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Blocks in the East P.v.P.:85,0 REORMATO: JUEGODE ESTRATEGIA (WARGAME). EDITOR: VENTONUOVO
GAMES

El 22 de junio de 1941, bajo el nombre clave Dortmund, la Wehrmacht alemana, y las demas potencias del Eje, comenzar
invasion de la Uni6n Soviética (OpermciBarbarroja), y con ella la lucha mas grande de la historia militard®&50 divisiones
(cerca de 3,6 millones de hombres) del Eje invadieron la URSS a lo largo de un frer@8km.Ademas de estas tropas, la
operacion incluia 600.000 vehiculos, 750.000 caball8§03anques,.300 cafiones y casi 2.000 avioii¢s invasbn mas grande

de la Historia.
BLOCKS IN THE EAST (BITE) es una simulacién bélica a esca
estratégica en la 22 Guerra Mundisbs lleva a las batallas ma
decisivas libradas en el Frente Oriental desdeviasion del verano
de1941hasta el final dnmatico en Berlin en la primavera d#645. §
Aungque esta basado en acontecimientos y batallas histdricod
jugadores al mando de los 2 bandosedmn cambiar el curso de |
guerra en el Frente Oriental. 2

El juego puede jugarse bien entre 2 o 4 jugadorese adapta,
también muy bien a jugar en solitario. Es el primer juego de lo g
serd una serie que acabe abarcando la totalidad de la 22 G
Mundial:

BLOCKS IN THE WEST (West European Theatre)

BLOCKS IN AFRIKA (Mediterranean & African Theatre)

BLOCKS IN THE PACIFIC (Pacific Theatre) ; -
Todos los juegos podn combinarse para jugar una simulacié e e
gran escala desde 1939%45. :

Las reglas estan divididas en tres secciones prinsipalque pueden aprenderse  por separado:

- REGLAS DE JUEGO BASICA: la primera seccion presenta los conceptos basicos del sistema BITE y permite a los jugador
comenzar a jugar la partida sin tener guemoriza demasiadas reglakos escenarios mas breves estan pensados especialmente
para estas reglas y para aprerddemecénicas basicas del juego.

- REGLAS DEL JUEGO AVANZADO la siguiente seccion ofrece regas mas especificas y detalladas para condsguir m
realismo, como Empleo de Combustible y Produccion Avanzadaescenarios a&s largos deben jugarse con estagas.

- REGLAS OPCIONALESfinalmente, los jugadores que quieran exprimir el juego al maximo, pueden usar las reglas opcional
que deseeffrinally, for those players who want to get the best out of the game, these additional rules can be added as des
(normally to the AR). They include Technology Research, Strategic Warfare with bombers and submarines, Partisans, Amphibi
Landings, Airborne Assaults, Special Attack Actions, etc.

Escala: 70 km pohexagongturnos de 1 mes.n ficha con su fuerzaampleta representa una formacion militar (generalmente
un cuerpo de ejército) de unos 30.000 hombres, 300 tanques o 300 adipesdiendo del tipo de unidad, equipo, nacionalidad,
etc.

BLOCKS IN THE EAST es un nuevo wargame creado pondhuele Santalrea.Abarca la totalidad de la campafia en el Frente
Oriental desde 1941 a 194Besarrollado con bloques y cubos de madera, mas un tablero laminado de 125x8Y ecomtiene
ningn componente de papel. Todas las mas de 600 componentes de madereoyhplastido creados por la mejor industria
artesanal italiana y se han pintado mediante la tétAitaratto", empleada normalmente para pintar componentes de automoviles
y accesorios. .

JIREGLAS EN CASTELLANO EN PREPARACION!!
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Napoleon at Ldpzig (5" Edition). P.v.P.: 8000 EORMATO: JUEGO DE

ESTRATEGIA (WARGAME).EDITOR: OSG N
En octubre del813 Napoledn se wi finalmente forzado a concentrar sus fuerz ap()le()n

