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Although BattleTech is technically a boardgame,
it also lends itself to play with miniatures, The fi
game comes with fourteen excellent 1/285th [l
scale miniaturcs of the most popular mechs. ﬂj,‘_.ﬂ'f_,__, r:jl:j:‘j
This cover-special has been specially devised in [GEEEEE IR LT P2 R ’31'17[%
order to enable you to play the game with ¥ :
miniatures. We will send you:
Q The complete boxed game BatteTech. This iy
contains 14 plastic mechs, two 22" x 17"
maps, mech record sheets, dice, and 56 page
rulebook, which is the perfect introduction to
playing BattleTech. It contains all the rules
required for using mechs, heat build-up,
piloting skills, critical hits, physical attacks,
movement, combat, etc. There are 4
scenarios, details on the Successor States, |
M y Companies, Bandit Kingd i
Mechwarrior Families (mechwarriors are
basically future knights), & regimental §
organisations. .
Q A copy of BattleLance, a 32 page booklet that adapts BattleTech to streamlined play with miniatures. This is the 4th edition,
the 3rd edition being contained in White Metal. This is not a FASA product.
Q A copy of White Metal, which contains photos of nearly all of the superb Ral Partha Battle Tech metal miniatures.
Q' A large resin sci-fi building by Fantasy Forge, worth $12.00 - $27.00, that goes beautifully with the mini (Tuse overa
dozen in my games of Battle Tech.)

WARHAMMER 40,000

At long last, the cagerly awaited new rules for
Warhammer 40,000 have been released. Instead
of a single book, the new Warhammer 40K
comes as a value-packed boxed set along the
lines of Warhammer Fantasy. The game in- [i
cludes 80 detailed 25mm plastic miniatures: 40 i
Gretchins, 20 Space Ork Goffs, and 20 Space
Marines (2 squads), including 14 bolters, 2 Ji
sergeants, 2 missile launchers, & 2 flamers.
There is a rulebook, Wargear Equip book, |
Codex Imperialis background book, ruined Ji
buildings, burst templ and cards i
for Wargear, missi icles,
etc.

The rules have been greatly improved. Intelli- f§
gence, Will power & Cool have been replaced [
by Leadership, so only one roll is required for
all psychological & break tests. Movement has
been changed: reserve move has been replaced
by the run move. Possibly best of all, Space Marines have been seriously upgraded in perfc Their h has been

raised, they can use double bolter fire if they do not move that tum, they can ignore their first break test failure, & they have
an improved saving throw for their armor. There are a limited mumber of moves in which to achieve your objective. Vehicles
have been streamlined, with the targeting A d. Game includes a free 40K Codex Book with temporary army lists.

P

What, $4.00 for a complete boxed wargame?
What's wrong with it? Nothing - we've just got
a lot of them! Warlords contains 1 full color
map 490mm x 590mm, 2 flashy full color,
double sided counter sheets, a 16 page rulebook,
display track card, 3 ready reference cards, and
1 dice.

The game is about political diplomacy and
military expansionism in China from 1916 -
1950. It is for 3 to 7 players, who take control
of the warlord factions, Japan, and Chinese
Communists, each vying for supremacy. With
the ultimate aim of re-unifying or controlling
China, players must wheel and deal, bribe,
coerce, plot, and fight their way to politcal,
military and economic victory. The rules are a
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simple, move-fight system with a few basic
guidelines for diplomacy. Complexity can be

INDO-CHINA ’\~\\'\‘ . Af
increased to include other advanced rules.

R is collected from ion, foreign aid & bribery, and must be allocated to buildings, maintainence, & armies. Famine
& revolts must be dealt with, as well as the opposing players & their schemes and policies. Movement is by areas on the map,
units are armies, and there are three scenarios and a complete campaign from 1926-1950. Good fun!
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COLOLR CODE

B New Item Now Available and In Stock

B New Item Not Yet Released

ALIENS

SCI-A A chilling future of mega-corporizations vying for
control of space colonies. But the exposure of humanity to a
race of perfectly adaptive Xenomorphs could spell the end of
civilization. By Leading Edge Games.

ALIENS ADVENTURE GAME 194 page book packed with photos,

9 vehicles, equip skills, Alien bug-uglies, cam-
paign background, combat, plus everything eise players and DMs need to
know. This is a low 1o moderate complexity system that is heavily based

on the second film, but aleo several foll . $45.00
ALIENS 25mmMINIATURES

LEA20300 Aliens (Gh $34.95
LEA20301 Colonial Marines Set # 1 (8) $34.95
LEA20302 Colonial Marines Set # 2 (8) $34.95
LEA20303 Alien Queen, Eggs, Facehuggers $34.95
LEA20304 Colonists Last Stand (6) $34.95
LEA20305 Aliens (6 new poses) $34.95
LEA20306 Power Loader & Jonesie (the cat) $34 95

ARS MACGICA

FANTASY Roleplaying’s most realistic and dynamic storytel-
ling game of magic set in the 13th century. It allows you to
play the role of power wizards. This is the 3rd Edition.

ARS MAGICA 392 page softcover book, set in a dark vision of the
medieval world, where superstions are fact. You play a Magus, or are the
companion of such a sorcerer, such as a mercenary, street-urchin, friar,
ekc. You journey forth o gather magical ingreds delve into forg
tombs, enter the realm of the faerie, and fightin the underworld.  $55.00
Medieval Bestiary Beasts of legend and he mundane world, over
100 in all, each with a complete story concept. $30.00
Medieval Handbook Explores the society, culture and lifestyle of
thic Europe's citizens, kom serfs to nobles. Due Dec?? $40.00
mﬁc Europe The world of Ars Magica, in all he grandeur and
romance of Medieval Europe, +f ull color map of the reaim. Due?? $35.00
Parma Fabula GM screen & mini adventure. $20.00
Pax Dei The Infernal Realm of Mythic Europe, revealing previously
unknown lore about the Divine Realm. $35.00
Tribunais of lberia Provides extensive background info to the
mundane and magical reaims of Mythic Europe’s Spanish peninsula. It is
a bleak, war-torn land. 126 well illustraied pages, including maps. $22.00
Tribunals of Rome Extensive background info on the mundane and
magical realms of the ltalian peninsula. 13th Century Rome is the heart of
the Empire, the most magnificent land in Mythic Europe - and utterly
damned. Powers of darkness rule, & mortals and mages fight anongst
elves shamelessly. 126 pages p y d. $25.00
The Maleficium Explores the machinations and mystique of the
Infernal Reaim - the netherworid. Here you can confront evil, master Dark
Arts, & become & magus opposed to the Order of Hermes.144 pp. $35.00
The Wizard's Grimoire The magic supplement for Ars Magica. 172
pages for both players & storyguides. New laboratory rules, spells, magic
items, vocations, & wisdom for Magus characters. $35.00

CALL OF CTHULHU

HORROR Beyond the comforting realms of society lurks an
ancient and terrifying conspiracy - a sinister, eldritch mythos
seething with malevolent desires. An excellent RPGI By
Cheosium.

Wesichester House, Curse of Chaugnar Faugn & Thoth's Dagger. incudes
the 10 Commandments of Cthulhu Hunting, Plot Germs & a collection of
Grisly Descriptions! $40.00
Cthulhu Now 2nd Edition. 144 page 1990's sourcebook that covers
new equipment & firearms, P , helicopters, d monster
hit i porary sheets, & four adventuwres that
features an undersea city, a crashed Space Shuttle, & a metal band with a
Mythos groupiel $30.00
Curse of Cthulhu The B: hood is staging a eback, and
players must travel to San Fransisco, the Andes, Egypt, and Romania to
find out who is responsible for a sting of child murders & abductions.
Reprints of the classic Fungi From Yuggoth & 3 other scenarios. $40.00
Dark Designs 3 adventures set in Southern England during the 1890s:
Eyes for the Blind, The Menace From Sumatra & Lord of the Dance.
Includes character generation & Keeper's notes for this period. ~ $40.00
A 122 page K that expl the ic realms
beyond the veil of sleep. Includes dream skills & abilities, 6 adventures,
new spells, the Underworld, a bestiary, and a map. 3rd Edition. $35.00
Escape from | ith A decayed husk of a coastal town slowly
dies with its diseased cilizenry, ruined by goid brought from South Pacific
islands & a blasphemous pact. Features the epic Raid On Innsmouth,
when the army storms the town. 160 pages. $40.00
Fatal Experiments Has three 1920's adventures, the 3rd being
extremely dangerous. Also details new and old weapons, such as custom

Organizations such as PRIMUS, DEMON, CLOWN, Red Doom, Neutral

Ground, etc. Includes a HUGE scenario slugfest. 192 pages. $25.00
Creatures of the Night N | ies for your sup [
bump biceps and brains with. $25.00
Dark ONs Sourcebook for a new class of superheroes -

vigilantes who walk the line between justice & vengeance. 208 pa
includi ive modern weapons lists, gadgets,etc. $27.00
Day of the Destroyer Doctor Destroyer wanis to rule the Earth, if
world leaders refuse his New World Order he will start to cull the
Eopulaion, unless he gets his ass kicked by some superherces.  $7.50
uropean Enemies Features 35 new villains, including a super-
powered punk band & mercenaries who dabble in magic! With several
adventures, details on new organizations, etc. 96 page $16.50
High Tech Enemies A selection of villains - power armored, robots,
androids, cyborgs, mutants - armed with a sophisticated array of gadgets.
40 villains & agents are detailed, including . Kinetron & Angel-3. $16.50
Invaders from Below King Earthwyrm and his twelve super-powered
Darklings, plus a whole horde of Subterrans, surge forth from their vast
underworld kingdom to conquer the surface world. $11.00
Invasions: Target Earth Designed to allow GM's to create dlassic
pulp-action alien invasions, using anything from giant reptillian monsters,
to ancient robots, or horrors from the ocean depths. $11.00
Justice, Not Law More details later. Due Dec. $30.00
Kingdom of Champions A 208-page campaign sourcebook detail-

made guns, eg, Duck’s Foot Pistol. $40.00 ing England, Scotiand, Wales & Ireland. Includes a collection of Pommie
Feerful P ges Nine adap , each spedifically super-criminal gani plus a dozen adventures. $18.00
designed around a 1920s mode of transport aircraft, wains, dirigibles, Mind Games Mutants from the Parapsychological Studies Institute
canal boats, elephants, armored cars, diving suits, etc. $40.00 seek to destroy all superheroes by manipulating and distorting h
Dire Documents A collection of bizarre stationery, letierheads, note memories or dragging out nightmares from their subconcious. $8.50
E:rpd, & death certificates. $18.00 Mystic Masters Super-magicians from an di jon invade

ace Under Pressure An atmospheric Cthulhu Now scenario set Earth, with teir arcane powers, mighty artifacts, and collection of AD&D
aboard a research submarine. By Pagan Publishing. Due Nov. $12.00 modules, they threaten a new dark agel 112 pages $13.50
Great Old Ones Six 1920's scenarios (one involves a 1927 English Normais Unbound An NPC catalogue detailing the “si

lunar expediion): The Spawn, Still Waters, Have You Seen the Yellow
Sign?, One In Darkness, The Pale God & Bad Moon Rising. $40.00

Horror on the Orient Express A magnificent campaign that hurties
along on a nightmare journey fom London to Constantinople, gradually
unearthing fragments from an occult device of inestimable antiquity.
Contains over 250 pages of text, plus handouts and great maps.  $60.00
Investigators Companion, Vol One At last, a book for players!
This features loads of background material on the 1920s, including
equipment, travel, sociely, efc. $20.00

Investigators Companion Vol Two More players only information
on life in the roaring '20s. Sourcebook only. Due Dec. $20.00

Keeper’s Kit 5th Edition Excellent 6 panel screen, & weird goodies
- a foldup Strange High House, a bookmark, @ new scenario. $30.00

Kingsport A seduded fishing village known for its ambiance by tourists
& artists, but behind a facade of normality lies an ancient Witch Cult, &
\;‘n:poa_kdﬁo creatures that lurk in the fog! With 3 adventures. $35.00

of Mad Five 19208 , each based around
an isolated building: Mr Corbitt, The Plantation, The Crack'd and Crook'd
Manse, The Sanatorium, and Mansion of Madness. $35.00

Retum to Dunwich Dunwich, once prosperous & thriving, is now a
skeleon town where the secrets of the Mythos can be discovered by
brave & enterprising investigators. Includes a map & 2 adventures. $40.00
Sacraments of Evil Cor Guv'nor, | think somethin’ slimy just et the

butler. A horrifying collection of gaslight scenarios. Due Dec. $35.00

Tales of the Misk ic Valley Six excellent 1920s ]

set in various parts of Lovecraft County. Learn about the Amazing Fish
and other stangeness. $35.00

Terror Australis Sourcebook for 1920s Australia & the Aboriginal
Dr. Indludes 3 adventures: Pride of Yirri , Oid Fellow That
Bunyip & City Beneat the Sands. $40.00

The Stars Are Right Six cutting edge adventures of modern horror.
Fractal gods invade from home computers, Y'Golonac stalks the

homeless, San Francisco burns down, and worsel $40.00

The Thing at the Threshold A complete 1920s campaign in 3
p -in 1890 logists discover some unusual Maori artifacts, a

subsequent expedition Friggers tragic future consequences. $35.00

CTHULHU MYTHOS ANTHOLOGIES - $20.00 each titie

1. The Hastur Cycle A definitive collection of stories about He Who /s
Not To Be Named. These are classic stories by Lovecraft & his circle.Nov
2. Mysteries of the Worm 2nd in the series of dlassic Cthuihu
mythos fiction edited by Robert M. Price. Due Dec.

3. Cthulhu's Heirs An al new collection of tales, modern authors
follow in the squidgy footsteps of Lovecraft & pals. Due Jan.

CHAMPIONS

Note Lower Prices

SUPERHERO Daring do-gooders and butch baddies beat the
crap out of each other in a struggle for world domination, or at
least a little extra media exposure! Contemporary era. By
Iron Crown Enterprises.

Champi Comprehensive 346 page soft book based on the
Hero system. The best Supethero RPG on the market. Details 8 primary

Call of Cthulhu 5th Edition A highly ded spheri

gothic-horror RPG set in H.P. Lovecrafts 1920s Earth. A real treat for

serious roleplayers. The 5th edition is completely re-typeset and
d, and fe a wealth of suppl tary material - it looks

great Features include 4 ios, The Dx ds, forensic p
an entertaining historic tmeline, an illustrated bestiary, etc. $45.00
Adventures in Country Five scenarios set in Arkham,

Dunwich, Kingsport & Innsmouth. The major piece, With Malice Aforeth-

ought, puts the investigators on triall $40.00
Alone at Halloween A solo adventure. Can you escape the haunted
house? A licensed module by Pagan Publishing. Due Nov. $12.00

Arkham Unveiled A 160 page guide to 1920's Arkham in New
England, includes details on University, creepy locales, bizarre
characters, and 4 adventures. Now out of print, but we still have some

left. $40.00

At Your Door A 1990s campaign of six linked scenarios - a weaithy
al org tion hire the i ig when a microbiologi

disappears after reporting disturbing research irregularities. $40.00

Blood Brothers Thirteen casual adventures, each dubiously develo-
ped from old B-grade horror movies. 144 pages of fear and loathing? - not
uite, but certainly a lot of distinctly farcical fun. $40.00

ood Brothers Il 9 territying tales for use with Call of Cthulhu. Each
tale explores a horror gerve depicted on the Silver Screen, and is
aoddry construcied 1o be completed in one or two evenings. $40.00
eatures & Cuitists A fast and fuggly card game in which you

ocontol rival groups of Cthulhu worshipping loonies fun, by
Pagan Publishing. Due Nov. $12.00
Creatures of the Dreamlands Beautitully illustrated colour guide to
31 svange beasts. $30.00

Cthulhu By Gaslight Includes extensive background info for 1890's
London, such as social classes, politics, times, maps, biographies,
Cockney slang, cost of living, Club life, and an adventure The Yorkshire
Horrors featuring Sherlock Holmes. $40.00

Cthulhu Casebook 9 adventures: The Auction, The Madman, Black
Devil Mountain, The Asylum, The Mauretania, Gate From the Past,

6 figured ch 59 skills, 6 perks, 20 talents, 64
powers, 33 power advantages, 23 power limitations, 17 character
disadvantages, etc. $35.00
Alien Enemies A collection of alien oddities and other strange entities
from beyond who are desperate for some global real estate. Includes two
new criminal organisati and various ( $15.00

Allies An Enemi book, with potential allies such as Executive
Sanction, The Posse, Felix 9, etc. $18.00
Challenges for Ch i Contains 10 scenarios, with tips on

how to adapt them to suit specific characters. Incdludes general guidelines
on scenario generation and design techniques. $9.00

Champion GM Screen Card foldout screen for GMs. $16.00

Champions in 3-D 144-page sourcebook on running extra-dimen-
sional adventures, pitting characters against other-worldly creatures and
stranger villains. Ideal as a break from the urban environment. $18.00
Champions of the North 128 page Canadian sourcebook, incdudes
data on culture, history, politics & geography, plus a large selection of new

heroes, villains, organisations and adventures! $20.00
Champions Pr #13 : Spe - A supervillain
organisation uses political ki ing o pass anti-superhero legisiati

No News of a Thaw - Dimensional Ice demons generate arctic weather
conditions to try and conquer the world. Menace Out of Time - A trip
through ime unleashes a host of strange adversaries: Nazis, robots, war
ods, gunslingers, ghosts, and di sl $20.00
hampions Presents # 2 A mad computer, a murderer killing
supers, and a whole organisation of slimy snake-guys. With dozens of
new characters, groups, vehicles, robots, bases, etc. $20.00
Champions Universe Has a complete lising of all criminal &
otherwise organisations, glossary for every character, group, location &
device, timeline of important events, atias of the world, new characters &
organisations, who hates who & who likes who, etc.189 pages. $25.00
Classic Enemies A reprintsd & updated selection of 75 villains - both
solo operatives and powerful criminal 9 i 112 pages, including
a reprint of the ‘Escape From Stronghold’ adventure. $16.50
Classic Organizations Details and updates all the old major

other”
- the chauffeur, idiot sidekick, voluptuous media p jit, politic
cops, scientists, & a whole host of others. Ideal for campaign play. $16.50
Olympians When the Greek gods finally freed themselves by kicking
some serious Titan ass, Zeus re-opened the Earth portal, thus unleashing
his pantheon into the 20th century! $12.00
Road Kill A supervillain speed-metal band, sill mad as hell for not
getting an MTV video-clip with buxom d- ting women,
decide to get into some serious eardrum-shattering mayhem. $10.00
Shadows Of The City Three adventures in 144 pages: vigilantes are
kiling civies while hiting drug organisations, brainwashed minions of
Reverend M, and occult forces in Street Magic. $20.00
The Mutant File What makes a mutant, what it means, & who they
are. 30 new characters, mutant generator, sic. $18.00
Underworld Enemies Champions put on their snorkels & wet-suits
and take on enemies from beneat the stormy seas. Due Jan'04. $22.00
Viper 190 page sourcebook on the most villainous organisation in the
Champions Universe, five campaign outlines, new agent types, new

weapons, new vehicles, & new supervillains. $27.00
Zodiac Conspiracy Zodiac is an isation of twelve sop

immortal villains who plot world conquest from within their orbiting organic
lair, and whose powers come from star signs. $13.50

CYBERDUNRK

SCI-A A hypertech nearfuture of corporate wars,
bioengineering, cybernetics, designer drugs, manic street
gangs and a neon-frenzy computer netherworld - very
atmospheric. A superb, fast moving RPG. By R.Talsorian
Games.

