soviet offensive aimed
at destroying the 9" German Army at Rzhev. This game would use
the DG Cobra system. Map scale would be 2-3 miles per hex with
game turns representing two days per turn. Two maps, three counter
sheets. Joe Youst Est. Retail: $68 (Est. Pledge $51).

WW2 WESTERN FRONT

28. Atlantic Wall (SPI). The new Wacht am Rhein system will be
applied to the update of this game. The original game is also being
expanded to include Operations Cobra and Goodwind as well as
several smaller scenarios. Six maps, 16 counter sheets. Joe Youst.
Est. Retail: $240 (Est. Pledge $180).

29. Wacht am Rhein & Hurtgen Player’s Guide (NEW!). This
guide will have four in-depth articles for strategy in these two
games plus sidebars on tactics and designer insights. It will also
include additional scenarios and counters to extend the start of the
Hurtgen September scenario into the Ardennes, the Wacht scenario
to include the northern elements, and an alternative Wacht scenario.
One counter sheet, charts, and 80-page booklet. Est. retail: $40 (Est.
pledge: $30).

30. Breakout & Pursuit. This is the campaign in Western Europe,
1944, starting with the Allied Cobra offensive and going through
January of the year following with the potential for a Battle of the
Bulge. Central to the game will be a deck of operations cards for each
player, representing the planning and logistical operations for major
operations. For examples, the Allies will have a card for Market-Gar-
den which can be traded off for another card giving logistical support
to Patton’s drive to the Rhine. The Germans will have cards which,
when used individually, will give them reinforcements, or when
combined can be used to launch an Ardennes Offensive. Game units
will be divisional with breakdowns into Allied task forces and German
kampfgruppen. Airpower is represented with a simple system. Spe-
cial units will include leaders such as Patton, Skorzeny commandos,
and others. Two maps, two sheets of counters, one deck of cards.
Joseph Miranda. Est. retail: $80 (Est. pledge: $60).

WW2 MEDITERRANEAN

31. Med War. S&T's The Italian Campaign updated and remade
with new graphics and a comprehensive redevelopment of the game
and editing of the rules. Scenarios include Sicily, Salerno, Anzio,

and the whole campaign with alternative invasion sites to explore.
Four maps, four counter sheets. John Schettler. Est. retail $120 (Est.
Pledge $90).

32. Mare Nostrum. A mini-monster boxed game covering WWII in
the Mediterranean, focusing on sea and air power, from Italy’s entry
to the fall of Tunisia. Each ship, down to individual destroyers, is rep-
resented by its own counter, as are all aircraft squadrons, etc. Ground
units are represented as divisions and brigades. The campaign game
will take most gamers months to play, but short scenarios will also be
included. Two large-hex map sheets and eight counter sheets. Mike
Bennighof. Est. retail: $120 (Est. Pledge $90).

33. Hitler Moves South. An alternative history for 1941-1942 based
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on the Axis focusing on clearing the Mediterranean and forcing the
British out of the war while building up forces in the East to invade
Russia in 1942. Spain and Turkey may join the Axis or the Allies
depending on events and circumstances, and Russia might attack at
any time. Two maps, three counter sheets. Est. retail $68 (Est. Pledge
$51).

34. Campaign for North Africa (SPI). This nearly unplayable mon-
ster game will get a CD with computer enhanced logistics and asset
assignment plus a fix for the air system and an update of the 00B to
make this the ultimate North Africa simulation. Joseph Miranda. Est.
Retail $200 (Est. Pledge $150).

35. Desert Fox Deluxe (SPI). Adds the Torch landings on a third map
to the original Desert Fox/Trail of the Fox games. Orders of battle
will be recompiled with new data. Three maps, two counter sheets.
Est. Retail $72 (Est. Pledge $54).

36. Anzio Beachhead (NEW!). A battalion-level look at the initial
Allied landings and the German counterattack using the DG Wacht
system. Map scale would be either one mile or two kilometers per
hex. Two maps, three counter sheets. Joe Youst Est. Retail: $68 (Est.
Pledge $51).

37. Breaking the Gustav Line (NEW!). A regiment/division level
game using the DG Cobra system covering the battles for Cassino
and the Anzio landings (with the Allied attempt to link up and take
Rome). Turns would be three days per turn, with periods of inactivity
being telescoped. Two maps, three counter sheets. Joe Youst Est.
Retail: $68 (Est. Pledge $51).

38. Panzerarmee Afrika: Decision in North Africa. This is the
entire campaign in North Africa/Middle East, 1940-43. The game
map will stretch from the Persian Gulf to Casablanca. The game

can be played in individual scenarios for major operations (such

as Rommel's initial offensive or Operation Crusader), or as one big
campaign. The game will emphasize simplicity. It will use a deck of
cards to generate specific operations, which will in turn give a player
additional move-fight impulses. Units will be divisions with brigade
and regimental breakdowns. Airpower will be represented at the
operational level, with air units flying specific missions. Also included
will be a potential invasion of Malta, optional reinforcements,
pro-Axis coups in the Allied rear. Leaders will be a major factor, and
having the right commander at the right place can make a major
difference. The game will have a wide range of historical what-ifs:
for example, the Germans can commit the 7™ Flieger (Airborne) Divi-
sion to taking Malta in 1941 instead of Crete. The British can launch
Operation Acrobat in early 1941 using the forces which intervened in
Greece to instead invade Tripolitania. There would also be a what-if
scenario based on Hitler giving North Africa a higher priority for
reinforcement and logistics, with a comparative Allied response,
including early US intervention. Panzerarmee Afrika will give
wargamers the opportunity to decide the fate of North Africa. Two
maps, two counter sheets, one deck of cards. Joseph Miranda Est.
Retail: $80 (Est. Pledge $60).

WW2 PACIFIC

39. D-Day at Tarawa. Based on John Butterfield's CSR Award-win-
ning D-Day at Omaha Beach system, this solitaire game presents the
critical days of fighting at platoon and company scale. You command
the invading American forces against the dug-in Japanese defenders,
controlled by the game system. Tarawa covers the landings on Betio
Island in November 1943, and the operations of the US 2" Marine
and 27t Infantry divisions to clear the Island—the first heavily con-
tested landing of the Pacific War. The battle for this tiny Island raged
for four days and when it was finally over, less than 200 of the 5000
Japanese defenders remained alive. One map, two counter sheets,
and 55 cards. John Butterfield. Est. Retail $60 (Est. Pledge $45).

40. D-Day at Peleliu. Peleliu focuses on the landings by the US 1st
Marine Division in September 1944, and their bitter two-day struggle
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to capture the airfield on the southern end of the island. A longer
campaign scenario allows the player to extend the action to the
rugged terrain of “Bloody Nose Ridge”. Opposed by the reinforced
Japanese 14™ Infantry Division, the battle resulted in the highest US
casualty rate of any in the Pacific war. Like D-Day at Omaha Beach,
both new games feature landing hazards, variable enemy positions
and fields of fire encoded into the game maps, US weapon types

vs Japanese defensive preparations, and a random event-driven
narrative. Plus new features unique to the Pacific Theater such as US
naval and aerial bombardment, flame throwers, off-shore reefs and
defensive positions, Japanese tank attacks, tunnel network move-
ment and Banzai charges. One map, one counter sheet, and 55 cards.
John Butterfield. Est. Retail $52 (Est. Pledge $39).

MODERN

41. Hand of Fate: The Vietnam War. Players choose Campaign
Cards that would generate reinforcements and political events. The
Campaign Cards would replace the complex political rules often
required to simulate the Vietnam conflict. Players can choose differ-
ent levels of escalation that will generate varying levels of forces, at
a trade-off in political support and military efficiency. The Communist
player could choose between low level terrorism, mid-level guerrilla
warfare, or a full scale Tet-style offensive. The Allied player could
choose to intervene with just US special forces, or mobilize for an all-
or-nothing invasion of Communist sanctuaries in Laos and Cambodia.
Game units will be brigades/regiments and divisions/Viet Cong
fronts, rated for their conventional and unconventional capabilities.
The map will cover all of Indochina. A semi-abstract system will
model air operations. Two maps, three counter sheets, 220 cards.
Joseph Miranda. Est. retail: $100. (Est. Pledge $75).

