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Fury
in

the
West

Shiloh, as Grant was later to say, was the severest battle
fought in the Western theater. It was certainly the worst
fought on the North American continent up to that time,
with 13,000 Union casualties and 10,700 Confederate,
Grant would see areas on the battlefield “so covered
with dead that it would have been possible to walk
across the clearing, in any direction, stepping on dead
bodies, without a foot touching the ground.” Three
armies, and America ltself, had “seen the elephant.” As
Grant said twenty years later, "Up to the battle of Shiloh,
|, as well as thousands of other citizens, believed that
the rebellion against the Government would collapse
suddenly and soon . . . then, indeed, | gave up all idea
of saving the Union except by complete conguest.”

Fury In the West recreates the Battle of Shiloh. The
game begins with the Confederates surprising the Unlon
forces in their camps near the Shiloh Church. Amid
much confusion, the Confederates fight their way
towards Pittsburgh Landing on the Tennessee River while
the Union forces try to organize some resistance. As
night falls, Union reinforcements arrive just in time to
finally halt the advance. The second day begins with
the regrouped Union forces attacking and retaking the
ground lost on the first day. The result is an ideal
situation for a game as both players must attack and
defend. For two players.

Fury In the West is unlike any other game on the Civil
War. The major concept in the game is straggling. Each
fime a unit moves, it will lose some stragglers. Each fime
it remains in place, it will regain some stragglers. A
large part of the players’ strategies will deal with when
fo move and fight, and when to rest. This Is not a

game where a player can push his units past their
breaking points.

Generals have key roles as their presence significantly
increases units’ abllities to move and fight. Cavalry units
can be helpful in reducing straggling. Artillery units add
axtra firepower. Also included are the two Union
Gunboats, Lexington and Tyler, which took part in

the battle.

The game covers the two day battle with three
scenarios; one for each of the two days and one
covering both days. Optional rules cover night
movement, night combat, recrganization, bayonet
charges, prisoners, aliernate Confederate setups, and
hidden movement.

Fury In the West is a highly playable game. Much
detail has been added to ensure historical accuracy
and flavor, but none of this detracts from the game's
simplicity. Both sides have an extremely limited number
of units to control, and victory will be determined solely
by the quality of the players’ moves.

W 32" x 22" Mapboard

B 234 Counters

W 1 Confederate Strength Record Chart
B 1 Unicn Strength Record Chart

M 1 Playing Aid Card

W 1 Die

W 1 Rulebook

Playing Time: Three Hours
Complexity Rating (from 1 to 10, 10 the highest): 4
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The
Struggle
of

Nations

From the moment that the Emperor mounted his horse
and was on the point of leaving Leipzig altogether, the
most evident gloom was noticeable on his face. Wholly
abscorbed, with a blank look that might mean mere
vacancy. he rode first towards the inner Rannstaedt
gate, diagenally across the market-place, and when it
was seen that everything was blocked up there on
account of the enormous crowding of soldiers and
carrlages, he took his way round Inside the town, past
the two gates blocked up long ago, and past the
church of 5t. Thomas, towards the Petersthor. Here the
Emperor inquired for a moment where he was, and then
rode back again towards his quarters on the Rossplatz,
or rather along the avenue as far as the neighbourhood
of the municipal school. He turned back once maore,
passed by the Petersthor, and rode round the town o
the Rannstaedt-Steinweg. He was scarcely able to pass
through the indescribakble crush of all arms of his froops.
MNapcleon followed quite calmly the main stream of his
flying troops, along the high road, as far as beyond
Lindenau. Here he halted, and appointed different
cfficers, who were to indicate to the fugitives arriving in
disorder, the points where their corps were to collect.
Here, not far from the bridge over the Elster, General
Chateau met at this time a man in a peculiar dress and
with only a small retinue; he was whistling the air of
‘Malberook s'en va-t-en guerre,” although he was deeply
lost in thought: Chateau thought it was a burgher and
was on the point of approaching him to ask a question.
... It was the Emperor, who, with his usual phlegm,
seemed to be perfectly callous to the scenes of
destruction which surrounded him.

—Yorck von Wartenburg, ‘Napoleon as a General
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Game Scale:

—the opposing armies, each numbering over 400,000,
are portrayed by division and brigade in 1000-man
increments.

—constant 2-mile hexes, 2-day game turns.

—three different scenarios plus 60-turn campaign game.

Game Includes:

* two Counter sheets in four colors
* multi-color Mapboard in
three 22" wide sactlions
* two Organization Displays,
17" x 24" and 19" x 28"
* [Rules folder.
* Scenario folder.
* Turn Record/Reinforcement Track
and separate chart folders.

Waming:

Previous experience with wargames is necessary. Those
new to wargames should not attempt “Struggle of
Nations,” as a familiarity with basic concepts is
assumed.

Game Description:

—the rules emphasize command and administrative
considerations, and their dragging effect on maneuver,
Battles are mere punctuation marks at the conclusion of
often long marches.

—the map's hexes are smaller than on any other game
map. This allows us to portray a very large area on a
map 25% its normal size, easily accommodated by
ordinary table space.

