


1.0 INTRODUCTION 

UFO is an easy game of strategy for two 
players 10 years and older. A unique blend of 
skill and luck make the game enjoyable for 
young and old. Although couched in abstract 
methods, UFO is still what is commonly referred 
to as a simulation game in that it trys to create in 
the imaginations of the players the image of an 
actual event which may someday take place. 
Indeed, perhaps even now some alien life form 
may be sizing up the planet Earth for "coloniza
tion". 

UFO is actually two games in one. The Basic 
Game is designed to start you playing after just 
five minutes of studying the rules. The Advanced 
Game version adds more flavor, sophistication. 
complexity and length to the game for those 
desiring a more challenging contest. Players are 
urged to play the Basic Game several times 
before reading the Advanced Game Rules. 

Although a simulation, UFO is admittedly 
simple and abstract with the emphasis on 
playability and ease of comprehension. Those 
interested in greater sophistication and com
plexity should try STARSHIP TROOPERS-a 
simulation game based on the book by master 
science fiction author Robert Heinlein-or any 
of the other Avalon Hill games of strategy. Far 
greater realism and challenges exist in the broad 
spectrum of Avalon Hill games. 

2.0 THE MAPBOARD-

2.1 The mapboard shows the planet Earth in 
the center of seven circular orbital paths. Each 
orbital path or orbit contains twelve spaces. 

2.2 In each orbit there are four spaces that 
contain the identification number of that orbit. 
These numbers identify the orbit and also 
indicate the orbit change spaces. where coun
ters can change orbits. 
3.0 HOW TO WIN-

3.1 The Alien player wins by successfully 
invading the Earth. He wins immediately 
whenever he has five of his flying saucer tokens 
(hereafter referred to as counters) simultane
ously on planet Earth. 

3.2 The Earth player wins by preventing the 
Alien conditions of victory. 

3.3 The game ends when the Alien player 
achieves his victory conditions or the Earth 
player eliminates four Alien flying saucers, 
thereby preventing an Alien victory. 
4.0 SET-UP-

4.1 Players punch out the following die-cut 
counters: one moon counter, eight orange flying 
saucer counters, and eight yellow space rocket 
counters. The remaining pieces are put aside for 
use in the optional Advanced Game version. 

4.2 Players choose sides. The Earth player 
takes his eight yellow space rocket counters and 
places them face up on Earth. 

4.3 The Alien player takes his eight orange 
flying saucer counters and places one of them 
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face up in each space of orbit seven which is not 
an orbit change space (does not contain a 
number). 

4.4 The moon counter is then placed by the 
Earth player on any numbered space (orbit 
change space) of orbit four. 

4.5 All counters remain face up throughout 
the game. The reverse side is used only during 
play of the Advanced Game. 

5.0 MOVEMENT-

5.1 The game is played in alternate turns 
with the Earth player moving first. 

5.2 In his turn. the player rolls two dice. He 
must move two of his counters the exact number 
of spaces indicated by the dice numbers rolled 
(Exception: doubles; see 5.7 and 5.8). For 
example, with a dice roll of "6, 3" the player 
must move one of his counters six spaces and 
another of his counters three spaces. 

5.3 A counter may never be moved twice in 
one turn. Two counters must be moved if 
possible, but if only one counter can be moved, a 
player may choose which one of the two die 
numbers to use. NOTE: This rule does not force 
the Alien player to move a flying saucer which 
has landed on Earth. If no counter can be legally 
moved, the player forfeits his turn. 

5.4 A counter may never move through an 
opposing counter (Exception: Advanced Game 
13.8). A counter could move through friendly 
counters of the same side without restriction. 

5.5 Only one ship or rocket counter may 
occupy one orbit space. (Exception: Interception 
9.2). 

5.6 There are two different types of move a 
counter can make: orbiting and orbit changing. 
Each type of move uses up one of a player's two 
moves. One counter may not use both types of 
movement in the same turn. A player may move 
his two counters in any order he wishes, using 
either of the two types of movement for each 
counter. 

5.61 ORBITING: An orbiting move is a move 
around the board in a clockwise direction the 
exact number of spaces indicated on one die 
along the same orbit which the counter occupied 
at the start of the turn. Pieces may never move 
counter-clockwise. 

5.62 ORBIT CHANGING: An orbit changing 
move is a move from a higher to a lower orbit or 
vice-versa. Counters may only change orbit 
when they are located on a numbered space or 
planet Earth (see Earth Launching, 6.1 ). They 
may then move along that row of numbered 
spaces, the exact number of spaces (orbits) 
indicated by one die. A counter may not go "up" 
and "down" in the same turn-it must go either 
one direction or the other and cannot double 
back that same turn. 

5.7 The Earth player, due to supposedly 
inferior space technology, forfeits his turn 

whenever he rolls doubles (two dice each 
showing the same number). 

5.8 HYPERJUMPS: The Alien player, due to 
supposedly superior space technology, has the 
capability of making a special move called a 
hyperjump whenever he rolls doubles. One 
hyperjump move must be made instead of the 
normal two moves. 

5.81 A hyperjump move consists of moving 
one Alien counter from any orbit space to any 
other vacant orbit space. 

5.82 A hyperjump cannot be used to attack 
an enemy counter or to land on, or leave from, 
the Earth or the Moon. 
6.0 EARTH LAUNCHING-

6.1 Counters may be moved from the Earth 
into orbit along any of the four orbit change 
space rows; the exact number of spaces (orbits) 
indicated on one die. 

6.2 Alien counters may be launched from 
the Earth in the same manner after landing 
there, but must land again to count as invaders 
for purposes of satisfying the victory conditions. 
7.0 EARTH LANDING-

7.1 Counters of both players may land on 
the Earth with an orbit changing move which 
ends on the Earth. That is, a counter in orbit 
three. located on an orbit change space, could 
land on the Earth with a roll of "3" on one die by 
moving along the orbit change row down to the 
planet. The landing counter must move the exact 
number of spaces indicated by one die in order to 
land. 

7.3 Counters of both sides may occupy the 
Earth simultaneously with no harm to either. 

7.4 Counters of both sides may land on the 
Earth and be relaunched on a subsequent turn if 
desired. 

8.0 EXAMPLES OF MOVEMENT-

A Orbiting move of three (3) spaces. 
Requires a "three" on one of the dice. 

8 Orbit Change move of four (4) spaces 
from orbit seven to orbit three. Requires a "four" 
on one of the dice. 



C Earth Launch to orbit five. The reverse 
move would be an Earth Landing from orbit five. 
Requires a "five" on one of the dice. 
REMEMBER:· No move (except for hyperjumps) 
can be made if the path of the move is blocked by 
one or more enemy counters. 

9.0 INTERCEPTION-

9.1 Opposing counters may attack and 
eliminate each other with an orbiting move. 

9.2 To destroy an enemy counter, a player 
must move one of his counters to the space 
occupied by the enemy counter with an orbiting 
move. 

9.3 Counters can never be intercepted by an 
orbit changing move. 

9.4 Counters on the Earth and the Moon 
may not be intercepted. 

10.0 THE MOON-

10.1 The moon moves in orbit four in a 
clockwise direction. 

10.2 The moon is only moved when the 
Earth player rolls doubles on the dice. When this 
occurs, the moon is always moved three spaces 
clockwise around orbit four to the next orbit 
change space. 

10.3 All counters in orbit four which are in 
the path of the moon when it moves (that the 
moon moves onto or through) are affected by its 
gravitational pull and are destroyed. 

10.4 Counters may never move through a 
space occupied by the moon. 

10.5 Either player may land one counter on 
the moon if it is vacant. A counter which ends its 
turn on a moon's space but cannot land (because 
another counter is already there) is eliminated. 

10.6 Only an orbiting move can be used to 
land on, or leave from, the moon. 

10. 7 A counter on the moon moves with the 
moon as the moon moves. 

THE ADVANCED GAME 
11.0 INTRODUCTION-

The victory conditions for both players are 
unchanged from the Basic Game. All the rules of 
play of the Basic Game apply except as amended 
below. 
12.0 ADVANCED SET-UP 

12.1 Players assemble all of the provided 
die-cut counters: one moon counter, eight 
orange flying saucer counters, twelve orange 
UFO counters, eight yellow space rocket coun
ters and six yellow space station counters. 

12.2 Players choose sides. The Earth player 
takes his eight yellow space rocket counters and 
six yellow space station counters and places 
them face up on Earth. 

12.3 The Alien player takes his eight orange 
flying saucer counters and twelve orange UFO 
counters and places them face down off the 
mapboard. He may then secretly select any eight 
of his twenty counters and place each of them 
face down in each space of orbit seven which is 
not an orbit change space. The remaining twelve 
orange counters are kept off the board face 
down to be used later. 

13.0 SPACE STATIONS-

13.1 The Earth player has six space station 
counters which he may choose to launch from 
Earth during his move in the same manner he 
would launch a space rocket. 

13.11 Space stations may be moved from 
the Earth into orbit along any of the four orbit 
change space rows, the exact number of spaces 
(orbits) indicated on one die. Launching a space 
station utilizes a die throw result in the same 
manner moving a space rocket does. 

13.12 Once launched, a space station may 
never change orbits or return to Earth. It is 
limited to moving around the Earth in the same 
orbit of its initial launch. 

13.2 The Earth player has no control over 
the movement of a space station after its turn of 
launcti. 

13.3 All space stations currently in orbit 
move automatically and simultaneously when
ever the Earth player rolls doubles. Unlike the 
moon, however, space stations move clockwise 
around their orbit a number of spaces equivalent 
to the orbit they are in. Example: A satellite in 
orbit 1 would move one space each time the 
moon moves; while a space station in orbit 6 

would move six spaces each time the moon 
moves. 

13.4 Space stations may move through 
earth space rockets freely; if a space station 

ends its turn in the same space with an earth 
space rocket, however, the space station is 
eliminated. 

13.5 A space station cannot end its turn on 
a space with another counter of any kind without 
one of the counters being eliminated. 

13.6 A space station cannot land on or pass 
through the moon. If it does, it is eliminated. 

13. 7 A space station which ends its orbital 
move by moving onto an Alien counter, elimi
nates that Alien counter whether it is a UFO or 
flying saucer. 

13.8 Space stations may move through 
Alien counters while orbiting. They may not be 
(aunched through an Alien counter. As the 
space station moves into a space containing an 
Alien counter, the Alien counter is turned face 
up. If the Alien counter revealed is a UFO, the 
UFO is eliminated and the space station may 
continue to move the remaining spaces of its 
move. Alien counters may not move through a 
space station except with a hyperjump. 