multinacionales en torno a la ciudadldgpzig en el reino de Sajoniaos tres ejércitos de
la Coalicion antifrancesse aproximaban desde todas direcciones: estaba lissoeglario
para librar la batalla mas grande acontecida empzuhasta la 12 Guerra Mundial, |
famosa Batalla de las Naciones.
Napoleon at Leipzig es un juego complete cuyas anteriores edicianedelmostrado
tener una rejugabilidad enorme, y es uno de los wargames napolednicos mas po
con mas de 20.000 copias impresas a lo largo de las 4 ediciones antEstaesieva
edicién presenta una superficie de juego mayoay hombres para ambbandos, todo lo
ello dentro de un sistema de juego constantemente mejorado y que funciona como
En esta nueva edicién, todas las unidades, colocaciones iniéiakesle juego adicional,
la entradadel Cuerpo XIV como Refuerzo Alternatiyo han sido revisados para
actualizarlos al nuevo estdndar de la Biblioteca de Batallas Napolebiticay of
Napoleonic  Battles  (vedettes, trenes de  bagaje, pontones, carigs.
Se han afadido innumerables detalles, como por ejemplo el arenero de las @dud
Leipzig y mas de 33% de terreno en las dos laminas del nuapanidad basica sigue
siendo la brigaa pero se han revisado sus fuerZaada unidad tiene ahora un valor de Iniciativa que se basa en la calidad de la:
tropas.También hay ahoreedettesaunque solo poa la caballeria ligera de la primera oleada de unidadegez se conocen las
posiciones del enemigo, el rol de reconocimiento de la caballeria se da por concluido. Los siempre importantes trejgeg de bag
de pontones también son unavedad. Tal vez el mayor cambio de todos es la posibilidad de usar fuerzas ocultas al enemigo. Pe
su impacto se ve limitado una vez que los ejércitos estan cerca para entrar en batalla, ya que las unidades debéemtreglarse a
dentro del alcance viali Se incluyen reglas de destruccion y reparacién de puentes. Las reglas de Mando gonnizenbs: en
la anterior versiéon solo era necesario para Entablar contacto con el enemigo (entrar en sus ZdC), mientradaguenddias
deben estar Bajo Mdo o superar una tirada de Iniciatipara poder mover.
Se simula tanto la batalla al completo de la GrandeéArmapolednica frente a los ejércitosRieisa, Austriay Suecia, como los
dos choques primeros en Liebertwolkwit?MachauMockern.
Tambiénse incluye la Gltima batalla de Napoledn en suelo aleméan, cuandinsu aliado aleman, Baviera, cambié de bando e
intent6 bloquear la retirada deEgjito francés en &hau.El general bavar®Wredeno sabia que se enfrentaria a Napoledn y los
restos an potentes de suéggito. Asi que se dispuso a dar batalla, esperando aplastar a tropas desmoralizadas y a punto de des
Napoledn dijo que estaba encantado de dar una leccion a su antiguo aliadéswblibrar una verdadera batallesta comenzo
el 29 de octubre alrededor de las 08:00 y terminé en las primeras horas de la mafiana del 31, cuando la masa de tropas franc
abrib camino hacia FrankfurtiMainz.
Batallas incluidas
Liebertwolkwitz, Epic Cavalry Battle, 134 Oct.
WachauMdckern, Fie on Two Fronts, 16 Oct.
Leipzig, Triple Envelopment, 178 Oct.
Hanau, Grande Armée in Retreat; 29 Oct.
Este juego es parte de | a Biblioteca de Bat alkdnslsast Natlpso | e
(NLB-)Series" EscalaA80 metros por hexagono; 1 hora por turno de juege8B0Cthombres por punto de fuerggREGLAS EN

CASTELLANO EN PREPARACION!!

The Battle of Nations
October 13-19 1813

GAME DESIGN : KEVIN ZUCKER

También disponibles en la misma serie:

The Last Success. ’
The Coming Storm. ‘//’”r-n..ef

INSPIRED BY THE NAPOLEON'S LAST BT

7 (’p omi ngo
tform

Quadrigame of the Fourth Coalition,
October 1806 - June 1807

LLA 6L 6L 2

Quadrigame of the War Against Austria,
April - July 1809

0SG 201
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o o | e 8 g Strategy & Tactics 279: Reonquista.P. V. P. : 25,50
= , FORMATO: REVISTA CON JUEGO (WARGAME)EDITOR: DECISION GAMES
STEATEOVASIACTI Reconquiga es un juego de simulaci@e nivel estratégico sobre la lucha entre los reinos
: cristianos de la Peninsula Ibérica y el Islam entre 86059. El mapa abaada totalidad

/ de lapenhsula, y se organiza émeas que representan los diversos territorios y refws.

/. trata de un juego basicamente para 2 jugadores, y se centra en el enfrentamiento colecti

. de los reinos cristianos y los musulmanes, pero tamphiede adaptarse a un formato
multijugadoren el que varios reinos surgen y decddrjuego incluye todas los reinos y
territorios cristianos y musulmanes de la época (228 fichas), como AdtadasCastilla,
Aragén, condadosaragoneses, condadosatalaes, Navarra, asi como distintos
contingengs de fuerzas musulmanaan@alusies hispanicos, almohades y almoravides
norteafricanos)

Reconquistaconsiste de 16 turnos de juego, cada uno de aproximadamente 25 afo:
histéricos, ascomo varios periodosedpaz.Las fichas representan ejércitos campales con
categorias comoaballeros, cabatia, 6rdenes militares, raids e inclfigerzas navales.

Algunos articulos incluidos en la revista:

China Invades Taiwan: AD 1683 The Maginot Line: French Fortiication line The
T54/55 Tank jREGLAS EN CASTELLANO!!