42. Battle for South Vietnam: 1964-1975. Battle for Vietnam is a
two-player card-driven strategy game covering the war in Indochina
from the time of first US direct involvement until the fall of Saigon.
The map covers the entirety of South Vietnam as well as border
regions of neighboring countries. Combat units represent Allied and
Communist forces on the regimental-divisional level, and a Support
Point track abstractly indicates the level of artillery and air support
available to the players. The goal of the game as the Allied player is
to prevent the fall of South Vietnam without losing excessive pres-
tige and support within the world community (“losing face”), while
the goal of the Communist player is to end US involvement as soon as
possible so that he may face and defeat South Vietnam alone. BSVN
is fast paced with a great deal of tension, options, and decision mak-
ing throughout the game. One map, one sheet of large counters, 110
cards. Stephen van Hoak. Est. retail: $60. (Est. Pledge $45).

SCIENCE-FICTION

43. Free Mars (SPI). From the colonies of Mars to the orbital
stations of Earth and to the outposts on Jupiter, the cry is heard.
Free Mars! is a science fiction wargame of revolt across the Solar
System in the late 21st century. Earth’s colonies are rising up against
an oppressive Terran Federation. The system is based on SPI's
Battlefleet Mars, but with additional forces and units representing
several types of spaceships, ground units and special forces. Special
weapons include artificial intelligence missiles, cybernetic attacks
and enhancement of human warriors via nano-technology. Cards
representing the various military-political-economic groups that

are maneuvering for power are included. The map shows the Solar
System out to Jupiter, with displays for each planet. Joseph Miranda.
Est. retail $80 (Est. Pledge $60).

Starforce Trilogy (SPI) (new). A deluxe update of the SPI science
fiction opus: Star Force, Star Soldier, Outreach—three games
covering interstellar warfare on the strategic, tactical and galactic
scales.

44. Star Force Alpha Centauri covers the initial human penetra-
tion into interstellar space, with the map showing the local group of
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stars in three dimensions. This will have several different races of
sentient beings, each with their own psychology, reflected in differ-
ent capabilities and objectives. Game units will include: star forces
(four ships each), star gates, and star soldier strike commands. There
will also be some specialized units, such as local forces of varying
capability, weapons packs for star forces, and nova inducing conver-
sion bombs for when things get really desperate. A deck of cards will
generate specialized capabilities for each sentient race as well as
game events, allowing for the linking of individual scenarios into one
grand game. One map, one counter sheet, one deck of cards. Joseph
Miranda. (Est. retail: $60; est. pledge: $45).

45. Outreach covers the conquest of the Galaxy. Each player

will represent a different sentient race, each with its own special
capabilities. Players will have various types of star forces which can
be used to explore galactic regions and engage in combat. The game
map will depict the entire Milky Way Galaxy, divided up into hexa-
gons. Star forces explore a hex by drawing a card from a deck which
will gives local star system resources, types of sentient populations
(if any), and unique conditions (such as collapsars which can be used
as ersatz star gates). Each card will have a corresponding marker
which will be placed on the map in the explored hexagon. The game
will also include an interface with Star Force for tactical resolution
of battles. One map, one counter sheet, one deck of cards. Joseph
Miranda. (Est. retail: $60; est. pledge: $45).

46. Star Soldier covers combat actions between elite star soldier
forces fighting for control of planets in the Star Force universe.
Units will represent several types of star soldiers, support platforms,
ground forces, and orbital support. Each of the sentient races from
the Star Force universe will have its own separate set of capabilities.
There will also be various types of hostile aliens for the occasional
bug hunt (and the bugs may have hidden abilities which can really
bite back!). The game will use geomorphic maps to portray different
types of environs, as well as a space map for scenarios set around
assaulting enemy star gates. Cards will provide individual leaders,
random events and secret objectives. Geomorphic maps, one counter
sheet, one deck of cards. Joseph Miranda. (Est. retail: $60; est.
pledge: $45).

47. Battles for the Galactic Empire. This will be an operational

to tactical level game set in the Struggle for the Galactic Empire
universe. The game map will depict a star system which players
construct by placing markers representing a central star (or stars),
planets, asteroids and other stellar objects. A scenario generator will
provide for different configurations of systems and forces. Players
would have available various types of units from the Struggle game
(regular and alpha fleets, elite Imperial Order commands, and all the
rest), plus additional forces representing planetary assault troops
and drone fighter screens. Combat would involve several different
types of weapons systems, each with its own combat results table.
A unique feature is that through morphogenetics, you can convert
enemy forces to your side. Event chits will provide objectives, special
events, characters and random events. One map, two counter sheets.
Joseph Miranda. (Est. retail: $52; est. pledge: $39).

48. Contact with Krishna. Players must explore a giant alien space-
ship which has entered the solar system. There are two general types
of cards in the game. One is a set of deck cards which are laid out
face down to form the interior of the spaceship. The other is a set of
exploration cards, which players use to interact with the spaceship.
Each player will have a marker representing their exploration team.
As each team moves throughout the ship, deck cards are tuned

face up. Depending on what the deck represents, different types of
interactions become possible. Players resolve these interactions by
playing special exploration cards. Certain cards can be combined
with other cards for enhanced effects. There are several objectives,
including determining the origin of the ship, its purpose, and how to
maneuver it. The game can be played solitaire, competitively with
two or more players, or cooperatively with teams of players. Two

decks of 55 cards. Joseph Miranda. (Est. retail: $28; est. pledge:
$21).

STRATEGY & TACTICS PRESS BOOKS
49. Barbarossa is an analysis of the decisions that shaped the

first 18 months of the Eastern Front. Major what-if possibilities are
reviewed including an earlier start to the campaign, an earlier drive
to capture Moscow, a Soviet first strike, and alternative plans to 1942
campaign. John Burtt. Est. retail: $35 (Est. Pledge $28).

50. Joint Warfare is an analysis of the history and practice of

joint operation: the integration of all military forces into a single
instrument of warfare. The book will include several historical case
studies, such as the Roman use of combined land-naval forces; the
Guadalcanal campaign in World War I1; the US SEALORDS campaign
in the Mekong Delta; and current operations in the Middle East
conflict. The book will look at land, sea and air forces, as well as
special operations forces and other instruments of national power.
One aspect will be the development of “bottom-up” joint operations,
where local commanders decide work out their own command rela-
tionships, as opposed to “top-down” situations. The book will include
numerous maps and orders of battle. Joseph Miranda. Est. retail: $35
(Est. Pledge $28).

51. High Ground: The Art of Using Terrain in Battle. Each
chapter focuses on one battle (not necessarily from any particular
era) in which a single piece of terrain had an impact on a battle: e.g.
high ground for observation, high ground as psychology (the Pratzen
at Austerlitz), a river as a curtain of maneuver, etc. In some cases
the terrain surprises both sides, in others one commander makes a
conscious decision to use it. Chris Perello. Est. retail: $35 (Est. Pledge
$28).

52. Bushido & Kamikaze: Strategy & Tactics in the PTO will
reexamine many of the common assumptions about the PTO, using
analytical methods developed in Strategy & Tactics and World at War.
Chapters will cover topics such as: Bushido; Japanese tactics are
often considered to be motivated by a samurai spirit, but the reality
was that the Japanese military was a modern disciplined fighting
force, organized to fight a particular type of war, not relive medieval
glories. Carrier battles; these are usually seen as the major turning
points, but the reality is that there were far more surface battles,
and surface ships sunk more combatants than did carrier planes.
Japanese naval doctrine; this called for the fighting of the decisive
battles yet Japanese naval deployments after the early months of the
war tended to be fragmented, thereby throwing away their chance

to gain the ascendancy in the Pacific. The sharp end; a comparison of
Japanese and Allied infantry divisions demonstrates that the Japa-
nese had as much combat power as did the Americans and Britishbut
Japanese tactical failures were often a result of lacking supply in
island battles such as Guadalcanal, or losing air cover as at Imphal.
The air war; the collapse of Japanese airpower is usually blamed on
declining pilot quality, but other factors such as poor ground support,
abysmal intelligence, and a lack of air-sea rescue service, also had
their hand. The CBI theater, Japans lost victory; the Japanese largely
attained their objectives in the China-Burma-India theater of opera-
tions yet could not exploit that for ultimate victorythis will explore
some what-ifs. Kamikazes; the historical record shows that the
various Japanese suicide forces were not a revival of samurai tradi-
tion but rather a desperation measure, one which was opposed by
many in the Japanese high command. The book will include numerous
maps, order of battle diagrams and charts, as well as scenario guides
for wargamers. Joseph Miranda. Est. retail: $35 (Est. Pledge $28).
53. Rommel: Decision in the Western Desert will be a new

look at the Mediterranean Theater of Operations in World War I,
concentrating on the critical period of 1941-42 when Rommel estab-
lished the legend of the Afrikakorps in the Western Desert. It will
emphasize many of the unknown and overlooked factors of the war in
the desert. Some critical points: Rommel exceeded his orders in his
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1941 and 1942 offensives, possibly dragging the Axis into campaigns
which were not strategically viable yet which had the potential to

be war winning events. Malta; the Axis failure to take the island oc-
curred notin 1942 as Rommel was preparing to drive on Alexandria,
butin 1941 at the start of the desert campaign. The logistics myth;
the Axis dilemma was not in getting supplies to North Africa their
real failure was in other areas related to logistics. The air war;
German and ltalian air support often made the difference between
victory and defeat on the ground, but seldom appears in the order of
battle. Combined operations and the lack thereof; both side’s ground,
air and naval commanders fought separate campaigns thereby
throwing away the chance for an early victory. Leadership, command
control and organization: the Germans started with a decisive edge
in these areas and the ultimate British victory was not in the materiel
buildup but rather in them catching up in the non-material factors.
0dds and ends; various special operations forces and unique forces
such as the Tobruk Raiders, Ramcke and his paratroopers, and the
curious career of Sonderverband 288. The book will include numerous
maps, order of battle diagrams and charts. Joseph Miranda. Est.
retail: $35 (Est. Pledge $28).

