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Napoleon against EuropeP . V. P. :FORMAT@ 0
JUEGO DE ESTRATEIA (WARGAME). EDITOR: HEXASIM
Amenazada por la coronacion del Emperador y el despliegue de la
Grande Arméefrente a sus costas, Gran Bretafia reacciond
rapidamente mediante sus métodos habituales: conseguir la
hegemonia en el mar y aliados en el Continemediante
subsidios! Napoled no tenia alternative: si queria conserver eln
trono, deb2a aplastar |l a nueva

Napoleon against Europ@os lleva la epopeya napolednica y su
intento de asegurar su dinastia y conserver las conquistdes
Revolucion. El juego emplea cartas que reflejan los grandes
acontecimientos de este emocionante periodo.

Los jugadores toman el control de Isos destinos del Emperador y
sus enemigos, la infatigable Albién y sus coaliciones sucegivas.
jugadorfrancés no tiene otra alternativa que imponer su voluntad
sobre Europa para aislar a Gran Bretafia mediante un fuerte bloqueo que
obligue a las potencias continentales a reconocer la hegemonia frances™ e
destino se decidira en la indémita Peninsula Ibéyien las estepas de Rusia‘ 2_2;3

Cada bando tiene su propio mazo de cartas dividido en dos periodos: Epco—
y Castigos. Cada jugador controla flotas navales y tropas terres ™
presentadas al nivel de cuerpos de ejército, ademas de algunas unu -
célebrescomo la Caballeria de la Guardia Imperial, iai n g 6 s Gc T
Legion etc...La calidad de los generales de cada bando juega un rol eser gz

en las operaciones. i
Cada afio consta de seis rondas de juego. Los jugadores no solo debentene
una vision a largplazo de sus objetivos, si no que también dek:; o o
demostrar habilidades operacionales en el curso de las camp =

la importancia de las lineas de comunicacién sera crucial |__,
conducir a los ejércitos a la batalla decisiva. El sistema de ju s
tiene en canta las marchas forzadas, el desgaste, la evag'g'
frente al enemigo, contr amar4®

En un inmenso teatro de operaciones, ambos bandos intenp.
hacerse co la iniciativa y equipara a sus fuerzas cada afio n
proseguir la lucha y reddsgarlas antes de pasar a la fak«
operacional: pobre del jugador que no haya consider
correctamente las distancias de comunicacion.

Frente a la excelencia operacional francesa, la Coalicion ¢ :
responder con una visibn estratégica a largo plazo lque *
permitira agotar a su enemigo. » é" s N

iEs vuestro turno de decidir si el Aguiluch serd Napoleon | = = ||
Duque deReichstadt ! : -
Componentes

Un mapa montad@d6 cm x 67 cm)216 fichas del5mm, 140
ficahs del3mm, 110cartas de juegoun reglamento original a |
color, ayudas de juegalos dados de seis caras "
[IREGLAS EN CASTELLANO!!
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NeWtOWn. P . V . P . FWATCDO JUEGO DE ESTRATEGIA (WARGAME) BATTLES of the AMERICAN REVOLUTION, Volume VIII
EDITOR: GMT GAMES £ }

La serie de batallas de la Revolucion Norteamericana sigue ampliandose con esta v
VIIl, que presenta varias novedades a las reglas de la serie para reflejar as
especificos de los combates con indios en el s. XVIII.

Newtown incluye un sistema de movimiento organizado en tres niveles para simil
combates con los indios. defios grupos actuaban a menudo por cuenta propia y lug™
seguir 6rdenes de los oficiales al mando.

El juego incluye dos mazos de cartas de oportunidad. Cada jugador comienza la
con una carta, y aunque el ¢dadeaccionesdurand
| a partida, el jugador americano puce
adicionales a lo largo de la partida.

La posibilidad de Mejora de los indios previa a la partida, y la inteligencia limit
norteamericana son recusspara equilibrar posibles partidas en las que los indios se
superados en numeros. También existen refuerzos indios opcionales.

Newtown también incluye reglas sobre honor indio, aguante bajo fuego de artil
ferocidad y evasion. En Oriskany eigpdor indio elige en secreto el hex de embosct!| EEG—_———- s
antes de la partida, mientras que el jugador Americano decide en cada turno el ritmd™8
marchala proximidad a ForStanwixno es el Unico aspect que debe tenerse en cuenta. Si la columna es embesteasa
mueve muy rapido, los indios reciben ventajas. Por otro lado, si el oficial americano al tHaridmer, se aproxima con
demasiada cautela, se podra defender major, pero corre el riesgo de que su ejército se desmlarédicdappa en resea a los
sitiados.

La Tryon County Militiade Herkimer esta formada por unidades de 1 punto de fuerza y dos pasos, lo que permite que absor
una baja y sigan luchando. Esto se hace para reflejar la dureza la la lucha entre ambas fuerzas. ha&Omgli@aduchd como
las unidades veteranas, dando y recibiendo sin cuartel durante casi seis horas seguidas.

Oriskany también incluye Secuencias de Juego distintas para antes y después de la emboscada, y reglas para formar circt
carros y para ganchar los carros de suministros americanos, asi como saqueo, destacamento de guarnicion de artilleria
posbililidad de tormentas.