13.9 An Alien flying saucer which elimi
nates a space station as outlined in 13.8 must 
remain face up on the mapboard until it leaves 
that orbit, whereupon it is turned face down 
again. After leaving the encounter orbit, it may 
re-enter the same orbit and maintain its face 
down status. An Alien flying saucer which 
eliminates a space rocket remains face up only 
until the Alien's next turn. 

14.0 UFOs-

14.1 The Alien player has twelve UFO 
counters which he secretly mixes amongst his 
flying saucer counters and keeps face down at 
all times (Exception: 13.8) to preserve the secret 
of their true identity. Any orange counter which 
is not a flying saucer is a UFO. 

14.2 U FOs move in exactly the same 
fashion as Alien flying saucers except that they 
do not count towards victory conditions and may 
never eliminate an opposing counter. 

14.3 UFOs are automatically eliminated as 
soon as they enter a space containing an Earth 
space rocket or space station. 

14.4 UFOs are eliminated if an Earth space 
rocket ends its movement on the same space. 

14.5 UFOs are eliminated if a space station 
moves through or onto the UFO space with an 
orbital move. 

14.6 As the unnumbered spaces of orbit 
seven are vacated, additional Alien counters 
may be brought onto the board in these 
unnumbered spaces from amongst the twelve 

unused Alien counters kept off the board at the 
start of play. 

14.7 An Alien counter may be brought onto 
the board providing there is a vacant unnum
bered space in orbit seven for it to be placed in. 
Placement of an Alien counter onto the board in 
this manner requires the use of one of the 
Alien's two die rolls. The Alien player may 
choose which of the two die rolls to use for entry 
onto the board, or he may use both rolls to bring 
on two new counters, provided he has sufficient 
vacant unnumbered spaces in orbit seven. Any 
dice roll number suffices to bring a new counter 
into play. 

14.8 A hyperjump can be used to bring one 
new counter onto the board, providing a vacant 
unnumbered space in orbit seven is available for 
its placement. A hyperjump cannot be used to 
bring a counter onto the board in other than an 
unnumbered space in orbit seven. 

14.9 Once on the board, counters may 
never leave unless eliminated. 

15.0 DISCOVERY-

15.1 Anytime the Earth player rolls doubles, 
he may turn face up any one Alien counter 
which has landed on the Earth or the Moon. If it 
is a UFO, it is eliminated. If it is a flying saucer, it 
remains in place and may be reinverted by the 
Alien player in his turn. 

15.2 The Alien player may shuffle his 
inverted counters landed on the Earth so that the 
Earth player loses track of any counters he may 
have turned face up by this method previously. 

QUESTIONS: 

Questions pertaining to play of this game will 
be answered only when accompanied by a 
stamped, self-addressed envelope bearing un
cancelled first class postage. Questions should 
be posed in a format suitable for "yes"-"no" 
answers and sent to: 

The Avalon Hill Game Co. 
4517 Harford Road 
Baltimore, MD 21214 

REPLACEMENT PARTS: 

For a current price list of component parts to 
UFO. send a stamped, self-addressed envelope 
to The Avalon Hill Game Company, 4517 

Harford Rd., Baltimore, MD 21214 and request a 
current parts list for this game. 

GA-3000001 

R10167 
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Game/Parts Price List 

WHAT THIS IS: here is the complete listing of all 
current games and the i r  parts listed in alphabetical 
order. Parts overprinting a shaded background do 
not come with the game, but are variants and/or ac
cessories to the game. 

HOW TO OR DER :  just circle th�ice of the item 
you wish,  like th is; Rules . . . . . 1 . 00. f you order a 
game, circle the price of the ga e only; ignore 
costs of the parts d i rectly below the game l i sting. 
Or, you may wish to write out your order on the 
postage-paid order envelope if  you have one handy. 
In each case, please add up your order for a total 
cost figure. No merchandise can be sh ipped on a 
C.O.D. basis, so you must pay in one of the follow
ing ways: 

a) CRE DIT CAR D: give us your credit card 
number, expiration date, and name under which 
credit card i s  l i sted, for either American Ex
press, Master Charge, or VISA. No other credit 
cards accepted. This  Price List and the Order 
Envelope provide spaces for you to write in th is  
information. 

b) TOLL FREE PHONE : we'll accept charges 
against the above three cred it cards on a phone
in order. The call is FRE E .  Call 800-638-9292, 
operator #1. Use this TOLL FREE number for 
credit card purchases only; no other informa-
tion can be supplied. 

' 

c) CHE CK OR MONEY OR DER :  please send us a 
check or money order for the total amount plus 
1 0% postage for USA residents. For example, i f  
your total order comes t o  $6.25 your postage 
will be $.63, so your payment would be $6.88 
total. See Postage Charges printed elsewhere 
on th is  form for foreign postage costs. Do not 
send cash money; we are not responsible for 
loss of cash in transit. 

FILL OUT SHIPPING LABE L: be sure to include 
your name and shipping address on both the ship
ping label and f i le form if sending in th is  Price List 
as your order. S i m ilarly, fi ll  out all required labels if 
using the Avalon Hill postage-paid order envelope. 

HOW WE SHIP: We normally ship within 7 to 1 0  
days of receipt of your order, and mail by United 
Parcel (UPS) whenever possible. This is first-class 
service, but is feasible only to a street address and 
when there is someone available to sign for the 
package. UPS will not deliver to a P.O. Box. Other
wi se, shipments will go by parcel post. Be sure to 
add proper postage costs shown on the Postage 
Chart to your payment (such charges are added 
automatically to credit card purchases). 

IN A R USH? We can cut the red tape and handle 
your credit card purchase, on a S PECIAL basis, with 
m in i mal delay. This  service will cost $1. 00 extra 
which w i l l  be added to your charge slip. Simply ask 
for o u r  "SPECIAL SERVICE''. For even faster serv
ice, we can ship by Air  Mail. A i r  Mail Charges will be 
added to your charge slip. Ask for "SPECIAL A I R  
M A I L  SERVICE." 

DISCONTINUE D ITE MS: aren't necessarily out of 
stock. If you don't see it listed, it's been dropped 
from the line but chances are there is a l im ited sup
ply still on hand. A Di scontinued Game Price List is 
available upon request for 50¢. Also ask about the 
"Collectors' Games", which are games Avalon Hill 
published but d iscontinued many years ago yet are 
still popular today. Call 301 -254·5300 for this infor
mation. 

COMPLE TE BOXE S: of all games shown below are 
available at $3.00 each with the exception being 
THE LONGEST DAY box available for $6. 00. 

CATALOGS ON LATE ST NE W GAME INFOR MA· 
TION: Specify wargames, sports games, or leisure 
time games. E A. 50¢ 

CHANGING Y OUR ADDRE SS? 
I f  you are moving in the period for which you expect 
delivery of th is  merchandise, please specify an 
alternate mailing address as we often have to make 
several delayed sh ipments when items are tem
porarily out of stock. 

WE WILL PHOTOSTAT OUT OF PR INT PAR TS AND 
MAGAZINE AR TICLE S: Specify item(s) on separate 
sheet or order envelope, include $1.00 per 
page-$5. 00 minimum per photostatic order. 
Postage rates apply. 

POSTAGE COUPONS: Subscribers to The General 
and All-Star Replay receive FREE in most issues a 
postage coupon good for $1 . 00 toward the postage 
req u i red with every mail order. 

THE E LITE CLUB: The Elite Club Membership i s  
available t o  y o u  when y o u  make a one t i m e  pur· 
chase of six (6) different AH games by mail order. 
When you receive your games you will also get a 
d iscount tab full of coupons. These di scount 
coupons are worth $1.00 off the purchase price of 
future games you buy from Avalon Hill, for the rest 
of your life. The Elite Club is an investment for a fun 
future of gaming. 

SKILL R ATING: Ever wondered how good a player 
you really are? Send $5.00 for membership in our 
l i fetime service whereby we keep constantly up
dating players' abilities in competition against 
other A.R.E.A. members. 



INTRODUCING! New for Fall-Xmas '80 

mic!"cccm�utel" games® 
from The Aval-on Hill Game Company 

Designed by professional computer game experts, we are proud to p;esent for your 
entertainment pleasure five new software game packages for use on the following 
home computers: 

TRS-80* Level 11, 16K Memory 
Apple II*' Applesott• BASIC, 16K Memory beyond BASIC 
Pet•, 16K Memory 

*Registered Trademarks for Tandy Corp., Apple Computers, Inc. 
and Commodore Business Machines, Inc. 

Each microcomputer game is programmed on a cassette tape cartridge and can be 
played on one or all three of the aforementioned home computer systems. 

Subscribe to THE GENERAL or write for more microcomputer games information. 

B·1 NUCLEAR BOMBER .............................................. $15.00 
Pilot your B-1 on an airstrike mission over Russia in this nail-biting solitaire game. 
Rules .............................................................. $2.00 

MIDWAY CAMPAIGN ..... . .......................................... $15.00 
Command the badly outnumbered and out ranged U.S. Navy as your computer controls 
a huge force of Japanese ships and planes. 
Rules .............................................................. $2.00 

NORTH ATLANTIC CONVOY RAIDER ....... . .......................... $15.00 
A solitaire computer simulation of the Bismarck convoy raid of 1941. You as com· 
mander of the German super battleship must cripple the British home fleet and ram
page through the convoy lanes. 
Rules .............................................................. $2.00 

NUKEWAR ........................................................ $15.00 
High stakes are involved as your country and an unfriendly neighbor (your cold and 
calculating computer) escalate military installation and hardware production during 
Cold War. Tension mounts until either you or your computer launch a preemptive 
strike signaling HOT WAR! 
Rules .............................................................. $2.00 

PLANET MINERS ................................................... $15.00 
One to four players compete with each other and the computer to stake valuable min
ing claims throughout the solar system in the 21st century. 
Rules .............................................................. $2.00 

STRATEGY BOARD GAMES 
Numbered circles represent wargame complexity rating on a scale of 1to10. 

ACQUIRE . 

*AIRFORCE @ 
(Revised edition Not 

Available until Sept. 1980 

ARAB-ISRAELIWARS © 
Mapboard· A.B.C.D. 

Manual with Rules 

Counlers: Arab. Israeli 

CRT Charts Folder 

*ARMOR SUPREMACY 

.EA. 

EA. 

.EA. 

(Revised Edition Available Early 1981 I 

15.00 

6.00 

5.00 

2.00 

3.25 

1.00 

1.00 

13.00 

6.00 

1.50 

2.00 

1.00 

1.00 

1.00 

15.00 

2.00 

3.00 

1.50 

2.00 

8.00 

8.00 

2.00 

6.00 

2.00 

1.50 

13.00 

6.00 

2.00 

1.00 

2.00 

13.00 

8.00 

2.00 

1.50 

1.50 

2.00 

1.00 

12.00 

6.00 

2.00 

1.50 

1.50 

3.00 

15.00 

2.00 

2.00 

2.00 

1.00 

Manual with Rules 
Counters: Allied & Axis . 