—counters representing forces made up on organization
displays cccupy two hexes on map; their two-hex size
reduces the possibllity of mistaking their actual location;
because only one leader in a stack remains on the
map, unit density on the map averages less than 20
units per side.

AVALON HILL COMPLEXITY RATING:
10 (on a scale of 1 [easy] to 10 [hard]).



Storm
Over
Arnhem

On the morning of September 17th, 1944, from airfields
all over southern England, the greatest armada of troop
carrylng aircraft ever assembled for a military operation
tock to the air . . . over 7500 aircraft which would drop
an entire Allied airborne army behind German lines to
saize and hold a series of supposedly weakly-defended
bridges until relieved by an armored thrust through the
front lines. Unbeknownst to the Allied High Command,
however, two S5 Panzer Divisions were stationed near
Arnhem—the last bridge in the chain, and the British 1st
Airborne Division was about to drop into a living hell.

S0 began Operation Market Garden, a daring and
grandiose gambile to end the war with one swift thrust
info Hitler's crumbling Relch. The battle which ensued
would be the most dramatic and bitterly contested
action of the Western Front and would ultimately end in
a major defeat with Allied casualties nearly doubling
those of D-Day. STORM OVER ARNHEM is the re-creation
of that battle at its flercest point—the struggle for
Arnhem Bridge itself.

Ultimately less than 700 British paratroopers, prirmarily
members of the 2nd Parachute Battalion under Col.
John Frost, would reach the bridge. Unable to capture it
entirely. they would cling to their perimeter defenses at
the northern end for the better part of five days. The
Germans, in need of the bridge themselves to reinforce
the battle to the south, pressed the attack with a resclve
born of desperation. Here “street fighting” took on a
new meaning. The battle raged not from block to block,
but from house to house and room to room. Gains were
measured in feet, not miles. Outnumbered, short of food,
water, ammunition, and medical supplies, the
paratroops nonetheless fought on and extracted a
fearful toll in German lives for their steadily dwindling

"In attack most daring, in defense most cunning, in
endurance most steadfast, they performed a feat of
arms which will be remembered and recounted as long

perimeter, Armor and artillery were called in to flatten
the clty, but failed to lessen the resolve of those
manning the redoulst. Finally, on September 21st, three
days after they were supposed to have been relieved
by the tanks of XXX Corps one last wireless message
ariginated from the smoking ruins of Arnhem . . . "Out of
ammunition . .. God Save the King”. What remained of
the gallant defenders of Arnhem bridge had broken into
twos and threes and attempted to slip away in the

night.

STORM OVER ARNHEM re-creates four days in the
struggle for Arnhem bridge with an innovative game
system that preserves the “feel” of simultaneous
movement games without the bother of written moves,
while maintaining the action-reaction capabilities of
more fraditional sequential movement games, Player
inter-action is constant—thus yielding a high excltement
level throughout, The mapboard faithfully re-creates that
saection of Arnhem over which the fiercest fighting for the
bridge took place at a scale of 1 inch equals 100 feet,
Each unit represents 12 men or several of the armored
fighting vehicles which vied for control of the bridge.
Unburdened by a maze of complex rules, it is an
intrinsically simple game to learn, but an extremely
difficult cne to master. The game can be set up and
underway in a matter of minutes and will command the
full attention of the two participants during the three
hour playing fime. Included in the game is a 22° x 32"
mounted mapboard, 224 large, back-printed playing
pieces, a 16 page, full color ruletook containing
indepth historical commentary, and four dice.

STORM OVER ARNHEM is rated 3 on a 1 (easy) to 10
(Difficult) complexity scale for ages 12 and up.

as the virtues of courage and resolution have power fo
move the hearts of men.”
. - . Winston Churchill, September 28th, 1944



ROMMEL
IN THE
DESERT

APRIL '41
TO
NOVEMBER ’42

M Highly fluid campaign
B Realistic logistical considerations
B Unusual combat resolution

Erwin Rommel and the first small contingents of what
was to become “PanzerArmee Afrlka,” arrived in North
Africa in the early Spring of 1941, Although prudence
(and his orders) dictated otherwise, Rommel went on the
offensive against the scaftered Allied army. In less than
two weeks he was besieging the fortress of Tobruk, and
prassing on fo Egypt.

PanzerArmee Afrika re-creates the sweeping action of
the desert war—a curious land campaign having many
of the aspects of a naval battle: far-flung actions by
relatively small formations, extremely fluid fronts, and
long-distance supply problems.

The high Movement Allowances of the units combined
with the critical supply problems, make for a game of
constant surprise and tension (there is rarely a line that
can't be flanked or penetrated). Cormbat resolution
relies on “attack superiority” (in terms of Strength Points)
rather than the more usual odds comparison. Weak
units can be easily overrun and this coupled with the
German ability to deliberately move out-of-supply
presents a constant challenge to the Allied Player.

PanzerArmee Afrika is fast becoming one of the most
popular games largely because of its extreme
"playabillity” without sacrificing authenticity.