ComponentesOne 22"x34" doublesided mapsheet;76 fullcolor 5/8" counters with replacement countersgrevious gaes in
the seriesSeries Rules & Battle Scenario Book&4 Opportunity & 16 Tactics Cards; Two Player Aid Cards; Twesitied dice.

Otros juegos de la misma serie:
Pensacola./;REGLAS EN CASTELLANO! ' e
Germantown. ;/;REGLAS EN CASTELLAN
Saratoga.;;REGLAS EN CASTELLANO!!
Savannah.;/;REGLAS EN CASTELLANO!/}

i A Iron & Oak. P. V. P. :FOBMAT@ QUEGO DE ESTRATEGIA (WARGAME).
IROUN U AN EDITOR: GMT GAMES

Iron and Oak is game of shigo-ship combat set during the American Civil War. As a
tactical represdation of naval warfare, each of the ships is accurately modeled for
offensive capability including gunnery, ramming and spar torpedoes; for defensive
capability including damage and five distinct armored or wooden hit locations; and for
maneuverability, ew size and draft.

You command 70 famous ships of the era, including the Urisrandaga Tecumseh
Winnebago Monitor, Osage Minnesota Brooklyn Hartford, Essex Carondolet
Kearsarge Ossipee Queen of the Westroquois SpuytenDuyvil; and the Confeerate:
TennesseeVirginia, Atlanta Palmetto StateArkansas Albemarle Alabama Florida,
General BeauregardSumter and many more.

Many of the 14 scenarios, in this edsylearn game, are playable in an hour or less.
s Included are 13 historical and Hypothetical engagements featuring Hampton Roads,

Ship-to:Ship Combat ‘during
the American Civil War

GAME DESIGN. | Mobil e Bay, Trentds Reach Alabafmaars theleaSargen d
Rt St and the saga of tharkansas which may be played as three individual scenarios or as a
GHT ST 1 iR linked minicampaign.
] In addition forts bristling with guns make their appearance to challenge the will of the ship
captains. I f that was not enough to heat things utpexpasdc en

on play.
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If you are interested in camanding your own fleetron and Oakincludes a standalone campaign module where player selected
forces fight it out in the many rivers, bays, inlets and costal areas. The campaign game recreates the brown watgrieatiohs, t
the period, in a seriesf randomly generated battles. As play progresses, the players do not know the exact length of the campa
or the specific mix of the battles. Players must not only manage the unfolding battles, but must also strategicallesdioozte

and repair adh refits their ships. The 16 card Navy Yard deck is used to plot a course through and influence the challenges of
campaigns.

Two or more players battle it out on an 220 x 340 map t
movement as well as all combat action. Gone are the long periods of inaction, typical of ACW tactical naval games, gy these €
stearnera ships struggled to maneuver into battle.

This innovative game system places the emphasis on quick action and thatisan making. The 50 Action Cards are used to
assist and enhance play, not drive it. Each time you battle it out, whether in a scenario or campaign game, the astionaunfold
very different manner. Do you wish to employ hot shot or incendiary 8hisll@ow the best time to rapid fire or is it wise to
maneuver and ram? Should you allocate part of the crew as a repair party? Is that enemy ship going to maneuver irgdoyour tor
(mine) field? These and many other possibilities exist through the pldne action cards. Or, you may decide to not play any
action cards at all and just maneuver and shoot. You control how and when the action will unfold.

At its corelron and Oakis a naval simulation. It accurately models the cl@s®e slugging matchegpical of the period. You

have the opportunity to play out the various battles to their conclusion. Will history repeat itself, or will a new aseoumée?
Willthe Mo ni tidrod sDahl gr en s mo oV ihrbgiamapldisgaswill th attleoagainhend in a stalemate?

Will the powerfulTennesse&i n out against Admiral David Farragutoés Uni
Atlanta defeat the two Union monitors in kind or again slip aground and strike her colosstime, you get to determine the
outcome. You are not bound by historydéds stories.

Componentes: 22"x34" Full Color Map; 2 countersheets; 50 Action Cards; 78 Ship and Fort Cards; Rulebook; Playbook; 16
Order Cards; 16 Navy Yard Cards; 2 Player Aid Cat@sdice.

Rebel Raiders. P.V.P.: 5865 G FORMATO: JUEGO DE ESTRATEGIA
(WARGAME). EDITOR: GMT GAMES

Rebel Raiders on the High Se&s un juego relativamente sencillo y rapido de jugar sg
el conflict naval en el mar y en los grandes rios durante la Guerra Civil Americana. Se
facilmenteen menos de tres horas. Es una lucha estratégica entre dos jugadores: @na
reunir la Unidbn mediante la fuerza, y el ofronserva su recién ganada independenc
frente a la potencia industrial y la resolucién de su hermano nortefio. Se trata umés
representacion que una simulaciéon de aquel comfligtes un juego muyntensqQ muy
interactivo y dindmico, en el que cada jugador resacciona continuamente a los movim
de su adversario.

El jugador confederado envia Contrabandistas y Cossaloexterior para consegui
suministros y provocar pérdidas econdmicas a la Ufiépresentadas como Puntos
Victoria), a la vez que construye bdtes terrestres, cafioneraggncladspara defender sus
puertos y ciudade&l jugador de la Union intércrear, extender y reforzar el bloqueo naw
sobre la Confederacién y conquistar sus ciudddestes y puertos mediante la comidaci
de combates navales, asaltos anfibios y combates terrestres.