CYBERPUNK 2020 2nd Edtion Features extensive character creation
chani . net prog bi . * onh

s CF P
ments, fast moving fire-fight rules, heaps of world background and more.
This has a gritty, bleak mood, & is chillingly realistic. Character classes
are cops, rockers, solos, medias, corporates, nomads, techies, netrunners
& fixers. Indudes 10 scenarios, & details on adventuring in Night City.
246 pages - proudly printed in Australia by Jedko Games. $25.00
Al ?all Down (Atias) The rebuilt city of Las Vegas becomes te focus
of a Corporate civil war, with one side ready to test a new strain of
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weapons, and both of ‘em wanting to flatline the phyen $16.50

called onapn Mnk, Central Azir, elc) with extensive subterranean

biological
Bastille Day 48 page adventure that introd the ges in
ation. PCs must rescue a captured mentor. Due Dec.  $12.00
cmlhu Dragon (Atlas) An attache case is stolen from the
phyonlnan ambush, the person responsible is a Solo called Dragon,
voho fades quickly into the dangerous urban Combat Zone. $18.00
me.n paign for cyber vies - there's a
wuvMppomngna&dmdww&hs&g&i&mntbgomv
way, except they don't want anyone to know that they're involved. Which
is where you come in. Indudes muss combat rules for large battes.$25.00
Chromebook An ilusrated catalogue of the latest cyberware, pcuond

Midgloom & D , and a hollow interior
whuon reudo andent races. Technology & e!vilzanon remain at a Late
Renaissance level, but magick is quite extensively developed. $40. oo
Necropolis A Mythus campaign adventure set in magical Aegypt -
characters embark upon the great river Nylle in search of ost tomb. Thoy
face hazards such as bandits, demons, and worse! $40.00
The City of Ascalon 160 page book of the port city Ascalon, a seting
of political intrigue and swashbuckling adventure. With 1 large poster map,

services, fashion accessories, vehicles, net prog . P
ofc. 96 pages olcw«punk Kifestyle. m.oo
Chr t-h iora.nf“ punk gamers. Covers new
Hudi n remote ble eye, , with
lho Rhinemetall Rugun & the "Anti-Matter Rifle” - both great la dnlmg
with all forms of power armor & metaigear. Also details heaps of new full
body replacement packages - the latest Fend in survivability. Plus exotics
and vehicles, chameleon devices etc! $24.00
Compendium of Modem Fi 224 page pr i
sourcebook covering everything fom pistols & sniper rifles, 1o grenade
launchers & mgh( vision goggles. llustrated with photos. $40.00
Corp. Book | Profiles on 2 powerful conglomerates: Arasaka Security &
the International Electric Corp-oration. 88 pages featuring products, board
n?/ etc, plus $20.00
Corp. Book [I' A detailed sourcebook for the Lazarus Military Group
(more-mnu bv hire), md Miltech International. Valuable data for
idea, equipment lists, uniforms, etc. $20.00
Corp. Book n Fealures the cnovgy gunh Petrochem and SovOi,
details holding: i & as well as gr on the
international industry and the 2nd Corporate War. $20.00
;MDOD Screen Color game screen + an adventure. $22.50
Cybergeneration in 2027, a deadly new plague is sweeping America -
whose constiution has changed to become the incorporaled States of

America, heck, even the President is ex-Biotechnia. The Corporations rule
al, having kicked out the Eurocorps, and liberty & justice are reservedfor

8 strest maps, etc. Due Dec? $40.00
N - Mythus Aegyption Trilogy
1. Anubis Murders $7.50 2. Samarkand Solution $10.95

3. Death in Dethi

PDARK CONSPIRACY

SCIENCE-FANTASY A decaying, poliuted near-future Earth

$10.95

where other-worldly denizens have secretly manipulated ¢

world events in a conspiracy that has lasted since ancient
times. In-your-face horror meets maximum firepower. By
GDW.

DARK CONSPIRACY Despite advances in technology world society
has begun o hll into run Puissant nng'muro powou, hiddon since the
rise of civili ly's rule. 336
with 62 PC careers, 51 skills, lots of unml.lul cumu elc. $45.00
ARK CONSPIRACY 2nd Ed Revised rules, and who knows what
eise. More details later. Due Dec?? $40.00
Among the Dead In New York a children’s hospital is providing
orphans as human raw material for some unspeakable purpose, one that

the few at the top of the corporate ladder. The plague is a
mutagenic which kills anyone over twenty, and anyone younger than
twenty mutaes. They evolve into what is known as the Cybergeneration,
complete with new nanotech skills and abilities - tinmen, who can alter
their appendixes at will like the T-1000 Terminator in T2; Aichemists, who
can disassemble any material and reconstruct it into another form;
Wizards, who are like a living cyberdeck & can con¥ol remotes; and
Scanners, able to pick up & scan broadcast or living signals. The 192
page book also includes 17 new ch roles, new pons, techs,
new adversaries and allies, & heape of role play material. $35.00
Deep Space 2nd Ed Near Orbit, updated to 2020, with reports on Mars
exploration, maps of the O'Neil orbital colonies, moon colonies, more
ships, and some Orbital politics. $25.00
El.lolol.r ‘21 Six advent with the Cyberpunk ch as
of mad R y Jack Entopy, as he tours Europe.
Fuh.rlng Brit skeet scum, French goldenkids, etc. $22.50
Eurosourcebook Details New Europe, the Eurocrats paradise that
vub l uomhen! simmering with bitter historical feuds, toxic wastes &

has connections wnlh an undying creature in decayod Moscow. $20.00

Darktek An equip guide with g Dark Minion

based it tech-
$25.00

vehicles, robotics, electronic oqulpmenl etc. 104 pgs.
DO%( Races Vol. 1A compendium of 46 creatures, with details on
mythology, skills, vuinerabilities, empathic abilities, combat tactics, etc.
Includes mochmncals Swer Rats, the Toxic Mother, etc. $25.00
Emp k Contains rules for the Empath
statistc and its many related skills, as well as new abilities & ofganhanom
mpahnl woem athic characters. 120 pages. $22.00
Heart of 88 A sorceress of ancient Baghdad has lain in mystic
statis for IOOO years, her mind imprisoned in a magical gem which also
holds the key to a ward keeping at bay a race of parasites. $22.00
Hellsgate NASA's newest Comsat is beaming an unknown signal o
Mom:o while the gods of the ancient Mayans are rising anew. The way is
mn the coming of the Great Dark One. $22.00
ON In southern Texas, during the middle of Spring, an arctic
olo:m ravages the state. Out in the icy badlands a creature staks again,
not since the Earth's last ice age has it hunted prey. $9. 00
Minion Hunter A stand alone boardgame of Dark Conspiracy. 1 -
playus hunt down the nameless horrors attempting to invade md
jugate the USA. Rules are low complexity, and includes 72 plot cards,

Includes three $20. 00
led\m Souc-bookol\tnhghtoch' i ity war b
ravaged Earth’s p and the elite who vedde
in lurid splendor in the Orbital Platforms. $22.00 Minion Nati

Home of the Brave Major sourcebook of the USA in 2020. Includes
all 50 States, history of America's fall, the New America with work,

education, reigon family, entertai t, elc; the , the Armed
Forces history & equipr creating military characters, &
the state of the Union. 144 pages. $35.00

Land of the Free A five adventure campaign pack in which your team
of cyberpunks are hired to extract a corporate from New York & deliver
him o Night City. Run ins with Elvis Posers, Deita Pirates, a dirigible, &
other friendly peoples will make this an unforgetable run. Due Dec. $40.00

Maximum Metal Six types of advanced personal power armor, each
with their own spec sheet, tanks, artilery, APCs, mil-spec aerodyne
assault vehicles, counter-measures, airships, new melee weapons, beam
we s, & all other manners of military & corporate hardware.  $25.00

Mr‘cﬂy 2nd printing features errors etc. S book with
huge campaign lupplomont halumg tkuluock maps packed with data
on services, , gangs, efc. 184 pages. An ideal
home setting for campugm With a lull color map of the city. $35.00

Night City Stories (Atas) Contains 4 connectable adventures set in
NightCity, from the luxurious Corporate Sectors where the money lives, to
the Combal Zone & its nightly urban holocaust. 144 pages. $30.00

Protect and Serve A sourcebook dedicated 1o the Cop character
dass, feamvu new ‘ ‘r & apons, gmgs & organised crime,
] , etc. $20.00

Hhe Becknose” Gitis the Net A complets guide of the net
throughout the world. Net runner heaven. Due early Nov. $20.95
Rockerboy Details the glittering decadence and popular impact of cult

40 equipment cards, money, character sheets, etc. $60.00
ON An expansion for MINION HUNTER. Has new rules,
expanded encounter tables, random plot card results, 16 new equipment
cards - including captured minion bio-equipment! $5.00
New Orleans An ancient fiend and its legion of servitors is preying on
the ghettos, dragging vicims thru the sewers and into the swamps
beyond, Where tons of toxic wastes have been dumped. $22.00
Nigh An that bi a sunny island resort, a
mgh security army base, and a sleepy township whose residents aren't
able to leavel More details on the plot next time. $10.00
Proto-Dimensions Vol. 1 Describes over 12 new dimensions -
bizarre environments that can be detrimental or beneficial to the players.
Explains how to discover them, and how to leave. $22.00

Novels: - $10.00 each
A Gathering Evil 2. Evil Ascending 3. Evil Triumphant

DREAMDARLK

SCIENCE-FANTASY A techno-fantasyland park equipped
with virtual reality tools allows teams of Gamers to defeat an
array of cross-genre scenarios presented by the the Game-
masters. By R.Talsorian.

DREAMPARK A universe where anything is poss-ible, created by

music in the cyberpunk society, as well as the social & political inf. of o
the powerlul electronic media. 80 pages. $22.00 world.
Solo of Fortune Sourcebook for Solos, with new rules, equipment,

weapons, gang type descrip , otc.

l that every sMe ol historic fact and imaginative
are able to ives, and they never die,

they only lose games. The moehaues are Ienuhle. with 2 levels of

$30.00

plexity. A fairly relaxed style of game.

when you want to impress l booster gmg leader, lhool one of his boyz
under his nose-or even better-shoot yourself without showing pain! $20.00
Tales from the Forlorn Hope Contains 8 adventures that begin in a
bar where SouthAm vets hang out, indudes a corporate extracon with a
twist & a monster hunt in the wilds of Eastern Europe. $22.50
The Unexpurgtbd yberpunk Ref's Guide How to run a good
/GMs. Due Feb'94. $19.95
ﬁn Osiris éhlp (Alu) Humanbch a secretive biotech firm, has
developed a chip that will enable it to contol victims of cyberpsychosis,
and thus create a mercenary gang of high-tech zombies. $15.00
Wildside A guide 1o the street - life there and the fixer's world. Covers
fixers, Mobsters, Loan Sharks, Fences, Agents, Smugglers. Nov. $22.00
When Gravity Fails Sourcebook for a dark-luture Mosiem ghetto in
the Middle East. Features notes on Islam in the future, personality chips,
gender-engineering, mind drugs, and a sexy adventure. From the novels
of George Alex Effinger. $25.00

DANGEROUS JOURNEYS

MULTI GENRE Gary Gygax's back! And the old mentor of
roleplaying has helped to produce a new system that features
flexible mechanics and very detailed characters.

MYTHUS This is the core fantasy sourcebook, it features a rich heroic
persona creation system (vocations, knowledge, skills, quirks, birth, etc),
improving skills & abilities, combat & healing rules, Heka Energy & basic
magic, ime, game realism, magick items, an adventure, and more. 413
es| $40.00
ﬁrﬂ‘! Bestiary # 1 Al the creatures from exterior and interior Aerth,
with all stats, habitats & descripions. Due Nov $45.00
Mythus Magic Expands the magick rules & Heka powers: has over
1000 spells listed for Mages (with 5 schools), Priests (with 5 Ethos’) & 15
other Alche{[ypncd Casnngs pius more magic items. 382 pages  $37.00

Anard

prop upon
which are printed the bwc rules !ramowo:k and behind which the GM
can cheat on die rolls| Includes play aids. $18.00
Epic of Aerth An Earth-like fantasy campaign setting (continents are

Dreampark Referees Pack A Rashy GM screen with all necessary
game play information, 9 new character cards, & a 48 page GM's Guide,
with tons of weapons, amor, vehicles, & actor catalog. $25.00
Dreampark é}dl Cards A box Wil of easily accessible spell cards,
makmiuu simple and speeding up game play. Due Sep. $TBA
gents of Falkenstein Set in 1943, the turning point of WWI,

NPCs, stongholds & dom-ains, 5te Immortals, 5 paigt
ing, planes of existence, variant rules & much more! $50.00
Wmh mmortals D i I-level indi and the

outer-planar world. Also details the campaign saga, DMing for low-level
dungeoneers, to hyper-level dudes who rule kingdoms, et al. Fealures a
mega-slugfest war of immortals pius the long-awaited brawl between
Thyatis & Alphatia. $40.00

Champions of Mystara This set builds upon the Princess Ark series
of stories presented in Dragon magazine. Details the regions westward of
the Known Worid, the use of skyships in your campaign, how 1o develop
skyship crew-member characters, etc. Includes 4 new maps. $45.00

ADVENTUREMODULES
BOXED ADVENTURE PACKS

Dragon’s Den A beginner's RPG i for ch: levels 1 to
5. Features three complo(o dragon-lair advemues each with a colourful
poster-sized maps & various colour stand-up counters. $40.00
Goblin’s Lair Three connected low-level lairs containing a wealth of
humanoid terrors - goblins, orcs, bugbears & ogres. Includes a horde of
stand-up counters, and three poster-sized floorplan maps. $40.00
Haunted Towef Three tomb-adventures - explore dank crypts where
ghosts, pil reside - kick some
serious undead ass! Great for beginners, with maps, etc. $40.00

BASIC - LEVELS 1 TO 4

Assault on Raven’s Ruin A beginner's module. The Master Thief
Raven, leader of a Goblin tribe, has stolen the valuable scepter of truth
and taken it to his trap-infested lair. Includes a large map $15.00
DDA1 Arena of Thyatis its he festive season in Thyatis, and for
dungeon-weary adventurers this is a great time to meet the aristocracy,
enjoy a few duels, and fight in the arena for a little famel $11.00
In the Phantom’s Wake Our heroes discover a strange, magical
uwohbo when its powers are accidentally triggered they suddenly find

a group of Allied “Mystery Men" enter g Castle F o ives aboard a haunted skyship. $16.00

battle the Nazi Supervillain Red Falcon. $20.00 Rﬂﬂ of the R An adventure for 2 ch s - a village is
Race for El Dorado Game An Idiano Jones style adventure trying o Plagued !;y ot :u;d 'ﬁgcs ‘d lies in returning the rakasta
uncover some lost goodies in South America, where you are up against g:l:’“;" o hrone. a’ A :odulga:gf(yonl‘:%.h:"md one Iotv-lwd”ﬁ!g'hm

Vicious mercenaries, jungle monsters, & hidden terrors. $20.00
The Curse of the K‘cmm An Arabian Knights style adventure, with a
few plot twists added. Fealures 9 new NPC cards, flying carpet combat,
damsels in distress, and a few other dliches. 48 pages. $19.00

DUNCEONS & DRACONS

FANTASY The beginner's version of AD&D - translated into
13 languages, millions of copies this RPG have been sold
worldwide. Recommended for players aged 12 and over. By
TSR.

RULEBOOKS & BOXEDSETS

Dungeons & Dragons Game Contains an excellent instructional
program called the Dragon Card Learning Pack, a 64 page rulebook, a
6-panel DM's screen, dice, 48 colour character/monster counters, and an

o map. This is specifically designed for , and as such is
easy to learn. $50.00
Dungeons & Dragons Basic Set These are the rules that were
superseded by the above game. Indudes a DM's guide & a players book.
Covers character levels 1 thru 3, with monsters, magic, etc. $10.00
Rules Cyclopedia This 304 page hardback book replaces the Expert,
Companion & Masters box sets. Details DM & Player's information for
character levels 1 thru 36, covering chnractev crealion & classes, spalls &
spell casting, equip: 5 ., combat,

g

P

character. The fearsome Black Knight, a bandit of nefarious reputation,
has decided to hold a tournament to contest his honor. $16.00

MASTER - LEVELS 26 to 36

M2 Vengeance of the Alphaks A despotic deity, banished to the
sphere of entropy, seeks to destroy mankind by dabbling in politics, thus
triggering a cataclysmic warbetween Thyatis & Alphata. $9.00
M3 Twilight Calling In the Septahenge stand 7 gates for 7 reaims. In
these reaims stand 7 guardians with 7 symbols. From these symbols
comes one key - with this key the Carnifex can be defeated. §10.00
M4 Five Coins for a Kingdom The dity of Lighthall vanishes, in its
place come 5 coins of amazing powers. In a realm of floating islands an
evil wizard intent of conquest must be slain to save the city. $10.00

IMMORTAL - LEVELS 36 and up...

IM1 The Immortal Storm A swiring grey maeistrom of immense
proportions threatens Immortal rule. The players must travel the multiverse
to find the essence of life and save the Hierarchs. $8.00
IM2 The Wrath of Olympus How to save the world: (A) create
artifact, (B) defeat host of legendary foes, & (C) rescue immortals
imprisoned by Daemons. What do you do with the rest of the day? $10.00
IM3 The Best of Intentions Prime Plane Immortals are dying - the
only way to solve this blatant contradiction in terms is by participating in
the dreaded multi-plane Immortal Olympics! $7.00
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D&D CAMPAIGN GAZETTEERS
Campaign world series 'ot use with D&D or AD&D. All litles indude
historic, graphic & social for players &

DM- as well as details on dﬁu & significant NPCs.
GAZ3 The Principalities M.al-\frl A sorceress nation ruled by a
councl of puissant wizard-princess, and known for its all-consuming
infaluaion with the odgmnﬂc Secret of the Radiance. $18.00
GAZ4 The Kingdom of lerendi A hardy nation of composed of ten
separate tropical islands, and a haven for colourful buccaneers, privateers
and smugglers. includes rules for naval warfare. $16.00
GAZ7 Northemn Reaches Details the three rugged Viking
nations: Soderford, Vestiand & Ostland. With separate Player's and DM
books, a double-sided map, and rules on D&D Runic Magic. $18.00
GAZ10 The Orcs of Ther Sourcebook on Orc culture, with major
personalifes, clans, hhuy leaders, etc described in detail. Includes Orc
PCs, spel-casters, the K:? us a boardgame! $20.00
GAZ11 The Republic okin In Darokin power comes fom
wealth, whilst social & politcal hm-neo is tied directly ©o the success of
a daring M class. $20.00
GAZ12 The Goiden of Einng-r A land of vast plains
peopled by flerce horse tribes, who are now united by a single heroic
leader. Incdludes a Shaman character class, with unique spells.  $20.00
GAZ13 Shadow Eives Deecribes in detail the vie Shadow ENf
underworld reaim - a violent empire hat seeks b invade the surface
lands. indudes the Soul Crystals & mystical powers for shamans. $18.00
GAZ14 Atruaghin Clans introduces the Horse Clans from the plains,
the sea-faring Turtle Clans, the Children of the Bear, & the evil Children of
the Vsu With the Shamani PC class & new Immortals. $22.00
AC1010 Poor Wizard's Aimanac B4-sized 240 page aimanac that
comprehensively details the year AC1010 - in the wake of the Great War
of Wrath of the Immortals. Includes a rich overview of Mystara, com-plete
world army synopsis, who's who listing, the huge Year in Review, plus a

colour fold-out map. $20.00
AC1011 NwM’c Almanac Il A detiled DM's guide 1o the
yeoar 1011, covering personalites & events of importance in Mystara, the
Known World & Hollow World. Incdludes a social register, and an atlas. B4
size, 240 pages - a hull gaming years worth of events. Due Dec.  $22.00

HOLLOW WORLD

Hollow World Within the undercrust of the Gazateers world resides a
vast, exolic land ruled by s¥ange empires, and peopled by new races.
Includes a 128-page DM's book, a 64-page Player Guide, a 32-page
Adventure Book and four 31"x21" maps. With new character races,
monsters, magic items, eic. $35.00

HWA2 Nightrage An army of Dark Elves, with armour impervious to
swords & epelis, are set to conquer Hollow World. Salvation lies in eternal
alslia t the trackless caverns beneath the World's spine. $18.00

ACCESSORIES-COREMATERIAL

Book of Artifacts 160 page hardback describing a wealth of magical
items. Indludes information on how 1 create artifacts so that megalomanic

players can wield ludicrously powerful trinkets! $40.00
Magic Encyclopedia Vol. 1 An illustrated index of common &
bizarre magic items that have app: d in books, les and
ovor ho ears (both current & aul of print products). snoo

yclopedia Vol. 2 Continues the list above; each entry

lnei:du brief ﬂnalpﬁon illustrat-ion, original page ref. & GP value.