Reconquista

Great War at Sea: Remember the MaineP.v.p.:54,0 -
FORMATO: JUEGO DE ESTRATEGIA (WARGAME). EDITOR: Rem
AVALANCHE PRESS b
Cuando el acorazadblaine estallé en el puerto de La Habana, el preside ™ *
norteamericano William McKinley exigi6 a Espafia que se retirara de C -f:* e R
orderd a laU.S. Navybloquear la isla caribefiksparia declare la Guerra dos diis 28 B
después, enviando una flota mal preparada al Caribe para defend&e =" & %!
propiedades de cuatrocientos afios | y)
La lucha duré menos de cuatro meses, sufriendo Espafia una derrota apl :
El pais necesitaria tresiarte de siglo paraecuperarsal e Desdstre ded 8 d B,
EEUU, por su parte, habia entrado a la escet@nacional como Gran Potenc
cambiando lgpercepcion de los norteamericanos tanto en el interior como
exterior.
Remember the Maines un juego en caja completo de la s@ieat War at Sea
basado en la guerra naval entre EEUU y Espafia en el Mar Gacloge 45 (jsicuarenta y cinco!)wg abarca todas las batallas
y operaciones que tuvieron lugamuchas hipotética§ambién se incluyen escenarios de batalla para las acciones libradas en la
Filipinas. Contiene todas los comporenhecesarios para jugam mapa de 85x55 del Cariba@ mapa tético de 60x60, 100
fichas alargadas y 80 fichas estandar, todas etissdas con lasery/REGLAS DE A SERIE GREAT WAR AT Si

CASTELLANO!!

-
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Best of Friends.P.v.P.: 148

FORMATO: SUPLEMENTO.EDITOR: MMP

TheBest Of Friendsscenario packor Advanced Squad Leadeas 12 scenarios from the
SwedishFriendly Fire ASL TournamenBest Of Friendsis the next installment of the
series that began witBut Of The Bunker and features 12 batttested scenarios, several
of which have received balem adjustments from their designers.
Scenario list

BoF1 The Marco Polo Bridge Incident (Japanese vs Chinese, China, 1937)
BoF2 A Polish Requiem  (German VS Pole, Poland, 1939)
BoF3 The Abbeville Bridgehead (French vs German, France, 1940)
BoF4 About His Shadowy Sides (Russian vs German , Lithuania, 1941)
BoF5 Adol f és A nf@ernean r svs Russian, Finland, 1941)
BoF6 Cavalry Brigade Model (German vs Russian, Russia, 1942)
BoF7 The Fields Of Black Gold (German vs Russian, Russia, 1942)
BoF8 Sting Of The Italian Hornet (Canadian vs ltalian, Sicily, 1943)
12 Scemaries for Advanced Sysad Leader BoF9 Pursuing Frank (Russian S German Poland, 1944)
o U BoF10 To Have And To Hold (American vs German, France, 1944)
BoF11  Second Thoughts  (German VS American France, 1945)
BoF12Forging SpetsnazRussian vs Japase, Korea, 1945)
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Rivers to the ReichP.v.P.: 18,0 u

FORMATO: SUPLEMENTO.EDITOR: MMP

Rivers To The Reichis a scenario pack féxdvanced Squad Leadeith 15 scenario
adaptations by Jim Stahler, completing the offi@igliad Leadescenario conveisns
begun withTurning The Tide. The 15 scenarios Rivers To The Reichcover
actions on the Western Front after August 1944. Two sheets of overlays, replicatir
those that originally appeared in tBquad LeademoduleGl: Anvil Of Victory, are
also induded.

Scenario list

U34 The Dornot Watermark (American vs German, France, 1944)

U35 Semper Paratus(Canadian vs German, Holland, 1944)

U36 Operation Switchback (Canadian vs German, Holland, 1944)

U37 Scheldt Fortress South(British vs German, Holland, 19)

U38 Clearing The Breskins Pocket(British vs German, Holland, 1944)

U39 The Clearing (American vs German, Germany, 1944)

U40 Vitality | (Canadian vs German, Holland, 1944) ASL Scenarlo Bundle
U41 Infatuate Il (British vs German, Holland, 1944) eee X

U42 Stand Fast(American vsGerman, Germany, 1944)

U43 The Roer Bridgehead(American vs German, Germany, 1945)

U44 Operation Varsity (American vs German, Germany, 1945)

U45 Bridgehead On The Rhine(British vs German, Germany, 1945)
U46 Encircling The Ruhr (American vs German, Germar945)

U47 A Small Town In Germany (Canadian vs German, Germany, 1945)
U48 The Rag Tag Circus(American vs German, Germany, 1945)

Caesar’s War: The Conquest of Gaub852 BC. P.v.P.: 11 0 0FORMATO:

JUEGO DE ESTRATEGIA (WARGAME)EDITOR: DECISION GAMES

como a través del Mar del Norte haBritannia.

Uprising of Gallic Tribes.

InCa e s ar écada Wgmdor dispone de un mazo de Cartas de &@mgxclusiveEstas
generan reclutas para los ejércitos, capacidad de movimiento, bonos en combate y event
histéricos. Algunas de las cartas romanas: Legions on the March, Unrest in the Ranks, anc
British Campaign. Some of the Gallic cards include: E@n Migration, German Invasiow,

Marcha con Julio César y sus legisra conquistar la Galia, 82 a.de C. Se trata de un juego
para dos jugadores. Uno lleva a los romanos y el otro a los galos asi como a tribus britanicas
germanicas.Las fichas del juego incluyen legiones, aaxés, flotas y bandas de guerra rivales.

El mapa abarca desde la frontera romana a través de las tres partes de la Galia hasta el Rhin,

El combate se resuelve mediante un procedimiento éuisii. Cada bando tiene ventajas
propias, como la disciplina romana y la ferocidad gala. Contiene reglas especiales par
campamentos, adies, moral y grandes jefes co@rcingetorix y el propidCésar Disponer

del comandante adecuado en la batidleisivapuede significar la diferencia entre los laureles y

el desastrej/;REGLAS EN CASTELLANO!!