PanzerArmee Afrika is a simulation of the Noarth African
Campaign between April 1941 and November 1942,
Battalion, Regiment, and Brigade-sized units represent
the actual forces which took part in the fighting.
Included in the game is a Variable Orders-of-Baitle
Chart that offers variations in forces to demonstrate how
history might have been different.

PanzerArmee Afrlka is basically a two-player game. It is
played in sequenced turns called Game-Turns, during
which Players move units on the map., have combat,
and attermnpt to achleve certain cbjectives. Victory Is
based upon comparative strength levels at the end of
the game and the capture of Enemy bases.

Each complete Game-Turn reprasents one month of real
time. The entire game lasts 20 Game-Turns.

Each hex on the map represents 12 miles of land. Each
Battalion-sized unit represents 600-1000 men. Each
Brigade-sized unit represents 2000-4000 men. Each
Regiment-sized unit represents 1100-3200 men.

PanzerArmee Afrlka is basically a 2-player game for
ages 12 & up. Rated 4 on the Avalon Hill Complexity
Scale (1-easy, 10-hard).



Gunslinger

“Fill Yore Hand . . ."

.. . with GUNSLINGER, the game of the western gun
battle. In GUNSLINGER, YOU play the part of a westermn
character who Is caught In a sudden gunfight, and YOU
face the split-second decisions and incidents of the
showdown as bullets start to fly.

GUNSLINGER is based on a quick and easy game

system that recreates the split-second nature of gunplay.

Each turn the players secretly play cards to define
aexactly what they will do during the next fwo seconds In
the game. Then they step through these actions on the
playing map, resolving each shot in the split-second
when it takes place.

GUNSLINGER resolves combat quickly and easily. The
attacker draws a result card that shows exactly where
his shot hits, which combines with his gun to determine
the damage he inflicts. This recreates the critical
differences between weapons: Winchesters, Shotguns,
Buffalo rifles, Colt's "Peacemaker”, Smith & Wesson's
breakopen guns and Remington’s Derringer are a few
of the guns In the game. The same system recreates
hand-to-hand combat with bare hands, knives,
tormahawks, axes, cavalry sabres and other wegapons.
Range, aim time, and the target's cover status are all
taken into consideration,

GUNSLINGER includes eight two-sided boards (a total of
sixtean map faces) portraying town and countryside
terrain at a scale of six feet per hex. These boards can
be assembled in varying ways to create a vast number
of different maps that are used in the gunfights. The
terrain includes gullies, hills, trees, watering troughs,
wells, hitching posts and the interiors of buildings.

Game Includes:
W Rulebook :
B Eight two-sided mapboards

B Sheet of playing counters, including characters,

weapons, horses and more

GUNSLINGER presents 26 different gunfights and several
hundred variations, including both historical gunfights
and made-up situations. Wild Bill Hickok, Billy the Kid,
Wyatt Earp and John Wesley Hardin are just a few of the
real gunslingers of history who appear in re-creations of
the gunfights that made them famous, Indian raids,
barrcom brawls and poker games are just a few of the
hypothetical situations.

From two to seven players can play each game. Each
gunfight has different versions for different numbers of
players, ranging from the basic version with the
minimum number of characters to the largest version
with seven characters. In some gunfights the players
form two or more sides, while in others every player is on
his own. Playing time varies with the gunfight and the
number of players, but the simplest version of most
gunfights can be played in well under an hour.

There are even sclitaire rules that allow one player fo
play many of the gunfights alone! These rules provide a
simplified systemn of controlling characters automatically,
so the player(s) can put one side in the game on
automatic control, while personally controlling the other
slde(s).

GUNSLINGER also includes extra rules systems for
enriching and expanding play. The "Campaign” rules
allow the players to siring gunfights together to form
more extended battles and range wars. Role playing
allows each player to develop his character’s abillities
from game to game as he faces the dangers of the Old
West. Optional rules infroduce horses, wagons,
dynamite, and more.

Complexity rating (most complex s 10): §

B Action cards (including bonus cards showing
special skills)

B Deck of Result cards

B "Second Floor” player-aid cards

B Pad of personal history sheets



Freedom
in
the

Galaxy

Freedom In the Galaxy is a strategic and tactical
simulation of this epic galactic struggle, played on a
map that schematically represents some 30 odd solar
systems. The playing pieces (shown here), representing
armed forces, spaceships, Imperial characters and
individual Rebels, interact to destroy their enemies and
win the hearts and minds of various races and planets.
Now YOU can jein this group of freedom fighters in

Freedom In the Galaxy, a 2-player game that includes:

H 140 Character Cards—many beautifully illustrated
—representing many alien races

B 400 playing pleces and handsome full-color map
showing natural and political details of 51 planets
and 25 star systems

H Rules Booklets with numerous illustrations describing
all three complete game systems

B Galactic Guilde with novel-like information on the
inhabitants of the galaxy and thelr history

W Various and sundry Playing Alds making it easy for
you to play the most thrilling science-fiction
adventure you've ever had—in this or any
other galaxy!