Lo que estas acciones es servir de base a la pregtima dél juego: ¢podra el Sur, co s 5
medios limitados, resistir al poder industrial del Norte lo suficiente como para asegurar la
independencia? Ambos jugadores se enfrentan al reto afrontar multiples objetivos con recursos limitados; y el jueg@gambién
ofrece el juego del ratén y el gato que protagonizan los blogueadores frente a los que intentan escabullirse délonimm@sas
corsarios Rebeldes frente a las fragatas a vapor de la Union.

La disyuntiva de centrarse en el bloqueo, o en el doanido (0 las operaciones aotintrabando) frente a otras prioridades de
las camparfias en tierra y fluviales un problema a vecdssesperante para los jugadores: sobre todo cuando las contingencias de
combate dan al traste con los planes mejor trazados

A medida que la partida avanza, y una lucha violenta tiene lugar en alta mar, dokdar&esge, Brooklyn, Hartforg otros
buques de la Unién cazan a corsarios confederados cddiemhndoaly el Alabama. Los contrabandistas intentan burlar la red
del bloqueo cada vez mas intense, corriendo a destinos como México, Brasil, Africa y Europa, para conseguir los suenaistros q
Confederaciéon necesita deseperadamente para sostener su esfiEzo b

Cafoneras éoncladscomo losTennessee, ArkarnsaMonitor and Carondeletpor poner unos ejemplos, luchan saliendo y
navegando rio arriba y abajo porMississippiy hacia los grandes puertos New OrleansMobile, Charleston, Savannah vy
Norfolk.

Mientras fuerzas navales bajo el mandd~deragut Porter, Buchaan y Semmesse enfrentan entre si en alta mar y en grandes
rios; Grant, Sherman, LeeJphnstorchocan con sus ejércitos en una sencilla pero emocionante lucha de avances y retrocesos p
salvar o aplastar a la Confederacion.

Aunque la rayoria de las fichas de juego de barcos representan buques genéricos de un tipo, un mazo de cartas y fichas espe
permiten larepresentaciomle muchos de los buques especificos, personalidades y eventoguderda También se incluyen
reglas que @rmiten a los jugadores tomar decisions tacticas, como por ejemplo si los confederados deben efectuar salidas
buques de guerra para proteger sus baterias terrestres, o gaddoide usar susoncladspara proteger sus mas vulnerables
buques de ndera.Esto proporciona al jueg estratégico un enfoque occasional tactic para disfrute de los jugadores.

Aunque Rebel Raiders on the High Seaso es un juego con fAmotor de cartaso,
partidas iguales, y que no hayaa Unica estrategia ganadora, o queastetegia ganadora en una partida pueda ser derrotada en

M

. RS GM T Games
et

El Viejo Tercio S.L..Tel/lFax: 91 8060157 guijanotercio@eresmas.ngiww.elviejotercio.com




la siguienteEl juego también es personalizable gracias a un menu de reglas opcionales que ofrecen a cada bando distintas hip
para aumentarim mas & variedad de las partidas.

Ademas de los grandes buques, las cartas de juego in@ugatos y personalidadescarho i Gr ant T a;K.e §i D@Gammni
the Torpedoes! ;RulilDaStiedanDi Albea dPloor t er s ; La nfdT hrei el alij & et § & C dVic
Har b;dr A Ri ng;Lofil Rif ee @ all fAViaecnipi ensetsdsi TWre a tTh; n fi MAX F; mi b iRermdo R
Fiastod@dP. G. T. ;lBefaNatelgan dB eyniuchasdtrak, aincluyendotcdrtas para represtagdrabilidades
especiales de los buques de guerra individuales y contrabandistas famosos
Componerds: mapa de 55x85 cm, 2 planchas de fichas, 110 cartas de Eventos, ayuda de juego, reglamento, 30 g&irasyde pl
8 dados,;REGLAS EN CASTELLANO!!

Combat Commander Battle Pack 5: Fall of the WestP.v.P.: 25,50 u
FORMATO: AMPLIACION PARA JUEGO DE ESTRATEGIA (WARGAME). kiimbuibhi kb
EDITOR: GMT GAMES
Combat Commander: Battle Pack #5 Fall of the Westis the fifth themed collection of
scenarios for use with the CoatbhCommander series of games. The theme of this Be
Pack shifts to actions in France, Belgium and Norway from late April to June 1
looking at critical moments in this brief span where the forces of both sides tested
other sorely. To reflect thj the scenario special rules are designed to make the A
Minor hand exhibit flexibility (which was demonstrated whenever higher ech
interference was reduced}Ci Fall of the Westfeatures twelve new scenarios printed
cardstock as well as tenwmeanaps. .

Special experimental AFV Rules are featured in four of the scenarios where tank
facing infantry in settings that reveal how the doctrines, armaments and counterme N
were still early in development. While unfettered races by companitzsiké across the —_—G—G_ COMBAT

. . . . . . New Battle Maps 5

countryside remain a landmark image of the blitzkrieg, we found many instances of a COMMANDER
tentative level of engagement, suitable for our attempt at capturing an unusual elerr I‘ |I| |]” QMI T
the CC scopé TANKS! “ l oo

The new maps depict specific loaais in France, Belgium and Norway, which have been
located and specifically verified (from the sky, maps and in texts). The player will discover the actual names of rotdds and o
terrain features as a reminder of the reality of the events.