BALI . 

I Revised Edition Available 
Sept. 1980 

Rules 

BLACK MAGIC KIT 
Instructions available only 

BLITZKRIEG © 
Mapboard 

Red Troop Counters 

Blue Troop Counters 

Manualwrth Rules 

Attrilion Table Card 

0/A 2·Card Set 

Time Record Card 

EA. 

13.00 

2.00 

2.00 

2.00 

2.00 

2.00 

1.50 

6.00 

1.00 

3.00 

3.00 

13.00 

6.00 

2.00 

2.00 

1.00 

1.50 

1.00 

13.00 

6.00 

2.00 

1.50 

1.00 

1.50 

1.00 

15.00 

2.00 

4.00 

2.00 

1.50 

10.00 

3.00 

15.00 

7.00 

1.50 

1.50 

2.00 

1.00 

2.00 

1.00 

TRC 

Board 

Roman Troop Counters 

German Troop Counters 

Set of Tac11cal Maneuver Crds. 

CHALLENGE BRIDGE 
126 Page Rules/ Manual 

Volume 1 

No Box Available 

10.00 

6.00 

1.00 

1.50 

4.00 

13.00 

6.00 

1.50 

2.00 

2.00 

1.00 

1.00 

13.00 

6.00 

2.00 

2.00 

1.50 

1.00 

1.00 

13.00 

7.00 

2.00 

1.50 

1.50 

1.00 

1.00 

12.00 

6.00 

2.00 

1.00 

1.50 

1.50 

1.00 

20.00 

750 

1.50 

7.00 

6.00 

4.00 

Prices subject to change without notice *NEW FOR 1980 

CIRCLE PRICE OF ITEMS DESIRED • FILL OUT SHIPPING LABEL • FORWARD WITH PAYMENT OR PLACE CREDIT CARD PURCHASE ON TOLL FREE 800-638-9292OPERATOR11 • INCLUDE ADDITIONAL FOR POSTAGE 



No Box Available 

CHESS 

Board 

Rules 

Complete set of Chessmen 

(specify both colors and 

type) 

*CLASS STRUGGLE 

Parts not available 

CROSS OF IRON @ 
Playing Board #5 

Infantry A Counters 

lnlantry B Counters 

Artillery Counters 

* CRESCENDO OF DOOM @ 
Board #6, #7 EACH: 

Counters: 

French Infantry 

British lntantry 

Neutrals Armor & Ordnance. 

French Armor & Ordnance 

British Armor & Ordnance 

British Armor 

Rules Booklet 

DUNE Q) 
Playing Board 

Rules Folder 

EXECUTIVE DECISION 

Complete set of Money 

(6 Packs) 

Raw Material Certificates 

(3 Packs) 

Special Crayon 

No Box Available 

Timer 

13.00 

3.00 

1.00 

2.00 

3.00 

1.50 

1.00 

1.00 

3.00 

13.00 

3.00 

1.00 

2.00 

2.00 

2.50 

1.00 

12.00 

6.00 

2.00 

1.00 

1.00 

1.50 

24.00 

10.00 

1.00 

18.00 

2.00 

8.00 

2.00 
1.50 

2.00 

2.00 

15.00 

13.00 

6.00 

1.00 

1.50 

1.00 

2.00 

1.00 

1.00 

2.00 

13.00 

2.00 

4.00 

7.00 

13.00 

2.00 

1.50 

1.50 

1.50 

1.50 

1.50 

2.00 

2.00 

4.00 

15.00 

2.00 

1.50 

1.50 

1.50 

1.50 

1.50 

1.50 

2.00 

2.00 

15.00 

2.00 

2.00 

1.00 

3.00 

2.00 

6.00 

13.00 

6.00 

2.00 

2.00 

1.00 

1.00 

15.00 

6.00 

2.00 

1.00 

1.00 

1.00 

2.00 

15.00 

6.00 

2.00 

1.50 

1.50 

EA. 1.00 

3.00 

1.50 

2.00 

13.00 

4.00 

1.00 

3.00 

3.00 

2.00 

1.00 

13.00 

1.00 

2.00 

4.00 

2.00 

3.00 

1.00 

15.00 

2.00 

6.00 

Rules 1.00 

1.00 

Set of Playing Pieces-

s peci  ly c o l o r  E A .  2.00 

Ok. Blue. Med. Blue. Lt. Blue. 

Ok. Brwn. Med. Brwn. Lt. Brwn 

Counter 

Risk/Currency Cards Set 

City/Borrowing Cards Set 

Hedging Worksheet Pad . 

For. Exchg. Worksheet Pad 

Net Worth Worksheet Pad 

*FORTRESS EUROPA G) 
Playing Board 

Allied Counters 

German Counters 

Rules Manual 

Playing Aids Card Set (6) 

No Box Available 

GO FOR THE GREEN 

Pencil 

No Box Available 

*HEXAGONY. 

Complete Board 

Playing Pieces 

Rules Folder 

JUTLAND © 
Manual with Rules 

Set of Task Force Crds: TRC/ 

Gunnery Tables I 4) 

Maneuver Gauge. 

Hit Record Pad. Brit.. Ger. 

KINGMAKER G) 
Board 

*THE LONGEST DAY © 
Mapboard: A-Cherbourg 

B-Countances 

C-SaintLo 

Rules Manual 

Allied Landing Schedule/ 

Scenario #1 card. 

Allied Entry Track/ 

Scenario #2 card. 

German Entry Schedule/ 

Scenario #3 card. 

Cherbourg/Scenario #4 card 

Combat Results 

Tables card (2) 

Terrain Eftects Chart 

card (2) 

Box Lid 

Counters: Ger. & Amer. 

Rules/Manual Set. 

Order of Battle Card (2) 

Aerial Combat Results Sheet 

Target Pad 

*MACHIAVELLI © 
Complete Board 

Rules Folder 

Power Counters 893503 I /32 

Order Sheet Pad . 

Game Tables Card 

15.00 

2.00 

2.00 

1.00 

1.00 

1.00 

1.50 

1.50 

6.00 

*NEW FOR 1980 SUPERSTAR BASEBALL 

EA. 

EA. 

13.00 

3.00 

1.00 

1.50 

2.00 

2.00 

1.00 

2.00 

MAGIC REALM @ 
Ell Magic Board. 

Fabulous Magic Board 

Myriad Magic Board 

Witch Magic Board 

Rules Manual 

Major Counters 

Minor Counters . 

15.00 
*�-

'

1

c����;::E

b��::e

E

s

S 

6.00 

2.00 

1.50 

2.00 

2.00 

1.50 

2.00 

2.50 

15.00 

6.00 

1.50 

1.50 

2.00 

4.00 

12.00 

6.00 

1.50 

2.00 

2.00 

1.00 

1.00 

(The Cassette will be available only as 

a complete game unless notified to 

the contrary. 

MIDWAY @ 
Board: Search & Battle 

Ship & Battle . 

EA. 

EA 

lO.OO *NAVAL WAR 
l .OO Revised Edition 
2.00 

4.00 

15.00 

6.00 

2.00 

2.00 

2.00 

2.00 

17.00 

6.00 

1.00 

1.00 

6.00 

6.00 

12.00 

2.00 

2.00 

1.00 

1.00 

13.00 

6.00 

3.00 

2.00 

1.00 

15.00 

6.00 

1.00 

3.00 

4.00 

15.00 

6.00 

2.00 

2.00 

2.00 

2.00 

1.00 

2.00 

12.00 

2.00 

2.00 

1.50 

1.00 

1.00 

1.50 

13.00 

6.00 

2.00 

1.50 

2.00 

2.00 

65.00 

3.00 

4.00 

4.00 

4.00 

3.00 

4.00 

4.00 

3.00 

3.00 

3.00 

3.00 

3.00 

3.00 

10.00 

2.00 

2.00 

2.00 

2.00 

3.00 

3.00 

6.00 

15.00 

6.00 

available Early 1981 

EA. 

Rules/ Manual Set 

Nat. Obj. Card EA. 

Historical Objective Card . EA. 

Board 

Counters. 

Rules 

Quickie Rules Sheet 

Mapboard Movement 

Chart Sheet. 

PANZERBLITZ @ 
Mapboards: 1,2.3 EA. 

Ger. & Aus. EA. 

B o a rd· A. 

Manual with Rules 

Counters· Ger. Allied EA. 

New team charts available each 

October. 

Football/ 1 O·yd marker 

Number OiC'e Set 

Scorepad 

(Flat box version out of stock

parts no longer available) 

Per plexus 

Parts not available 

PRO FOOTBALL PFB 1972 

PRO FOOTBALL PF #31971 

Mapboard 

Rules Folder 

Payoff Chart 

Title/Train Cards Set 

Set ol 6 Pawns/12 Chips . 

Package of Play Money 

REGATTA 

EA. 1.50 

2.00 RUSSIAN CAMPAIGN © 
2.00 Board 

1.00 

1.50 

13.00 

6.00 

2.00 *SAMURAI © 
1.50 Mapboard . .  

1. 50 Playing Pieces. 

2.00 Manual with Rules 

1.00 Clan Charts(4) 

15.00 

2.00 

2.00 

2.00 

2.00 

2.00 

1.50 

1.50 

2.00 

2.00 

1.00 

2.00 

15.00 

2.00 

2.00 

2.00 

2.00 

2.00 

15.00 

3.00 

13.00 

6.00 

1.00 

6.00 

1.00 

13.00 

8.00 

3.00 

1.00 

12.00 

6.00 

1.50 

2.00 

1.00 

1.00 

13.00 

6.00 

1.50 

2.00 

2.00 

2.00 

1.00 

1.00 

1.00 

15.00 

2.00 

1.50 

2.00 

2.00 

1.00 

15.00 

2.00 

2.00 

1.50 

1 00 

1.00 

1.50 

9.00 

15.00 

5.00 

10.00 

2.00 

1.00 

12.00 

12.00 

15.00 

6.00 

2.00 

1.00 

2.00 

1.50 

1.50 

15.00 

7.00 

1.00 

1.00 

1.00 

6.00 

13.00 

6.00 

2.00 

2.00 

1.50 

1.50 

13.00 

6.00 

2.00 

1.50 

1.00 

1.00 

13.00 

6.00 

2.00 

2.00 

2.00 

SLEUTH (PARTS ONLY) 

STAC·TAC·TOE. 