In a remate corner of the universe, a small but valiant
band of Rebels struggle to withstand the oppression of
an empire bent on total domination.

The Empire, oppressor of millions throughout the galaxy,
has felt the first sting of Rebel anger. In the cities and
vast wilds of planets circling the farthest stars, the sparks
of insurrection are being fanned by the courageous few
whao cry for freedom in the galaxy.

Three Complete,
Distinct Games

B STAR SYSTEM GAME, introducing basic concepts of
combat, characters, and missions—Rated 4 on a
scale of 1 (easy) to 10 (hard) on the Avalon Hill
Complexity Scale.

B PROVINCE GAME, an infermediate level game
increasing variables in play—Rated 7!

B GALACTIC GAME, the ultimate in 5-F realism—Rated
10! PLUS a variety of scenarios within each game
system,

Join the Rebellion for
Freedom in the Galaxy




Professional Golf’'s Top Money-Winners: here to re-
create the most famous tournament of them ailll

Have you ever wondered how the game of professional
golf is really played . . . how the best golfers in the world
plan and execute their play on each hole . . . who are
the best players on the tour?

PRO GOLF is more than just a sports gamel It is a
sclentific in-depth analysis of the contemporary sport of
golf. Golfdom’s top money-winners have all been
computer-analyzed and evaluated in ten different areas
of play based upon their actual performances.

Are you partial to a golfer who'll blast the ball off the
tea like a powerhouse . . . or one who'll keep the ball on
the fairway as consistently as the year's top money-
winner? You'll get to “play” golfers superb with their
irons; many who'll put the ball on the green in two at
any range. Others will be deadly once near the green,
be it with a pitch, chip, or even out of the sand.

The fabulous putters are here . . . yours to “replay” in a
realistic re-creation of the tense battle of nerves and skill
that is professional golf.

PRO GOLF homes in on the Augusta Natlonal course—
home of the famous Masters—the most prestigious
tournament of them alll

TR bl i B BB A i
BT A HATIONAL DEUF CLUB

Every hole at Augusta National is reproduced in
absolute detall in the Course Book that is included in this
package—in perfect scale; your guarantee that PRO
GOLF is as authentic a re-creation of professional golf as
Is humanly possible.

PRO GOLF may be played either solitaire or by as many
as 36 players at once. Like the real sport of golf, this
simulation is not necessarily competitive in nature;
instead, each golfer must play the course to the best of
his abkility while attempting to cbtain the lowest possible
score.

PRO GOLF plays extremely quickly. On each hole, the
players simply roll two dice for every shot attempted by
thelr golfers, resolving it by cross-referencing the
location the ball occupies on the hole itself with the
appropriate type of shot being attempted on the
golfer's Player Card, The result will state precisely where
this shot has landed and what will be required of the
golfer on his ensuing shot. In cases where the ball has
landed on the green, the number of feet between the
ball and the pin is indicated. Of course, all sorts of
unusual circumstances that may occur on the golf
course are dealt with as well—such as water hazards,
trees, bunkers, and adverse weather conditions.



Civilization

Be forewarned! CIVILIZATION is a game unlike any
other game ever invenied . . . a game of high-level
player inferaction with no dice and little risk of any
player being eliminated.

Object of the game: to gain a level of overall
advancement to which cultural, economic, and political
factors are important. The winner is the player who
maintains the best balance betweean activitias of
nomads, farmers, cltizens, merchants and adventurars.,

CIVILIZATION is not a wargame! The game is not
won by wars, although some conflicts will occur due to
rivalry and land shortage, rather than as a desire to
eliminate other players.

YOU start at the Dawn of History . . . at the point
where agriculture has just been discovered and lead
your soclety through the mists of time to the age of the
civilized state—8000 B.C. to 250 B.C.

How to Play: starting with a single token, each player
moves and Increases his units of population as he
inhabits selected areas of the board which are fertile
and defendable. This era is likely to be marked by small
conflicts as the board reaches saturation, but the scope
for military expansion is limited by the loss of units in the
careas concerned. Indeed, the pressure of population is
more usefully absorbed by farming and building cities,
which enables more people to be supported and helps
to resist attacks.

An immediate corollary of the founding of cities is
their generation of wealth and their need for an
agricultural hinterland. This establishes the use of tokens
as revenue. Too rapid a degree of urbanization
inevitably leads to an excess of revenue over resources
(inflation), and causes economic stagnation,

Cities are essentlal to generate the wealth needed
for an advancing civilization, but, unless the wealth is
augmented through frade, the nation will be surpassed
by others with more energetic outlooks. Trade itself is
subject to such hazards as epidemics and alien
philosophies which can have a disastrous effect if a
culture has become over-specialized and has failed to
maintain a balanced outlook, However, calamities may
also provide the impetus from which a well-organized
clvilization rises In new ways to achleve still further glory.

What’s Inside . . .

B 4 Panel Mapboard

W @ Sefs of Playing Pieces

B 1 Deck of Trade Cards

B 1 Deck of Civilization Cards

B 1 Archaeological Succession Card
W 7 Player Mats

B Instruction Manual

The game that begins when history begins!
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CHALLENGING FOR EVERYONE

Sample the ever-expanding line of Microcomputer Games®

Discover the challenge of .

from the Avalon Hill Game Company.
. slaying a dragon . .