NOTE: CCi Fall of the Westis not a complete game and requires ownershiparibat Commander: Europeand Combat

Commander: Mediterranean to play.

E— Roads to MosScowP.V.P.:46,750 FORMATO: JUEGO DE ESTRATEGIA
' (WARGAME). EDITOR: GMT GAMES

n ) En octubre de 1941 los lanzaron rompieron la linea defensive principal soviética y

Battles of Mozhaysunthsensk 194]  Comenzaron una carrera a lo I_argo de las carreteras princ_ipals que llevaban aLM@scG.
dos batallas separadasie se incluyen en este juego reciben el nombre de la ciudad
ﬁ} v .-,-;j_ Z .' ; objetivo principal de cada mapa del juego, Mozhaysk al oeskodell y Mtensk al sur.

- v, . Tal vez la mas dramética de las numerosas batallas desesperadas que se libraron frent
Moscu, estas dos tadlas relnen todos los aspectos clasicos que caracterizaron aquella
titAnica luchalLos alemanes tienen una excelente maquina de Guerra, pero andan escas
de combustible y de tiempdeben tomar sus objetivos siguiendo un calendario muy
estricto, o la réve y el fango acabén con la ofensiva.os soviéticos apenas disponen de
los restos de sus otrora inmensas@{os.Si los soviéticos pueden evitar ser embolsados

| ere— por las Apidas fuerzas alemanas, los refuerzos de gran calidad que comenzaran a lleg:
GROUP CENTER pronto de Extremo Oriente permitiran detener su avance.
OPERATIONS IN RUSSIA s . . .

- Los soviéticos resistieron duramente Mpzhaysk, luchando en el antiguo campo de
batalla napolednico dBorodino. Como Napoledn, los alemanes acabaron aduefidndose
del terreno, pero a costa dentigo y de grandes bajas. CercaMtsensk,los panzer de
Guderianabrian el avance hacia el norte desdtel, cuando fueron sorprendidos por
tanques soeticos.Esto di6 tiempo para que la 62 Division de Rifles Guardias soviética pudiera atrincherassé\larrda que
dominanMtsensk,cortando la ruta haciaula yMoscow.

Roads to Moscowemplea mecéanicas de juego como extraccion aleatoria de fichas para activar formaciones. Ambos jugadc
pronto aprenderan a usar sus tropas motorizadas de forma efeetivarrollar al enemigo, el empleo de armas combinadas, y el
movimiento de reserva&l tiempo es fundamentaBe incluyen reglas especiales para artilleria de cohetes sovidiivd),
unidades de cafiones autopropulsados, suministro de combustibleasmésh
Componentes: tres planchas de fichas, una lamina de mapa de 55x85 cm, ayudas de juego, reglamento y libro de juego.
/iIREGLAS EN CASTELLANO EN PREPARACION!!

GMT Games LLC ©2013
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The Battle for Normandy Expansion.P.V.P.: 50,001 FORMATO:
AMPLIACION PARA JUEGO DE ESTRATEGIA (WARGAME).
EDITOR: GMT GAMES

Components:

1 Rulebook (color) Original rules plus updates and all addtional optional
rules

1 Scenario book (color): Originals plus 6 additional including Faliase Gap,
Mortain and Operation Totalize.

Two full maps; the top halves of which will overlap Maps D & E, taking it
just over a half map South. These will be backted with midmap
projections for scenarios.

2 full countersheets (560 counters) These will incltidecounters to fill out the OOB to the end of August, and optionat type
specific breakdown counters (AT, SP AT, mech infantry, etc.)

181/2 x 11" color map section: (Utah Beach area), cardstock.

War of the Suns P.V.P.: 144 0 0 FORMATO: JUEGO DE ESTRATEGIA
(WARGAME). EDITOR: MMP
The war in Chindndia-Burma theatre is always looked at as through a veil; perceive
a backwater front of the far larger conflict that was World War Two. Nevertheless,
war was vital to thdinal Allied victory in the Pacific, and even more so to the impact t
war would have on the pesta r worl d. -i Mawy ciwhat h
changed the world. What if China had surrendered in 1937 and over a million Jap
soldiers would berée to overrun India. There would be no Flying Tigers or Doolittl
Raid, or even Pearl Harbor. If Japan could have mobilized Chinese manpower, the
as we know it might not exist.

War of the Suns(WotS) was first designed by Leonard To, a Hong Koative, more
than 20 years ago. It won the championship of the First Wargame Design Competit
Hong Kong in 1984. The game has since been updated in the early 90's, and exte
again during the last 3 years. Offering exclusive research basedcentlyeopened
Chinese archives, as well as many Japanese and English sources, h&gamati¢he
Sunsone of the most painstakingly researched and accurate games of its type ever

The title of thed "War of the Suns, refers to the flags of Kuomiahg China and
Imperial Japan. The game itself covers the period from July 1937 to August 1945. The
roughly 1:3,000,000 map covers most of China proper, Burma, Assam area of India, and parts of Thailand and Indochina.