54. George Washington and his Fighting Continentals. George
Washington is often thought of as a ‘Fabian’ general, a commander
who avoided pitched battle and instead nibbled at the heels of the
British army. Hogwash, General Washington sought decisive battle
again and again; at Boston, New York, Trenton/Princeton, Brandy-
wine, Germantown, Monmouth, and finally Yorktown. This book will
be an examination of the general’s overall war strategy and how he
used small victories like Trenton to keep the colonies fighting. The
book will delve into his tactics, how they led to disaster at places like
New York and Brandywine, and how he learned from his mistakes.
The book will also discuss Washington's indispensable men, generals
like Nathanael Greene, Henry Knox and Daniel Morgan. Will Stroock.
Est. retail: $35 (Est. Pledge $28).

COMPUTER GAMES

We have severely cut back on our projects and are focusing on
the projects with significant interest. These are conversions of exist-
ing or future board games. Most games based on magazine formats
of one to two maps will retail at $20-$30. Larger games or games
with Al willretail somewhat higher.
55. Operation Cobra (S&T#251)
56. Drive on Kursk (S&T#253)
57. Drive on Moscow (S&T#244)
58. Drive on Stalingrad
59. Battles of the Ancient World
60. Invasion: America
61. War Between the States
Comp G with Al
62. RAF Deluxe
63. D-Day at Omaha Beach
64. Struggle for the Galactic Empire

pp t or solitaire system

65. Operation Coronet. New scenario for Olympic system.
66. Nine Navies War

EXCALIBRE GAMES

67. Art of Siege Quint (SPI) includes the original four sieges: Acre,
Tyre, Sevestapol, and Lille plus the fifth published in S&T plus the
naval variant published in MOVES. Five maps, five counter sheets.
(Est. retail: $160; est. pledge: $120).

68. Crusades 1 (3W) two maps with four battles, two counter
sheets. Rob Markham. (est. retail: $60, est. pledge: $45).

69. Last Blitzkrieg (3W) one map, one counter sheet. Michael Scott
Smith. (est. retail: $48, est. Pledge $36).
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MFG Title
40% off listing

3M  221-B Baker St
3M  Backgammon

3M  Breakthru

3M  Executive Decision

3M  Foil
3M  High-Bid
3M  Jumpin

3M  Mr President

3M  Oh Wah Ree

3M  Quinto

3M  Thinking Man's Golf

3W  East Wind Rain

3W  Lawrence of Arabia

3W  Dark Crusade

3W  Never Call Retreat

3W  Sword & Shield

3W  Warto End Wars

ADG  Africa Aflame (zip)

ADG  Asia Aflame (zip)

ADG  Days of Decision Il

ADG  Rubout

ADG  Ships in Flames (zip)
ADG  World in Flames DIx (85/zip)
ADTCH Fighting Gen Patton

ADV  Brigadier

ADV  Johnny Reb

APL  AirLines (card game)
APL  AirLines 2 (card game)
APL  Alsace 1945

APL  Avalanche: Invasion Italy
APL  Bitter Victory: Sicily

APL  Chickamaugua & Chat
APL  Defiant Russia

APL  Digging (card)

APL  Eagles: Eylau

APL  Gazala 1942

APL  Granada

APL  Great Pacific War

Great War at Sea Series

APL GWAS/SWAS Cone of Fire
APL  GWAS: Airships

APL  GWAS: Dreadnoughts
APL  GWAS: Med (2nd ed)
APL  GWAS: Med, vol |

APL  GWAS: North & Baltic Seas
APL  GWAS: Plan Gold

APL  GWAS: Sea of Troubles
APL  GWAS: Zeppelins

APL  MacArthur's Return: Leyte
APL  Op. Cannibal

Panzer Grenadier Series

APL  PG: Afrika

APL PG Arctic Front

APL  PG: Beyond Normandy
APL  PG: Blue Division

APL  PG: Bulge

APL  PG: East Front Deluxe
APL  PG: Heroes of Soviet Union
APL  PG: Iron Curtain

APL  PG: North Wind

APL  PG: Red Warriors

APL  PG: Semper Fi: Guadalcanal
APL  PG: Siege of Leningrad
APL  PG: Sinister Forces

APL  PG: So. Africa’s War
APL  PG: White Eagles

APL  Red God of War

APL  Red Parachutes
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Price

30
30
20
30
30
35
40
30
25
30
20
45
45
P45
50
40
40
20
20
70

25
50
150
20
40
20
20
20
38
20
45
20

35
20
40
65

80

25
60
60
75
60
25
25
35
30

BOARD GAME CLEARANCE SALE

Only games listed in this ad are in the offer; magazines are excluded. Cannot be combingd with other offers or discounts. Shipping is not included. Some games are one of a kind, list of alternate games is appreciated.

MFG Title

APL
APL
APL
APL
APL

Red Steel

Red Vengenace

Res Publica (card)
Soldier Emperor
Strange Def-France 44

Second World War at Sea Series

APL
APL
APL
APL
APL
APL
APL
APL
APL
ATG
ATG
ATTX
BTL
BTL
CAF

SWWAS: Black Sea Fleets
SWWAS: Bomb Alley
SWWAS: East Fleet
SWWAS: Leyte Gulf (ship 5U)
SWWAS: Strike South

They Shall Not Pass:Verdun
Third Reich

Tiger of Malaya

Winter Fury

Recess

Seismic

Fight for the Sky

Alpha Omega

Wooden Ships (74)

Tempus

EuroFront

MasterFront

MedFront

Mid-East Peace

Sam Grant

Victory

Victory blocks (gray)

Victory blocks (green)
Victory blocks (red)

Victory Desert maps (5 & 6)
Victory Elite blocks (gray)
Victory Elite blocks (orange)
Victory Forest maps (15 & 16)
Victory Island maps (7 & 8)
Victory Ocean maps (9 & 10)
WestFront

Wizard Kings

WWII Logistics Set (mrkrs)
Achtung Spitfire

Baron’s War

Clash of Armor Rules (WWII)
Close Action

Devil to Pay (zip)

Flight of the Eagle

Flint & Steel (AWI rules)
Golan to Sinai (Clash Armor exp)
Infernal Machines (Landships)
Landships

Lee Takes Command
Leuthen

Mighty Midgets

No Sailor but a Fool
Painter’s Guide WW2 Camo
PanzerKampfe (module)
Rebel Seas (mini rules)
Supermarina |

Supermarina Il

Valmy to Waterloo
Wallace's War

BattleLore

Ticket to Ride Dice Expan

DYNGM Emperor of China

EGD
EGD
EGD
EGD
EGD
EGD
EGD

Aramada

Atlas & Zeus

China Moon

Civilization (FR w/eng rules)
Clippers

Democrazy

Draco & Co

Price

38
25
15
60
20

25
60
45
200
50
20
60
60
30
25
30
25
30
40
55
35
25
40
20
49
39
12
12
12
10
12
12
10
10
10
50
40
10
40
40
19
48
18
40
32
20
30
46
30
60
30
32
20
16
25
56
20
36
44
50
20
45
40
17
25
40
45
15
17

MFG
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGD
EGL
EGL
EGL
EGL
FBI
FBI
FMG

Title

Dragon Delta
Dragon’s Gold
Europa

Fantasy Business
Gouda! Gouda!
Knights Brave & Bold
Lawless

Mare Nostrum
Montgolfiere (2" ed)
Mystery on the Nile
Phoenix

Savanah Cafe
Serenissima

Tony & Tino

Tyrus

Valley of Mammoths
Attack! (ship=3U)
Attack! Expan.