. mapping an alien spacecraft . . .

thwarting a Soviet offensive . . . landing a jumbo jet . . . coaching a professional sports team.
Microcomputer Games® has them all and much morel
Each game comes complete with loading and playing instructions,
along with cassette or diskefte software for the most popular home computers.
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VOYAGER

A solitaire computer game that
challenges the human player fo
explore the four levels of an alien
spacecraft's maze-like corridors
and rooms in 3-D simulated
graphics, all the while avoiding
robots programmed to blast any
infruders. In order to win, the
human must destroy all power
generators and escape or hunt
out and annihilate the killer rotoots.
VOYAGER comes with color-
animated graphics and sound
capabilities for computers so
equipped.

Thrilling computer version of
Avalon Hill's famous board game.
Based on the award-winning
Sports lllusfrated game of profes-
sional football; forceas the player to
constantly make the right deci-
sions about his team’s offensive
and defensive formations. Match
wits against the computer or
against a live opponeant,

DNIEPER RIVER LINE

A fictionalized engagement be-
tweaan the Russian and Gemnan
forces in the southern Ukraine in
1943. The game challenges you,
the German commandaer, to repel
Russian efforts to breach the
Dnieper River defensive positions.
Sovietunits, controlled by the com-
puter, seek to overrun the thin
erman line and capture suffl-
cient objectives to attain victory.
DNIEPER RIVER LINE has four lavels
of difficulty and comes complete
with over 300 illustrated counters
and a mounted mapboard.

CONTROLLER

A real-time simulation of air traffic
control in which you will have to
guide the approach and landing
sequence of up fo 8 aircraft. There
are three typas of aircraft; Light
Flanes, Airliners, and Private Jets,
with each type having a different
rate of climb, turning ability, stall

speed, celling, fuel consumption |

and fuel capacity, CONTROLLER
transforms your microcomputer
screen into a reqlistic “radar
scope’; also, each aircraft's
heading. velocity, and alfitude is
continuously displayed on a
separate chart next o the radar

scope.

GALAXY

Have you ever wanted fo congquer
the universe? In GALAXY, players
sand thelr galactic fleets out to

8 explore and conquer the

universe, solar system by solar
system. The planets discovered
may be barren worlds or they may
possess immense Industrial
capacity and defensive ships fo
resist colonization. GALAXY
comes with sound effects (for com-
puters with sound capability) and
allows from 1 to 20 players to com-
pete against each other or the
computer. A different star map is
randomly generated for every

game.

rarGEES O~
F[EET Bﬂ'}_ﬁ]l

GUNS OF FORT DEFIANCE

In this exciting arcade gama, you
are the commander of a 19th cen-
tury artillary plece in a besieged
stockade. For each shot you must
specify a type of ammuni-
tion—ball, cannister, shell or
spherical case—and fuse length
(if applicable), and sat the aleva-
tion and deflection of the cannon.
The computer confrols the enemy
forces, randomly aftacking with
cavalry, infantry or another
artillery piece.
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B-1 NUCLEAR BOMBER

o onge the piled of g B-1 bomber on o mission owae the
Sowied Union. You must fiy through shiff Russhon defanseas o
fhe harget city, bomib it and relum home. Your compules
contnols 1 Soviat MIG lightars and surlfacae-ro-air miasias.
Yo st rilh' on your alacironic countes meaasures and
sadf-dafanta missilias,

NORTH ATLANTIC CONVOY RAIDER

In fhe Bismarek cormecy raid of 1841, tha Samgubis Sontiol
tre Brifish comioys and batleships. Will the Blemorck sink
fhe Hood. only b b sunk by ihe Rodney and King Georga
W, a5 in hiskoiy? Or, will 1he Bismarck eripple or sink tha
Briteth Homne Fleat and go rampaging through the comeoy
larasT

LORDS OF KARMA,

Like an Intrllguing puzzlal Tha fun i In dacipharing sacheis
while exploning a myihical, magloal cify and counfrysice,
while Gl tha same lime avoiding lurking monshans. Youw fell
tha compuber what you want by typing simola sanblences.
Tha computer hos many Surprises in sione,

MIDWAY CAMPAIGN

Your computer confreds o huge force of Jopanase ships
whicsa cbjactive |8 o Invade and caplure Midway Bland
In the aclug] engagemand, he Jopanese mode saveral
joctical errars which cost tham the Batile, Your computer
proDably won't maks the same mislakes! You command
1he bady autnumbensd and outranged LS. Moval Foroes

NUKEWAR
Muclear confrontation babwean twa hypothalical couwn.
hrsees.. Dridfond yowr country oy ma ssihve espionage afforts, of
by building jet fighter bombers, missies, submarines and
anfi-ballistic missiles. Your cokd and calculating compaler
will cheosa i awn sirabegyl

TANETICS

Armoded combal on the Eqstern froni of WL Includas full-
colol mounted mopboand and counters. You, as the
Gesman fonk plolcon eader. starl the game oul-
rumbened 2 to 1. However, you choosa your fank typas
betore each of 5 scenarios. You olo specity whal your
apponent, the compular, is 1o have Bedora gaing affes ar
dadanding he specilled cbjective from the Russians,
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COMPUTER ACQUIRE

New Second Edilion| The object of the gam i3 o become
the waalihlest parson in ihg "Dusiness” game aboul hoteal
acquisifions and mergars. For 2 10 & playvars i s o sulblia
garme of interpéoyer sirotégy. As o SOUITARE gome you
play ogainst the computer. Ona can aven pif the com-
puler against ifsalf.