Features a woman with big breasts on the cover for the boyz! $22.00

REF1 DM's Screen Ed. A 6-panel screen that contains all the

important combat & encounter tables. An ideal prop behind which a

devious DM can conceal maps, horde all the best bits of junk food, or

ehe-l like hell with dice rolls! includes a 16 page mini-adventure (for level

$16.00

REFZ Cheracter Records 25 character sheets, 13 spell logs plu' a

guide to PC-generation.

ACCESSORIES - CAMPAIGN
MATERIAL

Dragon Mountain A deluxe dungeon set - deluxe can be interpreted
as meaning large color maps suitable for miniatures, cardstock figures,
player handouts, and endless hordes of monsters paliently waiting for a
greedy bunch of reasure-hunters 1o bash the steamin’ crap out of ‘em and

steal the loot! $70.00
DMGR1 Campaign Souteebook A damn good DM's primer, highly
ded as a begil ion to the DMG, however a few of

the artices are a bit pveumlous and/or patronising. Should stop
megalomanical DMs from killing your characters when you leave the room
to have a piss! $30.00
DMGR2 The Castle Guide Detais the feudal setting, polilics,
churches, social dasses, taxes, Knighthoods, tournaments, types of
casties, castie construction (time, cost, work seasons, etc), unusual caste
deeigns (keeps, forts, citadels, strongholds, etc), seige warfare (mining,
starvation, eic), etc. $30.00
DMGR3 Arms & Equipment Guide Comprehensive catalogue of
weapons, armour and equipment for the Mediaeval period. Includes item
cost and correct application, plus lots of nifty ilustrations. $30.00
DMGR4 Monster Mythology Campaign details on Divine Beings &
abilities, Avatars, priesthoods, and the Gods of the Demihumans (Elves,
Dwarves, elc), Goblinoids (Orcs, Goblins, etc), Underdark races (the
Drow, liithids, etc), Giants, the Seas, the Skies, Scaly Fok, Dark Fok,
and the Sylvan races. $30.00
DMGRS Creative Campaigning Nifty book that covers alternative
c.mpugru & adventure ideas, fr e playin:

(like your sister just tumed Born Amm -nd she buma a|| your

ghtstorm An approaching ) Hollow
World, the Immortals who can deleat it have vanished. Within the Temple books ‘cause their devil worship, just as Flash the Paladin was going o
of Eight Sweet Winds, in a land of eleph & shapeshifting marry the buxom Amazon Queen and thus inherit the +5 Holy Avenger
lies the secret of the mysterious Emerald River, & the chance 1o find the sword of Instant Decapitationi), and more - worthwhilel $30.00
Immortals. For levels 8 -10. $20.00 HR1 Vikings 96 page k for Norse pa ncudes

HWQ1 The “l‘lﬂ.\ The revered Milenian Emperor dies
y, and his squ g heirs to start a civil war over

conol of his rulin: ‘e-phf For character levels 6 to 8. $20.00
HWR1 Sons of Azca The Azcans are Hollow World's most feared &
race. This suppl: details their culture, religion, magic,

oodogzi aphy. Inciudes adventures plus a map. $22.00
lgngdom of Nithia Describes a legendary nation ruled by
powerful pharaohs, a changeless culture renown for its pyramids and
stories of sky chariots. Includes Nithian character classes. $22.00
HWR3 The Milenian Empire Once a great nation in the Known
World, the Milenians are now a Hollow Wolrd empire of philosophers,
otaeloo. uercu & mighty legions who elect their own Emperor. Due to

of secret jeties, this is a land rife with intrigue &
eomphdu $22.00
D&D GAME ACCESSORIES
DDREF1 Character Record Sheets New character record sheets
for the revised D&D. $18.00
DMR1 Dung Master's S dard format, updated to
include the new Rules Cyclopedia, and ing a 32 page 5
Escape from Thunder Rift. $22.00
K; Creature Catalog 128 pages of new & updated critters. If

TSR e l.dout about this collection of huo-foddd’ then it should be
unlike $30.00
PC2 Top Ballista Allows serial creatures to be used as new Character
races. Includes a guide to the Gnome's great Flying City, the fampus Top
Mhhmngoqudmmmhdmwnmm $20.00
PC3 The See People Expiores he kingdoms beneath the Sea of
Dread, and has intelligent na—awolhg critters as alternative player-

races. paign material, with a greatmap.  $20.00
D&D NOVELS - $11.00 per title
Penhaligon Trilogy
1:The Tainted Sword 2: The Dragon’s Tomb

3: The Fall of Magic (due Oct.)

ADVANCED DUNCEONS & DRACONS

FANTASY A bunch of people sit around a table, scoffing junk
food, screaming deliriously with every 20' rolled, and
generally trying to kill everything that moves & hoarding loot!
By TSR.

CORERULES

Player's Handbook 2nd Ed. Rules for character creation &
non-weapon proficiencies, to combat resolution & treasure types, plus
complete spell descriptions & schools of magic. 256 pages. $40.00
Dungeon Mester's Guide 2nd Ed. Explains every necessary
detall (and some that aren't) for successful campaign play, from
encounters & weather, to poisons & encumbrance. 192 pages. $36.00

details on Rune magic, dassic monsters, Viking culture, historic back-
g‘ound sample floorplans & longship deckplans, treasure, etc. $30.00

R2 Cherlemagne’s Paladins Combines the period of Europe's
Holy Roman Empire and the wars against the Saxons, but spiced liberally

with rich folldore. Acudy campaign 01 H\e dawn of chivalry. $30.00
HR3 Celts Camp Sour K A ri iption of a variant
“ning Includ gifts, part Sidhe or

Fomorian dnncbu Hercic Feats (skille), magical plkaces, tradition-al
ap: Celtic culture & society, forts, and

r‘mapbﬁc noho. Greal! $30.00
A Mighty Fortress A variant campaign set in 1550 1o 1650
Ewope - a §me of great religious stife and civi wars, but where
swashbuckling heroes could chance all for fame and fortunel $30.00
HRS Glory of Rome Another title in this excellent series, but it too is
unfortinately short, with just 96 pages of information. It is nonetheless a
eat start for an historic campaign setting. $30.00
R6 The Age of Heroes The golden age of Ancient Greece,
Including mythological heroes Hercules, Odysseus, Hector, Achilles, elc.
Source material for campaigns based on Greek city-states. Apri'94.$35.00
Legends & Lore 2nd Ed. Covers the mythologies of the American
Indians, Arthurian England, Aztecs, Celts, Chinese, Egyptians, Ancient

Greeks, Indians, Jap (Lankmhar) & the N

Includes avatars, Clerical powers & temples. Designed for the creation of

campaign deities. 192 pgs $40.00

ACCESSORIES-PLAYER’S
MATERIAL

CR1 Wizard Spell Cards Features a pocket-sized card for over 400
eou-vuh spells, these can be used to ropreunt spells ‘memorised’ by
tors. Includes statistics & spell descriptions - cutel $40.00
CR2 Priest Spell Cards Same as above, but for Priest spells,
obviously. With over 400 cards. $40.00
Deck of Magical llems Monty-haul campaigners rejoice! Here's a
box of 432 cards, each displaying all the p player i ofa

%uﬁoulu magic device - collect ‘em alil Due April. $45.00
Complete Fighter

Manual Covers character creation,
warrior kits (sub-classes like A rk otc),
role-playing personalities, new combal ruu hghbng styles, called shots,
parrying, martial arts, hit new weap variant
armor, & more! 124 pages. $30.00
PH ZCompHemGlWIndudosh&xkdme

ional ies, theif kits (sub-cl like acrobat, spy,
bounty mnw ok:) details on sericus thieves' Guilds, new toois &
weapons, the Arts of Deception, new rules (mugging, animal assistants,
isons, etc), & lhoThndCampl nl $30.00
HBR3 Complete Pri book Features the basic premiss
of Clerics & panth: igning new faiths, sample
Priesthoods (n Arts, Death, Fumm Oceans, etc), Priest kits (PC
sub-classes like Barbarian, Outiaw, Prophet, Scholar, etc), role-playing
Fnond!ln plus Pvloul&mms $30.00
R4 Complete

Handbook Detais the role ol Schools
of Magic in AD&D and how to create new Schools for campaigne, Wizard
Kits (PC sub-classes like Academician, Myslic, Peasant Wizard, Witch,
ot:), rdo-pllying personalities, combat for Wizards, unusual spell-casting

i llusions, 42 new spells, helphd familiars,

MC1 Monstrous compondun Vol.1 A large binder featuring 144

pages of classic ADSD beastes. Each enty is & in
detall. Colour dividers are provided. $40.00
MC8 Crestures of the Outer Planes Featres an array of

spel
debdmung uﬂicnons lunum mawlis ek, lzapngu $30.00
PHBRS C Covers the Psionicist
character class, a pﬂonlcc campdgn mind-monsters, psionic combat
vuln Wild Talents, plus powers for Clairsentience, Psychokinesis,

powerful otherworidly entifes, both lawlul & evil - indludes the dasmons &

dwllﬁdTSRwFolooalvmbpulhmMCl&Mch $27.00 Psy ychoportation, Telepathy, and apsi “io.'“:m
MC14 Flend Folio Compendium Beasties kom the old Fiend

Folio, plus some new stuff. $2200 mBRG Complete Handbook Feaures & _Dwarven
MCC1 Monstrous Menual 384 page hardback book Sub Dwarven culure & ideals, creation,

selected critters from MC1, MC2 & a few other sources. Some updalod Dwarf kits (PC sub-classes for Warriors, Priests & Thieves), rolvphwng
material plu;;d;u llunnEi;m Gee thanks TSR. $55.00 puscn-lllu. mining, new weap & war machines, Dwarl W po
Tome of c 2nd New forms of Wizard magic - i y. L .
metamagic & wid magic; new Priest spheres - chaos, law, numbers, PHBRff‘ P Bard | K Has ch creation, Bard
thought, time, war & wards! & new magic items. 192 pages $40.00 kits (PC sub-classes like Gallant, Jestsr, Riddiemaster, Thespian, etc),

duak-classed or multi-classed Bards, Dwarven Ohnmmo, Eiven Minstreis,
Gnome F Halffing Whi new proficiencies, Bard abilities, 7

new spells, magic items, musical instuments, song types, reputations,
formances, Bard Colle patrons, etcl $30.00
r R8 Complete Elves Handbook Features Elven racial
physical & mental attrib stages of life, diet, music, sodoty

rituals, Holy days, myts, funereal ies, extra profici
Bladesong fighting style, archery modifications, arrow bfukngo. unusud
equipment, new magic, artificial limbs, campaigns, PC sub-cdlass kits
herbalist, windrider, bladesinger, ect), and morel 118 pages. $30.00
HBR9 Complete Book of Gnomes & Halflings Further
details the il 4 minded , and their more
leisure-seeking (hnhsy version o' a couch-potato) cousins, who have
turned stealth into an art form that makes rm|- |ook like elephants. This

128 page soff helps to pr P & ervich the
ame invironment. $35.00
?’HBRIO Compiete Book of } ids D pands the

racial parameters of player characters (& major NPCS) to include
centaurs, giants, leprechauns, ogres, & more. Allowa players to role play
mons!on rather than just hunnm elves, dwarves, $35.00
R11 Complete Ranger's H-nd)ook Wil feature heaps of
niﬁy player information, plus campaign ideas for the DM. More detais will
be provided when it arrives, in January 1994, $35.00

ACCESSORIES -MISCELLANEA

1993 Collector Cards Factory Set A “must for serious game
phyorc and collectors” sez TSR - seems like hardcore fanboy stuft to mel

[ 495 i lity cards”. Due Dec. $65.00
1994 Dragoniance & Other Worids Calender A selection of the
year's best artwork from the TSR staff. Indudes &ssorted bimbos, biceps

popping warror-types & various critiers. $25.00
CM1 Cardmaster Adventure Design Deck A set of 216 cards
lh-t are used to create a systematic array d encounters & plot devices for
Coul g, due July. $45.00
Ctmc Details a major castle fom the Dragonlance, Forgotten Reaims
& Greyhawk worlds. Each is fully described in three 48 page books.
Features Battlesystem rules & a mess of 25mm carboard cutouts. $50.00
Deck of Encounters Set # 1 432 cards with unique and exciing
with or The DM can choose

cards and arrange as desired, or can be drawn at random. Feb'd4. $458.00
GR1 Strongholds Contains lots of 25mm colour cardboard cut-out
- cifically an urban jon taken from FR8, WGA2, WGA3,

and the Castles box set - ideal for street scenes. $38.00
c.nz Dungeom of Mytbry A collection of 25mm cardstock
g P p d rooms. Creates a fairly

di ional envi t for $40.00
GR3 Tmoun Maps Features 32 colour maps, with both a DM's & a
suitably vague players’ versions. A brief scenario suggesiion is provided
for each. Great idea - could be used with any fantasy RPGI $27.00
GR4 Treasure Chest Collection of hooks, or ideas, for adventures.
Each hook fealures full color handouts - one for the DM, and another for
the players. This way the DM fools the player as to the real goal of the

characters mission. Due March. $25.00

REF6 Rogues’ Gallery A coll of ready-made NPCs, rep

ing an aray of character classes and fantasy personalities, both banal and

sublime. Contains 96 loose leaf, ilustrated pages. $26.00
DARKSUN

DARK SUN CAMPAIGN MATERIAL

DARK SUN Weicome to Athas, a bleak desert realm where metals are
scare, and magic consumes the cruel land’s very essence. This excellent
dark fantasy campaign world features 3 new PC races (the Muls, insectoid
Thii-kreen & Halt Giants), 3 new PC classes (Gladiator, Templar &
Defiler), plus high ability scores, ect. includes an adventure, and various
maps. Note - requires Psionics Handbook to play! $40.00

Dragon Kings A 160 page hardback that expand parame-
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ters beyond 20th level - Clerics can attain elemental form, Preservers
become Avangions, and Defilers can transform into Dragons! Also covers
army lists, special war vehicles (Cliff Glider, giant Undead War Beetle,
ek), high-level Psionicists, Ilusionist magic for Rogues, some extra
monsters, over 90 new spelis & psionic devolions, etc. $40.00
ucu Dark Sun Monm A collection of desert beasties, most of
rrd $25.00
The Ivory Ti Anglo A box set that unleashes a grueling conflict fought
between the mighty city-states of Gulg & Nibenay. The lands & populace
are described in detail, with adventures. Due June. $45.00
CGR1 Complete Gladiators Handbook A 128 page sourcebook
detailing the gladiator's lifestyle (or lack thereofl), fighting techniques,
ial skills & 8, schools, and more. $30.00
SR1 Slave Tribes Beyond he cily-states, hidden in the vast

This vibrant, primative setting balues 4 oxtu PC classes (Eagle Knights,
Jaguar Knights, p &h hapers), as well as new spells,
magical items, duuu, proficiencies, etc. Includes a 96 page Player's

of the nations and inhabitants of this popular campaign world. More details

when this product arrives down under. Due Dec. $35.00

Aurora’s Reaims Catalog A 160 page illustrated catalogue

of adventurer's oqlpmenl & general supplies - everything from Drow
& p

book, a 64 page DM's book, and 4 large maps. $45.00

Menzoberranzan The underreaim Drow capital, a city d to he
treacherous, violent servitude of the Spider Queen Lioth. Contains three
books: The City (details strets & districts, customs, daily life, ect. ), The
Houses (describes the 18 ruling Houses, their Matron Mo(hus immediate

h to lock picks & lanterns. $16.00
Cormyr Covers ten yewrs of history, its ruler King Azoun, the aftermath
of the Godswar, & the Tuigan invasion. DueFeb'94. $20.00
Volo’s Guide to P A Bé-sized guide to the City of

families, politics..) & The Adventure (64 page labyri io called
Menace in Menzoberranzan). There are also 4 21"x32" maps of the cny a
Eh" of the House Baenre compound, etc! $60.0¢

Splendors - 240 pages covering ghostly sightings,
buano menus, romantic sites, shops, taverns, craftsmen, etc. Inciudos
ﬁoovplans & a colour fold-out map. An ideal companion for prolonged

uins of Undermountain The gutrock beneath Waterd: I
a vast honeycomb of chill caverns, lightiess tunnels, & dank wansns This
is the biggest dungeon | have ever seen, encompassing four 21"x32"

$20.00
Volvo's Guide to the North Our wandering tourist takes us to
Neverwinter, Silverymoon, the icewind Dales, Heligate Keep, etc. Includes

wastelands of Athas, ¥ibes of ex-slaves roam poisoned deserts, maps! Horribly mindless in its dimensions, but loaded with loot!  $40.00 a gasucnomu: guide, an introduction o rulers & other NPCs, uty

g.mdonng caravans & defying the savage rule of sorcerer-kings. $22.00 Runis of Undermountain Il Al new levels of the fabled d: plot pli , adventure hooks, etc. 240 pages,
SR2 Dune Trader Describes he major merchant houses of Tyr, plus with a 128 page sourcebook, 32 page adventure book, 4 color maps, eight format. Due Dec. $22. 00

the cuning Elven merchants & raiding tribes. Features a Trader character new Monstrous Com) ium pages, & 8 cards. Due March. $45.00

class, and details how to run a trade-based campaign. $22.00 Ruins of Myth Drannor Anoter four-map “super-dungeon” - this FORGOTTEN REALMS ADVENTURE MODULES

DSR3 Veiled Alliance Describes the secret societies of ient maze of ch , once an Elven dity, conceals a horde of

goodty mngnmo in Amn ddvan hto i

h | 322 00
DSR4 Valley 0' Dust & Hre Tho Sea of Silt is protected by the
shreiking fury of the Great Ash Storm. Within the depths of his barren
wasteland can be found the Valley of Dust & Fire where, protected by a
lake of lava, is ho walled city of Ur Draxa, domain of the world's most
M dragon| $22.00
C“y-shb of Tyr This 96 page sourcebook deives into the
secrets of Dark Sun's most powerful cily-state, where bickering nobles &
armies of former slaves vie for control $22.00
DSS2 Earth, Air, Fire & Water Reveals the secrets of elemental
magic. Incdudes new spells & abilities, pius the important roles dlerics,
druids & templars have in Dark Sun. $22.00
DSS3 Elves of Athas Dark Sun's breed of Elves are 7 foot tall desert
savages who rule vast tracts of wasteland, and whose sense of honor &
fair play is 96 page , due Nov. $22.00