Conquest of Empire (ship 5U, P)

Lord of Rings Children’s
Berserker

Nuclear War

American Megafauna

GALATC Moonshot
GIBSON Great Western Rails

GMT
GMT
GMT
GMT
GMT
GMT
GMT
GPG
GREN
HAN
JED
JKL
JKL

Flagship: Coyote (cards)
Flagship: Promo. (cards)
Gergovia (zip)

Pursuit of Glory

Red Badge of Courage
Risorgimento
Successors 3

Rebel Yell

Journey

Time the Game

Field Marshal
Scanderoon

Treasure Island

Lion Rmp Challenge
METGM Dimension Demons
METGM Hot Spot (zip)
METGM Olympica (zip)

MFG
MFG
MFG
MFG
MFG
MFG
MFG
MIH
MIH
MIH
MIH
MIH
NVA
NVA

Alexander & Cheops
Pack N Stack
Pyramids

Quo Vadis Roman Senate
SoC/Elasund 1st City
Station Master
Streetcar

Lodz 1914 (zip)

Pierce the Reich
Tunisia 43

Turning the Tables (zip)
White Ensign (zip)

Ace of Aces (inc metal planes)

Axis & Allies

OMGA 1864
OMGA Desert Victory
OMGA Main Battle Area

PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA
PHA

A House Divided
Age of Discovery
Alexander the Great
Anasazi

Chicago Poker
Emira

First World War

Go West

Heart of Africa
Hector & Achilles (box dmg)
Italia

Dispatch #21

Price

MFG Title

PHA
PHA
PHA
PHA
PHNX
PWG
QNG
QNG
QNG
QNG
QNG
QNG
QNG
QNG
QNG
QNG
QNG
RAV
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG

Mesopotamia +card
Nero

Sutter's Mill
Waterloo
Gettysburg High Tide
Kanev

Alhambra
Alhambra Dice Game
Alhambra Gardens
Eketorp

Flandern

Highland Clans

Inka

Lucky Loop

Metro

Robber Knights
Turbo Taxi

Marco Polo

5th Ave

6 Billion

Adam & Eva
Andromeda
Aquaretto

Assyria

Asteroyds
Augsburg 1520
Australia

Bausack

Bean Trader

Big Manitou

Bolide tracks 1
Cabale

Canyon

Cape Horn

Caprice

Capt'n Clever
Celtica

Darjeeling

Dawn Under

Doge

Dragonland
Duckling Dance Chiki Cha Exp
Duell

Dvonn

Edison & Co

El Grande 10 year ed
Evergreen

Fast Flowing Forest Fellers
Fjords

Fossil

Gloria Mundi

Gloria Piktoria
Gnummies (card)
Gone Fishing?
Gracias

Hamster Roll

DO

Indus

Key Harvest

Leader 1

Lowenherz

Magna Grecia

Mall World
Manhattan

Manila

Masons

Maya

Merchant of Amsterdam
Meridian

Message to Czar

Price

45
45
45
45
30
40
40
40
40
60
25
35
30
35
35
30
25
45
38
20
15
40
50
60
55
40
30
75
40
25
25
35
25
30
35
25
40
50
40
40
35
20
20
30
30
45
20
40
20
30
40
20
12
25
20
60
44
35
50
60
40
45
33
40
45
40
28
40
40
25



BOARD GAME CLEARANCE SALE

Only games listed in this ad are in the offer; magazines are excluded. Cannot be combined with other offers or discounts. Shipping is not included. Some games are one of a kind, list of alternate games s appreciated.

MFG Title Price MFG Title Price MFG Title Price

RGG  Ming Dynasty 40 30% off listing GMT  Savannah (Am Rev vol 4) 35 RHG  Legend Begins (zip) 30
RGG  Niagara 50 GMT  Twilight in the East 107 RHINQ Decision France (zip) 35
RGG  Oregon 40 AEG  Abandon Ship 25 GMT  Tyrant (Alex module) 10 SG Drive on Damascus (zip) 35
RGG  Phoenicia 50 AEG  Arcana 15 GMT  Veni,Vidi,Vici 15 SJG  Frag Gold Ed 50
RGG  RaDice Game 30 AEG  Monkey Lab 25 GMT  War Galley 65 SJG  Munchkin Blender 17
RGG  Race the Wind 60 AEG  Straw 15 GMT  Zero 45 SJG Munchkin Fu 2: Monky Biz 17
RGG  Samarkand 30 AH  Axis & Allies: D-Day 15 JPW  Black Sea Fleet 1914-18 (zip) 15 SJG Munchkin Mission Impossible 25
RGG  Samuari Card Game 30 AH  C&0/B&0 Railroading (P) 50 JPW  Last Elephant Off. (zip) 15 SJG  Munchkin Quest 2: Look Trouble 35
RGG  Siesta 40 AH  Dilemmas 35 MB  Battleship (1971) 20 SJG  Munchkin Quest Boardgame 50
RGG  Space Dealer 60 AH  Diplomacy 50 MB  Pathfinder 30 SJG  Ninja Burger 2: Sumo Size 17
RGG  Surf's Up Dude 45 AH  Fire Power (P) 35 MFG  Domaine 40 SJG  Snits Revenge 20
RGG  TallyHo 25 AH  Foreign Exchange 35 MFG  Dos Rios Valley 2 Rivers 40 SJG  Star Munchkin 25
RGG  Techno Witches 30 AH  Fortress Europa 1st Ed. (P) 35 MFG  Eurorails 35 SJG  Super Munchkin 18
RGG  Time Pirates 40 AH  Hitler's War (P) 20 MFG  Express 13 SMCN Battle Ship (zip) 25
RGG  Top Secret Spies 30 AH  Outdoor Survival (P) 25 MFG  Freight Train 20 SMCN Battlestations (zip) 25
RGG  Toppo 15 AH  Rocketville 20 MFG  Hell Rail 20 SMCN Divine Wind (zip) 25
RGG  Torres 45 AH Sl Stat-Pro Basketball 25 MFG  Iron Dragon 30 SMCN Line of Battle (zip) 25
RGG  Ur 40 AH  Source of the Nile 65 MFG  Leonardo Davinci 45 SMCN Man of War (zip) 25
RGG  Utopia 60 AH  Submarine 60 MFG  Lunar Rails 38 SMCN Naps Last Triumph (P) 25
RGG  Women & Men 25 AH  Wizard's Quest (P) 10 0SG  1806: Rossbach 36 SMCN Ortona 30
RGG  Yeti Slalom 23 AH  Wordpower 10 0SG  Air Cobra 40 SMCN Power & Resolution (zip) 25
SFG  Red Dragon Inn 30 AH  Verdict Il (P) 45 0SG  Devils Den 25 SPRHD Met at Gettysburg 59
SFG  Tiki Mountain 25 ASM  Cash N Guns Yazuka 40 0SG  Last Days -Grand Armee 35 STGM Starship Captain 35
SJG  Cowpoker 12 ATG  Beer Money 20 0SG  Napoleon at Bay (2nd ed) 56 TF Cerebus (zip) 20
SLS  Bells of War 20 ATG  Lunch Money 20 0SG  Rommel in Tunisia 50 TF Columbus (zip) 15
SMTC Sagunto 80 ATG  Lunch Money Sticks Exp 10 0SG  Sunof Austerlitz 40 3 History of 2nd World War Part 1 40
TILSIT Courtisans of Versailles 48 AYG  Conf of Heroes: Russia 1941-1942 80 QD Incredible Victory 50 TF Kings Bounty 25
TILSIT Gnome Tribe 25 COA  Brandywine & Germantown 80 QNG Airships 40 TF Prochorvka (zip) 25
TILSIT Grand Alchemist 20 COA  Epic of the Pelopen War 80 QNG Chicago Express 60 TF Grand Army of the Republic 30
TILSIT Joan of Arc 50 COA  Fear God/Dreadnaught 95 QNG  Chicago Express Expan 40 TF Op. Pegasus (folio) 20
TILSIT Samurai & Katana 48 COA  Fires of Midway 65 ONG  Samarkand 63 TF Starfire (folio) 25
TILSIT The Apprentice (kid) 25 COA  Hell of Stalingrad 65 QNG Tombouctou 60 TF Viceroys 25
TILSIT Thieves of Bagdad 48 COA  Persian Incursion (Harpoon) 65 RALP  Caverns Deep 75 UGG Assyrian Wars 66
TILSIT Vox Populi 32 DOW  Memoir 44 Air Pack Exp 40 RALP  Final Frontier 55 UGG  Blitzkreig General (2nd ed) 47
TSK Hob Lepoard Il 75 DOW  Memoir 44 Camp Bag 45 RAMP War for the Motherland 40 UGG  History of Roman Empire 47
UBR  New England 30 FFG  LOTR Confrontation 30 RGG  Carcassone: Dice 18 UGG Triumph & Fall Desert Fox (zip) 30
UBR  Sunken City 40 FFG  LOTR Hobbit 30 RGG  Castle For All Seasons 55 XTR  Miss. Banzai (zip) 50
VG Central America 40 FFG  LOTR Trvia 20 RGG  Caylus Magna Carta 30 XTR  Smithereens (zip/P) 30
VG Gulf Strike (1 ed) 50 FFG  Tide of Iron: Days of Fox Exp 50 RGG  Change Horses 45 XTR Wahoo! (zip) 20
VG James Bond/007 Goldfinger 15 FFG  Tide of Iron: Designer Series 30 RGG  Funny Friends 35 YAQ  Beachhead 25
VG NATO 40 FFG  Tide of Iron: Map Upgrade 30 RGG  Hanging Gardens 35 YAQ  Fast Attack Boats 50
VG Omaha Beachhead 45 FFG  Tide of Iron: Normandy Exp 60 RGG  Name of the Rose 45 YAQ  Marine 2002 25
VPG Vanished Planet 2 FFG  Wings of War: astd planes 12 RGG  Shipyard 60 YAQ  Neck & Neck 30
WE  Desert Steel 45 GMT  Conquest of Paradise 25 RGG  Ystari Treasure Box 35 YAQ  Picketts Charge (P) 25
WE  Fire Team 45 GMT  Ivanhoe (Reprint) 25 RGG  Zooloretto Expan 10 YAQ  Superiority 40
WE  Tankleader 25 GMT  Kaiser's Pirates 19 RGG  Zooloretto Gorilla Exp 10 YAQ  Timewar 20
WOLF Swords of Glory 20 GMT  Mamluk (DH mod - ziplock) 10 RGG  Zooloretto Polar Bear Exp 10 YAQ  Beastlord 25
XTR  Back to Iraq (zip) 20 GMT  Paths of Glory 55 RGG  Zooloretto XXL Exp 35 YAQ  Raider 40
XTR  Black Gold (zip) 20 GMT  Paths of Glory Player Guide 25 RGI  Maj Battles Gen Patton 40