Parts Not Available 

Rules 

Player Cards(77, 78or 79) 

New player cards available 

STATIS PRO 

Playing Board 

Rules Folder 

Player Cards 77 · 78. 

New player cards available 

Stock Board 

Rules . 

Market Price Card 

1 o Pack set of Stock 

13.00 

6.00 

1.00 

3.00 

2.00 

2.00 

1.00 

1.50 

2.00 

15.00 

6.00 

1.50 

2.00 

2.00 

3.00 

JRD REICH @ 
Board (complete) . 

Manual wilh Rules 

Situation Cards Set (5) 

2.50 *TITLE BOUT 

4.00 

12.00 

6.00 

1.50 

2.00 

1.00 

1.00 

1.00 

15.00 

6.00 

2.00 

1.50 

1.50 

2.00 

1.00 

17.00 

5.00 

1.00 

10.00 

13.00 

6.00 

2.00 

1.00 

1.00 

1.00 

1.00 

1.00 

15.00 

6.00 

2.00 

2.00 

2.00 

2.00 

TRIPPPLES 

(Oeluxe Wooden Version) 

Parts not available 

TUF & TUFABET 

Specify Which Game 
Complete Set of Cubes 

Instruction Manual 

Timer: 1.2.3 Minute 

WOODEN SHIPS ® 
Boards (complete) 

Manual with Rules 

Ship Counters 

Log Pad 

Advanced Game CRT . 

Prices subject to change without notice 

CIRCLE PRICE OF ITE MS DE SIRE D  
• FILL OUT SHIPPING LABE L 

• FORWARD WITH PAY ME NT OR 
PLACE CRE DIT CARD PURCHASE ON TOLL 

FREE 800-638-9292 OPE RATOR #1 
• INCLUDE ADDITIONAL FOR POSTAGE 

13.00 

6.00 

1.00 

7.00 

3.00 

I.OD 
1.00 

B.00 

6.00 

1.50 

2.00 

1.00 

1.00 

15.00 

6.00 

2.00 

2.00 

1.50 

1.50 

1.50 

15.00 

6.00 

10.00 

5.00 

1.00 

1.50 

1.00 

15.00 

2.00 

2.00 

1.50 

1.00 

1.00 

1.00 

1.50 

1.50 

14.00 

6.00 

2.00 

2.00 

2.00 

1.00 

2.00 

10.00 

.EA. 15.00 

10.00 

2.00 

1.00 

15.00 

6.00 

1.00 

3.00 

3.00 

6.00 

6.00 

1.00 

1.50 

13.00 

6.00 

1.00 

4.00 

2.00 

2.00 

6.00 

2.00 

2.00 

2.00 

13.00 

6.00 

2.00 

3.00 

1.00 

1.00 

15.00 

8.00 

1.50 

1.00 

2.00 

1.00 

13.00 

6.00 

2.00 

2.00 

1.00 

1.00 

1.00 

13.00 

6.00 

1.00 

1.00 

2.00 

3.00 

1.00 

10.00 

3.00 

15.00 

8.00 

2.00 

2.00 

2.00 

13.00 

6.00 

2.00 

2.00 

2.00 

1.00 

13.00 

6.00 

1.00 

2.00 

5.00 

1.00 

1.00 

15.00 

2.00 

6.00 

1.50 

2.00 

1.00 

1.00 

MISCELLANEOUS 
MERCHANDISE 

BINDERS for The General (holds 12 issues) 5.00 

BLANK COUNTERS 

White. die·cut blanks approx. 190 + per sheet. 

Specify 'Ii· (O·Oay size). or 5/8 • (Panzerblitz 

size) EA.1.00 6 lor 3.50 

12 for 6.50 

BLANK RIGID MAPBOARDS 

Finished folding boards minus the printed map· 

sheet itself. Specify: (O·Oay size) 14 • x 22 ·or 
(PzBlitz Size)8" x 22" EA. 1.50 

6 lor 7.00 

12 lor 12.00 

DICE (set of 6) specify white and/or red 1.00. 

HEX PADS Approx 30 sheets per pad each 8 x 
10 printed both sides. 216 hexes one side 1.584 

hexes on reverse side 1.50 

HEX SHEETS 

White, unmounted cardboard shipped in mailing 

tube to prevent creasing Specify 22 • x 28 • 

( 0-0 a y  s i z e ). or 22 • x 24 • 

(Panzerblitz size) EA.1.00 

MAGAZINES 

The General USA 

(War Games) 

Domestic 1st Class 

The General 

The General. 

ALL-STAR REPLAY 

(Sports Games) 

Domestic 1st Class 

All·Star Replay 

All·Star Replay 

MAPBOARD CLIPS (Set of 4) 

4 for 3.00 

12 lor 7.00 

1-yr. sub. 9.00 

2-yr sub. 14.00 

9.00/yr. 

Back issue 2. 50 

Canada & Mexico 

1 yr. Sub. 18.00 

2 yr. Sub. 32.00 

. overseas 

I yr Sub. 26.00 

2 yr. Sub. 38.00 

1-yr sub. 5.00 

2-yr. sub. 9.00 

. 6.00/yr. 

Back issue 2.00 

. Canada/Mexico 

1 yr Sub. 11 .00 

2 yr Sub. 17.00 
. Overseas 

1 yr Sub. 13.00 

2 yr. Sub. 21.00 

7.50 

1.00 

Holds isomorphic mapboards in position 1 .00 

MAPSHEETS UNMOUNTED 

specify game. Greal for 

mounting on any surface 

including metal 

SQUAD LEADER & GAMETTES 

unmounted mapsheels (specify 

1 thru11) 

PLAY·BY·MAIL 

$6.00 

EA. 2 .00 

The lollow1ng games can be played by mail: Alrika 

Korps. Anzio. Bulge. Blitzkrieg. O·Oay. 

Kriegspiel. Luftwaffe. Panzerblilz. Russian Cam· 

paign. Stalingrad. and Waterloo. 

2-Player Kil specify game 7 .00 

1 ·Player Kit specify game. . 3.50 

Rules only(specily game) 1.00 

NOTE: Kits are of no value unless players also own 

the game. 

STORAGETRAYS(Set of3) . 3.25 

Holds counters separate in 48 different recep

lacles-includes plastic lids 

T-SHIRTS Panzerblllz box cover. orange & black. 

S p e c i f y  S m a l l .  M e d i u m. L a r g e .  

X ·Large . . 5.00 

Squad Leader box cover. orange & black. Specify 

Small. Medium. Large. X·Large 5.00 

*AH "STAFF" Polo Shirt. . 12.00 

Variants 

(A) Assault on Crete Variant counters do not 

come wilh rules-you need General Vol. 15 #3 

(8) War Al Sea Variant counters do not come with 

rules nor maps-you need General Vol. 15 #3. 

For additional utilization of counters you need 

General Vol. 13 #3 (only photostatic copy 

available). Vol. 14 #3. and Vol. 14 #4 

(C) Kingmaker Varian! Even! Cards come with 

rules-for further information see General. Vol. 

14 #2. 

(0) Richthofen Maneuver Card set comes with 

rules-for further information see General Vol. 14 

#4. 

(E) Panzerleader 1940 Variant Coun1ers do not 

come with rules-you need General Vol. 15 #2. 

(F) Midway/Coral Sea Varian! Counters/map set 

does not come with rules-you need General Vol. 

15 #5. 

(G) Bismarck Variant mapsheet does not come 

with counters nor rules-you need General Vol. 

16 #2. 

The nature of game publishing dictates that we prepare 
advertising literature (such as consumer ads and new 
product releases) many, many months in advance of 
scheduled release dates. Occasionally we aren ·r able 
to complete a new game by that advertised release 
date. Unforeseen design and production problems die· 
fate a choice: rush into production anyhow. or hold off 
until the problems are corrected. We always choose 
the latter. We have been in business for 23 years and in
tend staying in business selling only the highest quality 
products. If you still have doubts. simply hold off order
ing. If you order anyhow. please understand your doing 
so releases us from the Federal guidelines covering 
mail-order delays. 



HOW TO COMPUTE SHIPPING 
a) If you live in USA, add 10%. For example, if order 
totals $6.25, you must add on $.63, an $8.50 order 
would require an additional $.85, etc. 

b) If you live in Canada or Mexico double the USA 
amounts. Payment must be made in US funds 
drawn on a US bank. 

c) If you live overseas, triple 'the US amounts. Pay
ment must be made in US funds drawn on a US 
bank. 

d) For APO and FPO, add 10% and check here D 
for SAM (Space Available Mail); or add 10% plus 
$1.00 and check here D for PAL (Parcel Air Lift). 

e) THE GENERAL: USA subs are postage FREE. 
Canada and Mexico add $9.00 per year. Overseas 
add $12.00/yr. Consult (a,b,c,d,) for Back-issue 
postage. 

f) ALLSTAR REPLAY. USA subs are postage FREE 
Canada & Mexico add $6.00/yr. Overseas add $8.00. 
Consult a,b,c,d, for Back-Issue postage and LAST 
but not Least . . .  

g) INSURE YOUR ORDER. $.25 per $10.00 order for 
postage USA Guaranteed Delivery. Canada & Mex
ico double the amount. Foreign triple the U.S 
amounts. 

FOR FAST SERVICE, • 
CALL TOLL FREE 
800-638-9292 

IF Y OU ARE CALLING FR OM 
OUTSIDE OF MARY LAND. 

The toll tree number can be used only tor credit card 
purchases. 

NO other type of inquiries can be accepted. 

Checks payable to: The Avalon Hill Game Co. 
4517 Harford Road, Saito., MD 21214 

WANT TO BE ON OUR MAILING LIST? 
Check here D 
SPORT D WARGAME D FAMILY D 

PAYMENT TO BE 

IN U.S. FUNDS ONLY 

Maryland Residents must add 5% Sales Tax 
to total before computing shipping charges. 

- SHIPPING LABEL -

A..,.,.£ .. •"'' -•LL 451.1 Harford Road. n.. I r .t9 �J..... .. •· Baltimore. Md. 21214 
1;.,.,. co,.pa•B 13011 254.5300 

NAME 

STREET 

CITY 

STATE ZIP 

®@ 

APT. 

IF THE POSTMAN CAN'T READ IT, YOU WON'T 
GET IT! 

---- Ff�E FORM ----

Dateof thisorder ___ Total Amount 

PLE ASE INDICATE ME THOD OF PAY ME NT 
D Check D Money Order D Gash D Charge 

D Amer. � D J·· 
Exp. V, , ; 

01� 
! VISA" I 

I I I I I I I I I I I I I I I I I 
ACCOUNT NUMBER 

INTER BANK# Exp. Date 

SIGNATURE OF CARDHOLDER 

FOR OFFICE USE ONLY 
Do not write here 

TOTAL MONEY RECEIVED 
D Ck. D M.O. D Cash D Chg. 