Belisarius War: The Roman Reconquest of Aica, AD 533-534.P.V.P.: 11,0
FORMATO: JUEGO DE ESTRATEGIA (WARGAME)EDITOR: DECISION GAMES

En el afio 533, el Emperador Romano de Oriente, Justiniano, comenzé la Reconquista Belisarius’s War
territorios del cé&lo Imperio de Occidente frente a los barbaros que lo habian arrollado
siglo anterior. Al mando de la primera de esas campafias estaba el gran géanete
Belisarius. Belisariusds War e sandala enjlaugaegas
bizantinos reconquistaron el Norte de Afrithn jugador esta al mando de lmsnanos y el otro
de los \andalos. Ambos jugadores maniobran unidades que representan regulares d
bandas tribales, flotas y milicias. EI mapa de casillas interconectadas representa el N
Africa y las islas del Mediterraneo Occidental.

EnBd i sariusdés War cada jugador exclugvwse Estan
generan reclutas para los ejércitos, capacidad de movimiento, bonos en combate y

historicos. Algunas cartas: Navdland Campaigns,Organize the Exarchate, Ambush
Procopius.

El combate se resuelve mediante un procedimiento éotisit. Cada bando tiene ventaja
peculiares: los feroces vandalos se enfrentan distaplinadacaballefa pesada romana. S
incluyen reglas especiales sobre hunos, rebeliones, morasydemoBelisarius.Disponer del
comandante adecuado en la batd#aisivapuede significar la diferencia entre los laureles y el
desastrg;REGLAS EN CASTELLANO!!
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Loos: The Big Push.P.v.P.: 17,0 BORMATO: JUEGO DE ESTRATEGIA

- (WARGAME). EDITOR: DECISON GAMES

La ciudad f r anfoedascantiuicdn lrighrica a l§ dral sf@nsiva aliada en el
Frente Occidental en otofio de 1915. Concebida por el General en Jefe francés, Joffre,
ofensiva tenia como objetivos atraer fuerzas alemanas entiedieadas a perseguir a los
rusos, y eliminar el saliente além( € bolsén deN o0 y o qué ge acercaba a Patianzado

con apoyo limitado de artilleria y empleando varias divesdrisofias del Nuevo Ejército, el
objetivo evidente del ataque britanic@e las lineas féeas alemanas tras el frente, pero en
realidad se trataba de una divérspara desviar la atencion de la ofensiva principal francesa
en Champagne. El jugador britanico, que disfruta al principio de una gran superioridad
numérica y apoyoartillero, debe progresar rapidamen€erca del frente se encuentran
potentes reservas alemanas, asi que la batalla se convierte en una carrera entre el ava
britanico y la reaccién alemana.

Loosusa una modificacion debpularsistemaFire & Movemen Creado para reflejar los
campos de batalla mecanizados de la generacién posterior, el sisf&vhasubraya la
importancia del fuego de apoyo para generar penetraciones, seguidas de urégidmcer
por parte de reservas movil&n Loos,en cambio, ndie se puede mover mas rapido que un
hombre a pie, y el fuego de apoyo era poco flexible, lento y poco fRam@anto, su fuerza es variable y sirve como antesala del
combate en lugar de una mejora en el midmacExplotacién solo la hacen las unidadeservadas para la misma, las cuales deben
desplegarse dets de las unidades combatientes, y sus movimientos subsiguientes se resuelven de forma aleatoria.

El combate produce desgaste en las unidddesinica forma de evitajue se atasque la luchaawasar tropas y machacar un
sector hasta que se rompéngun bando tiene fuerzas para poderataclo largo de toda la linea, asi que el lugar y direccién de
los ataques deben elegirse con cuidado. El jugador que haga las mejores elecciones ganara.

Componentes: mapa de 45x55, 100 fichas, reglas estandar y reglas de jgR&®LAS EN CASTELLANO!!

Lebanon "82: Operation Peace for GalileeP.vV.P.: 17,0 RKORMATO: JUEGO Sl T

DE ESTRATEGIA (WARGAME).EDITOR: DECISION GAMES

Lebanona 6s8i2muilsat i on of the | sraeli inva Lebanon ’82 n oir
PLO terrorists and expel elements of the Syrian army from the country. Hoping to est peerion Besce L Selis

the pro-Israeli Christians as the legitimate government in Lebanon, the Israelis sent
IDF, which soon became embroiled in vicious urban battles. The game also includes
scenari o, as wel |l as a 2006 s c e nmgrstruggle
against the PLO.
L e b a n o utilizes 8h@ Fire & Movement combat system that is designed so that plé
can augment their units with ASupport
air strikes, units can receive support assEt engage enemy positions and formatio
allowing combat to develop at al |l | eve
Syrian entry, and features the Syrian Surface to Air Missiles! Israeli air support could
under fire from Syrian fixe®&AM batteries; more support fire will be necessary, but as
are limited.