ZMG  Camelot Legends (card) 25

T-SHIRTS

WORLD.WAR

STRATEGY & TACTICS, White print on Heathered Charcoal Gray or Navy Blue. WORLD at WAR, White print on Olive Green or Black print on
Tan. Limited quantities and sizes. Please indicate alternate choice. Use order form on page 20.

SIZES =M/ L/ XL ®15, XXL =18
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MFG Title
20% off

ASM
ASM
ASM
ASM
ASM
ASM
ASM
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
COA
CST

CST

CST

CST

CST

CST

CST

CST

CST

CST

CST

CST

CST

DVG
DVG
FFG

FFG

FFG

GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT

16

Formula De

Formula De Expan 1

Formula De Expan 2

Frontiers

Pocket Rockets

Werewolves of Millers Hollow
Werewolves-Millers: New Moon
1807: Eagles East

6 Days of Glory

Admiral Triology Russo Japan
Army of Heartland

Autumn of Glory

Baltic Arena

Battle of Monmouth
Campaigns of King David
Camp Nap: Emperor Returns
Comrades Guide (ToC)

Dawn of Rising Sun

Fear God/Dreadnaught Bk
Harpoon 4

La Bat de la Moscowa (3¢)

La Bat. Armee Nord (2//zip)
La Bat. de Corunna

La Bat. Espagnol-Talavera (zip)
La Bat. Espagnol-Talavera (zip)
La Bat. Lutzen

La Bat. Mont St. Jean (expan)
La Bat. Quatre Bras (1 ed)
Operation Spark

SFE: Brute Force

SFE: Mediterranean

So Atlantic War

Triumph of Chaos-RCW
Triumph of Chaos-RCW Guide
Whistling Death

Whistling Death

White Ensign (Harpoon)
White Ensign (Harpoon)
Zorndorf

Campaigns of King David
Algeria

Army of Ireland

Arriba Espana

Autumn Mist

Barnard's Star

Byzantium Reborn

CSA America’s Civil War
Freikorps

Marcher Lords

Op Whirlwind

Smokejumpers

The Final Frontier

War Plan Crimson

Down in Flames-Aces High
Field Cmdr: Rommel

Cold War: CIA vs KGB
Colossal Arena

Red November

Alesia (GBoH v11)

Asia Engulfed

Attila

Barbarossa to Berlin

Battles for Normandy
Blackbeard

(C3i SGBoH Battle Manual
Caesar: Conquest of Gaul
Carthage (Ancient World v2)

BOARD GAME CLEARANCE SALE

Only games listed in this ad are in the offer; magazines are excluded. Cannot be combined with other offers or discounts. Shipping is not included. Some games are one of  kind, list of alternate games is appreciated.

Price

60
30
30
30
13

13
60
36
60
60
28
35
64
50
45
35
80
10
66

44
44
60
60
70
40
60
45
70
60
32
90
35
80
20
22
45
40
50
20
23
23
23
23
23
25
23
23
23
23
23
23
60
40
25
25
25
35
69
20
55

60
32
65
35

MFG

GMT
GMT
GMT
GMT
GMT
GMT

Title

Case Yellow, 1940
Caucasus Campaign
Chandragupta
Chariots of Fire
Clash of Giants 2
Clash of Monarchs

Combat Commander

GMT
GMT
GMT
GMT
GMT
GMT

Combat Commander: Europe
Combat Commander: Pacific
Combat Commander: Normandy
Combat Commander: Paratrooper
Combat Commander: Stalingrad
Combat Commander: The Med

Command & Colors

GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT

Commands & Colors Ancients
Commands & Colors Exp #1
Commands & Colors Exp#2
Commands & Colors Exp #3
Cmds & Colors Expansion #4
Cmds & Colors Expansion #5
Commands & Colors Napoleonic
Dead of Winter

Great Battles Alexander Deluxe
Devil's Horsemen (GboHv10)
DiF Fighters (ziplock)

DiF Sqdrn Pack#2: Bombers
Dominant Species

East Front Series

GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
GMT
L2DG

EFS: Kiev to Rostov
Elusive Victory

Europe Engulfed

FAB: The Bulge

Fields of Fire

Fighting Formations: GD
Grand Illusion

Great War in Europe Deluxe
Halls of Montezuma
Hellenes

Infidel

Kutuzov

Leaping Lemmings
Lion of the North
Maneouver

Manifest Destiny
Medieval

Monmouth

Napoleonic Wars

Night Fighter

Nothing Gained but Glory
Pacific Typhoon

PQ-17

Prussia’s Glory 2

Ran

Salamis

Samurai

Serpents of the Seas
Ship of the Line

Silver Bayonets

Simple GBoH Rules Set
Spanish Civil War
Stalin’s War

Sword of Rome 5th Player Exp
Under the Lily Banners
Unhappy King Charles!
Victory in the West
Washington's War
Wellington

Winds of Plunder
Rommel's War

Price

55
49
65
70
35
65

79
79
35
20
35
79

65
55
55
30
60
35
70
79
65
35
10
10
79

85
55
99
55
75
85
35
89
55
69
55
65
35
50
55
55
45
25
60
55
65
40
69
35
65
20
64
69
20
45
20
55
55
20
59
65
40
60
35
45
90

MFG

MDG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MFG
MMP
MMP
MMP
MMP
MMP
MMP
MMP

Title

Space Junkyard

1856

British Rails

Family Business (2" ed/card)
Silverton (2nd ed)

SoC Dice Game

SoC Treasure Chest

SoC/ 5&6 expan
SoC/Candamir 1¢ Settlers
SoC/Event cards
SoC/Fisherman of Catan Exp
SoC/Great River Exp
SoC/replacement cards
Starfarers Catan-5&6

A Fearful Slaughter

A Most Dangerous Time
A Victory Denied
Screaming Eagles

So. Mountain

Storm QOver Stalingrad
Warriors of God

MMPG April's Harvest

MMPG Black Wednesday

MMPG Champion Hill

MMPG Force Eagles” War

MMPG Gaines Mill

MMPG GD 40

MMPG Hunters from Sky

MMPG In Their Quiet Fields (2" ed)
MMPG Strike Them A Blow
MMPG This Terrible Sound