D SPECIAL SERVICE $1.00 

D SPECIAL AIRMAIL SERVICE $ ____ _ 

NAME 

STREET APT. 

CITY 

STATE ZIP 

A.R.E.A. RATING SERVICE 

Avalon Hill offers a lifetime service whereby 
players are rated in relationship to other game 
players. Return coupon NOW, along with the $5.00 
lifetime service fee for complete details on the 
Avalon Hill Reliability Experience & Ability Rating. 

D I don't object to having my name and address 
printed in The General with the rating lists. I rate 
myself: 

D A-an excellent player 
D B-a good player 
0 C-an average player 
D 0-a novice in my first year of gaming 
D E-a beginner 

I realize that my rating may change according to 
how well I fare against others. For now, please send 
me complete details and membership card-here's 
my $5.00 

Name ______________ � 

Address. ______________ _ 

City _______ State ___ Zip __ 

U1845 (S-80) 



E ffective February 1, 1981 Prices subject to change without notice 

Game/Parts Price List 
WHAT THIS IS: here is the complete l i sting of a l l  

c urrent games and t h e i r  parts l i sted in alphabetical 
order. Parts overprinting a shaded background do 
not come with the game, but are variants and/or ac
cessories to the game. 

HOW TO OR DER :  j ust circle th� �e of the item 
you wish, l i ke this; Rules . . . .. .  �II you order a 
game, circle the price of the game only; ignore 
costs of the parts d i rectly below the game l isting. 
Or, you may wish to write out your order on the 
postage-paid order envelope i f  you have one handy. 
In each case, please add up your order for a total 
cost figure. No merchandise can be s hipped on a 
C.O.D. basis, so you must pay in one of the fol low· 
ing ways: 

a) CRE DIT CAR D: give us your credit card 
nu mber, expiration date, and name under which 
credit card i s  li sted, for either American Ex
press, Master Charge, or VISA. No other credit 
cards accepted. This Price List and the Order 
Envelope provide spaces for you to write in this 
information. 

b) TOLL FREE PHONE : we' l l  accept charges 
against the above three credit cards on a phone
in order. The call is FRE E .  Call 800-638-9292, 
operator #1. Use th is  TOLL FREE number for 
credit card purchases only; no other informa
tion can be supplied. 

c)CHE CK OR MONE Y OR DER : please send us a 
check or money order for the total amount p l us 
1 0% postage for USA residents. For example, i f  
your total order comes t o  $6.25 your postage 
w i l l  be $.63, so your payment would be $6.88 
total. See Postage Charges printed el sewhere 
on this form for foreign postage costs. Do not 
send cash money; we are not responsible for 
loss of cash in transit. 

FILL OUT SHIPPING LABE L: be sure to include 
your name and shipping address on both the ship· 
ping label and f i le form if  sending in this Price List 
as your order. S i m i larly, f i ll out a l l  requi red labels if 
using the Avalon H i l l  postage-paid order envelope. 

HOW WE SHIP: We normal l y  ship within 4 to 7 days 
of receipt of your order. United Parcel Service (UPS) 
w i l l  be used whenever possible, so be stlre 
someone is home to sign for your package, other
wise request sh ipment by Parcel Post. Third Class 
Mail w i l l  be used on packages less than one pound. 
APO, FPO, and P.O. Box addresses w i l l  be sent via 
Parcel Post. If you should have a preference for one 
method of sh ipment, please state th is  on your 
order. Be sure to add proper postage costs shown 
on the Postage Chart to your payment (such charges 
are added automatically to credit card purchases). 

IN A R USH? We can cut the red tape and handle 
your credit card purchase, on a SPECIAL basis, with 
mini mal delay. This service w i l l  cost $ 1 . 00 extra 
which w i l l  be added to your charge slip. Simply ask 
for our "SPECIAL SERVICE". For even faster serv· 
ice, we can ship by A i r  Mai l .  Air  Mail  Charges w i l l  be 
added to your charge slip. Ask for "SPECIAL A I R  
M A I L  SERVICE." 

DISCONTINUE D ITE MS: aren't necessari ly out of 
stock. If you don't see it l isted, it's been dropped 
from the l ine but chances are there is a l i m ited sup· 
ply st i l l  on hand. A Discontinued Game Price List is 
available upon request for 50¢. Also ask about the 
"Collectors' Games", which are games Avalon H i l l  
published but discontinued many years ago yet are 
sti l l  popular today. Cal l  301 -254-5300 for this infor
mation. 

CATALOGS ON LATE ST NE W GAME INFOR MA· 
TION: Specify wargames, sports games, or leisu re 
t ime games. EA. $1.00 

CHANGING Y OUR ADDRE SS? 
If you are moving in the period for which you expect 
delivery of this merchandise, please spec ify an 
alternate mail ing address as we often have to make 
several delayed shipments when items are tem
porar i ly  out of stock. 

WE WILL PHOTOSTAT OUT OF PR INT PAR TS AND 
MAGAZINE AR TICLE S: Specify item(s) on separate 
sheet or order envelope, include $ 1 . 00 per 
page-$5.00 minimum per photostatic order. 
Postage rates apply. "The Avalon H i l l  General and 
Company Index" w i l l  assist you in finding out what 
has been available in the past. 

POSTAGE COUPONS: Subscribers to The General 
and A l l-Star Replay receive FREE in most issues a 
postage coupon good for $ 1 . 00 toward the postage 
requi red with every mail  order. 

THE E LITE CLUB: The El ite Club Membership is 
available to you when you make a one time pur· 
chase of six (6) d i fferent A H  games by mail order. 
When you receive your games you w i l l  also get a 
d i scount tab fu l l  of coupons. These d i scount 
coupons are worth $ 1 . 00 off the purchase price of 
future games you buy from Avalon H i l l ,  for the rest 
of your life. The E l ite Club is an investment for a fun 
future of gaming. 

SKILL R ATING: Ever wondered how good a player 
you real ly are? Send $5.00 for membership in our 
l ifetime service whereby we keep constantly up· 
dating players' abilities in competition against 
other A.R.E.A. members. 



micr'ocom�uter' games® 
from The Avalon Hill Game Company 

The Future NOW ! Officially announced in Volume 17 # 2  of T H E  G E N E RAL, Avalon H ill's new M i c rocomputer 
Games Division sets new heights i n  Adventure Gaming. Dependent upon your computer's memory l i mitations, 
all software packages are compatible with the following microcomputer systems: 

Registered Trademarks for: 
TRS-80" Level II Tandy Corp. 
APPLE 11· Applesoft Apple Computers, I n c. 
PET" 2001 Commodore Busi ness Machines 
ATARI "800 (CONFLICT 2500 only) Warner Communications 

Memory req u i rements vary of course, and are noted next to each game title. 

The new CON FLICT 2500 space game is our only  software package compatible with the ATARI 800 m i c ro
computer at this time. A l l  of our games wil l  be compatible with this computer by Summer, 1 98 1 ,  u nless noted to 
the contrary. 

Each Microcomputer Game is programmed on cassette tape cartridge and comes complete with game box, 
cassette, and rules manual. Tapes are not sold separately, however game boxes and rules manuals (strictly of 
no value without the cassette) are available. 

We are very pleased to announce all M i c rocomputer Games wil l  become available in min i floppy disk format by 
Summer, 1 98 1 .  

The software packages below are programmed and compatible a s  fol lows: 

TRS-80 " Level I I, 1 6 K  Memory 
Apple II", ApplesoW BASIC, 1 6 K  Memory beyond BASIC 
PET", 16 K Memory 

The symbol (AH) sig n i fies this format u n less noted to the contrary, (AH*) desi gnates 3 2K requi red forTRS-80 
Model I l l .  

*COMPUTER ACQUIRE . . . . . . . . . . . . . . . . . . . . . . . . . . . .  $ 20.00 
Based on the best seller Avalon H i l l  boardgame, Computer Acq u i re is a solitaire or m u lti-player game of h igh 
adventure i n  the world of finance ! Can you,  as a hotel entrepreneur outwit your opponents by buying the right 
stocks and merg ing chains timely enough to win? Even if  you go i t  alone, beware, the computer plays a very 
smart game! AH 
B-1 NUCLEAR BOMBER . . . . . . . . . . . . $1 5.00 
Pilot your B-1 on an airstrike m i ssion over Russia in this nai l-biting sol itaire game. Getting there is not the hard 
part, but destroying your i ntended target, out-maneuvering in-coming MIG fighters and surface to air missiles, 
and return i ng to Thule AFB, Greenland is! AH 

$CONFLICT2500................................................ .. . . . . . . .  . . $1 5.00 
Confl ict 2500 is a flexible, strategic, and graphical s i m u lation of space conflict in the 26th Century. A fleet of 
planet pulverizers has i nvaded the sectors of the galaxy under your command and only you, in complete control 
of anni hilation m i nes and hyperfighters can rid the universe of the th reat of utter destruction. AH*, also pro
g rammed to run on the CBM 803 2 (16 K) and Atari 800-3 2K required. 

*LORDS OF KARMA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . $ 20.00 
Why, it's better than food! Lords of Karma is unmatched for pure fantasy and fun. Explore the verdant forests, 
twisting trails, rugged mountains, and labyri nth ine caverns of the universe of Karma, gradual l y  learn i n g  its 
secrets and completi n g  your tasks. But watch out, there are l u rking monsters waiting for l u nch-YOU ! !  

TRS-80 ", Level II 48 K Memory 
Apple II, 3 2K, PET 3 2K 

MIDWAY CAMPAIGN . . . . . . . . . . . . . . . $1 5.00 
Command the badly outnumbered and outranged U.S. Navy as your computer controls a huge force of 
Japanese ships and planes in this WWII Pacif ic naval battle simulation. AH* 
NORTH ATLANTIC CONVOY RAIDER ... .. ... . ..... .. . . . ..... . ...... ..... .. . .... $1 5.00 
A sol itaire computer s i m u lation of the Bismarck convoy raid of 194 1. You as commander of the German super 
battleship must cripple the British home fleet and rampage thro ugh the convoy lanes. AH 
NUKEWAR. . ........ .... .. . ... .. $1 5.00 
H i gh stakes are i nvolved as your country and an unfriendly neighbor (your cold and calculating computer) 
escalate m i l itary i n stal lation and hardware production during Cold War. Tension mounts unti l  either you or 
your computer launch a preemptive strike signaling HOT WAR! AH 
PLANET MINERS.......... . . . .. . . . . . .. . . . . . . . . . .. . . . . . . .  . . .. .. . . ... . . .. . . ... . $1 5.00 
One to four players can compete with each other and/or the computer to stake valuable m i n i ng claims 
throughout the solar system i n  the 21st century. A f u l l  course menu of commands such as claim jumping,  claim 
protesting, sabotage and more make the Planet M i ners a very challenging game. AH 
Coming Soon! Major League Baseball, Empire of the Over-Mind, Computer Football Strategy, Stocks & Bonds, Tanktiks, 
Dnieper River Line, Shootout at the OK Galaxy and Guns of Fort Defiance. 