InL e b a n o the aditi@i@al design of the Combat Results Table simulates the true
of modern warfare; Units are typically twgided formations that can incur casualtiesimty a game, accurately replicating the
realities of combat, especially during the street fighting encountered in 1982. Winning the battle is thus a matter ef,maneu
firepower and asset managemaninot merely odds ratios requiring numerical supenjork stunning map of Lebanon depicts the
entire battle area, ranging from the Israeli border to the capital Beirutdtsii€luding all of the famous battle sites, such as the
PLO refugee camps.

o0
N
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[ous Dr. Who Card Game. P.V.P.:27, 0 0FORMATO: JUEGO DECARTAS. EDITOR:

CUBICLE 7
meTae mi" qﬂ Daleks, Cybermen, Sontarahdhe list of threats is endless and no place in the universe is ever
’ . truly safe from danger, but there is one man who has made it his mission to defend the
— defenseless, helpahhelpless, and save everyone he can: a mysterious stranger, a force of natur
who has seen his own planet die, a madman with a box.
In Doctor Who: The Card Gameplayers act as the Doctor and his companions to defend
o specific locations while sending theoBtor's enemies to conquer locations your opponents are
(‘\ \ o‘c ’ trying to protect. Each player starts the game with one location, and cards in the deck consist ¢
Q Z

>

»

attackers, defenders, locations and support cards. To start a turn, you draw two cards, pick up a

cards banked from a previous turn, and take the three cards passed to you earlier by the player

your left. You play or bank cards until you have only three in hand, then pass those to the playe

on your right and end your turn.

T“[ l“lll LAME Attackers target specifibcations and earn points for the player wielding them if they're in play
g [T at the end of the game. Defenders try to remove attackers so that the location owner scores poi

for protecting the location. Support cards provide different abilities, such @agiagl your bank

or providing time points (which can be used to draw additional cards). Whoever has the most points at the end of the!game win
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Space CadetsP. V. P. : FORMAT@ JUEGO DE TABLERO.
EDITOR: STRONGHOLD
It's your lifelong dreani to join the Star Patrol and be part of the crew of &
interstellar Starship. You've worked hard, graduated from the academy,
received your first assignment as part of a team of young recruits, confide
your training and ready to be put to the test. Noghtan possibly go wrong ag®
you are prepared for anything...
You are the Space Cadets.
Space Cadets a fun and frantic cooperative game fe6 players who take o
the roles of Bridge Officers of a Starship. Each officer must accomplish
specific taskin order for the team to successfully complete the missi@u
might be the...

Helmsman, plotting the ship's course through asteroid fields
nebulae.

Engineer, using dominoes to get enough power to each system.

Weapons Officer, completing puzzlesléad the torpedoes and flicking a disc down a track to launch them.

Shield Officer, using tiles to form poker hands to get the strongest shields.

Sensor Officer, using your sense of touch to scan and lock on enemy targets.

Captain, setting the plan anghking sure that everyone stays focused and does their job.
If your crew can work together to accomplish the mission goals, you just might make it home in one piece.

SiFPACE.

"A DE‘%

Crude: The Oil Game. P.V.P.: 63, 0 0 FQGRMATO: JUEGO DE

AT R TP Y ™™

z TABLERO. EDITOR: STRONGHOLD
A PN AN ALY In Crude: The Oil Gameplayers take on the role of oil company CEOs, seeking to
THE OIL GAME expand their companies into muitational energy megeorporations. Just as with

real world energy companies, player will setup facilities for oil drilling, oil
pumping, oil reining into gasoline, and gasoline selling to the consunwt.of

which are represented by actual plastic pieces placed on the bdRlallers also
speculate by buying and selling oil and gasoline barrels in both the domestic and
foreign markets..again represented by actual plastic barrels in their playing
areal

However, the changing economic climate, as well as sudden world news events,
will challenge players to keep a lotgrm strategic view of the world energy
markets. The first player to reach a pomation value of $750 million is the
wehgl2afp| s : winner! ) ) . . )

: P ‘ Crude: The Oil Gameés not only a great simulation of the global oil markets, but
with almost 300 plastic playing pieces, it is a sight to behold! Knowviadulti when it was printed in Europe almost 25 years
ago, this great game is finally back in print after many years!

Brought back into print in 2012 by Stronghold Gan@syde: The Oil Gaméhas been a highly sougatter ("Grail") game. This

is an early Eurestyle gamé before Eurestyle existedi which acurately simulates the market forces and elements of the oil and
gasoline markets at all levels of production, including oil drilling, oil pumping, oil and gasoline buying and sellingamtstic

and foreign markets, oil refining, and finally gasolg®ling to the consumer.

Article 27.P. V. P. : FORBATO:0 JUEGO DE TABLERO.EDITOR:
STRONGHOLD

Article 27: The United Nations Security Council Gangets its title fromi yes,
you guessed it Article 27 of the United Nations Charter, which includlesse two
provisions:

1. Each member of the Security Council shall have one v
2. Decisions of the Security Council on procedural matters shall be made |
affirmative vote of nine members.

In this negotiation game, each player represents one merhbiee &N Security
Council and will both present and be presented with different proposals.