There is a campaign game as well aeparate scenarios, and the game can be played-apkyers' gamavith players taking
the roles of Japanese, KMT, CCP, and British Commonwealth. In the game, politics will play as vital a role in how the gar
progresses as the units presented on & m

Other key game concepts include: The HQ activation syst&iayers move units under the activated HQ. The number of
activated HQs is affected by command points, the quality of HQ selected, and whether China is cut off from foreign rout
Randomnesand quality of the HQ affects who moves what first.

The KMT replacement systemKMT units are divided into 3 levels: The elite units with imported weapons; the standard units
equipped with what Chinese herself produced; and the local units which sioygit whatever they could find locally.

The Political Affiliation system Each warlord and minor country has its own home territory. They may be affiliated with
different players at different levels under different conditions. Friend may becometifoa random or historical triggering event.

The Guerilla System From the setting up of guerrilla bases to a unique combat system, Guerrilla actions from CCP, KMT, an
even British player can be as active as the front line.

Optional Rules- The game des not shy away from controversial subjects such as wartime atrocity, opium production, ant
Japanese collaborators. It also includes an "alternate history" section that probes into many "what if?" situationg, ie.g. whe
Stilwell has not been recalledjtinstead was capable of commanding all the Chinese forces?

War of the Suns ScaleGame Turn: 3 months; Counters: Army/Division for the Chin&seision/Brigade for the Japanese and
British.

Game Details:Players: 14; Scenarios: 5; Complexity: Medium ktard; Playing Time: 5 to 34 hours.

War of the Sun Components:3 22"x32" mapsheets; 1-B2"x11" map overlay; 10 countersheets; 36 page rulebook; 56 page
playbook; 8 player aid cards; 4 ssided dice.
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Heights of CourageP . V. P. :FORMAT@ QUEGO DE ESTRATEGIA

(WARGAME). EDITOR: MMP
En octubre de 1973, Siria y sus aliados lanzaron un ataque sorpresa para recup

Altos del Golan, coordinado con un ataque egipcio a través del Canal de Suez h S The Bt for th Galan Heigts, Octeber 1973 S
Sind. Heights of Couragees un juego queos lleva a la parte de los Altos del Golan «
aquella Guerrduno de los mayors choques de unidades blindadas degdal de la 22
Guerra Mundial.

Durante poco mas de dos semanas, masas de blindados sirios intentaron arrc
defensas israeliegue intentaban ganar tiempo para que pudieran llegar las res
recén movilizadasTuvieron éxito y consiguieron dar la vuelta a las tornas, lanzand
propia ofensiva contra Damasco. A

Heights of Couragees el 15° juego de la premiadatandard CombatSeries
Complementa el ganador del premio 1995 CSR, el jiYego Kippur(que cubre la parte i
de la lucha que tuvo lugar en el 9)n&l juego emplea las reglas estandeapenas 8!
paginas que se aplican a todos los juegos de la perie llevar a tu gsa la accion de™ .
forma amena y sin complicaciones. S

Como ambos bandos tienen fases defensivas y ofensivas, la victoria se det{E===SSS
comparando el grado de éxito de la ofensiva siria inicial siria con el grado de éxito ae a
ofensiva final israeli al finade la partida. Esto obliga a ambos bandos a luchar con ufias y dientes en ataque y en defensa bajo
enorme presion del calendario.

El disefiador Steve Newhouse (parte del equipo queTdredMighty Endeavoy nos da toda la tension de la rapida batdda
blindados con el detalle justo para conseguir la profundidad necesaria. Por ejemplo, da a ambos jugadores velocid
operacionales distintas, que se aplican cuando la batglera la capacidad de absorcion de bajas de cada. ladio jugador

puedept ar por ir Ar8pidod para luchar m8s veces, o fAdespac
Aungue Heights of Courageno puedainirse directamente &om Kippur, la partida ofrece reglas que permiten a ambos
jugadores jugar ambos juegos simultaneamente pamais| ar fil a t ot alidad de |l a Guerrabo.

Escala: turnos de entre % y 2 dias (dependiendo del mometaxds de 1 milla de lado a lado. Las unidades sirias con
batallones y brigadakos israelies aparecen en task forces cuyo tamafio va desde medio baaiffrafiias.
Cuatro escenarios permiten concentrarnos en distintas fases de la campafia de 17 turnos (la duracion de cada turno
dependiendo de cuando tiene lugar el alto el fuego).
Componentes: reglas de la serie, reglas éspes, mapa, 280dhas, 4 escenarios y dadgd?EGLAS EN CASTELLANO!!

*  pesion By sos eloripee . * | Bywater’s War: The Interwar Years (serie Command at Sea)P.v.p..

a2 35 0 OFORMATO: SUPLEMENTO (WARGAME).EDITOR: CLASH OF ARMS

{@, GAMES
In the late 1920s, naval analyst and former spy Hector C. Bywat#e what today

would be called a "technthriller.” His novel described a hypothetical conflict between
Japan and the USA, set in his near future, 1931. His background in naval tactics, shiy
design, and history made him the perfect choice to writetthg,sand it proved to be
wildly popular. In addition to being wellritten and exciting, he described many
advances in naval technology, such as the rise of naval aviation. But his story was als
rooted in the past (including the use of poison gas), andleded with a Jutlanstyle
clash between the two great fleets.