DARK SUN ADVENTURE MODULES

DS1 Freedom In he andient, corrupt city of Tyr, after a century of
costly slave labor, the sorcerer-king Kalak's great ziggurat is alimost fully
built. The most brutal arena spectacie of all will head the celebrations of
this monument's completion - and rumors abound that this will signal the
day of revolution! $25.00
DSM1 Black Flames An emerging dragon coerces the players into
helping it ward off its many enemies as its powers begin to mature. More
details later. For levels 3-5. $35.00
SM2 Merchent House of Amketch Our entrepreneurial heroes
must guide & protect a budding merchant house as it builde its reputation
& assets in the free city of Tyr. For levels 6-8. $30.00
DSM3 Marauders of Nimenay Two cities fight a war that seems
without end. When the players get snared in the infinite blood-letting, only
carehul diplomacy can save them. For levels 5-8, due Dec. $30.00
DSQ1 Road to Urik Ancient city of Tyr is free from the evil domination
of the Sorcerer-kings, but new forces threaten its independence, & the
dtgs council seems hesitant to risk their wealth again. $25.00
DSE1 Dragon’s Crown A 5-book, 2-map “super-module” wherein
our heroes must traverse the continent in a desperate bid to find the
secrets of the Order & stop psionics draining from Athas. $55.00
DSE2 Blac! nNe Seven separate scenarios, as the lich queen of
the githyanki is deploying an army to Athas remote prime material plane.
Canyou stop her endless hordes? 6 books, maps, ekc. Due March. $50.00
DS’& Arcane Shadows Preservers, the keepers of good magic, plot
against the Sorcerer-kings. But the brutal King's Templars uncover the
scheme & a desperats journey across the wasteland ensues. $25.00
Dsa3 Aahcn’:' dambn In the lush Crescent Forest resides the
Queen's palace: from its dungeons come the quarry for the Red Moon
Hunt - a barbaric test of lordship for the young nobles of Gulg. $25.00

DARK SUN NOVELS - $11.00 each

Prism Pentad

1: Verdant Passage  2: Crimson Legion 3: Amber Enchantress

4: Obesidian Oracle 5: Cerulean Storm

Tribe of One Trilogy

1: The Outcast (due Dec) 2. Due early '94...
FORGOTTENREALMS

FORGOTTEN REALMS BOXED SETS

Fi Realms C, Setting 2nd Ed. Contains a 128

rore $)
page book A Grand Tour of the Realms, with the Heartlands, Cormyr,
Waterdeep, & other realms of Faerun. A 96 page book Shadowdale,
presenting the famous town & a new introductory adventure. There are 8
pages of Monstrous Compendium covering deadly creatures. 6 card
sheets show nearly 100 signs, trail glyphs, etc. Four new full color maps
show eastern & western Faerun, & the heartiands. $65.00

Maztica Explore the frontier beyond the Shining Sea - a new world of
Aztec & Mayandike cultures presid-ed over by brutal, bloodthirsty gods

patiently waiting to get horribly to chopped up and have their
neat piles of assorted reasures nicked. | christen thee “Son of Ruins of
Undermountain”. $45.00

FORGOTTEN REALMS CAMPAIGN MATERIAL

These prod are ref for a p: vegion 'm the Forgotten

FMA1 Fires of Zatal A reborn God of War thirsts for blood and
conquest. This megalomanical bad-ass can only be stopped by trekking
Ihfu the Maztica jungle and completely destroying a volcano! $20.00
A2 Endlessn%rmws An ancient lost city conceals a deadly secret
held safe by an amy of giant ants, and other inhuman guardians. Now a
cullist leader wants her followers to occupy the ruins. $13.00
FMQ1 City of Gold Like flies to doggy-do, a cursed city rumored to be

Rodm: They include details on cultwes, p geography
hazards, economics, and settlements - colour maps are provtded
MC3 Forgotten Realms Monsters More loathsome encounter-
fodder spawn for characters to chop upl “64 pages chock-full of new
monsters” says the back biurb, and you can't help but agree! $20.00
MC11 FR Monstrous Appendix Another bunch of new critters from
the Forgotten Realms. $22.00
FR7 Hall of Heroes Comp hi & game statistics for
all the major characters m!roduced in all the Forgotten Reaims novels.
Includes magic and non-human source material. $22.00
FR8 Cities of Mystery Containe 12 strest maps and hirty-three
25mm card-stock buildings. $35.00
FR9 The Bloodstone Lands Detais the wild barbaric kingdoms of
Vaasa and Damara - proud and haughty nations that were hacked from
frozen rock and forged in the blood of conquest. $20.00
FR11 Dwarves Deep Dwarven sourcebook covering spells of earth &
fre, rare magical items, Dwarven runes, clans & priesthoods, the
adventuring brotherhoods, Dwarven half-breeds, powerful High Old Ones,
special metals & alloys, the lore of beards, the Great Rift, the Deeps, the
Lost Kingdoms, and more! $20.00
FR12naorde Campaign A 64 page overview of the Empires War,
concentrating on the warriors from all the major engagements - detailing
their formations, history, costumes, tactics, etc. $25.00
FR13 Anauroch A complete overview of the great sprawling desert of
Anaurich - including campaign material on the ancient empires that
despise the mannish nations, and whose power is waning. $20.00
FR14 Great Glacier Describes the nomadic Ulutun tribes, the
sun-bathing arctic Dwarves, hardy sled , unique . how
characters can survive in a sub-zero environment, & much more. 822.00
FR15 Gold & Glory A compendium of the mercenary companies from
the Forgotten Realms, fom the religious Flaming Fist to pirates,
non-human groups, elc. Includes colour plates & maps. $25.00
FR16 The Shining South Describes a series of new counties &
culures, induding the magical kingdom of Halruaa and the Halfling nation
o' Lurien. 96 pages. More details later. $22.00
FRS1 The algelelandl Describes the hearfands of he Forgotten
Realms, comfortable refuge for many unique characters (such as
Elminster), and an ideal home base for characters. Due Nov. $22.00
FOR1 Draconomicon 128 page Dragon reference. Includes psycho-
logy, magicks, treasures, traps, tricks, etc. Features Dragon roleplay in

Howing in gold pique the insatiable avarice of adventurers intent on
plunder. Induds a new character race & Fetish magicl $22.00
FMQ2 Doom of Daggerdale An uncovered crypt of a forgotten
mage-lord holds the valley of Daggerdale in its thrall. Due Oct  $15.00
FRA1 Storm Riders For use with the Horde boxed set Our lucky
characters must discover the where-abouts of a feisty Mongdl princess,
who was unfortunately kidnapped by horse-soldiers belonging to a vast
barbarian army intent on invasion! Brute strength alone will not suffice to
solve this adventure. $18.00
FRA2 The Black Courser The search for the princess must

despito di i from a L magical black stalion,
devious and fierce dic h . Sounds tunl $18.00
FRA3 Blood Charge Both the magical black stalion and the elusive
princess have been captured by the barbarian horde - stealth & guile are
the keys to success, so what are adventurers doing here? $18.00
FRM1 The Jungles of Chult Shipwrecked adventurers must trek
thru a mysterious jungie realm where reside tribes of elusive hunters &
shambling dinosaurs. For levels 5-8. $22.00
FRQ1 Haunted Halls of Eveningstar A beginner's module that
oxplofu the old Realms north of Cormyr - a desolate region renown for its
terri osts, and ancient crypts filled with royal loot! $15.00
FR 2 ordes of Dragonspear The ruins of ancient Dragonspear
Castle conceals a portal to the sinister planes, from which now roam a
owing ammy of fiendish monsters to terrorise the locals! $15.00
%Roa Doom of Daggervale A party of novice adventurers must
save Daggervale valley from the terrors unieashed by a mage-lord’s
ancient crypt. Introductory module for levels 1-3. $14.00

FORGOTTEN REALMS NOVELS - $10.00 each title
The Moonshae Trilogy

1: Darkwalker on Moonshae 2: Black Wizards 3: Darkwell
Finder's Stone Trilogy

1: Azure Bonds 2: The Wyvern's Spur  3: Song of the Saurials

Icewind Dale Trilogy

1: The Crystal Shard 2: Streams of Silver 3: The Halfling’s Gem
Avaiarr{'nlogy +1

1: Shadowdale 2: Tantras 3 : Waterdeep 4: Prince of Lies *

* Continues the saga of the Avatar Trilogy characters.

The Dark Eif Trilogy

campaigns, and a colection of mini adventures. $30.00 1: Homeland 2 : Exile 3: Sojourn
FOR2 The Drow of Underdark 128 page book that reveals Another Dark Elf Trilogy
mrything known about the men-acing Drow Elves - their dark magicks, 1: The Legacy (softcover) - $12.00 2: Starless Night (hardback) - $30.00
qR weapons, violent matriarchal culture, evil gods, etc. $30.00 Maztica Tnlogy
3 Pirates of the Fallen Star includes details on Ironheim 2: Viperhand 3: Feathered Dragon

pirates, the Pirate Isles, the Inner Sea nations, ship types, sea combat &
movement, plus an adventure & glossary. 128 pages. $30.00
FOR4 Code of the Harpcrs 128 page guide to a secret society of
adventurers & various auth to the ication of evil.
Includes notes on character members. $30.00
FOR5 Elves of Evermeet 128 pages of vivid imagery, this
accessory describes all facets of elven society, philosophy, arts and
culture on Evermeet. Learn about these mysterious peoples. April. $30.00
Forgotten Realms Atlas A 176 page book that features the Eastern
Realms, the Hordelands, the Moonshaes, Icewind Dale, major cities, and
gam of interest (like Corwell Keep & Denlor's Tower). $35.00
orgotten Realms Adventure Book 160 page sourcebook
covering the Forgotten Realms in the Post-Avatar era, spedialty Priest, the
Realm’'s 32 major dieties, elemental & beast cults, schools of magic,
magic sigils, 81 spells of the Realms, 24 Heartland cities (with maps),
sodial tiles, secret societies (the Harpers, the Zhentarim & Red Wizards of
Thay), unique reasures, the use of firearms, and morel $40.00
PG2 Player's Guide to the Forgotten Realms A 128 page tour

Empues Trllogy
1: Horselords 2: Dragonwall 3: Crusade
Harpers Series 7 INDEPENDENT TITLES
1: The Parched Sea 2: Elfshadow  3: Red Magic 4 : The Night Parade
5: The Ring of Winter 8: Crypt of the Shadow King
7: Soldiers of ice (Due Dec.) 8. Elfsong (Due Jan)
The Druidhome Trilogy

: Prophet of Moonshae 2 : The Coral Kingdom 3: The Druid Queen
The leric Quintet
1: Canfide 2 : In Sylvan Shadows 3: Night Masks 4: Fallen Fortress
Heroes of Phian 3
1: Pool of Radiance 2: Pools of Darknees 3: Pool of Twilight (due Nov.)
Miscellaneous Books
1: Spellfire 2: Realms of Valor
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DRAGONLANCE
DRAGONLANCE CAMPAIGN MATERIAL

An epic campaign of a terrible war and the righteous struggle against evil
set in the magical land of Krynn. This series builds upon the exploits of the
players, as they create the valorous deeds of a small band of heroes
whose difficult quest ends in a dimactic confrontation that wil decide the
fate of an entire continent.

Tales of the Lance A complete campaign package for the world of
Krynn. includes a 176 page book (covering history, geography, races,
character classes, dieties, monsters, artifacts, and more), a 4-panel DM's
Screen, a deck of Talis cards, NPC data cards, and lots of maps (ruins,
towers, evyph otc). $35.00
MC4 Dx Includes another D-Ring binder (for
storing Vol& #4-7), 4 dividers and 96 pages of creature information from
the Dragoniance cnmpmgn a good bilend of monslsvs $35.00
Dragonlance 128 page ing details on
the Krynn pantheon, plus stats ‘n’ facts on the unique races &

t. Indudes details on his fiendish armies, the lands under his rule,

with DLA1 & DLA2 - | thought these modules had to be gically
linked? $18.00
DLQ1 Knight's Sword introductory adventure for the Tales of the
Lance box set - eager candidates for the Knights of Solamnia must track
down Sturm Brightblade's sword stolen from his crypt. $15.00
DLQ2 Rint's Axe Invoductory adventure where the characters join a
search for Flint Fireforge's magical batieaxe, destroyed in combat against
evil Dwarves, but now rumored to be in Hilthome. $15.00
DLSi New Beginnings Indudes a step-by-step character creation
for beginners, ips on equipment (big swords are good funl), roloplnymg
skills, an adventure set in Taladas, plus a spunky cover.
DLS2 Tree Lords The Sivanest Elves retum 1o their homehnd
verdant woods now turned barren & twisted by Lorac’s Orb of Dragonkind.
Includes a new character class - the Kirath (Elven Scouts). $15.00
DLS3 Oek Lords The Speaker of Suns from the elusive Qualinest is
kidnapped by Goblins. $13.00
DLS4 Wild Elves A prophet delivers the Kagonest Wild Elves from
bondlg- They flee their cruel cousins and resettie in the Valley of
6, where a more sinister servitiude may ensnare them! $20.00
DLT‘I Nuv Tdec OFN A series of post-DL Saga

that populate the land. Also includes the history of Ansalon, as well as a
detailed appraisal of the Knights of Solamnia & the Wizards of High
Sorcery. Great valuel $20.00
Atas of the Dragonlance World 168 pages of maps & history -
from continents o buried city ruins, including The Cursed Lands, the Inn
of the Last Home, pre & poul-cmlytm Istar, and much more! $33.00
Dwarven Ki of Krynn A box set exploring the history,
legends & society of vnliou. Dwarven enclaves; from mountain keeps, to
hill communities and cavern complexes. Due Nov. $45.00
PG1 Player’s Guide to the ce Compaign 128 page
guide to the world of Krynn in @ manner that is entertaining and
informative. it containe original ficion and long established facts, ko heip
you discover the continent of Ansalon, home of Heroes of the Lance. It
covers races of the world, deities, monsters & time line. $30.00
DLR1 Otherlands Details the ‘lost lands of Krynn: Watermere:
undersea home of the reclusive Dargonesti sea elves; Silesia: a jungle
island dominated by a mountain range wherein dwell the Gods; and
Chorane: an underground nation beneath Krynn's south pole being torn

m civil war. 96 ﬁn $20.00
Minotaurs Explores the brutish, honor-bound

minotaur society of Taladas. Covers origin myths, bureaucratic organisa-
tions, military strategies, magic-users, and phlknophloe 320.00
DLR3 Unung"lgumm p st

of all the major personalities from the Dugorimc- novels & moduos
Ideal source of NPCs lov cnmrd E; $20. 00
Leaves from the | the Last Home For reasons beyond
powers of my comprehension TSR have decided o reprint hs
nongamer’s reference book - 256 pages of short skories, maps, recipes,
songs, legends and other esoteric idbits to tempt the truly dedicated! Due
Nov. $40.00

DRAGONLANCE ADVENTURE MODULES

DLC2 Dragoniance Classics Vol. 2 This 128 opage module
replaces DLE, DL7, DL8 & DLS. Our heroes journey 1o haunted Ergoth
Island, populated by Elven refuges. Their next stop is at the High Clerist's
Tower where, with bickering Sclamnic Knights as allies, they must defeat
n Duceninn army. Finally they must sneak into the Dark Queen’s reaim to
the Good Dragons fom a hideous fatel $33.00
DL10 Dragons of Dreams Sivanesi, the ancient Eiven homeiand
once fabled for its serene beauty, has been twisted into a realm of horror
the sinister forces, forcing the the Elves to flee in terror! $1200
L11 Dragons of Glory Roaonbs the onnm Dragonlance campaign
in a include two
32'x21” colour maps ol Anulon 340 countovs m:resonhng the armies of
and the evil Dragoniord, multiple ios, and a P
sive history. $40.00
DL12 Drogono of Faith Trapped behind enemy territory, the PCs
evade the Highlord's armies whilst searching for a man bearing a strange
marking, as he is deemed crucial to the Dark Queen's defeat $20.00
DL14 Dragons of Triumph With Krynn's fate in the balance, our
heroes face their ultimate test as they battie the Queen of Darkness!
Features six different endings to keep the players guessingl $20.00
DL16 The World of Krynn Four adventures: Explore Dargaard
Kesp, Lord Soth's vast & perilous lair. Journey into the volcanic lair of a
dragon who threatens the city of Palanthus. Run a merry chase over hill &
heath in search of a lost boy. Travel to far-away Mithas to save a race of
bird-men from minotaurs. $18.00
DLA1 Dragon Dawn Set in the continent of Taladas - Good Dragons
of this land are being slain by a powerful enfity intent on promoting the
ead of evil. ‘Old World’ heroes must come to the rescue. $18.00
2 Dragon Knight The heroes must infiltrate a brotherhood of
bounty hunters who are slaying the Dragons, discover who the master of
these villains is, and then beat the absclute crap out of him! $18.00
DLA3 Dragon’s Rest The lucky players must resolve a war between
flerce Minotaur clans - 1o do this they get suckered into hunting down and
des¥oying the enemies of both the clans! What the hell this has got to do

ights include Tika's quest for her missing dad, the
struggling romance between Tanis & Laurana, Goldmoon's return to
Que-Shu, and more. Seems like the AD&D version of Mills & Boon! For
levels 6-16. $2200
DLT2 Book of Lairs This is a 96 page collection of short adventures
designed 1 be played in a single evening, catering for all PC levels. Could
be good, due Jan. 1994, $25.00

DRAGONLANCE NOVELS - $10.00 each
Dragonlance Chronicles

1: Dragons of Autumn Twilight 2 : Dragons of Winter Night
3: Dragons of Spring Dawning.