In each round, one player acts as the UN Secretary General, presents a pro
the Council and presides over a negotiation period that lasts no more thal
minutes. The proposal will affect five issuiesnilitary, currency, etci in various
ways, and each player has a secret document for the round that tells him
change in each issue will affect him. All players openly negotiate on what they

need in termef points and bribes in order to vote for that proposal.

After at most five minutes, the Secretary General closes negotiations by banging his wooden gavel, then players voteryes or n
the proposal. Any "no" vote kills the proposal, as in the UnitedoNatactual Security Coundil but vetoing a proposal costs a
player points, so he might prefer to look for deals that will enable him to say "yes". The Secretary General scoreshefdigis w
proposal succeeds, so he and others who will benefit mighilling to negotiate to make the proposal sweet for all.
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After each player has served as Secretary General once (twice in-pldyeegame), each player scores based on bribe money on
hand, points scored from proposal cards, and how well the plafdieduthe secret agenda card he received at the start of the
game.

Core Worlds: Galactic Orders.P. V. P. : FORNIATG:0EXPANSION
PARA JUEGO DE TABLEROEDITOR: STRONGHOLD
In Core Worlds: Galactic Order$ the first expansion t@ore Worlds the deck
building card game of intergalactic conquégplayers begin to forge alliances wit}
the six Galactic Orders, powerful organizations that have maintained
independence in the idst of a crumbling empire. These Orders consist of
Galactic Senate, the Science Guild, the Merchant Alliance, the Mining Coalition
Order of Knighthood, and the Mystic Brotherhood. Thalactic Ordersexpansion
focuses on these six independentamigations and their influence upon a galaxy
war.
Each Galactic Order is represented on the table by a large Galactic Order cal
specifies the special power associated with that Order, and each player starts ¥
Faction Tokens that match thedfan symbols on their Starting Decks. Wheneve ey T
player deploys a Unit or plays a Tactic with a Galactic Order icon on it, he gelEaER i

place his Faction Token onto the corresponding Galactic Order card. Players
choose between leaving their Faction o0& on the Galactic Order cards to score points at the end of the game, or removing the
Faction Tokens in order to use the unique special powers associated with each Order.

—

Skyline. P.V.P.: 27,000. FORMATO: JUEGO DE TABLERO.EDITOR: TASTY
MINSTREL

City building has never been so easy: Just roll the dice, then build a building. However, eact
die must be selected carefully to fit the building requirements. Push your luck ioorfaelect
carelesslyi and a player may find himself demolishing hisyditstead of building it up.
Choose each die wisely and build efficiently in order to erect magnificent skyscrapers and
create the best skyline!

Skylineis a quick pustyour-luck dice game involving set collection. Unlike other dice games
that provide no elationship from turn to turn and no player interaction, this game allows
players to literally build upon their decisions each turn and react to their opponents' actions.
Each turn, players choose to roll dice from either the Construction Yard or the okigahd
District, with the goal of erecting urban buildings. Buildings are made up of three types of dice:
Ground Floor dice, MieFloor dice and Penthouse dice. Some buildings are safer to build but
provide little reward, while other buildings have poor philizes but can have substantial
impact on the success of a player's skyline.

After rolling their selected dice, the player must use at least one of these dice to take one c
three possible actions: Abandon, Build, or Cancel Construction. The Build &ctioedesired
outcome, of course, but can be carried out only if the die result matches what they need t
build. For instance, all Ground Floor dice can be built without restriction, but aRigghMid-Floor die result can be built only on

top of a HighRise Ground Floor die. Likewise, a Migise Penthouse die can be built only on a-Ride Mid-Floor die. If the

rolled results do not allow them to Build, then the player must Cancel Construction on one of their existing buildipiggelf a
does not wat to Cancel Construction, then they must Abandon by placing that die in the Abandoned District, which gives the
opponents the opportunity to capitalize on this failure.

At the end of the game, points are rewarded for completed buildings accordingr toetght. A Level 3 building’ that is, a
building comprised of three did¢eis worth 9 points, while a Level 4 building is worth 16, and so on.

Remember, the dice control the results...but the players control the dice.

Mage Wars Core Spell Tome 2P.vP.: 19,0 REORMATO: EXPANSION PARA JUEGO DECARTAS. EDITOR:
ARCANE WONDERS

110 additional copies of spells from the core game.

Arm Yourself for the Arena with the Core Spell Tome 2

Based on player demand, we created a second Core Spell Tome. Core Spell T
2 gives players lots of spells to arm themselves with, with 110 additional copies
spells from the core game.

It focuses on the more powerful spells in the game, and contains more tha
spells not found in Core Spell Tome 1. If players buy both $paikes, they will
have every spell in the game, and more than enough to build whatever M
strategy they desire.