ONG
QNG
QNG
QNG
ONG
QNG
QNG
QNG
QNG
ONG
QNG
QNG
QNG
ONG
QNG
QNG
QNG
ONG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG

Alhambra Power Sultan (#5)
Alhambra Thief's Turn (#3)
Alhambra Treasure Chamb (#4)
Aqua Romano

Architekton

Batavia

Cash a Catch

Fresco

Fresco The Scrolls Expan
Fresco The Glaziers Expan
Lancaster

Montego Bay

Roma

Shogun

Shogun Tennos Court Expan
Showmanager

Thebes

Thief of Baghdad

20th Century

Airlines: Europe

Albion

Alexandros

Amyitis

Ark

Black Friday

Bohnanza

Bohnanza Fan Ed
Bohnaparte (Bohn exp/card)
Bonnie & Clyde

Carcassone Series

RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG

Carc exp./Abbey & Mayor
Carc exp./Brdg/Castle/Bzr
Carc exp./Catapult

Carc exp./Count

Carc exp./Cult & Siege

Carc exp./Inns & Cathedral
Carc exp./King & Scout

Carc exp./Princess & Dragon

Dispatch #21

Price

132
30
30
30
60
25
60
35
63
25
40
65
60
30
80
25
63
60
40
60
60
40
33
45
18
45
20
15
15
25

18

18

18

15

15

MFG

RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG

Title

Carc exp./Phantom

Carc exp./River Il

Carc exp./Trader & Builder
Carc exp/ Tower
Carcassone

Carc: Hunters & Gatherers
Carc: Discovery

Carc: Wheel of Fate
Carcassone City
Cardcassone

Cartegna Il

Dominion Series

RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG

Dominion

Dominion Alchemy (expan)
Dominion Cornucopia (expan)
Dominion Intrigue
Dominion Prosperity
Dominion Seaside (expan)
Egizia

Finca

Factory Manager
Famiglia (card)
Fruitirelli

Furstenfeld

Galloping Pigs (card)
Glen More

Guatamala Cafe
Heavens of Olympus
Hellas

Hermagor

High Bohn Plus (card)
If Wishes Were Fishes
Imperial

Imperial 2030

In the Year of the Dragon
Jambo

Jambo expan 1

Jambo expan 2
Kahuna

Khronos

Kids of Carcassone
Kings Breakfast (card)
Klunker

Knights (card)

Krysis

La Citta

Landlord (card)

Lost Cities

Lost Cities Boardgame
Louis XIV

Macao

Mama Mia (card)
Missippi Queen
Mousquetaires du Roy
M & Lots More
Navegador

Nefertiti

Nefertiti Expan
Olympos

Pantheon

Piece O Cake

Pizarro

Ponte del Diavolo

Power Grid Series

RGG
RGG
RGG
RGG
RGG

Power Grid

Power Grid Deck Exp

Power Grid Exp (Ben/C Eur)
Power Grid Exp (Brazil/Iberia)
Power Grid Exp (China/Korea)

Price

18
18
30
30
30
30
50
30
28

45
30
30
45
45
45
40
40
45
12
45
60
15
35
50
45
25
40
15
35
60
60
45
25
12
12
25
55
30
10
10
15
30
40
12
25
40
30
45
12
40
60
30
60
50
25
50
40
30
30
25

45
12
15
25
15



BOARD GAME CLEARANCE SALE

Only games listed in this ad are in the offer; magazines are excluded. Cannot be combined with other offers or discounts. Shipping is not included. Some games are one of a kind, list of alternate games is appreciated.

MFG Title

RGG  Power Grid Exp (Italy/France)
RGG  Power Grid Exp (Russia/Japan)
RGG  Princes of Machu Picchu

Race for the Galaxy Series

RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
RGG
SMGC
SMGC
SMGC
TLC
TLC
TLC
TLC
TLC
TLC
TLC
TLC
TSR
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
WO0G
MG
MG
MG
MG

Race for the Galaxy

RFTG: Brink of War Exp
RFTG: Gathering Storm Exp
RFTG: Rebel vs Imp Exp
Rio de la Plata

Rum & Pirates

San Juan

Shadow of Emperor

Sole Mio (card)

Space Alert

Space Alert Expan

Space Beans (card)

St. Petersburg

St. Petersburg Expan
Strozzi

Taj Mahal

The Reef

Thurn & Taxis: Power & Glory
Thurn & Taxis: Roads to Rome
Tichu (card)

Toscana

Tower of Babel

Traders of Genoa
TransAmerica

TransEuropa

Trick R. Treat (card)

Tzaar

Vexatin (Trans expan)
Vasco de Gama

Vino

Where's Bob Hat? (card)
Whos the A**?

Amer. Megafauna (box)
Origins

Origins-Age of Reason exp
Bag O Zombie Dogs!
Easter Island

Zombie Town

Zombie Town 2: Road Rage
Zombies Corps(e)! 2" ed
Zombies! 4 The End 2nd ed
Zombies! 6.66 Fill in
Zombies! 7 Send in Clowns
Twilight War (zip)

Blood of Noble Men
Caesar's Gallic War
Chainmail

Clash for Continent
Cowboys

Desert War

For Honor & Glory

Forged in Fire

Hearts and Minds: Vietnam War
Hold the Line

MedWar Sicily

Prussia’s Defiant Stand
Turning Point

Making President 1960
Middle Kingdom

Pocket Battles: Celts vs Romans
Take Stock

Price

15
15
55

35
25
25
25
50
40
30
28
12
60
30
15
35
25
35
40
25
30
30
15
30
35
40
33
33
12
33

60
40
12
10
32
48
15
10
25
40
10
15
25
10
18
35
40
50
50
50
50
38
50
50
50
60
45
60
38
50
15
15
15

o R DE R Fo RM Please print legibly. All prices in US1 $ and subject to change. Decision Games, SPW & Excalibre Games, as well as magazines are not eligible for this offer.

NAME

ADDRESS

CITY, STATE (PROVINCE)

ZIP (POSTALCODE), COUNTRY

PHONE

EMAIL

T2, ([€2) # wswmony EXP.

SIGNATURE Cvv.

Some items are one of a kind; please list alternates whenever possible. Credit memos will be issued on items that are out of stock.

aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
QTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
QTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
QTy. ITEM (MFG/GAME TITLE) PRICE $§ DISCOUNT % ITEMTOTAL
aTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL
QTy. ITEM (MFG/GAME TITLE) PRICE § DISCOUNT % ITEMTOTAL

ORDER SUBTOTAL
+ TAX (CALIFORNIA RESIDENTS ONLY — PLEASE ADD 7.25% TO ORDER SUBTOTAL)
+ SHIPPING (FORALLORDERS; PLEASE USE THE TABLES BELOW)

Offer expires 12/16/11 ORDER TOTAL

UPS GROUND SHIPPING CHARGES — Please add $5 for shipping via USPS Priority Mail.

USA CANADA EUROPE, SOUTH AMERICA, ASIA AUSTRALIA
First Unit $12 $24 34 $36
Additional Unit $2 3 3 5
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COLLECTIBLE MAGAZINES