Counters. 

Log Pad 

STRATEGY BOARD GAMES 
Numbered circles represent wargame complexity rating on a scale of 1 to 1Q. 

16.00 'f ARMOR SUPREMACY. 

6.00 (Revised Edition Available Late 1981) 

5.00 

3.00 

4.00 

1.00 

1.00 

t4.00 

8.00 Rules . 

3.00 

4.00 

1.00 

1.00 

1.00 

16.00 

8.00 

2.00 

6.00 

3.00 

2.50 

BALI. 

Rules 

Dealer Card Shoe 

Card Deck (21 
(Specify Brown or Blue Backs) 

6.00 Counters. 

List Cards Deck. 

14.00 

3.00 

3.00 

3.00 

3.00 

2.00 

3.00 

1.50 
BULGE © 

6.00 Mapboard 

1.00 

3.00 

3.00 

2.00 

AIR FORCE/DAUNTLESS 1.00 

9.00 

2.00 

6.00 

2.50 

3.00 

14.00 

8.00 

2.00 

1.00 

3.00 

14.00 

8.00 

2.00 

3.00 

3.00 

2.50 

1.00 

16.00 

8.00 

3.00 

3.00 

2.50 

2.50 

13.00 

8.00 

2.00 

3.00 

1.50 

3.00 

16.00 

3.00 

2.00 

3.00 

1.00 

Xtra Roster Cards (Blanks) 

BASKETBALL STR. 

Gameboard 

Rules 

BLACK MAGIC KIT 

Instructions available only. 

BOOK OF LISTS . 

Gameboard 

Rules 

2.50 

1.00 

4.oo• 

14.00 

8.00 

2.00 

3.00 

1.00 

2.50 

1.00 

16.00 

3.00 

5.00 

2.00 

3.00 

1.00 

2.00 

2.50 

2.00 
10.00 

3.00 

16.00 

8.00 

3.00 

3.00 

2.00 

1.00 

2.00 

1.00 

11.00 

8.00 

1.00 

Package of Money. 

Rules 

Rules Volume 1 

Deck of Playing Cards 

Card Selector 

No Box Available 

3.00 

4.00 

14.00 

3.00 

1.00 

11.00 

11.00* 
1.00 

1.00 

2.50 

15.00 

8.00 

3.00 

2.00 

2.00 

1.00 

1.00 

20.00 

8.00 

3.00 

2.00 

3.00 

1.00 

2.00 

1.00 

3.00 

14.00 

8.00 

2.00 

2.50 

1.50 

3.00 

1.50 

14.00 

8.00 

2.00 

3.00 

3.00 

1.00 

1.00 

13.00 

8.00 

2.00 

1.00 

3.00 

3.00 

1.00 

21.00 

7.50 

1.50 

7.00 

6.00 

4.00 

Prices subject to change without notice 
*NEW FOR 1981 

CIRCLE PRICE OF ITEMS DESIRED • FILL OUT SHIPPING LABEL • FORWARD WITH PAYMENT OR PLACE CREDIT CARD PURCHASE ON TOLL FREE B00-638-9292 OPERATOR #1 • INCLUDE ADDITIONAL FOR POSTAGE 



Gameboard . 

Special Crayon 
Calculator 
No Box Available 

CHANCELLORSVILLE © . 
Mapboard . 
Rules . 
TAC/OB Card 

Counters. 

CHESS . 
Gameboard . 
Rules . 
Complete Set of Chessmen 

(specify both colors and type) . 
each piece 

No Box Available 

CIRCUS MAXIMUS @ 
Boards 1.2.3 
Unit Counters 
Rules Manual . 

Storage Tray 

Russian Vehicle 
Rules 
Scenar·io Cards/CRT Set 
\lfr�$ lOQ,.Pad!>f lQ 

CMSCENBO IF DOOM @ 
Mapboard #6, #7 
Counters: 

French Infantry 
British Infantry 
Neutrals Armor & Ordnance. 
French Armor & Ordnance 
British Armor & Ordnance . 

Counters. 

Rules . 
Time Record Card 
CRT 

OIPLOMACY @ 
Mapboard . 
Rules 
Basic Rules Sheet 
Play·By·Mail Sheet 
Fleets & Armies (Complete Set) 

(Plastic Color Co-ordinated) 
Set ol 7 Conference Maps 
Gamers Guide , . 

DUNE Q) 
Mapboard 
Rules 
Leader Counters . 
Spice & Combat Counters 
Character Shields (specify 

by character). 
Player Aid Pad . 
Combat Wheel w/pin 
Spice/Treachery Cards Set . 

Price Level Gameboard 
Rules . 
Tally Pad 
Pack of Money 
Raw Material Certificates 

(3 Packs) . 
Special Crayon 
No Box Available 

U7215(S-81) 

EA. 

Set ol Playing Pieces
specify color 

Ok. Blue. Med. Blue. Lt. Blue. 
.EA. 

14.00 
8.00 
1.00 
3.00 
3.00 
1.50 
1.00 
1.00 
3.00 

Ok. Srwn. Med. Brwn. Lt. Brwn 

14.00 
3.00 
1.00 
2.00 
2.00 
2.50 
1.00 

13.00 
8.00 
2.00 
1.00 
1.00 
3.00 

24.00 
10.00 

1.00 

18.00 
2.00 

9.00 
3.00 
3.00 
2.00 
2.50 

16.00 
8.00 
3.00 
2.00 
2.00 
1.50 
1.00 

13.00 
8.00 
1.00 
2.50 
3.00 
2.00 
1.00 
1.00 
3.00 

10.00 

14.00 
3.00 

3.00 
3.00 
3.00 
3.00 
3.00 
2.00

. 

2.00 
4. pjli 

16.00 
3.00 

FLAT TOP @ 
Mapboard 

Gameboard 
Rules . 
Defense Cards Set 
Ball Control/ Aerial Game Chart 
Pro Style Offense Play Chart 
Score Pad 
1 O Yard Marker /Football Set. 
Widow's Handbook. 

Gameboard 
Rules 
Counter:s. 
Risk/Currency Cards Set . 
City/Borrowing Cards Set 
Hedging Worksheet Pad 
Foreign Exchange Worksheet Pad 
Net Worth Worksheet Pad 

Allied Counters . 
German Coun1ers . 
Rules . 
Playing Aid Card Set 

Rules 
Mapboard 
No Box Available 

Counters 
Rules 
Log Pad 

BO ............... . 
Gameboard . 
Rules . 
2 Channels 
White Pieces 
Black Pieces . 

Pencil 
3.00 No Box Available 
3.00 © 3.00 .GUNSDf.AUllUST 5 
J.OO Mapboard. 
3.00 Counters (2) . 
3.00 Rules 
2.00 Playing Aid Cards Set (2) . 

16.00 
a.oo 
2.0Q 
2.50 
1.00 
3.00 
3.00 

14.00 
8.00 
3.00 
2.00 
1.00 
1.00 

17.00 
8.00 
3.00 
1.00 
1.00 
4.00 

16.00 
8.00 
2.00 
3.00 
3.00 

ltEXA&llllY. 
Gameboard 

INTERN 
Gameboar d .  

Set o l  Task Force Cards: TAC/ 
Gu�nery Tables (4) 

Counters: British. Ger. 
Range Finder I Area Markers 
Maneuver Gauge. 
Hit Record Pad. Brit .. Ger. 

Rules 
l .00 Counters. 
3.00 Crown Cards Deck 
f · 50 Event Cards Oeck . 
3 00 t'�s Yitif�t����. 

14.00 TllE LONGEST DAY @ 
5.00 Mapboard: A-Cherbourg 
1.00 B-Countances 
3.00 C-Saint Lo 
3.00 

2.00 
1.00 

14.00 
1.00 
2.50 
�.00 
2.00 
4.00 
2.00 

16.00 
2.00 
8.00 
1.00 
1.00 

American Counters 
British Counters . 
German# 1 Counters 
German #2 Counters 
Rules 
Allied Landing Schedule/ 

Scenario #1 Card 
Allied Entry Track/ 

Scenario #2 Card 
German Entry Schedule/ 

Scenario #3 Card 

Terrain Ellects Chart Cards 
Game Box (Empty) 

. .  EA. 

.iA. 

3.00 *NEW FOR 1981 Counters. 
Log Pad 

2.00 
3.00 
3.00 

14.00 
8.00 
1.00 
2.00 
5.00 
1.00 
3.00 

16.00 
8.00 
2.00 
2.50 
1.00 
1.00 
1.00 
3.00 
3.00 

14.00 
3.00 
1.00 
1.50 
2.00 
2.00 
2.50 
1.00 
2.00 

16.00 
8.00 
2.00 
3.00 
2.00 
2.00 
2.50 
2.50 
2.50 

16.00 
8.00 
3.00 
3.00 
2.00 
4.00 

13.00 
8.00 
3.00 
2.00 
2.00 
1.00 
1.00 

11.00 
1.00 
2.00 
8.00 

LUFTWAFFE @ 
Mapboard . 
Counters: Ger. & Amer. 
Rules 
Order of Batlle Card Set 

Target Pad 

MAGIC REALM @ 
Ell Magic Board . 
Fabulbus Magic Board 
Myriad Magic Board 
Witch Magic Board 
Rules 
Major Counters . 
Minor Counters . 
Treasure/Spell Cards 
Personal History Pad 
Treasure Set·Up Card 
Character Cards Oeck 

MICROCOMPUTER GAMES RULES 
*Acquire Rules . 

B· 1 Nuclear Bomber Rules 
*Conflict 2500 Rules . .  
*Lords of Karma Rules 

Midway Campaign Rules . 
North Atlantic Convoy Raider Rules 
Nukewar Rules 
Planet Miners Rules 
(The Cassette is available only as a 

complete game.) 

MIDWAY G) 
Mapboards: Search & Battle 
Counters: Ship & Battle 
Rules . 
Log Pad 

.. EA. 