Expand your enchantment library with Cheetah Speed, Cobra Reflexes, Chain N
Agony, Magebane, and more! 0 [ g

Field a retinue of powerful craaes with Redclaw, Brogan Bloodstone,
Adramelech, and more!
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http://www.boardgamegeek.com/boardgame/98351/core-worlds

Mage Wars: Forcemaster vs. Warlord. P.v.P.: 37,0
FORMATO: EXPANSION PARA JUEGO DE CARTAS. EDITOR: ‘
ARCANE WONDERS . . . THE CUSTOMIZABLE STRATEGY GAME OF DUELING 'MAC!
Mage Wars: Forcemaster vs. Warlond the first twamage expansion set foSEger == y i o
Mage Wars focusing on two schools of magic not emphasized in the coref=

the Mind School and the War School.
The Forcemasteris a master of telekinetic force and mind magic. With
keen intellect and supreme control over telekinesis she can manipuat
world around her. She is more of a lone warrior, but her powers more
make up for her lack of creature support. All battles are won in the mind
and the Forcemaster has the greatest mind of all.
The Warlord is a master of the art of War, trathen both the War and Eart
schools of magic. Strong soldiers bend to his every wish, goblin minions @
siege towers and manufacture devastating demolitions, and his retin
legendary warriors follow him wherever he goes. The Warlord is first E""A"s‘°"5“ =

foremost a commander of troops. He summons humanoid soldiers to do his bidding, then calls upon the power of Akiro, Goc
War, to give his troops favor in battle.

Warparty. P.V.P.: 7200 RORMATO: JUEGO DHABLERO. EDITOR:
LOCK'N'LOAD

In Warparty, players take command of the heroes and armies in a fantasy world
beset by conflict. An alliance of Dwarves and Men are pitted in a battle of
survival against the evil hordes of Goblins and tie¢éarious Undead. To win,
players recruit massive armies, build cities, develop technology, and conquer
territory in an effort to defeat their opponents by ultimately capturing their
homeland. Beyond the mere battling of armies and world conquest, players
direct the development of heroes to explore dungeons, battle fierce creatures, ant
gain valuable treasure and spells that can be used to turn the tides of war agains
their foes.

Player turns are broken into three phases:

Movement Phase: An army can malkof their units during this phase.

Combat Phase: An army engages in all battles and resolves all dungeons on this phase.

Collection & Placement Phase: An army marks all new territories they have conquered with their control markers, adjusts tt
new income level. An army spends their money on new units, develops or researches the ability to acquire new units, builds |
cities and/or upgrades their capital city.

To win players must either destroy an enemy capital city or achieve an economic. victory
Components:

Approximately 250 army counters

Fifty City and misc. counters

Nearly 200 cards for spells, quests, heroes, monsters and éeasur

Ground Floor. P.V.P.: 54,000 FORMATO: JUEGO DE TABLERO.EDITOR: TASTY
MINSTREL
The day has come. Theaperwork is complete, the registration filed, and the business ¢
purchased you're open for business! So now what? Where do you spend your time? Where (
spend your money? Which tasks are most important? What should take priority? Should yc
new employees? Or maybe invest in a marketing campaign? These are just some of the d
facing you as a fresh entrepreneur who dreams of running a successful business. You must
balancing your time, money and staff because all are scaredl and required to thrive.
So barter with your fellow colleagues, manage your staff, collect information, expand your ¢
or schedule your next product shipment. It's up toiyaidter all, it's your business. Of course, r
matter which route you dei® to take to reach that corner office at the top of the tallest skyscr:
you must start with everyone else...
...on theGround Floor!
Over the course of the game, you will:

Convert your employees' time into info, money and results.

Adapt to changig economic conditions and brace for what's ahead.

Produce, promote and sell your goods in the marketplace.

Build your company brand through marketing campaigns.

Challenge other players' enterprises for success and prestige.

Grow your business aruliild your highrise!

ROUND
G}

hi'y
~
<)
g
P
q
7
&
K
Ry

El Viejo Tercio S.L.Tel./Fax: 91 806015&lviejotercio@gmail.conwww.elviejotercio.com




Norway, 1940. P. V. P. : . 2FBRMACJO: ([REVISTA CON JUEGO
(WARGAME). EDITOR: DECISION GAMES

Norway, 1940is an operational level wargame of the German campaign to con
Norway. The operation was a combined naialand campaign in which all elements ¢
military power were utilized. The historic campaign saw a German victoryathiie cost
of much of the Krig s mar i ne. Nor way, 19406s syst
Red Dragon Rising system. It has been crafted to present the campaign as a unitar)
rathe than a strictly sequenced process. The action can alternately telescope or €
representing periods of rapid activity alternating with the slower process of buildin
forces.

Most ground units represent either brigades or regiments. Aircraf ugpresent
Luf t wardppedi o r groups of t hr66 aircrat). Shipeudits
mostly represent one fleet aircraft carrier, divisions of two battleships, or four cru
squadrons/flotillas of about six to 12 destroyers, or variousbeusnof other ship types
Each game turn represents one fadek.

Components: One 22" x 34" map & 228 counters
OTHER ARTICLES: Reinhard Gehlen Hi thiek of énditary intelligence;The
Soviet 1943 Kerch Landings; The 1938 Battle of Wuhara Japaneseffensive

R Rt of modicn wastints = Paper Wars 77: Anzio.P. V. P. :. FBRMABG REVISTA CON JUEGO
) (WARGAME). EDITOR: COMPASS GAMES
Nueva etapa para una de las publicaciongs afioradas del mundillo de los wargames, la
revistaPaper Wars ahora de la mano de Compass Cantesta nueva etapa introduce
ademas como gran novedad la inclusién de un juego completo en cada nimero.