Designer Bob Eldridge has transformed Bywater's novel into a gaming supplement of 30
scenarios for Command at Sea. Ship statistics include not ordwoelal units like the
prewar US ad Japanese battleships, but also the ships that Mr. Bywater created for his
= story - the Alaskaclass aircraft carriers and the Nagasakss supersubmarine. In
‘)| addition he has included scenarios for another three campaigns, each determined b
different hitorical events in 1926, 1932, and 1939. These also feature a mix-o/fomrdl
and hypothetical units, like the US Lexington class, which were planned as battlecruisers until
the Washington Naval Treaty. The Naval SITREP o

Contents: o
- 128 page booklet including 30 sceiws and stats, grouped in four separate campaigns.
- Two counter sheets of historical, hypothetical, and fictional units.

* Not included but needed for play: Command at Sea 4th Edition Rules.

Using the Big Stick

Also in this Issue:
Soviet Ships That Almost!

The Naval Sitrep 44 P.V.P.: 6,000 FORMATO: REVI STA. EDITOR: CLASH OF
ARMS GAMES

Clash of Arms Games: Fear God & Drednought, Command at Sea y Harpoon.

Isswn 144
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Top Cover #1: Spitfires Over Dawin. P.V.P.. 29 0 0 FQRMATO:
SUPLEMENTO (WARGAME).EDITOR: CLASH OF ARMSGAMES
Australiads Paci fkided figik iover Raaul pn Jannary &20tho 19
Japanese Zeros annihilated a small force of RAAF Wirraway atragebrs, which were
all that stood between Japanese air power and Northern Australia. Little bothered
smattering of slow climbing American40 fighters subsequently rushed to the area, h
flying Japanese planes raided the Northern Territories an average of four tinmgha
during 1942.

This changed dramatically in early 1943 when the rapidly expanding RAAF deploye
entire wing of British built Spitfire
Caldwell, the Spitfires quickly and forcibly confronted the Jasan At this same time, the
RAAF fielded another famous British fighter, the leramnge, twin engine Beaufighter
These fast, tegun behemoths had an offensive role, ranging far and wide to ail §
Japanese bases and shipping as far away as Timor, Ralaall af New Guinea. Mid T
1943 also saw the deployment of the Boomerang to New Guinea. This nimble home:  give iler* Caidwel
fighter, though lacking in air combat ability, proved excellent as a ground support f 'éﬁmger
Thus, whether defending the north, sweeping the sedmmbing bunkers, Australian & Stanming e
aircrews and their planes, were a decisive factor in reversing the Japanese fortunes of war
in 1943.

Top Cover No.1l: This is the firglighting Wingsgame system expansion to be produced. This module explores the contribution
of the Royal Australian Air Force to the fighting in the South Pacific in 1942 and 1943. You will need to own WhistlingpDeath
fully access many of the scenarios contained herein.

The Module includes the following:

Four New Allied Aircraft- CAC Wirraway, CAC Boomerang, RAAF Spitfire Mk.V and the RAAF Beaufighter Mk.VIc.
Four New Japanese AircraftH6K4 Mavis, Ki.45 Nick, Ki.46 Dinah and a revised Ki.43 Ostar

One die cut counter sheet with 140 counters, featuring the new aircraft and addaimeainarkers.

One TopView Operational Scale map of the Darwin area of Australia.

Thirty new airto-air and airto-ground scenarios faWhistling Death

FEATURING AUSSIES AT WAR

SPITFIRES OVER -
DARWIN

White Star Rising: Airborne. P. V. P. : FORMATO: SWPLEMENTO
(WARGAME). EDITOR: LOCK'N'LOAD GAMES

8 \White Star Rising: Airborneis an expansion to the widely popular White Star Rising series.
Featurlng fourteen scenarlos and a set of new map overlays, the expansion detailartitish

4 Included are two persistent campaigose featurlng the British Paras at Arnhem, and another

detailing the battles fought by the troopers of the 101st Airborne on June 6th, 1944. The Britist
campaign is five scenarios long and the Screaming Eagles three. Addtionally, there are six star
alone scenarios detailing paratroop actions of the Americans, British, and Germans.

The persistent campaigns really make the gamer thiekmust learn ta@onserve his forces,
because what he finishes one scenario with is the basis for the next. On the other hand, the mc
objectives a player meets the more refit points he gets to refit his troops. These are the types
delicious decisions wargamers game fo

Ten of the scenarios in Airborne were originally published in Line of Fire, and four of the
firefights are brand new. Fourteen scenarios, overlays to change your existing White Star Risini
maps, what's not to like?

The Expansion Includestourteen scenarios put together in an attractive gye, full color scenario book, including historical
commentary for each campaign/group of scenaflibsee new map overlays.