STRATEGY &TACTICS 199 Forgotten Axi: Finnish 30 S&T MAGAZINE W/0 GAMES ARES
Flying Circus (die cut cntrs) 85 201 The Crimean War (SPI) 45 176,179, 182, 195-198, 206, 208, 212, 213, 1 World Killer P30
32 Borodino 75 207 War of 1812 85 217,219,221, 223, 232, 235237 2 Wreck of BSM Pandora (P) 2%
33 Winter War 8 208 Backto lraq 5 239-244, 253, 254, 257-259* 5 7 Rescue from the Hive 25
34 Armageddon 70 212 Rough & Ready: Mex—Am. War 2 260-263, 265-current™ 6 8 Ragnorak (P) 25
35  Year of the Rat 50 ;1; Z/Ie?ra(l;hon & Gdrachus 6 gg *Not all issues available. 9 Delta Vee 40
; sia Crossroads: Great Game )
64 Raid! 40 217 The Lust Battlion % S&T PUNCHED-NO MAGAZINE 10 Retof Stainless Steel Rat (P) 2
68 Kharkov 50 - Panzer Armee Afrika 20 11 Albion P45
219 Span. Civil War Bat, vol 2 25 )
70 Crusades 50 . 49 Frederick the G 20 16 High Crusade 40
N 220  Group Soviet Forces (GSofG) 25 rederick the Great . ",
71 Battle For Cassino 45 ”3 1918 20 63  \Veracruz 15 Special Editions 1 &2 20 ea.
72 Armada 40 . 64  Raid! 25 Mag w/incomp game: 1, 2, 8-11 10
73 Panzer Battles 40 224 Sedan Campaign 4 7 B n" For Cassino (MKD) 15
77 Paratroo 3 225 Twilight's Last Gleaming 2 50 attle For L.assino AGAINST THE ODDS
o P " 2% Middle East Battles 5 74 Neyvs. Wellington (MKD) 15 ATO 1.2 Khe Sanh (42) 35
3 KI ,O s Battl 20 227 CBI: Vinegar Joe's War 50 76 Ch‘”_a War 15 ATO 1.3 Kesselschlacht (#3) 35
® Oa\ser§ aét es ; . 228 0ld Contempibles 2 79 Berlin85 15 ATO 1.4 Nap at Berezina (#4) 35
o F‘vllig‘a\;logailrena e . 230 Downfal: Op Olympic 23 100  Central Command 15 ATO 1.5 North Wind Rain (45) 35
87 DgsertgFox 45 232 Catherine the Great (Solitaire) 23 S&T PUNCHED W/MAGAZINE ATO 2.2 Go Tell Spartans (#6) 35
%0 Monmouth 50 233 Dagger Thrusts: Patton/Mont 23 49 Frederick the Great 30 ATO 2.3 Dark & Bloody Ground (#7) 35
9 Nordk 55 234 Lest Darkness Fall 23 56 Revolt in the East 20 ATO 3.1 Suleiman Magnificent (#9) 35
o C;]rrnraalp(?omman S " 235 Cold War Battles: Angola & Budapest 23 59 Plot to Assn Hitler 20 ATO 3.2 Bear Trap-Chechnya '35 (#10) 35
99 Thunder at Luetzen 3 236 They Died w/Boots On!: 62  South Africa 25 ATO 3.3 The Big Push-Somme (#11) 35
101 Cromwell's Victor 5 Vol |-Custer & Quebec A 63 Veracruz 1847 pA) ATO 3.4 Chennaults First Fight (#12) 3
02 Mzmmfse DS_D a'c o 20 237 No Prisoners! Camp Law. 23 64 Raid 20 ATO 4.1 Bittereinder: 2" Boer War (#13) 35
104 Co\on\i/es Revo‘Tt 60 238 Marlborough: Spanish War 24 65  Cobra 30 ATO 4.2 War in Aegean (#14) 35
107 Warsaw Rising 55 239 Winged Horse: Vietnam 65 23 68  Kharkov 25 ATO 4.3 Cactus Throne (#15) 35
109 Target: Libva 5 240 1066: End of Dark Ages 23 69  Tannenberg - 25 ATO 4.4 La Vallee de la Mort (#16) 35
get: by 241 Twilight of Ottomans 2 74 Neyvs. Wellington 30 ATO 5.1 Imperial Sunset (#17 35
112 Patton Goes to War 45 ) 7 P 30 1 Imperial Sunset (#17)
242 They Died w/Boots On!: aratroop ATO 5.2 Golden Horde (#18 3
113 Battle of Abensberg 40 83 Kaiser's Battl 2 2 Golden Horde (#18)
Vol 2-Pershing & Mad Anthony 2 aisers Battles o ATO 5.3 Not War but Murder (#19) 3
115 Kanev 35 84  Operation Grenade 30 ’
116 Manchu 35 243 SEALORDS 2% ATO 6.1 Kadesh: Day of Chariot (#21) 35
) 244 Drive on Moscow 10 99 Thunder at Luetzen 20
117 North German Plain 5 . ATO 6.2 Paukenschlag (#22) 35
) : 245 Triple Alliance War % 105 Ruweisat Ridge 30
118 Tiger's are Burning 50 114 Battle of Eckmuhl 25 ATO 6.3 Guerra a Muerte (#23) 35
i 246 Manila 45 2 atle of bexmy ATO 6.4 Deathride: Mars-la-tour [#24) %
118 Horse Soldiers 5 i 118 The Tigers Are Burnin 35 -4 Deathiide. Mars-la-tour
) 248 First Blood, Second Marne 24 9 Y .
120 Nicaraugua 35 119 Brice's C d 35 ATO  #25 Storm Over Taierzhuang 35
) 249 Nap Forgot Btls: EC & RSW 24 fice's Lrossroads -
124 Fortress Stalingrad 35 . . 124 F Stalingrad 35 ATO  #26 There Must Be a Victor 35
) 252 New Mexico Campaign 25 ortress Stalingrad )
126  Beirut 82 45 250 Hannibal's War P 136 Borodino Doomed Victory 25 ATO  #27 The Pocket at Falaise 35
ATO  #29 Buffalo Wings 35
127 Rush for Skry o 25 First Batle ritain % WAW MAGAZINE W/ GAMES e
128  Africa Orientale 40 - - ATO  ANN #1 Toppling Reich 45
256 Marlborough's Bat: Ramillies & Malplaquet 25 5 Finnish Front 25
131 Donau Front 25 257 Chosi % 6 Greater Fast Asia War 25 ATO  ANN #2 Look Away 45
133 Baton Rouge 20 osin . ATO  ANN #3 Op. Cartwheel 45
258 San Juan Campaign 25 7 Greek Tragedy 25 ) )
137 Men at Arms 60 . h - ATO  ANN #4 Verdun: Generation Lost 45
259  Battle for China 1937 25 8 Arriba Espafia! 25
138 Eylau 25 . ATO  ANN #5 Four Roads to Moscow 45
139 Arabian Night o 260  Black Prince: Crecy & Navarette 25 9 Destr Army Grp Center 25 ATD Camp Study #1 Winteraewitter 5
Org ian Nightmare 961 Kaiser's War 20 10 Coral Sea 30 amp Study intergewittel
140 bjec.llve Tunis 20 262 Frederick's War 30 " Afrikakorps: Decision in Desert 30 COMMAND
141 Hannital oo % 263 Cold War 2: Wurzburg & Kabul 20 12 1940 What If? 0 Blitzkrieg ‘41 Pe5
lg E?dgeacdh _V”T-Ta;awa f“ 264 Shiloh: Bloody April 20 13 Guards Tank: Kursk 30 Z Sunrise of Victory 100
C'” rande-vaverde 5 265 Op. Jubilee: Dieppe 30 14 Invasion Pearl Harbor 30 4 Lion of Ethiopa 85
144 Chad The Toyota Wars 15 266 Julian 2 15 Soft Underbelly:ltaly 1943 30 6 Kim P30
145 Trajan o Sl 8 267 Russian Civil War (Spec Ed) 50 16 Partizan! 30 7 Battle of Kadesh 60
146 :a‘l'a\’;v e h'C”_V % 268 When Lions Sailed 30 17 Leningrad 41 2 9 Inchon P40
17 CO v var. X ghanistan 3 269  Falklands Showdown 30 18 South Seas Campaign 30 10 Alexandros 75
148 | rt‘)predy Brl(.igel 15 270 American Revolution 30 19 Hardest Days: RAF Solitaire 30 " Hougoumont 25
lg? \}.anlar) C/Empzj.|Sadern0 gg 271 Second Kharkov 30 20  Famous Div: Gross Deutschland 50 12 Chaco 50
02 c;szr:reg: an s S&T Special Edition #1-4 10/ea. WAW MAGAZINE W/0 GAMES 13 Desert Storm |
Felix/ZAMA S&T MINT GAME ONLY-NO MAG o g 15 1 Am Sparatcus P50
153 Felix/. 25 1,4-6,8%5 16 s West 1918 PEO
Turki 63 Veracruz 20 * torm in West
154 Russo-Turkish War 75 ) 10 to Current 6 .
155 hali R 64  Raid! 22 N . . 17 Gettysburg: Lee’s Great Gamble 50
alian Camp: Anzio 20 95 Soldiers of Queen a0 Not all issues available. 18 Tet »
156 ;Vhlte‘.Eag\e Eastward 35 140, 143, 144, 146, 148, 151 10 WAW MINT GAME ONLY-NO MAG 19 Port Arthur 30
lgg oW ;‘g 150, 152, 153, 192, 195, 201, 204, 208 15 2 Solomons Campaign 50 20 Cortes 0
ct|a an faSmP' edivar 160, 166, 200, 203, 210, 212, 225227, 250,253 30 3 Bulge 4 21 Blood &lron 20
lgé S”“‘a‘/s aver é: 168, 199, 201, 217, 220, 221, 226 2 4 USAAF 35 2 Antietam 20
- 02‘;?350;3;"1‘;% Tru:gse " 214,216, 218, 228, 232, 234, 241, 56.7.8 2 23 Sekigahara 45
170 Battles of Atlanta 15 243, 245, 247 249 18 S0 IR 151618 “ 24 Crech's P40
251V Variant counters/rules 8 25 When Eagles Fight 40
172 Molotov's War 40 ) 9 Ag
175  Germania 85 252-256, 258, 259 20 26 When Tigers Fight 50
. 257 2 28 Like Lions Fought 40
178 First Blood: Guadalcanal 45
179 First Afghan War 2 262, 266266 270211 “ 29 1914 Glorys End 40
267 44
180  Reinforce the Right! 35
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30 Across Potomac