ANZIO is a new game from designer David Murray about the 1944 battle for Anzio, from
the initial landings on 22nd January to the failed German offessig eliminate the
Allied beachhead by 1st of March.

The game features historical military units of regimental and brigade size, with some
selected battalions, portrayed uisng rectangular counters. Oversized hexes allow fol
deployment of units on the ap in defensive or attack frontages. Units deployed in a
defensive frontage straddle two hexes while those deployed in an attack frontage are
placed within a single hex. Both players have army and divisional assets, plus Tactica
Tokens at their disposalactical tokens and their use on a Combat Grid provide a unique
battle resolution system that will keep players active in combat whether they are the
attacker or defender. This unique combat system is the standout feature of the game
compelling players to think tactically during the combat.

Anzio has 2 countersheets and 1 map.

C ompass Ggmcs

Strategy & Tactics 280: Soldiers 1918P. V. P. : . RORMATO:
REVISTA CON JUEGO (WARGAME)EDITOR: DECISION GAMES

Soldiers: Decision in the Trenchesl918 is a tweplayer fctical wargame of low
intermediate complexity simulating the first 30 to 60 minutes of a hypothetical (thc
typical) attack by an American infantry division somewhere athty S A r arep 6fs
operations on the Western Front in the late summer oy eatlmn of that year. The, 4
American player is on the offensive, attempting to use his division to break througj
German defense line that covers almost the entire map at the start of play. The
playeri in the historical role of &ampftruppenkomaendeuro r A K i domidands,
in total, a reinforced infantry regi ne
significant penetration, of its position. The game is won by playing once, noting the d
of the American pediccemr adeabhd f arkibhkyg
switching sides, playing again, and c
of the first match. Draws are possible and solitpiegy is doable.

Each game turn dBoldiersi s equal to five to 10 mi
the tempo of action in each turn, and each hexagon represents 25 yards (22.8
from side to opposite side. Each woitunter represents a platoon of infantry or hea
machineguns. Tacticaupport units§s such as | i ght artillery pounder so)
engineers, etcl are assumed to have been broken up and parceled out among the infantry squads, as was the usual pra
historically.

Components: One 22" x 34" map & 228 counters

OTHER ARTICLESAttack Helicopters as Ground Support; The Jewish Revolt, AEF36West Point in the American
Revolution.

| StratedySTactics
w2 NS

Soldiérs1918 ti me

DECISION IN THE TRENCHES
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Modern War 5: Drive on Pyongiang P. V. P. . FQRBMATOO0 REVISTA
CON JUEGO (WARGAME).EDITOR: DECISION GAMES Drive on Pyongyary,
designed by Ty Bomba and Joseph Miranda, is an updated-Iifivis&hulation of the
fighting that might occur on the Korean peninsula if theletSantiterrorism Coalition
launches a ground war to finally settle with the Pyongyang regime.

The game isa twoplayer wargame of lovto-intermediate complexity that postulates
this mightbe war lasting about a month. We believe that's about the maximum time
before the Coalition ground force's diminishing supplies, coupled with a loss of the
domestic politicalvill necessary to continue the fighting, would bring about a settlement
if victory were not achieved in the field.

The game includes one map of North Korea, from shore to shore (as well as the
northern region of South Korea), and two counter sheet® ¢6@nters) of game pieces
representing all of the contemporary US, Allied (South Korean) and North Korean forces
that would be engaged in a US preemptory conflict in the near future.

The game includes one map (22x340) and 280 counters.
OTHER ARTICLES: Falklands: 1982 BritishArgentine WarSelous ScoutsRhodesia;
XB-70 Bomber; ASAT: War in Space.

In Her Majesty’s Namei Skirmirsh Steampunk Wargaming Rules.
PVP.: 21,00

It is 1895 and the world is in turmoil. The Great Powers compete for resonctéisealatest
technology, and an undeclared and secret war rages between them all. This is battleground
the Adventuring Companies. These clandestine agents of the Great Powers operate in tt
shadows, matching skills and wits in pursuit of the newesntfic formulae or powerful
occult artifacts. I n Her Majestybs Name s
in oneoff encounters and in longer narrative campaigns. Companies are usually comprisec
of just 4 15 figures and two players could gaplay three games in an evening, making an
ongoing campaign a highly viable option.
allow maximum versatility for the playér if you can imagine it, the system will help you
build it. There is, however, a witta of material provided in the book, covering weird
science, mystical powers, and a range ofgeeerated adventuring companies, including the
British Explorersd Club, the Prussian So
Etrangeére, the revolutharies of the Brick Lane Commune, ancient Egyptian cults, and the
mysterious Black Dragon Tong.
Contents: Introductioni Overview- Creating an Adventuring CompanryRules of Play-

Vehicles & Mounts Campaign RulesPregenerated Force Lists.

Paperbak; 64 pages

Bolt Action 4: Armies of the Soviet Union.P V P : 21,00

This book provides Bolt Action players with all of the information they need to field the
military forces of the Soviet Union. From the bitter urban warfare of Stalingrad, through the
Winter War against Finland and the final drive to Berlie tetailed army lists provided in

this supplement allow players to construct Soviet armies for any theatre and any year of the
war.
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