EMPIRE OF THE OVERMIND

Racen! recipiant of ihe SAME OF THE YEAR award by Elec-
fronlc Gomes Magaozing, Enchanting solifaire game. The
Croarmind, a hyrant that is part moching, pan spit of @,
claverly owvarthiew e greal king, whe escaped and
planned revenge that has faken 1,000 yeors bo Tulfill, Mow,
YOU must fravel tothe Empine of fhea Crarrming and dest oy
the abominatian

PLANET MINERS

Cine o fouw playars compahe with each other and ha com-
puter o siake valuabds mining Chaims throughoul the s
gygiam in the yeor 20560, Eoch ployer must decide which
shipes 10 sand fo which planets and whan to ity “dirfy ek
like o sabotage and clakm jumping.

CONFLICT 2500

b 2500 AD, aarflh s ihiealanad by afacking olians oo
grammead with an infinile number of aack siroleglies with
wihich ho beecesl 1he pilorged wihio must daland adarth, Avarieshy
of spaceships on the screan odds an extra dimension 1o
e excitament, A gome for one bo ben playars in which you
can contnol the langth of the gama and ity difficully,

COMPUTER STATIS PRO BASEBAILL

Recraabd an anlire basaball season, championihip of
wirld sarles with réal life player stalistics. Awalon Hill has
analyzed ull seasen slalistics for each player, conveding it
fo compular memohy 50 each paroims in youst game jus!
as he doas in redlity,

COMPUTER STOCKS AND BONDS

Hare's your chance o be o Wall Sirea! ganius. Flayers
choose a genaral strategy and inves! in the stocks that fit
thalr game-plan. Play it safe, gamise of do G [k of Both
I a "pDear” markel pliyers investing heavily could lose
thair shirts, while a "ol marke! would couse Tham 1o
make Qreat goins.

CONFLICT
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The Rest of the Line . . . they make great year ’round gifts!

Numbered circles represent complexity rating on a scale of 1 to 10.

Magic Realm—Most exciling fantasy design ever, a
patented concepl in rﬂHHﬁn? for up to 16 playars. 9
Cross of lron—An exiension of the award-winning Squad
Leader game, A revision of thablock-busier mail-order ver-
sion offered last summer
USAC Auto =The olliclal game of the United
olates Aulo Club. Recreales championship auio racing,
including the Indy 500, Includes full color pix of the 33
valitying drivers,
ta—~A Sports lllustrated strategy game recraating tha

inﬁgaru Eillalls ol yachl racing. Ideal family and party game
or £ 100,
Bismarck—Three games in one; recrealing legendary
WWIl chase of the mammaoth German Battleship, (4
Book of Lists—Based on the #1 bestseller, incleded lists
from the Bantam Book plus many new anes. Great leisure
tima game of the Facls in Five mald.
Statis Pro Baseball—Sports lllustrated’s new game, with
over 700 player cards for every current big league player.
Statistically accurale g0 players can faithfully racraata an an-
tIlE saasun

—MNew version—with 1,040 counters and

alional Ga:-grapnln ahyle mapboard in a game
pitting Generals Meade and Lee i the Civil War's mast
famous battle,

Tactics ll—Best ""Beginner”’ game in the ling; the very first

commercial ballle game aver pr% .and still a classic.

Mo military knowledge necassary.

D-Day—'""An authentic reproduclion of the WWII

according to officers al Camberly British Military
yers acl as supreme commanders 1o recreale

I'Hﬂllﬂtlﬂ

in‘u‘as?:;n,"
Acadamy,
history. :
Waterloo—The Prussians, British, and French square away
on the most famous baltlefield in all history 1o decide the
desliny of France. :
Afrdka Korps—Figld Marshal Erwin Rommel's daring ex-
ploits re-crealed in this historical replay-of this laclical square
Eﬂ b n General Monigomery and the greal Deserl
05

Midway—The WWII Pacific engagement that kept San
Francisco oul of Japanese hands; a licated by hero,
Rear Admiral C. Wade McClusky.