Dri lance

1: Time of the Twins 2: War of the Twins  3: Test of the Twins.
Dragonilance Tales
1: The Magic of Krynn 2: Kenders, Gully Dwarves & Gnomes
3: Love and War
Dragonlance Tales Il
1: The Ro:g1 of Istar 2: The Cataclysm 3 : The War of the Lance
DL Saga Heroes
| The Legend of Humu 2: Stormblade 3 : Weasel's Luck
DL Saga Heroes Il
1: Kaz the Minotaur 2 : The Gates of Thorbardin  3: Galen Beknighted
DL Sm Pmlude

& Light2: 3: Brothers Majere
DL Saga Pnludu ]
1: Riverwind the Plainsman 2: Flint the King 3: Tanis - the Shadow Years.
DL Saga Villains
1: Before the Mask 2: The Black Wing

3: Emperor of Ansalon (due Dec.) 4. Hederick the Theocrat (Due Jan)
Elven Nations Trilogy

1: Firstborn 2: The kinslayer Wars 3: The Qualinesti

Dwarven Nations Trilogy

1: Covenant of the Forge 2: Hammer & Axe

3: The Swordsheath Scroll (due Jan. 1994)

Meetings Sextet

1: Kindred Spirits 2: Wanderlust 3 : Dark Heart 4: The Oath & the Measure
5: Steel and Stone 6: The Companions

Miscellaneous

1. Dragons of Krynn (Due March) 2. The Second Generation Hardback
novel (due Feb) $40.00

GREYHAWK
GREYHAWK CAMPAIGN MATERIAL

City of Greyhawk One of the best fantasy cites madel This set
includes a 96 page guide to Grey-hawk's capital, a 96 page catalogue of
the populace, four great 21"x32" colour mape (depicting a gic area

the vast dungeons beneath Dorakaa, etc. $25.00
WGR6 The City of Skulls A stealthy band of adventurers must
traverse the evil empire of luz, venlure into the dark streets of the capital
city Dorakaa and infiltrate the palace within. $22.00

SPELLJAMMER
SPELLJAMMER CAMPAIGN MATERIAL

“AD&D in space?” we thought, “What a crock of kobold droppings!” We
were wrong. Firstly it links all the disp: i into one uni
and secondly it's an ideal break from the normal hack ‘n slash.
SPELLJAMMER Widspace - a mult-hued ocean speckied with a
mullludo of diverse worlds, each a lure to brave merchants, pirates and
intent on exp and a bit of exploitation! Includes
campaign details, lots of stange vessels, the spacefaring races, new
monsters, 3 of the known spheres (solar systems), spells, combat, eic.
Contains two books (both 96 pages) and four 21”x32" maps. $40.00

Legend of Spell P the Queen of Wildsp:

- a living city-ship of truly heroic proportions where a multitude of
pacefaring races form i ive cliques. This is a majestic encounter for

jaded ad s. Details , P lities, abilities & secrets. With

two 32"x21" floorplans. $45.00

War Captain’s Companion Tactical ship to ship combat rules with a
War Captain's Guide (new characlls, magical items, ship design, war
fleets & shipyard blm) .a Ship Roeognmon Manud (doulmg 90 types of

vessel), a Combat g, magic use,
debris, heroes, monsters, etc), two 21")(32‘ ﬂtmm a comparative
ship-size chart, plus a collection of colour counters. $45.00

The Astromundi Cluster A box set exploring an endless asieroid
field wherein high empires & undiscovered civilisations flourish on lush
moons & warped wcrlde lnchdu 2 mnps $45.00

CGR1 Complete S dbook notes on
Groundling characters In space, 9 now tpucdtlng character races (Giff,
Scro, Lizard Men, u:b 20 PC kits. (ub—dnus woh as mort:ham~ marine,

L & ger), new
equipment & ploﬁuunuu ship & crew loghlcs lpacdnrhg organisa-
tions, campaign play, caste design, and more. 128 pgs. $30.00

7 Spelllpmmer Monsters Details all the strange critters that
inhabit the void. $18.00
MC9 Spellipmmer Monstrous Appendix More monsters from
the reaims of Wildspace. $22.00

SJR2 Realmspace Details the solar system wherein the Forgotten
Realms reside. Incdudes campaign data on Selune, the Beholder planet,
Elminster's Hldoout plus advonhros & new vessels. 96 pages.  $22.00

SJR3 DM's R 3-panel DM's screen with
lots of tables & char! $18.00

SJR4 Prlﬂkd Planetology Features 15 unique planets, all exotic
& g island where undead nations from a

dutoyod planet rwda an Efreeti city of eternal flame, a world where
Mithril Dragons fly over lakes of molten tin, and more. Introduces 10 new
monsters 0. $20.00
SJRS5 Rock of Bral $22.00
SJR6 Greyspace A 96 page sourcebook for the Crystal Sphere
wherein Oerth (AKA Gnyhtvd() resides, includes data on 11 other worlds,
g groupe, expi
me‘u maplmohry pirates, 3 new monsters, magic items, and lots of

il $22.00
5.7R7 Kfynntp.ce On Krynn the art of spelljamming is just beginning
to stir - for brave adventurers new worlds, stellar islands, and the
mysterious black clouds await exploration. Includes adventure hooks, the
Gods of Krynspace, Tiker Gnomes, new magical items & monsters,
spacefaring companies, etc. $22.00

SPELLJAMMER ADVENTURE MODULES

SJA1 Wildspace The kingdom is free of marauding monsters,

map, an itemised DM's map, a DM's secretpassages mnp, and a terrific
isometic players map), and 23 mini-scenario cards situated in this

superbly detailed urban onvironmml Greatl $36.00
From the Ashes Boxed suppl dorin yhawk after the
wars - describing the new political bomdanoo nllmcu forces, ect With
2 maps & two 96 page books, more details next catalogue. $45.00
Greyhawk Wars For details refer to the Fantasy Wargames section of
this catalogue. $45.00
MCS5 Greyhawk Monsters 64 pages of beasts from the Greyhawk
(& Fiend Foho) campaign. $18.00
WGR4 ds 9 page book on Furyondy, Nyrond, the

Highfolk & Vesve Forest - all goodly nations battered by the Greyhawk
Wars, beset by internal strife, & bullied by evil neighbours. $22.00

GREYHAWK ADVENTURE MODULES

T1-4 Temple of Elemental Evil Here we have a mega-dungeon of
such grandiose proporfions, such monstrous dimensions, that it is
guaranteed to take 1st level characters all the way up to the dizzy heights
o| 8th levell This is real ROLL-playing in all its portal-kicking, monster
ngF coin-counting glory! $35.00
ate of Istus A dread plague has enveloped Greyhawk, a party
ol adventurers must Favel the length & breadth of the land seeking an
explanation & a cure. This is no ordinary plague, but one that seems like a
W‘mmx (or a test) meted out by some greater power. $22.00
'G9 Gargoyle Two gargoyles have their wings stolen in their sieep! In
desperation they employ a group of heartily amused adventurers to help
them recover these vital pinions. For levels 1 1o 4. $1200
WG10 Child’s Play A very funny beginner's module. The Queen of
Rhesdain’s reign is being usurped by young nobles. To stop them she
needs to find her great-grandfather's tomb, whose location only her
grandmother knows about, but she's become a recluse. The Queen's
champion, who is a reputable Ranger, would be able to track the Queen'’s
%I andmother down, be he's disapp as well. I'm $1200
G11 Pl.ppah The characters start by beating up an evil Leprechaun
in Gnarley Wood, then lhey move on to the Free City of Dyvers, where a
series of strange A $12.00
WGA1 Falcon's Revsnge A plot to revive an ancient, evil cult is
discovered. But the temple's localion remains a mystery. A maze of clues,
scattered throughout the City of Greyhawk, will provide hints for its
uvenmd dscovay and subsequent destruction. Includes 25mm cardstock
$18.00
WGMI ‘Border Watch The battered nations of Nyrond & Furyondy
stuggle to maintain their fronfiers as armies of humancids conduct
frequent raids fom the north. For levels 1-3. $15.00
WGS2 Howl fom the North The Blades of Corusk must be returned
to the forges of a nothcn city ruin whuo they were originally forged,
despite some from ai ian horde! $20.00
WCQ1 Patriots of Ulek Adventrers are needed to defend the
Principality of Ulek from a despots massed humanocid horde, and to
unravel a simmering conspira Lots of fighling, for levels 1 to 4. $15.00
WGR2 Treasures of K A 96 page anthology of 14
mini-adventures, both urban md wilderness based. For levels 4 1o 18.
Ideal for a pleasant evening of plunder and violence. $22.00
WGRS3 Rary the Traitor Rary of the Circle of Eight, corrupted by the
ways of evil, slew 2 of his fellow mages and fled to a desert fortress in the
desolate Brass Hills, where he now plots further strife. $20.00
WGRS luz the Evil Explores luz the Oid's empire built on terror &

potic dragons & evil s - the heroes resp for this slice
of utopia are VERY bored indeed! Until an anchor suddenly falls on the
town lquuo its heavy chain mysteriously leading skyward. Welcome to

the Skyrun $18.00
SJA2 Skull '& Crossbones The players become bounty hunters,
with letters of marque from their liege they go in search of pirates - along
the way meeling Thri-kreen crusaders, lllithids, Drow, etc. $18.00
SJA3 Crystal Spheres The characters, rescuing a vessel from
pirates, uncover a sup | force that suddenly propels them into a
war against darkness that involves 4 unique crystal spheres. $18.00
SJA? Under the Dark Fist A n intergalactic war is unleashed - 12
spheres of Emperor Vulkaran the Dark prepare to invade the realms of
Greyspace, Krynspace & Realmspace. For levels 10 to 14. $20.00

gpﬂM of the Enemy Set in the 2nd Unhuman War - an
advanced race of Orcs called the Scro have discovered a weapon of
awesome destruction (shades of Death Star foks), but the key to
unlocking its power is missing. A party of adventurers are hired by Elves

to find the key before the evil Scro do. $22.00
SJR1 Lost Ships A collection of short featuring drifting
derelicts, enigmas built by long-dead races, etc. Includes new monsters,
s & rules, plus extra vessels & oquupmont 96 pngu $20.00
R8 Lairs An & lairs for
Speljamming campaigns, each of m«e minl-ndvenun can be slotted
into existing adventures. Good value. Due June. $22.00

SJS1 Goblin’s Retum A millennia ago a Goblinoid empire ruled the
Crystal Spheres. Now with the aid of ogre legions and a powerful magical
entity the war for control of Wildspace begins anew. $20.00

grellbmmer Novels - $10.00 each title
loakmaster Cycle

1: Beyond the Moons 2: Into the Void 3: The Maelstrom’s Eye
4: The Radiant Dragon 5: The Brokem Sphere

6: The Ultimate Helm

LANKHMAR

City of Lankhmar 2nd Ed. City abode to tieves and adventurers;
the home to Fathed & the Gray Mouser. This new 160 page book
describes a major metropalis that is suitable for any game world - ideal for
urban campaigns. Includes details for Lankhmar character generation.

Due Nov. $40.00
LNA1 Thieves of Lankhmar A definitive sourcebook of the
Lankhmar thieves' Guild - includes details on operations, the

officers & members, a shady history, and its hidden agond‘! 321.00
LNA2 Nehwon An unscrupulous sorcerer needs a party of gullible
cannon-fodder, er... he means heroic fighter-types, to represent him in a
rueling ueal-eonhn that occurs only once every 140 years! $22.00
i ince of Lankhmar A mission to escort the Prince of
Lankhmar from his school in lithmar meets with disaster when he is
kidnapped and held for ransom, and his father is notimpressed!  $20.00
LNR1 Wonders of Fourty-seven one-to-two page
mini-adventures that can be used in any urban environment, Lankhmar or
otherwise. Includes a short list of new spells and monsters $18.00
LNR2 Tales of Lankhmar Entertaining compendium of 7 adventures
- from the ale-rooms of he Silver Eel, to the labyrinth of sewers and

danaovous alleys of Lankhma alleys. For levels 3 to 10. $20.00
LNQ1 Slayers of Lankhmar Describes the Slayer's Guild, a secret
mercenary organisation. $20.00
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RAVENLOFT

RAVENLOFT CAMPAIGN MATERIAL

Ravenloft A fantasy campaign setting with rich overtones of harror. This
box set includes a 144 page g the D of Dread,

ALQ3 A Dozen & One Ad A nifty of short
adventures designed for levels 2-10. Includes new monsters, player
handouts & a big map. $40.00
ALQ4 Secrets of the Lamp A sourcepack on genies - details their
organisation, noble genie lords & their magical estates (ie: the City of
Brass), powers , monsters, adventures, etc. Due Nov. $40.00
ALQS5 Ruined Kingdoms Seven quick start advenures that can
stand alone or be linked together, exploring the mysterious remains of the
lost kingdk of Nog and Kadar. 2 booklets, map,cards,etc. Feb. $35.00

redesigned character classes, Fear & Homor checks, Wereb.
Vampires, curses, gypsies, forune-telling, altered spells, magic items, the
lands & islands of teror, the Dark Lords, bloodlines, Dm's guidelines &

new momsters), four 21"x32" maps, etc. $40.00
MC10 R ft Monsters Describes a host of foul creatures from
the fantasy-horror $22.00
MC16 Ravmlomppendlx More campaign critters, including unique
ubdead. Due Dec. $25.00
Forbidden Lore Covers psionics, madi 2 &

new spells & magical lore, expand-ed rules for curses with eampangn
notes, the role of secret societies, details on the Vistani - the masters of
prophecy & fortune telling, and more. Indudes a deck of fortune-telling
cards & sets of runic dice! $45.00
RR1 ords This 96 page y invoduces 16 powerful Dark
Lords to your campaign, describ-ing in detail their history, domain or
demesne, special abillities, and apocuc\lar powers. $22.00
RR3 Vampires Compr k on these powerful immor-
Hs details their origins, powers & salient abilities, woaknum. feeding
g habits, rdnlomhp-. peychology, €go, etc. $22.00
RR4 Islands of Terror Features 9 exotic islands whose lords are as
as 's core D , from the bestial desires of the
Hive Quoon to a once virtuous lady now hlon from grace. $22.00
RR5 Van Richten's Guide to Ghosts Sourcebook on the
poreal undead, indludi hunhng ’, origins, the pa:
that draw them the grave, k
RR6 Ven Richten's Guide o e Lich Crazy van Fichten delves
into the secrets of the lich, formidable undead lords whose obscene
are ho un:mnh bane of all experience-greedy charactersl $25.00
W hten’s Guide to w.nbuo ts Dr. Rudoiph brings
his sanity into qauﬂon again by researching the shifing shadowworld of
lycantwopes. Reveals how they live & multiply & what it takes o cure
Ravenioft of rglmnow‘ $22.00
RR8 Van Richten’s Guide to the Created introduces golems,
animated objects, & Frankenstein style monsters. Reveals their strengths
and weaknesses & how to destroy them. Due Feb. $25.00

RAVENLOFT ADVENTURE MODULES

Castie Forlom A “super-module” that allows the players to get lost in
the labyrinthine rooms & corridors of Ravenlofts most terrifying locale.
Includes richly detailed 3-D maps. $45.00
RA1Feast of Goblyns A horde of pugnacious Gobling invade a
Vampire's demesne - in exchange for some magical trinkets the readily
agreeable characters are asked to dispose of the little buggers.  $20.00
RA2 Ship of Horror From the mists comes a haunted ship whose
cursed captain takes the players to the realm of Ravenloft, on an island
where a necromancer has created a new breed of undead. $20.00
RE1 Adams Wrath A Ravenloft Frankenstein adventure, where PCs
must try to stop Dr Mordenheim’s hideous monster. Due April $20.00
RM1 v‘oou of Evil The master vampireStrahd Von Zarovich faces the
final apocalyplic showdown with Azalin the lich (rom RQ3). Includes a
relurn to Castie Ravenloft. For levels 8-12. $25.00
The Created By day a mad puppeteer sells his wares in his
humble toyshop, but at night his horrific doll golems stalk the streets to
sue their evil tasks. For levels 5-8. $16.00
M3 Web of lllusions Adventure in Sri Raji, an East Indian land of
jungu mysterious emples and the ancient rakshasa - evil masters of
illusion & sh fting. For levels 8-12. $22.00
RM4 House wh' %trdod A second edition reprint of the classic
RAVENLOFT modm-, this 64 page book features a tougher villain, new
plot wists & expanded details. For levels 6-13. $22.00
RMS Dark of the Moon A 64 page werewolf adventure for levels 5-8
TSR have neglected to provide any plot comments, but they did say
“Werewolves are hot”, thank’s TSRI Due Jan. ‘94 $22.00
RQ1 Night of the Walking Dead Set in a zombie-nfested
swampland, players must unravel the mystery behind a string of murders
& di arances in a village plagued by ambulant undead. $13.00
RQ2 ghts of Darkness Biuetspur (great name - did someone
trip over their typewriter?) is a land of endless night where lightning falls
like rain, and an “Nlithid High Master is hatching vampiric mind flayers in an
attempt to achieve immortality. $20.00
RQ3 From the Shadows An lich lord prepares for the coming of the
grand conjunction, when the lands of Ravenloft merge with the reaims of
man, and great powers come within its reach. $20.00
RR2 Book of Crypts 9 short adventures describing dens of death
irresisible to adventurers intent on plunder, but most often than not a
dank hole wherein characters get their greedy butts kicked! $22.00

RAVENLOFT NOVELS $10.00 each

The Ravenioft

1: Knight of the Black Roso 2: Dance of the Dead 3 : Heart of Midnight
4: Tapestry of Dark Souls  5: Carnival of Fear

Ravenloft Series Hardback

1:1,Strahd - $30.00

AL-QADIM

Ancient Persia, a classic matinee campaign setiing that's ideal for jaded
players, bringing to vivid life classic elements of high fantasy - flying
carpets, sphinxes, genies, pharachs, sultans, and much more.
Al-Qadim Arabian Adventures 160 page sourcebook describing
the land of Zakhara, the people's virtues (honor, family, purity, hospitality,
elkc), character creation, 20 new PC dass ‘kits’ (corsairs, mystic clerics,
okc), proficiencies (begging, display weapon prowess, Genie lore, groom-
ing, etc), desert survival, Calling Upon Fate, The Evil Eye, Sha'ir abilities
(Genie mqlc) domental ovince spells, & morel $38.00
M-Qﬂ Fah A box set with lurther campaign details.
geog T" baures life, attire, slavery, life
In the desert, blood fueds, Sheikhs, attire & vanity, camels, 12 tribes of the
High Desert & Haunted Lands, local deities, the Savage Gods, 27 (i)
cities, legends, the calendar, the law, local secrets, magical items, and
much morel Includes four 21"x32" colour maps. $40.00
MC13 Al-Qadim Monsters includes dasic beasties like genies,
rocs, pegasi, & sphinxes. $22.00
City of Delights A box set that reveals the desert metropolis of
Medina Al-Huzuz; delve into the exalted intrigues of the Caliph's court &
harem, or explore the more mundane streets where merchants & beggars
mm% Incudes maps of the cny & h:‘auavwng palace. $50.00
3 Complete Sha'ir's Handbook Sha'rs wield great power
over the genies and are central to Al-Qadim. Reveals secrets of these
masters as well as new info, elemental mages, etc. Due April $35.00
ALQ1 Golden Voyages A mini-campaign on the Crowded Sea,
inspired by the tales of Sinbad! Includes an assortment of exolic
adventures set in different locations (both at sea & on land), new rules on
sailing, new monsters, notes on Fibes & geography, an Al-Qadin DM's
Screen. plus a 21"x32" map. $38.00
ALQ2 Assassin Mountain A DM's guide to Ihe secrets & objectives
of the fanatical Assassins of Zakhara, i 9 ds, tools, org.
tion, etc. Features an adventure, a stronghold map, efc. $40.00

MISCELLANEOUSMODULES

GA1 The Murky Deep A cursed cabinet reveals the secrets of an
ancient city, undiscovered for centuries, and haunted by the doomed
shades of its former inhabitants. For levels 5-8. $14.00
GA2 Swamplight A precious family heidoom has been stolen from a
Baron's castie - the culprits ¥acks lead deep into the murky depths of a
&AMI? realm o| lwunp For levesl 7-10. $14.00
Enchentment A faerie princess has fled her
oppressive pqnnh & seeks refuge in the reaim of humans, thus triggering
a diplomafic nightmare for the PCs. For levels 4-9. $14.00
HHQ1 Fighter's Challenge Sturnheim was a thriving trade town,
until a caravan laden with gold dis-appeared and ruined the settiement
financially. An adventure for 1 DM & 1 player (2-4 level fighter).  $14.00
HHQ2 Wizard's Challenge A prosperous Wizard's guild is in decline
after important members were mysteriously killed, those that survived are
now threatened. For 1 DM & 1 player (2-5 level Wizard). $14.00
HHQ3 Thief's challenge The river Thadysh is being terrorised by a
masked bandit, the local thieves' guild wants to know who's responsiblel A
oad adventure for a single, clever Thief of levels 2-4. $14.00
HQ4 Cleric's Chal%enw In the town of Pommeville terrifying
apparitions prowl the shadows, while corpses tear themselves free of their
earthly bonds and wak again! Foe a level 1-4 Cleric. $14.00
HHS1 Fighters Challenge An adventure for 1 player & 1 DM. Just
about any hero can rescue a princess, but how do you go about retuming
her to her family? Quite a challenge. Due April. $14.00
F3 The Book of Lairs 61 very short adventures, perfect scenarios for
any environment. $27.00

FARTHDAWN

FANTASY Epic fantasy adventures in a medieval world,
where the struggling peoples of the free races of Barsaive are
pitted against the evil Empire of Throm as well as the
monstrous creatures remaining from the Scourge. This game
appears to be about the origins of the ShadowRun world,
revealing the races before magic was locked away. By FASA.