32 Bunker Hill

37 Mukden & Moscow Option
38  Great War in Near East

39 World War 1862

40 Buena Vista & Moscow Burning
4 Battle of Bulge

42 Hell B4 Night/Blitz 40

43 Chattanooga

44 Dark Victory & 2" Front

47 Perfidious Albion & Attila

50 Back to Iraq (2)

51 Meuse-Argonne
COMMAND (GAME ONLY)
" Hougomount

42 Hell B4 Night/Blitz 42

50 Back to Iraq (2)

52 Grunwald

FIRE & MOVEMENT
1

210,21

11-20, 37, 38, 41, 45, 48, 53, 83,
137-139, 143, 145

22-27,29-32, 36, 39-40, 42-44,
46-47, 49-52, 54-56, 59, 73,77
33-35, 60-67, 68-76, 78-79, 80-93,
95-108, 110, 111, 113-115, 116
121-127,136

149,150

THE GENERAL
12.4-6,13.56

14.1-6;15.1-6; 16.1-6
17.1-6;18.1-6; 19.1-6; 20.1-6; 21.1-2,
21.14-6;22.1-6; 23.2,3,6; 24.1-6;
25.2-6; 26.1-6;

27.1-6; 28.1-6; 30.6, 31.3-5, 32.1
MOVES

33,34, 39, 49,5

89,90 12

6-8, 11-32, 35-38, 40-48, 50-55, 57-59, 62,78

61,63-77,79-88
91-98,101-108

WARGAMER VOL.1

12 Aces High

17 Nap at Austerlitz (P)

18 Birth of a Nation

19 Sturm Nach Osten

20 Little Round Top

22 No Trumpets No Drums
23 Decision @ Kasserine (P)
24 Lawrence of Arabia

25  Never Call Retreat

26 Race to the Meuse

27 Peter the Great

28 Port Stanley

29  Lodz Blitz in the East
30  StarsandBars

31 Clash of Steel

32 Napoleon at Lutzen

33 Holy Roman Empire

34 Khyber Rifles

35  WestWall

36 Unconditional Surrender
37 China Incident

38  Hath No Fury

39 Hellfire Pass

40  Fight on the Beaches
41 0'Conner’s Offensive

20
35
P25
35
25
35
35
35
35
35
35
25
35

15
25
15
15

40
25

20
15

20

10

50
P35
P40
P50
P50
P50
P50
P50
P30
P15
P20
P40
P15
P30
P25
P30
P30
P40
P25
P30

25
P25
P35
P15

25

42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62

End of Iron Dream
Wellington
MacArthur

Custer's Luck

House of Sa'ud
Struggle for Stalingrad
The Red Baron
Napoleon vs. Charles
Knights of Justice
Duel in the Desert
Glory Road

Dunkirk

Condottieri

Okinawa

First Team

Race for Tunis
Empires: 1914
Bloody Keren
Anvil-Dragoon

Camp of Marlborough
Fallen Eagle

P35
20
P30
P45
P15
P45
P45
30
50
25
20
P30
P15
P45
P20
25
P20
15
P25
P75
P55
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Game Supplies

Counter Magnets

These magnetic counter holders make playing on a vertical surface
a perfect alternative for gamers with limited playing areas, small
children or pets. Counter Magnets can be stacked 8-12 high and
come in: 1/2 inch (80/box).

$12.00 per box

S R ——
2

Tweezers

Stainless steel blunt curved tip tweezers, long for better handling. ~ $7

Blank Mapsheets & Counters

The maps (22 x34) are large (19mm) hex in long (length of paper) or short grain
(width of paper) or small hex (16mm) long only.

(Please specify the style you want. Additional shipping charge for mailing in a
tube.) $6 each or 4 maps for $20

Counters are 1/2 inch (280), 5/8 inch (176) and 9/16 inch (228) per sheet on white

only. 4 sheets for $10 sold in packs of 4 only.
STORAGE
Counter Ziplock Bags

3 x 5inch ziplock counter bags. Holds up to 100 counters per bag.
Only $5 for a roll of 100 bags.

Magazine Ziplock Bags
10 x 12 inch ziplock bags.
Only $10 for a roll of 50 bags.

Counter Trays
Tray is 8" x 11" and will fit inside an Avalon Hill-sized box. It is 3/4" deep, stacks
well and holds about 1,000 counters. The 16 compartments measure 2.25" x 1.5”

x 0.5" with a hinged lid; tray lays flat when open.
Box Bands

$4.00 each
4-way rubber bands. Extra thick for your game boxes. Sizes: Small (4"/8 pack);
Large (10"/6 pack); Regular (8'/6 pack). $5.00 each

MUGS (260z, 0.77L)

DECISION GAMES, White print on Black (special shipping required)
39.95

AN
VG
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The “Place Your Order” Game
1.0 Writing your order.

(Circle title) 6 12 TOTAL
1.1 Enter each item on a single line using the provided order WaW Game Edition | Subscription Units | Subscription units
form or a separate sheet of paper (photocopies acceptable). S&T Game Edition Double issues =2 units | Double issues = 2 units
Ordering multiple copies of games or subscriptions is denoted
by marking the number in the quantity column and multiplying USA 119 §219
the quantity by the single unit price and entering that into the Canada $139 $259
price column. Make sure to enter all subscriptions on the lines
provided and game purchases on the remaining lines. Overseas 5149 §279
1.2 Total the subscription and game portions of your order Both Game Edition
separately, entering them in the boxes noted. USA $209 $399
1.3 California residents compute their local and state sales SUBCRIPTION
tax (or 8.25%) and enter that amount in the box marked “CA Canada $249 $479 TOTAL
Sales Tax.” Note that there is no tax on subscriptions, only Overseas 5269 3519
on the product that is purchased.
1.4 Compute the Shipping & Handling amount from the a1y PRICE TOTAL
shipping chart and enter the total in the box marked “Ship- . -
pinl});}.)” Indicate the delivery method by CIRCLING IT, o s Empires: Tofaler Kreg! S120.00
ders shipped UPS Ground unless otherwise specified (please Axis Empires: Dai Senso! §120.00
provide a street address for this service). If the game portion DG War in Europe, Windows Edition $60.00
is more than $100, please add $2.00 for insurance. Note:
Subscription rates include shipping.
1.5 Total your amount and enter this figure on the final line.
Make your check or money order (drawn on a US bank in Gaes Torat
US funds; please no Canadian checks) payable to Decision I I—
Games. If paying by Visa or MasterCard, please be sure to
sign the form and include the full credit card number and ary Excalibre Games PRICE TOTAL
expiration neatly printed. Ancient Conquest $44.95
2.0 No other offers, coupons, cards or discounts apply. Conquerors $79.95
3.0 Please include your phone number or e-mail address A Mighty Fortress $39.95
so we may contact you if there are any questions regarding - B
your order. Batile for Stalingrad $54.95 Games ToraL
4.0 Pre-Publication offers. Orders charged or checks depos- I
ited at time of shipping. We prefer two checks one for preor- Desert Fox Games- Magazines & Misc.
ders and one for currently available or subscription orders;
combined checks will be deposited at the time of receipt.
Please print legibly and be sure to include all information.
Offer expires 15 December 2011.
"‘ DECISION PO Box 21598
Bakersfield CA 93390
"' GAM ES 661/587-9633 Decision Ganes Gawe ToraL ¢
fax 661,/587-5031
www.decisiongames.com Excauske Gawes Torau —
NAME DFG Macs & Misc Tora
Sus Tora
ADDRESS TAX (CA. RES. st 1.3)
Ty, STATE - (UPS or USPS) Stippic rRom Ciakr on Pace 17
COUNTRY Susceiprion ToTaL — 1
TOTAL ORDER
PHONE EMAIL
VISA/MC (ONLY)#
SIGNATURE EXP. & CW
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