Blitzkrieg—A fictionalized simulation of Germany's
breakout in WWII; baged on records lurnished by the Office
of the Chigf of Military History, Wash., D.C. Nol for bagin-

Mers,
War at —Eurcpean theatre aeral/naval action of
WWII. Ideal starter game for historian, miliiary buff, and
novice, 2 or more players, ages 12 & up 15
Cassar Alesla=The Epic battle of Alesia—51 B.C., re
creating Julius Caesar’'s two-day baitle featuring 10 Roman
leghons and 80,000 Gauls.
Submarine=_Launch torpedoes; make depth charge runs.
As captain of a submarine or desiroyer, players must prevent
opponents from ac ishing their missions in WWII
undersea warlare.
Alexander the Great —11"s the Greeks agains! the Parsians,
with elephants, mercenaries, chariots, phalanx, arc ,and
cavalry all in on the aclion of ancient warfare.
Wooden EHIE & lron Men—Twenty-seven different
battles from the age of fighting sail. Recreates Tralalgar,
Baftle of the Nile_ Lake Erie, plus many mare of the
1776-1815 era.
Victory in the Pacific—Great land, air, and sea forces col-
lide to win conibrgl of the Pacific. Introductiory game of
World War [l stralegic batiies.
Russlan =Corps laval covers entire Wwi|
eastern fronl action, Features double-impulse moveme
m thal realisticaly recreates the German blifzkrieg.
anzerblitz—Alltime best seller—but for hard-co
wargamers only. Actually 12 games in one; each re-creali

different battle drawn from the WWII eastern front, @
Luftwaffe—A true-todife simulation of the Allied bom
ing, and Germany's attempis to neutralize it with thei
suparbily trained airforce. For experienced gamers only,
Origins of WWll—Unusual game of international powet
politics; players attempt to averl WWII thru diplomatic

whealing a aling. Used extensively in political sclence
classes,
Richthofen =Epitomizaes the myslique and charisma

of the infamous Red Baron, las! of a gallant and chivalr

DI'HEEI i fhis 2”1& recrealing WwWIl aerial dogfighting. D&
20 different games; each a replay of &

Iurnnua WWII wesiern front sifuation involving armored fac-

tics. For hard-core only $

Third Relch—%Yoted "'best game of all time''

fwo ynar@un ning. Re-creates WWIl European

theatre.

1TTE—Six mdpactage each covering a glamorous aspec|
of tha war fo ependencea. asngnsd for both the novice
and the hard-core gamer.

Kingmaker—War of the Roses; a
struggle between Royalty and
British Civil War late 15th century.

Diplomacy—Lp to 7 player game of infernational infrigue.
Realistic strategy without dice; plme!:ﬁa the dashmas

litical and militany
les during tha

of European powers circa 1801
Starship rs—Recrealion of | of same name
by Richard Heinlein, firs! Grand-Master of Scifi. Novice

and aficigngdo alike will enjoy this 22nd century
setting.
Arab-ls Wars—Tank battles in the Middle East wars

since 1956, adding modern tanks, missiles, and desarl-war
lactics lo_the immensely popular Panzer Leader
gyslam.
Squad Leader—A one-on-gne minlatures ype faclical
gama of "WWIl combat. Game recreates all the fast,
furious action of Russian, German, and American warfare.
For hard-core only! a@:}
Crescendo ol Doom—The 2nd in a series of Sguad
Leader gﬂmatlﬂs a ?rwing ama of tactical combat sel
.Egalrm the_seemingly invincible juggernauts of war-1om
urope,
Assault on Crete—WWI| paratroop invasion by ‘Axis
forces agahm the sirong Mediterranean sironghold.
Bonus game "'Malta” included in this 2-game package
recrealing the greates! airborne invasion of WWII.
son—Embossed wooden playing pieces make for
an unusual format that blends hidoen sirategy and
maneuver along the roads of Belgium. For novices and
hard-core alike.
Tobruk=MNew concept in individual armored warfare of
the 2nd World War reflggting the micro-detail and color of
a miniatures gamsa.

Slock Hl:lrhll'l—“{'.luLE anding product for the times"™
eulogized Chicago Today magazine, Contains no dice;
lays like the real stock markel, For 2 or more players.,

gsiness Stralegy—A Iwo-game package for aspiring
Howard Hughes types; one for family fun and tha other for
the serious businass student,

r Survival—Five-game package, simulating dil-
ferent aspects of manag aging in the wilderness, Incledes
“Handbook of Survival Tips™ far raal lile use
Poimt of Law—100 exciting courtroom dramas to be
resolved by logic, involvement and decision-making, For 2
or more plaggrs acling as judge and jury.
Acquire—Garme of holel invesiment; object is 1o Torm and
expand chains o become wealthiest player. For 2 to &
players , tean thru adult.

Stocks & Bonds—Great mixture of luck and skill. Unex-
pected price fluctuations determine who suffers a Black
Friday or benefits irom a Happoy Monday, Two o8 players,
teens thru adult.
Facis in Flva=For any number, ewven solitalre, testing
one's knowhe in a variely of calegories. Great for
parlies. Rules allow children 10 compete with adulis.
Feudal—Medieval war game, armies move in chass-like
fashion 1o maneuver kings, princes, dukes, knights,
squires, sergeants, archers, and plkemen. For 2 to 8
players.
Image—For 2 to 6 players, nine 1o 90, Object is to create
“images'' profiling famous le or fictional characters.
Rall n—A fast pa game of railroad monopoly.
Playars buy railroads to build empires in a game designed
to recapture the flavor of railroading’s heyday. For 310 6
players.
Go—National game of Japan, involves classic elements of

l:rate-g¥ defense, seizing, capture and territorial con-
wo-players, leen thru adult,

|—For those who love word games. For those who love

cardgames. Bali is both! Object is to build the longest
words, Exciling even as a solitaire game.