EARTHDAWN A 336 page hardback book detailing everything players
and gamemasters need to adventure in the world of Earthdawn. The book

DARK FANTASY The brutal world of the Young Kingdoms, a
realm where decadent empires crumble as bold new nations
gain in power. Based on Moorcock's books. By Chaosium.

Elric! A new and complete rdoplayng game set in the Young Kingdoms.
This game rep tures L combat, a cast
magic system, ing nnd a ﬂCh from the Blric Saga.
With 158 pages, featuring a new map of the Young Kingdoms. $30.95

Castie Of Novel A novel of dark fantasy by Penelope Love,
Australian author of many scenarios for Elric and Cthuhu. $24.05
$25.00

Elric Screen 6 panel screen & 8 page adventure. Due Oct.
Melniboné The Bright Empire has ruled the world for 10,000 years, but
now its people lie sunk in introspection and dreams. A sourcebook about
the Dragon Isle and the Dreaming City, with 3 scenarios. $40.00
Perils of the Young Kingdoms The power of Meinibone wanes, as
that of Pan Tang grows. The amies of many nations are restiess, &
turmoil erupts with devastating results. With 5 adventures. $35.00
Rogue Mistress Tricked by a cruel sorceress, the adventurers are
thrown into a quest that encompasses seven strange worlds. Aided by a
feisty buccaneer, and a few doom-aden NPCs, they begin to plot their
vengeance. An excellent series of adventures that builds up quite a bit of
momentum.

Sea Kings of the Purple Towns The Purple Towns is the centre of
trade & commerce in the Young Kingdoms. Located literally in the middie
of the world, this bustiing port is an ideal haven for adventurers. includes
the elemental Churches of Air, Water & Gold, and four adventures. $35.00
Sorcerers of Pan Tang An extensive mrcobook on Pan Tnng,
nation infamous for its cruel slavery, 1} and p
magicks. Includes notes on history, society & ehuacbr-gomullan with
regional maps, and five adventures. 128 pages. $35.00
The Fate of Fools Two complete adventres set in the Young
Kingdoms. Resist the advance of the Lord of Ennuil Due Dec. $22.00

G.U.L.D.S.

GENERIC An elegant system, with supplements for every
type of RPG genre that can be linked to the basic mechanics
without the need to learn a new set of rules. By Steve
Jackson.

GURPS BASIC RULEBOOK 3rd Ed. 256 page softcover -

tains all the Y including magic, ad d combat,
psionics, character creation, record sheets, elc. $45.00
Aces Abroad Players can be either government agents trying to
defuse a world wide outbreak of Wild Card, or can be the joker-terrorist
group the Twisted Fists. Includes the Australian outback. $40.00
; y RPG c:

features 48 pages of color plates showing the different discipli and

jgn based in world of Yrth - 144 pages.  $40.00

races available to players, as well as many of the sup
The history, culures, and of the various races are covered, as
well as the cloud-ships of the Empire. Players can be elf archers or
troubadours, , ork benstmuskers or cavalry. dwarf elementalists or
iths, human ilusk , troll sky raiders,
Tuknng swordmasters, Windling maves Obsidian warriors or wizards.
Includes 18 full color ¥easure cards. $55.00
Barsaive Campaign Set Boxed set induding crealure & treasure
cards, poster map, a Guidebook to Barsaive, and a GM book with
creatures, Feasures, important people & legends. Due Jan. $55.00
Earthdawn Companion Guidelines for advanding characters beyond
limits set in the rules. Has 50 new Talents, 40 new spells, & a system to
create new o« inal character disciplines. Due Feb. $35.00
Earthdewn GM Pack GM Screen, sheets of reasure cards, a booklet
featuring a MII length adventwre, & campaign guidelines. $25.00
The Mists of geirayal When a group of heroes are hired to deliver a
payment to the Elven Court, they learn the corruption of the Eiven Court
extends into the very heart of Barsaive. $16.50

EARTHDAWN NOVELS - $10.00 each

1. The Longing Ring

Young, mute, possessed by a Horror & rejected by his village, Jrole sets
out to discover what remains of the world after the scourge, and finds out
things are a mess. Can he be set free from the Horror inside him?

2. Mother Speaks (Due Jan)

Relanna has kept her win sons safe by her magic all heir young lives -
especially against their father Jrole. But then the Therans have returned,
& she wonders if perhape J'rolemight be able to help them...

Fi y Bestiary Supp for Fantasy - details over 250 monsters
& plants. $35.00
Fanmy Folk Another supplement for Fantasy describes 25 races, 128

$40.00
GURPS Ultra Tech Gadget accessory for GURPS Space - 128
$35.00
GURPS Magic A comprehensive lising of objects for Fantasy
§

Eugnl 112 pa 35.00
Magic'lums 1l Same idea as above - 128 pages.  $40.00

GURPS P A generic y for any setfing - 128
3 $35.00
glorror RPG 2nd Ed. | think the tile adequately describes this product
- 128 page $35.00
lmamﬂionnl Super Teams Deiled sourcebook for the Supers
RPG - 128 pages. $40.00
Feudal & fantasy campaign setting - 112 pages. $35.00

Martial Arts A generic supplement featuring 38 styles of fighting - 112

$35.00
Eagbln Hood Sourcebook England’s favorite hoodlam. $37.00
Scarlet Pimpernel Adventuring in the 18th Century. $30.00
School of d Knocks Adventure module for the Supers RPG- 32

$15.00
Smce RPG Science fiction genre game with campaign material - 128
$35.00

Spoce Adventures A selection of scenarios for the Space RPG, just
like the tite says! $40.00
Space Atlas g 25 worlds for the
Space RPG - 64 pages. $20.00

Spoce Bestiary Space RPG accessory detailing 333 critters| - 112

2 Campai t

$35.00
Special Ops A modern military (special forces) campaign RPG - 128

$34.00
Shrdemon Adventure module the Space RPG - 32 pages. $13.00
Supers RPG 2nd Ed. A contemporary super-hero RPG. $40.00

SuperScum Supers accessory RPG with 30 villains - 64 pages. $19.00
Supertemps Advenre module for Supers RPG - 64 pages.  $18.00
Time Travel Rules for flitting around time, past, present, future. $40.00

HEROES UNLIMITED

SUPERHERO A good moderate-complexity system that is
fully compatible with Ninjas & Superspies, Beyond the
Supernatural, TMNT & the Palladium RPG. By Palladium.

HEROES UNLIMITED 248 page soficover with chapters on creating
characters, skills, combat, aliens, bionics, experiments, hardware, vehi-
cles, magic, mutants, physical anmng psionics, roboncs special training,
dotemmmg super abilities, equip ap sheets, elc.
and $45.00

Vlllum Unlimited Features combat darifications, 4 new Minor
Abilities, 15 new Major Abilities, creating organisaions with 3 examples
{S.CR.E.T., Brotherhood of Armageddon & The Dark Tribunal), 2 Super
Team plus the Sentinels of Liberty & Justice, 13 villains, and 3
adventures. 224 pages. $40.00

HERO SYSTEM

FANTASY Features over 11 character races, 26 character
classes, 13 colleges of magic, many strange beasties, and
nice cover artwork. Comprehensive, but not complex. By Iron
Crown Enterprises

Hero Sy The first uni (g
This 220 page soft book includ
% e mechanics, plus an advonuring section. $35.00
yber Hero Campai hardcore cyberg:
special combat rules & hlgh -tech weapons, cyberspace nets, and gnky

) RPG system to be produced.
generation and complete
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, equipment lists, additional history, etc. $30.00
ﬁlood-lﬂn Join a desperate manhunt that wists and turns through a
mulitiude of star systems and worlds scarred by war, and defines the
g of honor with . Features Clan characters. $16.50

near future street background material - 208 pages. $35. oo
Fantasy Hero 256 page g al ch

needed © play, including magic, monsters, hovolc combat, -tmg- races,
religious cults, & a number of d that
nmdwwmmb‘umaampﬂmsﬁt\g $38.00

Compenion A 144 pg book that fealures a mass

combat oylbm, building floorplans for campaign use, 76 new critters,
extram itsms, 13 exa spell colleges, and a lewd cover. $25.00
Hero Dragons, aliens, faeries, ghosts, animals, - for every

for creati 192 pages. $25.00

L. ni 160 page luppl«nom containing new

lwo.&GM,

Comstar Sourcebo Examines in detail this institution of Inner
Sphere informalion, and its splinter militant sect, the Word of Blake.

$22.50
system with custom-
w.mom cloaking, ECM, ECCM, psionics, & hlaporbrs Also with 20 new
mms and 17 new Mektons, with stat sheets filled out. $19.95

ton Empire Mecha combat in the starsl With over 100 planets,
alien races, new mecha, spaceships & spaceship combat, mech boarding

looking modu md Iou of iluciﬂom

Features new ‘Mechs and ComStar chluchv lldmypu m 00 awon map of the Bendar Splrd galaxy, etc. 134 pages. mu
Hot Spots A rulebook with game int Rimfire d for
Includes mission briefin 825.00 Mokton including 16 lul color pagu presented h frue anime nyh Also

Intdllgonen Opor-ﬂom l'hd)ook Before each battle, spies

has 10 detailed plnyov characters with model sheets, 40 NPCs with visual

wage a war of subterfuge for information. This reveals the g

m.l colleges, flerce monsters, powerful magic items,
rules for naval combat & jousting, plus GM advice, etc. $30.00
Ninje Hero Martial-arts sourcebook for Hero System. Fealures an array
of special oriental combat styles, exotic weapons & armor 8o players can
roﬂy kick serious ass. 176 pages, with adventures. $25.00

Western Hero A 208 page sourcebook that indudes historic and
fictional b P real-ife p jos, equip-
ment, special ddlo. md a gritty adventure, moo

DARK FANTASY Third in White Wolf's imensely popular
series. The players take the roll of magicians in a modern day
setting. As always, the emphasis is on role play, not rule play.

MAGE A 312 page book detalling a modern urban world of horror, with a
gohh: punk edge. Players take the rdl of mnddam who are embrolled in
ggles against three h : the Tech Yy, who
mlo current day Earth and suffocate it in webs or steel; the Maraudon
who rule the culcast reaims and drown all in ceaseless discord; and the
Nephandi, who rule the neth voids and ipt victims in the
's colls. $50.00
Screen The swrytellers screen compiles he most important
information needed 1 run Mage. $18.00
Loom of Fete Characters find hemselves woven into a pattern of
naodémd uwcgov:nro free will threatens the Tapestry. Due?? $20.00
K Aliows players to create a vibrant, flly realised

Chan lor their mage characters. Due ?? $30.00
The y The book which expl the ¥
and of the Tech Y, the fracti 9 that controls
humanity’s will. Due ?? $30.00

MARVEL SUPER HEROES

SUPERHERO Standard fare for comic enthusiasts - all these
muscular, athletic types with square jaws or pert breasts get
to flit around in outrageous leotards. By TSR.

MARVEL SUPERHEROES BASIC SET Features a 64 page basic
rulebook, a 64 page campaign book detailing over 80 heroes & villains,
two colour city maps, 100 fold-up figures, 48 colour character-profile
cards, and some dice. The rules emphasize fast action resolution. $40.00
Deluxe City ign Set A grand guide to New York City, a

renown metropolis wherein reside an alarming array of super-p: d
ultra-costumed individuals. Features a 96 pnge campaign sourcebook, l
64 page adventure book, 4 maps, floorplans of special locations, and 15
mlnb-advonuu $40.00

Lands of Dr. Doom A campaign set that reveals the complete
30-year chronological history of Dr. Doom, as well as a catalogue of his
comic-technology, plus maps of his castie & the Haunted Lands.  $45.00
MHR2 The Spiderman Dossier Spiderman fanboy stuff. . $40.00

MARVEL SUPERHEROES ADVENTURES

MH1 The Breeder Bombs The Uncanny X-Men are ttreatened by a
desperate man consumed with a iust for vengeance. in the background
the sinister global machinations of Magneto and the Original Brotherhood
of Evil Mutants builds to a crescendo. A basic-level module. $12.00
MHS8 Fault Line A host of superheroes must thwart a major criminal
operation, but only if they can pierce a confusing veil of false leads and
sham crimes. A basic-level module. $1200
ME2 Ragnerok and Roll Ragnarok, a Viking variant on the
the Nine Worlds. This foresha-
dmhchllol Aqud and the end of he Norse gods. $12.00
MLA1 After ight Gang warfare is on the increase in New York
Cily, but before our heroes can kick some serious street-punk butt, they'
have to contend with a few dozen supervillains first. $15.00
MLBA1 Mutating Mutants Sebastian Shaw, ever desperate to
regain leadership of the Heilfire Ciub, has manufactured a devise that will
disable (rather messily one would hopel) the New Mutants. $12.00
MSL3 ros Agents of SHIELD are sucked into an
anti-matter universe called the Negative Zone, wherein they face the wrath
of the despotic Spore of Arthvos, also rather dramatically refered 1o as the
Terror of the Negative Zone! $12.00
MT1 All This and World War Il New miitary hardware being tested
lnho New Mexico desert is highjacked by time-warping Nazis intent on
the course of WW2{ $12.00
Tgl. Weird, Weird West Time is crumbiing asunder, spiinters
of hlnuy appear where they shouldn't. The key to this bizarre disaster is
Dodgo City, in 1870 where it is eunen&y being -agod by the armies of
Khan an d Ak the Greal $16.00
M_f:! The Rm of Kang Hidden nmong myriad channels of
history, called Smestreams, the evil Kang and his alternate-reality
W;ﬂu hope to ensure that the Fantastic Four were never born. $15.00
Whiriwind Hunted by violent bands of vigilantes and
giant cyborgs, m. fife of a fugative mutant is a cruel struggle for survival.
But now a visionary leader has come forth, aided by powerful cohorts and
potent weapons, he offers mutants liberty. $12.00

MARVEL SUPERHEROES ACCESSORIES
MU4 Gamer's Handbook of the Marvel Universe - S thru Z

ypse heme, pr

Contains110 new entries. $28.00
MUS Gamer's Handbook - 1989 Upd. Over 100 characters,
Imﬁl‘dﬂ the X-Babies. $30.00

's Hendbook - 1990 Updates Lots of stuff on new
mutants, organisations, etc. $30.00

CHWARL

SCI-A Powerful stellar empires fight a savage galactic war for
technology, production facilities, and water resources. For
further titles see BATTLETECH under Science Fiction
Boardgames. By FASA.

MECHWARRIOR 2nd Ed. Provides compiete, updated rules for
roleplaying Clan or Inner Sphere ch PC g ks

g of the Clans, Comstar & the inner Sphere Houses. $30.00
Jade falcon Soueobookouedbumnuorymmuuy
organisation of the Jade Falcons - bane of House Steiner. includes rosters
of the inner Sphere invasion forces, and their unique ‘Mechs $30.00
Mechwarrior Compenion Featres rules expansions, new source

material, exp ton, ekill & speciali-

sations, battle armour, more vohldn Bau p dditional
ip more arch tacts, NPC P d ideas,

&lmmwd Dquuy? $35.00

s Handbook 3055 This 2nd editon sourcebook lets you
creats, maintain & operate a mercenary unit, covering all things from
salaries to medical care. includes detailed histories & ent rosters
of Wolf's Dragoons, Kell Hounds, Gray Death, Rhondas, & Snords. Also
gives actal dollar costs (and mechforce values) on every single mech &
mech variant and vehicles found in all other publications. $35.00
Null Set A band of mercenaries gets caught in a plot o frame Comstar
with a very unlikely weapon, and have to fight for their feedom, and
Wwo their innocence. $18.00

olf Clan Sourcebook Reveals the history, cultwre, miitary
capabilifes, internal hierarchy, tactics, personalities and unique ‘Mechs of
one of the premier Clans. (Oil The premier Clan, thankyoul) $30.00

Unbound On the gladiatorial gaming world Solaris VIl the players are
hired to investigate a mysterious stable called Deadly Sins, which has
been fielding ‘Mechs of unknown origin in the fighting arenas.  $16.00

MECHWARRIOR NOVELS - $10.00 each

Jade Phoenix Trilogy:

1: Way of The Clans - Follows the progress of a young Jade Falcon

Truebirth as he strives to become a recognised mechwarrior.

2: Blood Name - Now masquerading as a freebirth, Aidan wants to

earn his Biood Name - the ultimate goal for all Clanners - but all Truebirhs

goin‘__hv the Name have made a pact to kill him or die in the process...
alcon Guard Aiden is asked to command the newly re-

of all , 22 aclion-packed
opllodo: linked togo'm With set drawings & locations. $26.95

MIDDLE FA

FANTASY J.R. Tolkien's magical world of The Lord of the
Rings is brought to vivid life with this moderate complexity,
but well crafted system. Good for beginners. By Iron Crown
Enterprises.

Loldoihﬂlnos Adh Game A role-playing
p g g cifically lcl‘ in | Features a rich storytelling-
that teaches rok ying pts as the game unfoids.

style
Contains 10 maps, 6 dnncbv bld-oma, and dice. $35.00
Adventure #1 Darker Then the Darknes Condudes the
adventure started in the box set - a motley crew of bandits are terrorising
the inhabitants of the Trollshaws but not for much longer! $20.00
ure # 2 Misty Mountains Cold A Dark Ef in
the service of the dread master of Dol Gudar, lengthens the shadows
surrounding his forest keep with diligent crueity. 1$16.00

MERP2ndED CLEARANCE
SPECIAL

MIDDLE EARTH 2nd Edition. A new edition is coming out - so
we've got to clear out tis previous ediion. The original, more complex
(but stit tively easy to ) set. It ins a ive 128
page rulebook, a moderately useful booklet of maps & floorplans, an
excellent 32 page introduction to roleplaying, plus 56 color cardboard
It was $25.00 but now... $11.00

commissioned Falcon Guard, buthe knows that he's given the assig:
because the Guard is degucod Can he atone for their past mistakes?
Miscellaneous
1. Decision at Thmdor Rift 15t BateTech novel. Grayson Carlyle
finds his life destroyed when bandits attack his world and massacre the
g‘miuon Now all he needs to begin his revenge is a mech - but how?
lhmn-ry Star The sequel to Decision at Thunder Aift. The new
mercenaries receive their first assignment, training farmer rebeis on
Verthandi. But getting the factions of scattered farmers together won't be
easy, and the Legion's toughest batties wait for them... A good novel.
3. Wolf Pack - a superb novel set in 3053, not long after Tukayyid.
Jamie Wolf is aging and needs to consider a successor, but factions within
the Woalfs Dragoons have other plms, and so begins a civil war that could

desvoy the Dragoons for ever..
4.Natural SQlocﬁon - @ new bandit unit using Clan weaponry has
invaded F &is g On every garrison

mtgohmhomy BohlhoWd!ChnandFCmdnwmbsbp
these bandits before it escalates into a war - but who is supplying them ?
5. ideal War - Thom.smmkhsmdv.dd.pmwmum.
position of iors and keep on
hb.ckbunu-bmh-umlonnbndbynvﬁuowwuon@bwm

6. Main Event - Jeremiah Rose wants revenge against the Clans &
wants to start a new merc unit for that purpose. His own people reject him,
80 he goes to Solaris Vii, needing money, mechs, &
Providing he can pull this off, he then wants 1 take on the Jade Faicons.
7. Blood of Heroes It had to happen - Richard Steiner has decided to
form the Skye Marches into an independent state, & sends forth the Tenth
Skye Rangers to do the job. With an elaborate plan, they assault
Glengarry, when most of the Gray Death Legion are called away. What

MIDDLE EARTH Il RPG
MERP II HARDBACK The MERP RPG has been completely

re thick hardback book. More details later. $50.00

MER [} SOFTCOVER The MERP RPG. Due Feb. $40.00
MERP I Aceuoor‘ Pack Details later. Due Oct. $30.00
MERP Il Guidebook & Map More details later. $35.00

MIDDLE EARTH SUPPLEMENTS

MERP Il Combat Screen 2nd Ed. Contains a standard selection of

combat tables, maneuver rules, and charts for other such strenuous
suits - all on an 11"x34” cardstock screen. Due Nov? $18.00

western Middie Earth Mep Set Campeign Atlas All of

the full color, detailed maps from all of ICE's resouwrce modules, put

together in one package, with the option to putting them all together to

form one humongous m Nov. $55.00

Northwestern MER?Mop Set Due Nov. $25.00

MERP Il Poster Mape Due Jan. $30.00

VARIANT CAMPAIGNS

Robin Hood based on a ic 116

century Engnm setting - specifically the Forest of Dean on the Welsh
d Forest. Includ on new skills &

chance do the recruits & others left behind have against h
odds? Can Alexander Carlyle perform a miracle?