World at War: Counterattack. P.V.P.: 22 0 FORMATO: SUPLEMENTO

(WARGAME). EDITOR: LOCK'N'LOAD GAMES ! ° W

World at War: Counterattackrecreates the American and West German counterat

into the southern flank of the Soviet thrust into West Germany. The battles occurre

after the events chnicled in Blood and Bridges, and prior to the final battles for Paris

Nine scenarios comprise the module. Four are stand alone, another three make N T ;

campaign, and four more build the second campaign (two of the campaign scenari wﬂ ]ll i m |

also be playedsastandalone battles). See below for additional details on the scenaric J

The module uses a similar campaign system as the one that we employed in | @B IIII'I'EIIIITTIII:II i
E ‘a ; £

within Battles. Winning scenarios awards the player with refit points, these points ¢
used torepair damaged units, buy new units, or buy unique skills for your units
leaders The system rewards the gamer who conserves his forces. Win the scena#®

deci mate your forces, and youodll | osef A H B | e
World at War: Counterattack includes a faiblor 26 page rules and scenario bookled E e, O ]
counters (diecut counters, and one spanking new, 8. o n c

Heres what you getA new 8.5" x 11"'map. Nine new scerios, laid out iran attractive
26-page full color magazineTwo persistent campaigndine new counters.
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Against the Odds Annual 2012: Forlorn HopesP . V. P. :FORMAT® 5
JUEGO DE ESTRATEGIA (WARGAME)EDITOR: AGAINST THE ODDS
World War Two hisory has a pattern in both the European and Pacific Theaters. Co
Axis expansion, followed by steady Axis contraction, as the Allies recapture lost terr
In Europe, it is hard to pinpoint the transition point (a good barroom discussion any ti
In the Pacific, it is a little easier to focus precisely at the campaign where the Japane
of conquest began to ebltheir unsuccessful campaign to take Port Moresby, the "step
far."
What then represents the "high tide" of the Japanese Empinat would be their
successful conquest of the Dutch East Indies, one of their most strategically vital t
for the oil and rubber it could provide. A broad look at the record suggest the Jap
mostly had things their own way against the hasty DAB alliance (American, British,
Dutch, Australian), with its varied mix of modern and obsolete weapons and w
differing priorities. But a closer look shows that this was a much closer camp
stretching the Japanese to complete. With a few breakg\llies might have held on.
Can you do better? Find out for yourself. L
Forlorn Hopescovers the entire twenonth campaign for the region, using a system t @?

fully integrates air/sea/land operations. Derived from the popular titles "Chennault's — :
Fight" and "Operation Cartwheel" (both published by ATO), this game give both sides difficult choices in facing their differen
challenges.

The Allies are spread thin and facing multiple routes by which the enemy can attack. They know the maxim that "ttiefema/ho
everything defend nothing" but deciding what NOT to hold is difficult. You must make the Japanese pay for every gain...

The Japanese face an enemy already in control of much of the battlefield and fighting with their backs to the wall. Tehey hav
schedule crunch and must weigh to benefits of using high cost assets to gain objectives. The cost of success at ioe isigh a p
long term failure (and who will tell the Emperor?).

BOTH players can choose to increase their available forces, represgndater emphasis in overall planning. But the
reinforcements come at a cost in victory points that could tip the scales to the enemy. Both sides are charged widtasimg ass
effectively as possible. This is not an easy win for either side.

Forlorn Hopes the 2012 Annual, delivers the extra size and contents you expect from ATO. Full color 22" x 34" map-c288 die
full color large 5/8" counters provide players with the air, ground, and naval units which actually fought in the carmign, p
some whit could have been there.

Bonus Item: After war broke out in 1939, throughout the remainder of the year the most pressing problem for the Allied navie
was to hunt down and destroy the German surface raidef,Spee This "pocket battleship” was too quitk catch by the heavy
ships, and too powerful to engage by lighter forces alone...an enclosegamiaiwith this issue shows how it was done.

Forlorn Hopes and the 2012 ATO Magazine Annual

Maps- One full color 22"x34" mapshegfounters 288 full colordie-cut 5/8" piecesRules length 16 pagesCharts and tables

4 pagesComplexityi Mediunt Solitaire suitabilityi Low; Playing time- 2 to 10 hours depending on the scenario

Design- Paul RohrbaugiDevelopment Lembit Tohver Graphic Design Mark Mahaffey

GG ie0005 Arua 2012 |
#JOURNAL O HISTORY 4s& SIMULATION m
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. B-29 Superfortress 2° Ed. P.v.P.. 50,00 ¢ FORMATO: JUEGO DE
F= a4 - 194 ESTRATEGIA (WARGAME).EDITOR: LEGION WARGAMES
gmiers 0Ve . » TR Bombers Over Japan, 1944945
DEI Solitaire game by Steve Dixon and Shawn RBe29 Superfortressis a solitaire game

featuring the technologically most advanced bomber of the Second Wiani- the B-29 -

flying as part of the Twentieth Air Force from the Marianas Islands against targets in and
around Japan in late 1944 and 1945. The game puts you in the cockpit ¢f9a B
Superfortress as you fly your missions over Japan. Your goal:ssutesomplete a tour of

35 missions and return home a hero for bringing the war with Japan to a close without ¢
bloody hardfought invasion of the homeland.