Baseball Strategy—Companion game o award-winning
Football Strategy; devoid of traditional luck etemenis. Oul-
come determined solely on players” skill. Includes Hand-
book of Official Rules.

Football Strategy— " Best football game ever invented,”
slated Sports lllustrated, spawning a host of imitators. In-
cludes Foolball Widow's Handbook, a perfect gift item for
male and female alike.
Baskelball Strategy—Like Football Strategy game
appeals 1o those who undersiand nuances and subtleties
of real-life baskeiball strategy
Paydirt—=Coach actual AFL/NFL teams, calibrated to per-
form as they do in real life, authenticated for accuracy by
Epnrls lllustrated's game-design staff.

Bowl Bound—Bookcase revision of 5.1.'s earlier version,
College Football. Bul with new rules played off of slatistics
glaa ned for 32 major college teams.

rsiar Basaball—Bookcase revision confaing 10 new

IFtime-all-stars™ in a game that can be played solitaire
as wall as head-to-head.

Pro Basketball—Contains Player Cards of every player
whn performed in the season just passed, slaflisiically
% ed so that they can perform just as they did in real
life. Greal solitairé game!
Circuit—Three courses—Monza, Monaco, and
atkins Glen—prowide the settings for plavers in this all-
skill Grand Prix classic.
Win, Place & Show—Flayers bacome owner, handicappar,
jockey, where stmleﬂﬂ: selectiongin purchasing and betfing
cm'lblrﬁd with skilliul riding determine the wealthest player.
Alr Force—A highly popular game thal captures the flavor
of the air war in Europe.
Dauntless —A colorful gama of plane-lo-place combat in
the Pacific.
Flal Top—A demanding, accurate and fun game of Pacific
iﬁ;ﬁr . F i b
Omega—Fast, exciling game of space combal.
Machiavelli—An intriguing game of Renaissance political
corruption in Itaky.
Samural—Diplomatic struggle of feudal Japan.
Trireme—Ancient naval combat between mighty ships of
mighty nations
Class Struggle—Clever board game, pils workers against
capitalists in realistic power struggle. :
Dune—The space civilization power struggle game, faithful-
Iy follows the storyline of the award-winning S-F novel by
Frank Herberl. r&)m I e
w&m— & multi-national currency exchange
mdm sophisticated business gamers.
Quest—A treasure hunt on the fantastic island of

Ma:;rm the setting for fantasy and role-playing game
bulfs,
Title —Golitaire and head-to-haad stal-replay game

F]illlng the best boxers against each other in dream matches

rom every decade. ; -

War & Peace—Ten shorl-play scenarios and a campaign

game frace the rige,_fall, return & final defeat of history's
reatest soldier.

ntern—Designed doctors ... for doctors ... and
anyone who wants to know what it's llke to
ba ana,
Source of the Nile—Game of African exploration in tha
18th century
Hun —{}rmntal siralegy and conguest game.

I"'—TI'IH invasion of Hiller's Festung Eurcpa
:d June 6, 1944,
- at:raalashlllm:l campaign from D-Day
I:n March 1845,

Circus Maximus—Game of chariot racing in ancient
Rome. Multi-player game of skill. Three levels of play.
Amoeba Wars—Fast, exciting game of {he clash of space
Lords in a galactic power struggle.

Gladiator—The ge pageaaniry of man-to-man combat in

ancient Rome. E:E;

Moonstar—LUnlik

players,

Bureaucracy—A wild game. Makes you laugh at the

?_E..wrnm&m and yourself!
Guns of August—Unique, exciling game. Re-creates

Greal War of 1914-1918. E&

Black Spy—Quick-play stra garme. Utilizes innovative

tem & S-suil card deck. Bﬁ

%—Flmmhl game combinifg simplicity, high finance &

'rniarr'latlnr'l.al II'I'|.I'E'E||I‘IQ

Down with the King—Tres

ihat makes a game fun

Battle of the Iulnl--cn lal& revision of the original

Avalon Hill game the famous Ardennes baltle of

amy other game. For any number of

har',r. infrigue & everything

December 1944,

Sleuth—Great 2 1o & player card game, Winner finds the
missing gem,

Statis Football—Over 1300 players on individual

“Stat"” cards in exclling game of coaching skill.

Flat Top—Da ing, accurale & fun game of Pacific car-
rier baltles,
Peter Princlple—=>Spirited spocl on incompetence in which

lavers avold promotions.
&nolmu Wild=S5trateqgy & humar, Winner avoids nicoting
fit & survives|
Drinkers Wild—Players are bootleggers buying & selling
Southern Discomiorn, Smashofl & other brands.
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