8. Aumy:ungn of Risk By Michael Stackpole. Arguably the best
BattieTech novel written lo date - this novel will set your mind spinning. As
Kai Allard-Liao fences with his undle Tormano Liao, we not only discover
the horrifying ruth behind Katrina Steiner's murder, but events aimost lead
to war, and the machinations of Davion/Steiner polifcs are gripping.

9. The Far Country This novel is so utierly pathetic and un-related to
BattleTech, that you'll have more fun buying Assumption of Risk (above)
and reading it through twice - and you'l need to read it twice, as once you
get to the end, you realise that everything you read before was wrong...

K10

SCI-R Set in the new future, this is a complete & detailed
game of battles between giant Robotoch style mecha.

ly infl d by Jap tion & series.

By R. Tuloorian Games.
MEKTON Il A 94 page book with a complets system for giant mecha
, with rules for vehicles, spacefighters,

robots, & mwh& Combat is on boh man to man and battlemachine
levels. Mecha weap: include rockets,
MGs, beam sabres, drills, hng-, energy blades, & shields. With great

aohuiom + mhﬂd on bandit & guerilla operations. 160 pages $25.00
Creats the boisterous world of 17h cenlury pirates &
buccaneers. From the rowdy ports of the West Indies, to the savage
coasts of Africa - adveniure & wealth await all who sail under the Jolly
Roger. 160 pages with ship types, fashion, treasure, firearms, fencing,
maps, magic, 6 scenarios, etc. $25.00

MIDDLE EARTH SOURCEBOOKS

AMmor This boxed set is a comprehensive tour of the entire North
g of the Dunedain, leaturing colour maps, a history of Eriador,
descriptions of fairs, guilds, mystical orders, personalities, a fraveler's
guide, plus a series of adventures. More details later. Due Jan.  $70.00
Lords of Middie Earth |: The Immortals Comprehensive 112
pnoo-oureobook detaling the Elves, Valar, Maiar md the Great Enemies.
Includes hi person. etc. $20.00
Lords of 'ﬁ.mun Races A wealth of data on
the Kings of Amor, Gondor & Nuncna plus profiles on Aragorn, Boromir,
the Witch Ki Angmar, Eowyn & the Ring Wraiths. $20.00
Lords of Enrm”‘l Details the races that the other books
neglected - the gentie Hobbits, dour Dwarves, patient Ents, crude Orcs,
and formidable Trolls. 112 pages. of comprehensive datal. $20.00
Valar ‘& Malar New second edition sourcebook on the o angelic
races of Middle Earth. The Valar, mighty beings created by the One God,
including the fallen Melkor, and the Maiar, the heipers of the Valar,
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including Gandalf, Saruman, Sauron, and the balrogs. $30.00
Minas Tirith New revised sourceook on the most important al'y of
Gondor during the Third Age. Due Feb $45.

PALLADIUM

FANTASY Obviously based on the AD&D system, but with
less game mechanics - ideal for those who like pulp fantasy
but lack the motivation to read a plethora of rulebooks! By
Palladium.

THE PALLADIUM RPG 274 page rulebook containing 20 character
classes, lists of equipment and character skills, various psionics, 290
different spells, a campaign world setting, and a bestairy. $45.00
Book HN: Ones Describes the kingdom of Timiro from the
campaign world. Includes details on eight cities, 25 towns, 22 forts and
various amenlures 210 pages with two new character classes.  $35.00
Bool re on the High Seas 208 pages featuring new
skills, 8 ehuacta classes, character sheets, magic items, curses, Faerie
foods, herbs, ships, islands, and adventures. $35.00
Monsters & Animals Details 89 monsters and 192 animals, with
world guide. 166 pages. $35.00
Further Adventures in the Northern Wilderness 4 adven-
tures. 48 pages $16.00
:lu:g on the Edge of the World An adventure-sourcebock
Iha( takes place beyond the mountains of the Old Kingdom. Introduces
crystal magic rules & spells, plus a vile mega-villain} $30.00

PARANOIA

Note Lower Prices

SCI-R A Darkly humorous RPG about a crazed computer government,
dlones, bloody-minded bureaucracy, secret societies, mutants, psychotic
robots and much more! By West End Games

Paranoia RPG A 134 page soficover book that features everything that
you've ever needed to know about killing characters... and maybe giving
the players a fun and light-hearted adventure $30.00

Alice Through the Mirrorshades Vulture Warriors watch horrified
as they are volunteered to go back in time to execute those responsible
for the great Computer crash of the future $16.50

Alpha Complexities The usual stuff - an incredibly frightening
briefing; a desperate battle against invisible Communists; defective R&D
equipment; severely disturbed ‘bots; and a trashy mega-villain! $10.00

Bot Abuser's ual Details those anoying mechanical monstosit
ies that haunt the back terminals and corridors of Alpha Compiex. Includes
‘Bots as player characters!. Due? $35.00

Crash Course Manual Anarchy reigns - the Computer is deadl The
vengeful clones rise up against their oppressors, and secret societies
have fun by running in a confused, but rampant manner $22.50

Death, Lies and Vidtape With the Computer fritzed, all of the Secret
Societies become entangled in a war for supremacy, while the Characters
et the blame for killing their buxom saviour. $16.50

't Take Your Laser to Town From a ime when ciones were
dones, and ‘bots were ‘bots, and player characters were cowering under
buildings. A ripping wild west adventure, | think. $13.00
I Retumeth A freeze-dried High Programmer from the past is
accidently hawed - only stupid Troubleshooters would ever get involved
with treason of this magnitude. So naturally they dol $15.00
Peramilitary Sourcebook The stalf sold all the copies of this book
before | could nab one to write it up. So next timel $25.00
Paranoia Sourcebook 144 page campaign book that indudes
information on the computer, clones, security clearances, treason, secret
socielies, R&D research, AlphaNet, and the outdoors! $30.00

Pack The best game supplement never published! Contains
56 25mm plastic Trouble-shooters, all color coded of course, red, orange,
yellow, and green; cardstock cut-outs of Commie mutant traitors, & heaps
of forms you"ll never need. $17.00
R&D logue Includes an adventire, plus a detailed list of
confusing gadgets and odd gizmos whose main purpose of being is to
self-destruct and maim e whenever they are used. $25.00
Vapours Don’t Shoot It's compeitive games tme, & the high
programmer has chosen you to represent him. But don't mention the
games b the Computer, as it's illegal, & might get the High Programmer in
trouble. Those who get him in trouble tend to end up as vat liquid- the
High Programmer is not a nice person. $11.00
Novel - $8.50
Title Deleted For Security Reasons - Join James BOND as he
[DELETED] and [CLASSIFIED] troughout Alpha Complex. [Sentence
missing). [DELETED] [DELETED] with several [DELETED)]. Which is why
this novel had to be called Title Deleted For Security Reasons.

PENDRACGCON

FANTASY An excellent and roleplaying game set before & during King
Arthur's reign - players become Christian knights eager to prove their
chivalry & courage, and sire a son! By Chaosium.

PENDRAGON 4th Ed. A dynastic game where each session equals a
year of play time. The system is clean and dynamic, allowing the GM to
concentrate on plot and characterisation. An important aspect of play are
passions, which guide the players actions and desires. The new edition is
expanded and includes material from Knights Adventurous. The most
important addition is a brand new magic system, including piayer
character magicians. 350 pages & map of England. $55.00
Blood & Lust Provides campaign material for the Dukedom of
Angleland, GM's tips, & 4 linked adven-tures: The Heart Blade, Castle of
Tears, Stygian Stallions & Movgan le Fays Challenge. 128 pages. $40.00
Boy King This ides the entire Arthurian
cyde, from the siring of Arthur to the last battile at Camlann. The events
are clearly laid out year by year. Indudes background, mape, mini-
adventures, a major scenario, and more. $40.00
The Spectre King Covers he Age of Adventure, the high point of
Arthur’s reign where few empty seats remain at the Round Table, a fewer
enemy kings challenge Arthur's right 1o rule. 6 adventures. $35.00
Pagen Shores Irish sourcebook, indluding King Anguish. Jan.  $40,00
Penlou. Forest Features 3 major adveniires, over 12 short
and back details for western Cumbria and the
Penlous Forest With 2 mq>s lncludlng Hadrian's Wall. $40.00
Mot , Dolorous Wyrm, The Best Wine in
the Wald The Cnmbmn War & Tha Paulag Cat, exploring the wild
mountains of Wales, and pitting an alliance of Welsh lords against Arthur's
knights. Includes extensive regional campaign details. 128 pages. $40.00

PRIME DIRECTIVE

SCI-A For all those Trekkie fans out there! You play an
officer serving onboard a Federation starship (Star Trek TV
series era), exploring new worlds, meeting new races, and
being frustrated to Organia by the damn Prime Directive! By
Task Force Games.

PRIME DIRECTIVE RPG of Star Fleet Batties, which is based heavily
upon the Star Trek TV series. You play an officer on board a Federation
starship, & match wits against Klingons, Romulans, Tholians, etc, and get
to explore new worlds, battle superbeings, etc. Due early '94 $44.95
Screen & Mini-Module Due sarly '94 $16.50

SCIENCE-FANTASY Earth has been transformed - super
science rule the nations of the future, but awesome magicks
& supernatural creatures threaten a new dark age. By
Palladium.

RIFTS A suporbry Hlustrated 256 page book that features 26 PC classes,
ge, psionics, a world history, magic,
arllncts vehicies, roboh cybanales bionics, etc. $55.00
Mutants in Orbit A hybrid adventure that combines RIFTS with
Toor\n e Mutant Ninja Turfes. $25.00
Sourcebook More campaign information on the Coalition
Govomment Skelabos body armor, robots durndefa villains, NPCs,
, and an ad 20 pages. $30.00
RIFTS Sourcebook 2 - The Mechanoids ARGH.E Thies
plans on opening a giant dimensional rift to bring combat cyborgs to Earth.
Includes new robots, weaj , mechanoids, etc. $30.00
RIFTS Conversion Book Enables characters o creatres creal
any of the other Palladium RPGs (ie: TMNT, Robotech, Heroes Unlinited,
efc) to be used in the RIFTS universe. Includes notes on RIFTS Europe,
adult dragons, optional player races, and a wealth of monsters. 224

c{ 54500

orid Book 1: Vampire Kingd Includes inr on
Vampire characters, Techno-wizard dewces ravelling freak shows, the
Yucatan Peninsula, ley lines, nexus points, demons, etc. $30.00
Worild Book 2: Atlantis Domain of the multi-dimensional slavers
known fondly as the Splugorth, who rule a magical realm of supernatural,
and other-dimensional creatures. More details later. $37.50

SCI-A Faithful recreation of the Robotech-Macross universe:
from the destruction of SDF-1/2, to the launching of SDF-3.
Mankind faces a war against an alien army. By Palladium.

ROBOTECH Includes character creation and classes, skill lists, combat
mechanics, a complets Mecha & Destroid inventory, data on various
weapon systems & suits, etc. 110 pages. $30.00
Lancer’s Rockers A decade after the invasion, Humaity's most
famous combat unit - the Rook’s Knights, are decimated. Features new
PC classes & weapons, plus seven adventures. $20.00
RDF Manual includes optional rules, new R.D.F. weapons & vehidles,
an historic chronology of world events, more character sheets, plus a
lobal military & resource atias. 48 pages. $20.00
??DF Accelerated Training Frogram Features new character
skills & abilities, NPC generators, and briefs on strategy, plus a selection
of mecha & vessels. 56 pngu with !ummg mluon; $20.00
REF Field Guide | ilustrate ' of the mecha,
spaceships, combat vehicles, mlnary bases, oqulpmon(, and uniforms of
the REF, Inorganics, Invid, Robotech Masters and Zentraedi. $37.50
Southem Cross Material kom the TV animation series. Features
character educafion & skills, plus extensive notes on armies, weapons &
equipment. 112 pages. $30.00
The Invid Invasion 112 page sourcebook on Invid & human
equipment, with new combat rules $30.00
The Return of the Masters 83 page Sourcebook for the dangerous
Indochina quadrant, the massive G-95 satellite factory, and the R.D.F.
military Moon Bases. Includes adventures & mutants too. $25.00
The inels New PC REF classes, Sentinel aliens & combat rules,
data for Destriods, Cyclono bikes, Veritech fighters & spacecraftl Plus
Invid history, Mecha, Inorg, & Hives. 3 ad\ . 160 pgs ~ $40.00
The Zentraedi Giants cloned solely for the purposes of war - the
Zentraedi are an uncompromising creation bred to kill. 48 pages of history,
mecha, space vessels and Player Character notes. $20.00

MACROSS It RPG The Zentaedi have returned to Earth with a
deadly new ally, the savage Marduk. Featwring five new Valkyries,

hips, vehicles, equip battlesuits, stats on major characters,
douﬁed cut-away drawings, etc. $25.00
Macross Il Sourcebook One Complete details of UN Spacy's

Battle Forress, new mecha, etc. Due Nov $16.50

ROLEMASITEDR

FANTASY A very detailed RPG that stands on its own for
quality, but is compatible with the Middle Earth supplements.
See SHADOW WORLD for campaign material. By Iron
Crown Enterprises.

ROLEMASTER 2nd Ed. Boxed set containing Character Law &
Campaign Law, Spell Law and Arms Law & Claw Law. The mechanics
offer realism and depth, and are recommended for novice DMs!  $45.00
Aichemy Companion 208 page book detailing over 12 new
professions, new skills, Static Action tables, Critical Strikes, ilem creation
charts, over 70 new spell lists, and much more! $30.00

Arms Law & Claw Law Contents include 30 individual Weapon
Attack charts, 10 amazing Critical Strike tables, 12 Animal & Martial Arts
Attack charts, and a variety of optional rules. $20.00

Arms Companion New attack & crilical charts, new options for
combat maneuvers, new skills, called shots, mixing amor types,

background info on fighters and thieves, etc. 144 pages. $27.00
At lPoimAlnguosslduylmlmhbgolnglobca
wureobock 1o allow gaming in the Rennaisance. Details later. $30.00

Ch Law & Campaign Law A comp h develop-
ment system that includes paign and g Can be
used wi!h any Fantasy RPGI $20.00

Cr & Tr Provides d and game stats for

over 500 animals, races & monsters. With tables for the generation of

random Feasures or encounters. $20.00
Creatures & T 11 A great compendium of new and
artifacts. 112 $22.00

pages.
Creatures & QI?r‘easurea 1l More creatures to bash or befriend or flee
from, and more teasures to nab from those you bash. Due Jan.  $25.00

Rol Space Master setting detailing a

i . Magic & ogy coexist \M'ulo alien monstrosit-
|esp|otmado~n'dlo' ity. Indl new prof & lis/psi

lists, 20 worlds & cultures, scenarios, creatures, equipment, soﬁech olc.
160 pages. $30.00

Elemental Companion New spell lists, variant professions, and
elemental creatures. Plus details on the elemental planes, and the history
of elemental magic. $27.00
Heroes & Rogues A 160 page pendium of 24 s
representing each of the Character Law professions, with detailed
backgrounds and statistics, plus an iflustration $30.00
Oriental Companion Contains 10 new oriental professions (Ninja,
Samurai, etc), cullure, skills, spells, Ki powers, mythical creatures, magic
items, exotic weapons, etc. 110 pages. $25.00
Ouuaw 174 pages on the old Wild West, with combat, imeline, weapons
& ign in Dakota, 2 scenarios, dozens of
NPOs lnciudlng some real ones town layouts, etc. $30.00
Rolemaster Character Sheets Character records for all Rolemas-
ter professions! 144 pages $22.00
Rolemaster Combat Screen The GM's REF screen, making game
E y easier. $12
olemaster Companion Indudes 32 extra spell lists (many hngh
level), 8 more professions and a variely of new races, creatres,
secondary speils and optional rules. $20.00
Rolemaster Companion Il Features 65 new spell lists and over 100
optional skills. There are also Master Tables with descriptions for every
Rolemaster skill and profession thus written| $20.00
Rolemaster Companion Il Does it never end? Here's some more
optional rules, with 21 new professions, 40 spell lists, 7 more critical tables
and 4 spell attack tables. $20.00
Rolemaster Companion [V Offers a checklist of all the spelis, skills,
optional rules & professions introduced in the basic rules and all of these
bloody companions! And assorted new stuff. $22.00
Rolemaster Companion V Wil it ever end? Rules for ime travel,
Earthnodes, skill specialisation & spell research, plus 3 professions, 26
spell lists, creatures, treasures, skills, exra attack & crit tables, structural
hvl points, another opnons checklist addendum! 128 pages. $25.00

World Book 3: Englahd A place of magic and magic 1 a
land of enchantment. 152 pages, including Fomorians, Cellic gods a
1,000 foot tree, New Cameiot, 25 new unique spells, etc. $30.00
World Book 4: Africa indudes the arrival of the Four Horsemen of
the Apocalypse - intent on destroying the world. 152 pages, also induding
Phoenix Empire, Egypian gods, new villains, etc. $30.00
World Book 5: Triax & The NGR 180 + pages on the New
German Republic, a refuge for humans in Europe, and the Triax, the
high-tech industrial giant, featuring tons of new borgs, otc. Dec.  $40.00

p 1 VI Aarghh! The buggers can't help
Ihemselves! vaghts indude an emphasis on stat bonuses rather than
stats, flexible skill development, rewards for roleplaying, a detailed yet
playable tactile combat, upper level spells for existing spell list, and much
morel $25.00
Rolemaster Companion VIl Oh nol Here we go again. Optional
combat rules, new martial arts material, fate points, spell lists for vampires
and dragons, & new professions. 128 pages. $27.00
Sea Law Rules for adventuring on the high seas. Due Feb. $25.00
Spell Law indludes over 2000 spell descriptions based on 3 reaims of
power & 15 character professions, plus individual Spell Attack & Critical
Strike tables, a power point system & detailed aichemy rules. $20.00

Page 9
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Spell Users Compenion Fealres new magical skills & herbe, rules
for rituals & resistance rolle, a speli-pick & extraordinary-fallure system,
reaims darifications, heaps o new spel lists (including Esoteric Spells),
hips, clarifies g spells, and much morel $27.00

Time Riders 160 page book for magic, psionic, or tech based time
ravellers. Includes a sci-fi setting, high tech equipment magic items,
jal combat rules & source material for variable time streams.  $25.00

ar Law A mass combat system featuring rules for morale, maneuver,

ferocity, leaders, fortifications, unit generation, etc. Containe a 160 page
rulebook, counters, templates and unit forms. $60.00

See Middie Earth & Shadow World for compalible stock.