16.00 *MOONSTAR . 
8.00 
2.00 
3.00 
2.00 
2.00 

9.00 
4.00 
3.00 
2.00 
2.50 

Allied&Fr. Battle Card 

3.00 # NAVAL WAR 

18.0·0 
8.00 
1.00 
1.00 
6.00 
6.00 

13.00 
2.00 
2.50 
1.00 
1.00 

17.00 
8.00 
3.00 
3.00 
2.00 

14.00 
8.00 
3.00 
3.00 
2.00 

16.00 
8.00 
2.00 
2.50 
6.00 

Revised Edition Available Late 1981 

OH-WAH-REE . 
Playing Pieces. 
Marbles . 
Rules 
Plastic Trays 

Rules . 
Nat. Obj. Card 

OUTOOINI SURVIVAL . 
Gameboard . 
Counters. 
Rules 

Quickie Rules Sheet 
Mapboar� M-Ovement 

Chart Sheet. 

PANZERlllTZ @ 
Mapboards: 1,2.3 

Rules . 
Situation Cards 
Combat Chart Sheet 
Wargamar'sGuide 

PANZERLEAOER (!) 
Mapboard: A,B,C.O 
Rules 

16.00 
8.00 
3.00 
2.00 
2.00 
1.00 
2.50 

14.00 
8.00 
2.00 
3.00 
3.00 
2.50 
1.00 

16.00 
3.00 
3.00 
3.00 
3.00 
2.00 
3.00 
3.00 
2.00 
3.00 
1.00 
2.50 

2.00 
2.00 
2.00 
2.00 
2.00 
2.00 
2.00 
2.00 

16.00 
4.00 
3.00 
2.00 
2.50 

4.50 

13.00 
8.00 
3.00 
2.00 
2.00 

14.00 
8.00 
1.00 
7.00 
1.00 

14.00 
8.00 
3.00 
1.00 
5.00 

13.00 
8.00 
3.00 
2.00 
1.00 
1.00 

14.00 
8.00 
3.00 
2.00 
2.00 
2.00 
1.00 
1.00 

1.00 

16.00 
3.00 
3.00 
2.00 
2.00 
1.00 
4.50 

16.00 
3.00 
2.00 
3.00 
2.00 

16.00 
8.00 
2.00 
2.00 
2.00 
3.00 
1.00 
3.00 

Counters: Ger. Allied . 
Scenario/CRT /TEC Card Set . 
1940VariantCounters . . .. (D) 'Yoo 

13.00 
2.00 

2.00 
3.00 
1.00 
1.00 
2.50 

14.00 
8.00 
2.00 

65.00 
3.00 
4.00 
4.00 
4.00 
3.00 
4.00 
4.00 
3.00 
3.00 
3.00 
3.00 
3.00 
3.00 

10.00 

2.00 

2.00 

2.00 
2.00 
3.00 
3.00 
6.00 

PAYDIRT. 

Rules . 
Team Charts Set-specify 

i8'..1§79Team �'. 
% 1Q77Teams 

1976Teams 
1972Team$. ·" 
New ,.;;,; charts available eachFa'fi 

PEIWl.EXUS . 
Parts not available 

Score Board 
Casebook/Rules . 

PllO FIMITIALL l'fl 1172 

PRO FOOTIAl.L l'f #31970• '71 

Gameboard 
Rules . 

Rules 
Wind Indicator 
S�innaker Cards Set 
Set ol Metal Boats/Buoys 

RICHTHOFEN'S WAR @ 
Mapboard . 
Rules 

16.00 
3.00 
1.00 

1.00 
1.00 
2.50 

9.00 

16.00 
5.00 

10.00 
2.50 
1.00 

12.00 

12.00 

16.00 
8.00 
2.00 
1.00 
2.50 
1.50 
3.00 

16.00 
8.00 
2.00 
1.00 
2.00 
6.00 

14.00 
8.00 
2.00 
2.00 

Rules 
Clan Charts(4) 

3.00 
2.50 

14.00 
8.00 
2.00 
3.00 
1.00 
1.00 

14.00 
8.00 
3.00 
2.00 
2.00 

14.00 
8.00 

Gameboard . 
Rules . 
Player Cards Set 
Score Pad 

Rules 

3RDREICH @) 
Mapboard 
Rules . 
Situation Cards Set (5) 
Counters: British 

14.00 
8.00 
1.00 
7.00 
3.00 
1.00 
1.00 
7.00 

9 00 
8.00 
3.00 
2.00 
1.00 
1.00 

16.00 
8.00 
2.00 
2.00 
3.00 

1776 <D. 
Mapboard . 
Rules 

MISCELLANEOUS 
MERCHANMSE 

16.00 
8.00 
2.00 
3.00 
2.00 
1.00 
1.00 

BINDERS for The General (holds 10 issues) . 5.00 

1.00 US/Russian . 3.00 

BOXES (Empty): ol all games are available at 
$3.00 · each with the exception being THE 
LONGEST DAY box available tor $6.00. 

3.00 German/Italian 3.oo COUNTERS, BLANK 
3.00 *1981 Revised3rd Reiehupdatekit 9.00' Specify •;, • (D-Day size). Multi-colored (pre· 

printed) with standard unit notations die-cut 
blanks approx. 190 + per sheet. Specify colors: 

Set of Pawns 2. 00 ( lnc.lude� rules. map!JOard and situation .cards) 

SLEUTH (PARTS ONLY) 
Rules 
Pad 

No Box Available 

3 Crayon Set . 
Player Pad. 

Performance Pad . 
!Extr• tracks: 
Grand PriMS of: 

Britain, Belgium. Sooth Alrica 
' &France .... EA. 

1.00 
2.50 
3.00 

16.00 
8.00 
3.00 
2.00 
2.00 
3.00 
3.00 

14.00 
8.00 
2.00 
4.00 
2.50 

3.00 
or 4/$10.00 

GllAMJI PjllX 
AccessQl'Y Pack 14.00 
(Ten entirely new tracks for Speed Circuit) 

Allied Counters . 
German Counters . 

17.00 
3.00 
2.00 
3.00 
3.00 
2.00 
2.00 Scenario Card Set . 

�pan,siqn M'pboards 
i 5,fi,7,8,9.10,11,12.13.14,15 . . EA. ioo 
'Expansion Garnett es 5"/ . ., �· "' : Cross ot Iron & Crescendo of Doom 

STAC-TAC-TOE (Delu11 Edttian) 
Parts Not Available 

Counters. 
Rules 
TAC 

STAlll4'RO MAJOR 

New player cards available each Spring 
Fringe Player Charts (specify season) 
Fast Action Deck 
Score Pad . 

4.00 

13.00 
8 00 
3.00 
2.00 
1.00 
1.00 
1.00 

16.00 
8.00 
2.00 
3.00 
3.00 
2.50 
1.00 

18.00 
5.00 
1.00 

11.00 

4.00 
5.00 
3.00 

Baserunners Set 2.00 
Out Charts Cards Set 2.00 
Statistical Guide (77. 78,79.80) 1.00 
Player Card Envelopes . • . 2,50 
Player Stat Sheets Pad 3.00 
Computation Sheets Pad . 3. 00 
�ankPtayerCardsSet.. 4.00 
Pennant Race Game 11 . 00 

r.ecreales '60 A.L., '64 N.L.& '67 A.l. seasons 
I 955 World $eoes Player C<lrds 2. 00 

16.00 
5.00 
1.00 

11.0C 
New player cards available eac" Summer 

Team Rating Charts (specify searnn). 1.00 
Fast Action Cards Deck 5.00 
Score Pad 3.00 
Blank P14y1r Card$ SeJ . . 4. 00 

STOCK MAllKET 
Gameboard . 
Rules 
Trend Cards Set 

2 00 

14.00 
6.00 
2.00 
1.00 
2.00 
3.00 
1.50 
2.00 

16.00 
8.00 
2.00 

TOBRUK (!) 
Mapboard (AD.BE.CF) 
Rules . 
Roster Pad 

British Counters 

TRIPPPLES 
(Deluxe Wooden Version) 
Parts not available 

TUF & TUFABET 
Specify Which Game 
Complete Set ol Cubes 
Rules . 
Timer: t .2.3 Minute 

TWIXT 

Pegs: Black & Red Sets . 

VENTURE. 
Rules . 

Prices 111bject to change without notice 

CIRCLE PRICE OF ITEMS DESIRED 
• FILL OUT SHIPPING LABEL 

• FORWARD WITH PAYMENT OR 
PLACE CREDIT CARD PURCHASE ON 

TOLL FREE 800-838-9212 OPERATOR #1 
• INCLUDE ADDITIONAL FOR POSTAGE 

17.00 
8.00 

11.00 
5.00 
2.00 
2.50 
1.00 

16.00 
3.00 
2.00 
2.50 
1.00 
1.00 
1.00 
3.00 
3.00 

15.00 
8.00 
2.00 
3.00 
3.00 
1.00 
2.50 

11.00 

.EA. 16.00 

11.00 
2.00 
2.00 

16.00 
8.00 
1.00 
3.00 
3.00 

6.00 
6.eo 
1.QIJ 
3 .00 

1 4.00 
13.00 
1.00 
l·i.00 
2.50 
2.00 

10.00 
1.00 
5.00 
5.00 

14.00 
8.00 
2.00 
3.00 
1.00 
1.00 

16.00 
8.00 
3.00 
1.00 
2.00 
1.00 

9 00 
6.00 
1.00 
3.00 
9.5o 

14.00 
8.00 
3.00 
2.00 
1.00 
1.00 
1.00 

14.00 
8.00 
1.00 
1.00 
2.50 
3.00 
3.00 

10.00 
3.00 

16.00 
8.00 
2.00 
3.00 
3.00 

14.00 
8.00 
2.00 
3.00 
3.00 
1.00 

White. Beige, Crystal Blue. Yellow. 
Grey, Mint . EA. 2.00 
5/ 8 • (PanzerbUtz size) blank 61or 7.50 
counters available in white only t 2 tor t 4 .00 
DICE(set ol6)specity white and/or red . 1.00 
HEX PADS Approx. 30 sheets per pad each 
8 x 10 printed both sides. 216 hexes one side. 
1,584hexes on reverseside .2.50 
HEX SHEETS 
White. unmounted cardboard shipped in mailing 
tube to prevent creasing. Specify 22 • x 28 • 

(D-Day size). or 22 • x 24 • 

(PzBlilz Size) .EA.1.50 
4 for 5.00 

12 lor 11.00 
INDEX-THE AVALON HILL GENERAL INDEX and 

COMPANY HISTORY . 4.50 
MAGAZINES 
The General USA 

(War Games) 
Domestic 1st Class 

. t ·yr. Sub. 9.00 
2·yr. Sub. 14.00 

. .  add 9.00/yr. 

The General . 
1 yr. Sub. 18.00 
The General . 