Your missions will be varied: high level, low level, day and night. You will face fighter
attaks, flak, searchlight spotting, and bad weather; not to mention damage to your aircraft
to include a shattered windshiled and compromised cabin pressure, loss of oxygen supply
damaged landing gear, knocked out navigation or communication equipmentedufoieir
tanks, inoperable machine gun armament, and just about anything else that can go wron
with a 100 ton aircraft flying 1,500 miles to it's target only to be met with fierce resistance
from a determined enemy.
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The Battle of Adobe Walls. P.v.P: 50,00 G FORMATO: JUEGO DE
ESTRATEGIA (WARGAME).EDITOR: LEGION WARGAMES
Indian Wars of the Am. WesWol. I. The Battle of Adobe Walldlovember 25th, 1868y
Michael Taylor
The Battle of Abode Walls. Also known as the First Battle of Adobe Walls éhber 25,
1864), it was one of the largest battles between U.S. and Great Plains Indians. Kit Carson
was given command of the US forces, and his mission was to find the Comanche and Kiowa
winter camps and eliminate this threat to the settlers that wavagninto and through this
area of the Texas panhandle.
Adobe Walls shares many similarities with Little Bighorn. The battle features a famous US
leader in Kit Carson, attacking a large Indian camp along a river with a much smaller US
force. He is ao temporarily separated from the pack train, and the size of the Indian force
was greatly underestimated. Adobe Walls adds a new weapon to the series, the Mountain
Howitzer. Although short in range it was a very powerful weapon and it had a huge
psychologcal impact on the Indian warriors who faced it.
The game features:
A Kit Carson apnhkl Mohuretfai hdhHowsistmzeh ss; Aand Ki owas
Infantry, Cavalry, and Scouts A 2 separate .l ndi an camps
Game scateEach combat unit represents: one US Cavalry company - approximately 100 Indians - individual leader.
Each hex equals 1/4 mile acrosack game turn represents 20 minutes.

FOLIO GAME NERIES Pavia. P.V.P.: 17, 0 0 FORMATO: JUEGO DE ESTRATEGIA (WARGAME).
EDITOR: DECISION GAMES
Pavia Paviafue la batalla dcisive de las Guerras de Italia, una lucha que se libré durante décadas
Climax of the Malian Wary entre la Francia de los Valois y la Espafia de los Ausburgo por el control deAalias

bandos tienen los nuevos ejércitos equigadoen piqueros y armas de fuedrero si los
franceses confian en sus caballeros feudales, los espafioles han apdstpdo l@s nuevas
armas portatiles individualesAmbos bandos disponen de mercenarios: mosqueteros
italianos, piqueros suizos, lansquenetes alemamsstercios, la nueva formacion efipla,

aun estédn en su infancia: en Pavia, la batalla se libra con pequefias formaciones qu
maniobran por un &area boscosa.

Pavia usa el nuevo sistenfaike & Shotpara retratar los campos de batalla del primer
periodo de dominio de las armas de fudgminfanteria se basa en formaciones de piqueros
con una cantidad variable dgcabuceros y mosqueteros adjuntos. Estos también pueden
operar de forma independiente, lo cual es Util en escaramuzas pero los hace vulnerables frer
: a caballeria e infanteriha potencia de choque reside en la caballeria pesada, jinetes armado:

SR Oh_ con pistolas y espadas pero que cada vez usensms armas de fuego para atacar al
adversariola caballeria ligera también circula por el campo de batalla, siendo demasiado
débil para efrentarse a sus equivalentes pesados, pero muy Util en las perseciiditipesde tropa montada mas Nuevo son los
dragones, hombres entrenados para combatir tanto a pie como a caballo, lo que los hace ideales para apiddenarge de
puntos clavepor delante del grueso del ejército. La artilleria aun esta en su infancia, ya que los cafiones, aunque potentes,
practicamente inamovibles una vez desplegaBosembargo, varios ejércitos fueron experimentando a lo largo del period con
cafiones cadeez nas ligeros y moviles.
EnPike & Shotlos jugadores deben coordinar su infanteria y artilleria para desgastar a las formaciones enemigas, y luego ac
el trabajo con la caballier. El despliegue de las tropas de tener en cuenta que incluso lanfajberia acaba cediendoor lo que
se usan multiples lineas para que formaciones frescas puedan rellenar los huecos que se abran en la linea. Los mand
esenciales para inspirar a las tropas en el combate, y para reorganizar a las que hayahcomtiaté Cada combate es crucial:
cuando un ejército comienza a descomponeégijamente puede acabar huyendo.
Componentes: mapad3x55 cm, 100 fichas, reglas de la serie y reglas exclusi@&EGLAS EN CASTELLANO!!

Whirntrs be learns Qv s b o 1Bty Ain i

FOLMO GARME REMIES

Breitenfeld. P.V.P.:17,00 G FORMATO: JUEGO DE ESTRATEGIA (WARGAME).
EDITOR: DECISION GAMES Bﬁ?ﬁ&fﬂ?
Enter the Lion of the North
Breitenfeld was the first major clash involving the Swedish army of Gustavus Adolg
Gustavus had adopted the advances of Maurice of Nassau, using smaifer, thimations
bringing mobility and flexibility to battlefields dominated by massive blocks of mushkgéd
pikemen. But he faced a larger, more experienced Imperial army under Count Tilly, a
to rely on shaky Saxon allies. The battle becomes tesbhetween Swedish quickness a
Imperial stolidity. Victory will go to the player who best utilizes his strengths and te
advantage of enemy weaknesses.
Game Contents1 7 x  2; 249 diecat gountersOne Standard Rules booklet for th
series One Exclusive Rules booklet for this titlgREGLAS EN CASTELLANO!!
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