Sample or Back Issue 2.50 
. ... Canada & MHico 

2 yr. Sub. 32.00 

1 yr. Sub. 21.00 
ALL-STAR REPLAY 
(Sports Games) 
1 ·yr. Sub. 5.00 
Domestic 1st Class 

... Overseas 
2 yr. Sub. 38.00 

2·yr. Sub. 9.00 
. add 6.00/yr. 

All-Star Replay . 
1 yr. Sub. 11.00 
An-Star Reptey 

Sample or Back Issue 2.00 
. Canada/Mnico 
2 yr. Sub. 21.00 

1 yr. Sub. 13.00 
MA&NETIC Strips tor Counters 
Ten fl. length s .  
Onell. 
MAl'llDARDS, BLANK Rl&IO 

..... Overse11 
2 yr. Sub. 25.00 

. . 7.50 
1.00 

Finished folding boards minus the printed map· 
sheet itself. Specify: (l·lly size) 14 • x 22 ·or 
('zBHtz Sill) 8 • x 22 • . EA. 2 00 

MAPIOARO CLll'S (Set of 4) 

6 for 8.50 
12 for 15.00 

Holds isomorphic mapboards in position 
MAPSHEETS UftMOijNTEO 

.1.00 

specify game. Great for mounting on any surtace 
including metal . . $B.OO 
PLAY-IY-MAIL 
The following games can be played by mail: Afrika 
Korps. Anzio. Bulge, Blitzkrieg. D·Day, Krieg· 
spiel, Luttwalfe. Panzerblitz, Russian Campaign, 
Stalingrad, and Waterloo. 
2·Player Kit specify game. 7.00 
1 ·Player Kil specify game. . . 3.50 
Rules only (specify game) 1.00 
NOTE: Kits are ol no value unless players also own 
the game. 
SQUAD LEADER & GAMETTES 
unmounted mapsheets (specify 
1 thru15) 
STORAGE TRAYS (Set of 3) 

.EA. 3.00 
. 4.00 

Holds counters separate in 48 dilferent recep· 
tacles-includes plastic lids 
T-SHIRTS Panzerblitz box cover. orange & black. 
Specify Small, Medium. Large, X·Large . 5.00 
Squad Leader box cover. orange & black. Specify 
Small, Medium. Large, X·Large . 5.00 

Variants 
(A) Although not required . all War at Sea 
Variants that have appeared in the General can be 
played using the WAR AT SEA II Kit. General 
Volumes 15. #3. and 13. #3 (only photostatic 
copy available). and Vol. 14 #4 
(B) Kingmaker Variant Event Cards come with 
rules-tor further information see General. Vol 
14 #2. 
(C) Richthofen Maneuver Card set comes with 
rules-for further information see General Vol. 14 
#4. 
(D) Panzerleader 1940 Variant Counters do not 
come with rules-you need General Vol. 15 #2. 
(E) Midway/Coral Sea Variant Counters/map set 
does not come with rules-you need General Vol. 
15 #5 or The Wargamer's Guide to Midway. 
(F) Bismarck Variant mapsheet does not come 
with coun1ers nor rules-you need General Vol. 
16 #2. 

ITEMS printed on a black tint do not come with the 
game; they are accessories and/or variants, only, 
and available only from Avalon Hill direct. 

The nature of game publishing dictates that we prepare 
advertising literature (such as consumer ads and new 
product releases) many, many months in advance of 
scheduled release dates. Occasionally we aren't able 
to complete a new game by that advertised release 
date. Unforeseen design and production problems dic
tate a choice: rush into production anyhow. or hold off 
until the problems are corrected. We always choose 
the latter. We have been in business for 24 years and in
tend staying in business selling only the highest quality 
products. If you still have doubts. simply hold off order
ing. If you order anyhow, please understand your doing 
so releases us from the Federal guidelines covering 
mail-order delays. 



HOW TO COMPUTE SHIPPING 

a) If you l ive in USA, add 1 0 % .  For example, if order 
totals $6.25, you m ust add o n  $.63, an $8.50 order 
would require an additional $.85, etc. 

b) I f  you l ive i n  Canada or Mexico add 20% for 
postage and handl i ng. Payment must be made i n  
US funds drawn on a US bank. 

c) I f  you l ive overseas, add 30% for postage and 
hand l i ng. Payment must be made in US funds 
drawn on a US bank. 

d) For APO and FPO, add 10% and check here 0 
for SAM (Space Available Mail);  or add 1 0 %  p l u s  
$1 .00 a n d  check here 0 f o r  P A L  (Parcel Air  Lilt). 

e) THE G E N E RAL: USA subs are postage FREE. 
Canada and Mexico add $9.00 per year. Overseas 
add $12.00/yr. Consult  (a,b,c,d,) for Back-issue 
postage. 

I) ALLSTAR REPLAY. USA subs are postage FREE 
Canada & Mexico add $6.00/yr. Overseas add $8.00. 
Consult  a,b,c,d, for Back-Issue postage and LAST 
but not Least . . .  

g) I N SURE YOUR ORDER. $.25 per $1 0.00 order for 
postage USA Guaranteed Del ivery. Canada & 
Mexico $.50 per $1 0.00. Foreign $.75 per $10.00. 

FO R FAST SERVICE, 
CALL TOLL FREE 
800·638-9292 

IFY OU ARE CALLING FR OM 
OUTSIDE OF MARY LAND. 

The toll free number can be used only for credit card 
purchases. 

N O  other type of inquiries can be accepted. 

Checks payable to: The Avalon H i l l  Game Co. 
451 7 Harford Road, Balto., MD 2 1 2 1 4  

WANT TO BE ON OUR MAILING LIST? 

Check here D 
SPORT 0 WARGAME 0 FAM I LY 0 

PAYMENT TO BE 

IN U.S. FUNDS ONLY 

Maryland Residents must add 5% Sales Tax 
to total before computing shipping charges. 

- S H I P P I N G  LAB E L -� 

� , 4517 Harford Road. A 1'AL01\ HILL Bal<,more. Md. 11114 n.. I �am,. (.'ompan9 (3011 154-5300 

N A M E  

STREET 

CITY 

STATE ZI P 

<!zv 
APT. 

IF THE POSTMAN CAN'T READ IT, YOU WON'T 

GET I T !  

FOR OFFICE USE ONLY 

Do not write here 

TOTAL M O N EY RECEIVED 

D Ck. D M.O. D Cash D Chg. 

---- FILE FORM --�-

Date of this order ___ Total Amount 

PLEASE INDICATE ME TH OD OF PAY ME NT 

D Check D Money Order D Cash D Charge 

D Amer.

I
� 

Exp. � 
Dl l  I l I I I I I I I \  1 1 1  
ACCOUNT NUMBER 

I NTER BAN K # 

SIGNATURE OF CARDHOLDER 

0 SPECIAL SERVICE $1 .00 

Exp. Date 

0 SPECIAL AIRMAIL SERVICE $ ___ _ 

NAME 

STREET APT. 

CITY 

STATE ZIP 

A.R.E.A. RATING SERVICE 

Avalon H i l l  offers a lifetime service whereby 
players are rated i n  relat ionsh i p  to other game 
players. Return coupon NOW, along with the $5.00 
l i fetime service fee for complete deta i l s  on the 
Avalon H i l l  Rel iab i l i ty Experience & Abi l i ty Rat i ng .  

D I don't object to having my name a n d  address 
printed in The General with the rat ing l ists. I rate 
myself: 

[] A-an excel lent player 
D B-a good player 
D C-an average player 
[l D-a novice in my f irst year of gam i ng 
D E-a beg i n ner 

I realize that my rating may change accord ing to 
how well I fare against others. For now, please send 
me complete details and members h i p  card-here's 
my $5.00 

Name ______________ � 

Address ______________ _ 

City _______ State ___ Z i p  __ 



They found pieces of the plane scattered across thirty miles of counttyside! 

We Are Not Alone! 
A mysterious pulsing light shoots across the heavens and people look up and wonder. 

What is it? A meteor? A weather balloon? Or something else? 

Are Aliens Invading the Earth? 

Now YOU can lead the search for flying 
saucers in Avalon Hill's game UFO! There are 
mysterious lights approaching from space, 
trying to land on earth, and you must find out 
what they are! You choose when to launch 
satellites to guard the heavens. When 
Unidentified Flying Objects appear, you 
decide whether to send a spaceship to 
investigate. 

Will you waste your time looking for 
weather balloons and meteors while the 
Alien flying saucers slip past? Will you be 
fooled by airplanes, or bright stars, or 
mirages? Or will you find the flying saucers, 
hidden in the craters of the moon or 
descending to land on earth? 

YOU can be an Alien, trying to invade earth. 
You can hide your flying saucers among strange 
lights in the heavens, circling and slowly 
closing in on the earth. Frantic satellites and 
Earth spaceships rocket past, but you can hide 
and slip past them to land. And if an Earth 
ship gets too troublesome, you can destroy it! 

In UFO an invading Alien fleet of flying saucers 
faces the satellites and spaceships of Earth. The 
Alien player seeks to invade the Earth , while the 
Earth player tries to find and stop the incoming 
Alien flying saucers. Saucers and spaceships 
maneuver from orbit to orbit, jockeying for 
position around the orbiting moon and preparing 
for final descent to Earth. Mystery is added in the 
Advanced game, when suddenly the heavens 
are filled with unidentified lights and glowings, 
and the Earth player must find the flying saucers 
hidden among them ... while unseen saucers 
wait to shoot down the Earth ships! UFO is a 
simple game that is also a subtle contest of 
bluffing and strategy. Easily learned, it is a good 
game for beginners ... but it rewards the 
skillful player with victory-either a safely 
defended earth, or a successful invasion by the 
flyi ng saucers! 

GAME CONTAINS: 
• Playing Board • Die-Cut Playing Pieces 

• Two Dice • Complete Instructions 

COPYRIGHT 1978 
THE AVALON HILL GAME COMPANY 
BAL Tl MORE, MARYLAND 
PRINTED IN U.S.A. 


	Avalon Hill - UFO [1978]
	Game Rules
	The Basic Game
	1.0 INTRODUCTION
	2.0 THE MAPBOARD
	3.0 HOW TO WIN
	4.0 SET-UP
	5.0 MOVEMENT
	6.0 EARTH LAUNCHING
	7.0 EARTH LANDING
	8.0 EXAMPLES OF MOVEMENT
	9.0 INTERCEPTION
	10.0 THE MOON

	The Advanced Game
	11.0 INTRODUCTION
	12.0 ADVANCED SET-UP
	13.0 SPACE STATIONS
	14.0 UFOs
	15.0 DISCOVERY

	QUESTIONS
	REPLACEMENT PARTS

	Tokens
	Game Board
	Return Card
	Parts/Price List July 26, 1980
	Parts/Price List February 1, 1981
	Game Box Back