RUNEQ

FANTASY A great RPG that boasts a superb campaign
world, excellent mechanics, and detailed background source
material. Very highly recommended! By Avalon Hill.

RUNEQUEST DELUXE BOXED Containe an introduction, Player's
Book (88 pgs.), Magic Book (60 pgs.), Gamemaster's Book (48 pages),
Creatures Book (48 pag ide to Glorantha (32 pages) & dice. $60.00
RUNEQUEST DELUXEJBOOK The complete deluxe Runequest
made available in book format. (Hardback ??) Duo Nov $45.00
Dorastor Join a Lunar expedifion into the p d of Chaos.
Includes revised & updated cults, plus socrets & mysteries from the old
Cult olT.rrou Dodgnod Smdy Petersen Ken Relston. $40.00
Eider S of A i of lore
monsters, artifacts, the secrets of Dragonkind, magical crystals & monh
the weather, Hero Questing, the Elder races & cults, etc. $40.00
Gloranthe - Crucible of the Hero Wars A guide to a unique
campaign world. Contains a Glorantha Book (40 pgs), a Genertsla Book
(100 pages), a Player's Book (36 pages) and a map. $45.00
Gloranthan Bestiary More than 60 beasties from both Genertela and
Paimatela. $19.00
Gods of Gloranths Detaiis the huge campaign panheon, rich in
texture and full of character. Features 60 cuits and religions, covering
virtually every facet of Gloranthian life, from farmers to merchants $40.00
Haunted NS An ancient Dwarven mansion has become the lair for
a Troll Clan. $20.00
into the Troll Reelms 3 adventures. Indudes a Trolball game, a
glant-insect farm, Ilyhg Trollkin kidnapers, a chance to sample fearsome
Troll g bandit hideout! $17.00
King of Sﬂ'ﬂ Historical fiction - six Gloranthan scholars reveal their
perspectives on the facts, history and secrets of Prince Argrath's heroic
mwh‘ against ho hvudng Lunar Empn 300 pg, by Greg Stafford,
d by Ch are ded| $30.00
River of Cradies A concise invoduction to the history, geography,
culures, and peris of the lands of eastern Prax under the Lunar
occupation. Uses elements fom the old dassics - Pavis, Borderlands, Big
Rubble, and cun- of Prax, with a new 7—pan Amenmre $40. oo
Shadows on the Borderiands L ine cavems h
the diffs along the Valley of Cradies, and in such darkness he .ood of
cofruption breeds. With three adventures. $35.00
Strangers in Prax Explores the role of outianders in Praxian
campaigns - the dreaded Lunar Coders, agents of the Red Emperor, a
Western sorceror and his entourage, a shipwrecked captain with a curse,
and more. Includes new cult descriptions by Sandy Petersen & Greg
Stafford. Due Feb. $40.00
Sun County Describes the land of the Sun Dome in Prax, an enclave
of staunchly independent farmers. Features 4 scenarios, with historical
notes, their cuiture, major personalities, expansions on the Yeimalio cult,
encounters, and much more. By an Australian author. 128 pages. Good
$40,

0'7 roduction tool 00
1’!‘ god‘ Another zesty serving of Trall delights - details new spells,
skills, monsters, plus the deities of dark the role of ppers, he
Troll Regions, and clan knowledge. uo.oo

SHADOWR

SCIENCE-SORCERY Fantasy races, with appropriate skills &
abilties, combine with a hardcore hi-tech world of surreal
punk imagery and violent corporate entities. By FASA.

SHADOWRUN 2nd Edition The NEW 296 page book that contains
a history to 2050AD, character development, skills, magic, firearms, he
computer malrix, cyber mechanics, a bestairy, a Seattle guide, equipment
lists, NPC contacts, and an advenlre. Features new artwork, revised
mechanics, and tons of color plates. $30.00

A Killing Glare The players are caught up in Urban Brawi, pro sports,

but a darkened past is brought up de\ could ruin all. $16.50
Bottled N Sinister org: seok a my artifact
covered with runes. $15.00

Celtic Doublecross Eives & politics give even hardened strest
samurai the shakes - but put together Irish elves and American palitics
and you‘vo got noﬁry but trouble. Due Dec. $16.00

riles book that inchudes extensive

of tions and their

uub personnel, pﬂvm armies, elc. Detalled profiles of ho Big E:ghr
megacorporations & new game rules for rating the. $35.00
Darkangel The last recordings of a cult-figure street musician is
rabbed by a major record comm but how? $18.00

B Downtown Militarised Zone A boardgame of urban
oonllet bohmon mages, street samurai, mercs, bikers, Orks, etc. This
system may be employed as a quickerplaying substitute for the
Shadowrun combat mechanics. With nine interior and street mapsheets,

ies & lifestyles of the newly-emerged Salish-Shidhe, Sioux, Ute &
Pueblo Council Nations. Includes a wilderness adventure. $25.00
Native American Nations Vol. 2 Lists the remaining new nations,
covering history, cullures, economies, and lifestyles. Includes another
adventure setin the wild, awakening wilderness. $25.00
Neo-Anarchist’s Guide to raeal Life Reminds me of something
an ex-girliriend kept teling me (“Get a real lifel”), and as | sit before my
Mac at 2.00 in the morning lyping this crap, | can understand whyl This
book details everything from mass transit, to security systems and coffin
motels. $30.00
One Stage Before A powertul corporation is nearing completion of its
latest investment, but a rival organisation begins to sabotage its

development. Things start w?el real nasty for everybody! $18.00
Paranormal Animals of Europe You've seen the animals of USA,
now find out what the Europeans are afraid of. $35.00

Paranormal Animais of North America An excelient illustrated
guide to 79 strange crealures that roam the poliuted skies and twisted
underworlds of this nightmare future. 176 pages. $22.50
The Rigger Black Book A compendium of vehicies, from urban
runabouts o hunter-seeker combat drones. Indudes modifications,
support gea and cyberwares. Real Rigger wet dream material.  $30.00
Sourcebook A city where Megacorps control the money &
pdlncu while gangs rule the streets, and more malevolent forces take out

8 203 counters. $70.00 anyone who enters the underworld. 178 pages. $30.00
pper Missing experimental pleasure chips are linked to a Shadowbeat Sourcebook for the multi-media entertainment industry,

series of brutal slayings... $15.00 mciudu new chanctof Archetypes, nonplayer Contacts, player informa-
Elven Fire Seattie's labyrinthine backstreets are ablaze, as mindl iques, and relevant rules. $30.00

gang warfare errupts. $16.00 Shndow'ach Details me latest and sharpest in p | t
Germany Sourcebook Detais society, poliics and of - fom ad g bioware, to heads rberdeck

reatment with expanded rules on wbomoek construcion, computer
$30.00

y st elc. Includes new & prog
SHADOWRUN NOVELS - $10.00 each

The Secrets of Power Trilogy
1: Never Deal with a Dragon

3: Choose Your Enemies carefuily
Miscellaneous Titles

1:2XS 2:Changling 3: Never Trustan EIf  4: Streets of Blood
5. Night's Pawn 6. Stryper Assassin 7. ShadowPlay

8. Lone Wolf (Due Feb)

DOW WOR

Note New Lower Prices

2: Find Your Own Truth

FANTASY Kulthea - a world designed for Rolemaster, but
compatible with any other fantasy RPG. Each module details
a specific area, and also provides adventures. By Iron
Crown Enterprises.

Shadow World Master Atlas 2nd Ed.Softcover format. Describes
a unique world swept by powerful Flows of Essence that enhance or
diminish a character's capacities. This is a land plagued by the Uniife,
80 foreign that their origins are beyond knowledge. $30.00

Berlin, Frankfort, Rhine-Rhur Megaplex, etc. Written by real Germans, &
Incudos Gumm -hpmom, gear, local corps, etc. Due Feb. $35.00

A 140 page handbook further detailing spell
aulon .daph insect totems, aichemy, enchanied items, magical

& and toxic shamens. Includes game improvements. $30.00
s S E a collection of archetypes and street
conracts. $25.00

Herlequin A connected series of 8 advenwree that feature exotic
locales. These missions provides the players with a progressively
enlarged view of a very complex tale of betrayal and revenge! $22.50
Imago Seatie-based ‘runners get a job in England, where their
reputations are pitted against betrayal, biind love, vengeance, and life
after death. Due Jan. $18.00
Ivy & Chrome ‘Runners must search for an eif girl missing from an
exclusive boarding schoal. $15.00
London Sourcebook The London Sprawl 2050 - cyberware & magic
are strictly regulated, wil\ harsh penalties for those who disobey. Power is
5 ps & druids. $30.00
ons Vol. 1 Details hiskory, cultures,

Y
and unsory enhancements. $30.00
Sprawl Maps Full color 11 x 17* maps including a night club, back
alley, monorail station, apartments, etc. Due Nov. $35.00
Sprawl Sites Feabres an assortment of building floorplans and city
, plus a jon of individual NPCs who can be used as
street conhcts, elc. $25.00
Street Samural Catalogue Everyhing the wban professional
predator-for-hire needs - firearms, armour, vehicles, cybergear, internal
body-wiring, and other nasty accessories. Slighty revised edition. $25.00
Tir Ne nOg The former nation of Ireland, te land of Youth. It is now
revealed - but who are it's masters? And what does its emergence hold for
the world of 20547 168 pages, color plates & several maps. $35.00
Tir Tairngire Reveals the Elven Nation for the first time, in all its glory
and danger. Details history, society, politics, and the mystery of the Tir.
Has 152 pages and includes maps & heaps of illus¥ations. $35.00
Total Eclipse Seattie's hottest new rock band have broken their
conkract to try and cut it solo, but their pafent corporation label has paid
some ‘runners to bring them back ASAP. $16.00
Virtual Realities 160 page guide © the matrix. Decking is given the

Cyclops Vale and Other Tales The ancient artifacts of Peligris are
a lure to many adventurers, (who will usually foam at the mouth at the
more menuon of magical veawre anyway!). $6.00
Demons of the The unexplored isle of Aranmor is
rumored o hide great vonuuc amongot its andient ruins, and a terrible
m of foul denizens who don't reat explorers kindly. $11.00
lon - City in the Sky Details the Sel-kai island reaim's capital -
lude center of the world - a beuliful marble & glass metropolie fioating

among majestic cloud-scapes. Includes 8 advenwres, 250 building
descriptions, two color maps, etc. 160 page soficover. $25.00
Emer Supreme More details later. Due December $60.00

@ D the ancient U th realm beneath Emer,
lndudng its unique races, monsters, artifacts, poisons, and plant life.
Features a wealth of adventurs sites. 128 pages & color map. $27.00
Islands of the Oracle The Thirsting Cave appears on an Abarquan
Island, from within come the dread Unfife and vile plagues. Salvation rests
with an enigmalic Oracle, unseen for centuries. $11.00
Kingdom of the Desert Jewel Gethyra is a nation that supports a
benevolent society, but beyond it the wilderness crawis with savage
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beasts, and greedy adventurers seeking lost tombs rich in loot! $11.00
Nomads of the Nine Nations Details the rugged lands west of the
delnn Sea. Wondrous sights of natural beauty greet visitors to this vast
, but a dark cult threatens to invade. $13.50
- City State of Jaimen Jaiman faces a desperate battie for
survival against an amy of Uniife army, as a young Prince begins his
uest for an artifact that will defeat the noisome horde. $1200
auollbo\m - Land of the Silver Mist Undead writhe like
maggots in the ruin of Quellboum’s capital city. Pirate bands of ice Krals
and raiding Trolls harass the populace, who also have o contend with a
cult that exists only to des¥oy, & the minions of a Spider Goddess hunting
for sacrifices. $11.00
Star Crown Empire and the Sea of Fates The eight ditystates of
G'thal offer a welcome respite from the wilderness beyond, but state
politics can offer a bloody end o curious travelers. But the survivors of city
ho‘plhmy find that court intrigue offers its fair share of plunder]  $11.00
Giants of Brass Stair Deep within the Garlon Mountains
lies the Dwarven King's , the evil Drag 's Skyri and a

and general information on the heroes and villains from the original Star
Wars movie. 80 ilustrated pages. $20.00
Gelaxy Guide 2 - Yavin & Bespin Detais moons, inhabitants,
adventure ideas, eic. $16.50

Guide 3 - The Empire Strikes Back Details the alien, Imperial

and Rebel personalifes that appeared in the second Star Wars fim.
Includes data on Hoth, Dagobah & Bespin. 80 pages. $20.00

Gelaxy Guide 5 - Return of he Jedi Jabba and his strange cohorts get

the treatment. $20.00

Galaxy Guide 6 - Tramp Freighters Details he roguish free traders

(such as Han Solo) md their fast light freighters. Includes design &
ardes, &suaﬂh ing Imperial evasion, etc. $22.50

-ly A complete overview of this city, with

douid location ducrplom flusvations, maps, a history of Tatooine,
and information on h of famous & infamous smugglers. $25.00

Guide 8.3 uts Join the New Republic Scout Service, &

travel the length of the galaxy exploring new worlds. Includes system
jon, New races, specs on new scout vessels, ekc. $26.00

Dragon have begun to search for his vast wealth. $16.00
Tales of the Loremasters - Book Il Those who raverse theee
pages will meet a prowling demon-warrior, converse with a wily Sphinx,
and visit the site of a mysterious fallen metecrite. $6.00
The Grand Campaign, One: A Gathering of Darkness A 112
page book with over 30 adventure sites, full color map of Jaiman, the evil
Iron Wind & it's minions, & updated timeline. Due ??? $30.00

SKYREALIMS OF JORUNE

SCIENCE-FANTASY 150 years from today the Earth is
destroyed, and many inhabitants go to the world of Jorune.
Wars follow that lead to a technological breakdown. The
game is set 3500 years later, while humans & many other
races slowly rediscover what was lost.

SKYREALMS OF JORUNE 216 page softcover book containing
heaps of il ches. The world's tragic history of
conflict is portrayed, and .II ol the various intelligent creatures and
peoples are covered in detail. Also covers various animals, combat,
hnologies and items, mini- ign, & guide to Jorune. $45.00
Jorune Innocents of Gauss A simple introductory scenario of
rescue and revenge. $20.00

STAR WALS

Note Lower Prices

SCI-A The game mechanics are comprehensive, yet not
intimidating; extensive background detail is sincere to the
films, play is quick and exciting! Good for beginners. By West
End Games.

STAR WARS 2nd Ed. Completely revised 176 page hardback book,
features a conversion system lor first edition characters, many new skills,
special abilities for aliens, new rules covering movement, chasing and
combat, 16 pages of colour, and excellent new artwork. $45.00
for the Goiden Sedri is an ocean world that hides in its
depths a secret that may doom the Rebelion. imperial marine troops have
akready begun a frantic search. $16.50
Black Ice Rebel spies must attempt to steal a massive cargo ship - a
vnul that is five times the size of an imperial Star Destroyer! Includes
eck plans. $16.50
Crdun s Rebel Fleld Guide Details he technology avaiiatle to
Rebel agents and soldiers - weap bols, p
equipment. Very wol lluonbd
Empire

52250
K A 128 page hardback b based
on the smash-hit comic series following on from the end of Retfurn of the
Jedi. Includes 16 full color plates, heaps of illustrations, new ships, new
NPCs and PCs, new equipment & vehicles, planets, and history of the
comic. The New Republic rules 3/4 of the galaxy, & a savage war against
Grand Admiral Thrawn aimost defeats them. But then the Imperial
factions, ruling 1/4 of the galaxy, start to fight each other for supremacy,
and Luke Skywalker sucumbs to the dark side - only to find that the
Emperor is back - and with a sinister plan o conquer all. $45.00

P

THE SARLAAC
FOUND ME SOMEWHAT
INDIGESTIBLE,
S0LO.

YOUR FRIEND
MAKO HAS BEEN
REAL HELPFUL. HE

TOLD Us RIGHT
WHERE 1O FIND
You

Derk Force Rising A 144 page hardback sourcebook based on the
novel written by Timothy Zahn, with game stals, characters, aliens,

vehicles, droids, planets, & starships. $30.00

Death in the Undercity The Quarren Mining facilties are a vita
to the Rebelii but this spr has

bmno the ugol for inpuld ubota?o hum $16.50

Detaile daily operations, person-
nd dohnooo. auxiliary vessels, powu plant, etc. With deck plans & maps
for hangers, surface renches, etc. 96 pages. $25.00
Donﬁn of Evil Rebels are standed on a desolate swamp world,
pursued by bounty huniers, they must find an insane Jedi Knight from the
Dark Nexus, o join the compost rolﬁng m he undovgovm $16.50

Galaxy Guide 1 A compr of backgrounds,

E MUTANT NINJA T LES

SCI-A OK kids - you've seen the TV series, read the comics,
bought the toys, drank the TMNT cordial, eaten the TMNT
frozen pizza, seen both fims - now get the RPG! By
Palladium.

TEENAGE MUTANT NINJA TURTLES 120 page soficover book
al the y rues & backgr plus
ovg.mubom bio-energy, psionics, animal powers, ovhnhl weapons,
modern frearms, and five adveniures! Produced by Palladium. $30.00
Accessory Pack Inclides two ‘i-fold game shields packed with
game charts and tables, a 24 page adventwe and a quick mutant-animal

y Guide 9 F from the Rim 94 page suppi
being a compendium of trivia, news, rumors, and information from the
Outer Rim temitories. With new characters, new ships, aliens, and
locations. Also swoop gangs, merc units, corporations, etc. $25.00
Game Chambers of Questal The Aliance High Command has
given up the search for Tiree, an illustrious Aliance hero, but Rebel
adventurers may yet discover his fate. $16.50
GameMasters Handbook More rules and ideas for GMs, giving tips
and hints on making your games more challenging and lun. $30.00
Graveyard of Rumors persist that the shatiered ruins of
Alderaan conceal powerful Jedi arfacts and strange ghost ships, but the
truth is far more lomlynq $16.50
Heir to the A 144 page soft: i % that
details major chnuchu the Imperial City & New Rnpublic the Dark Jodi
Joruus C'baoth, new alien races, strange planets, extra spacecraft &
equipment, and the stale of the galaxy after the fall of the Empire. $30.00
Imperial Sour: Details Imperial inteligence, capital ships,
ordnance, vehicles, Sector Group organisalion, arfillery, support weapons,
special forces, recruitment & training. 144 page softcover. $27.00
Isis Coordinates imperial agents discover the coordinates to an
Alliance factory world. A party of rebels must eliminate a Combat-Survey

villain generator. $30.00
fter the Bomb 48 page postholocaust sourcebook with details on
new chi the Empﬂo of F ly . regional new
ap Jﬂ $16.00
Milants Town: e s quidebook T
o Inchid

by new skills, psionics & mutations,
riding insects, airship rules, the Di time Lands & 4 ad: $16.00
Mutants in Avalon Features 18 new mutant animals, plus rules for
Druids and magic. With adventures and a guide to post-Holocaust Britain
and its new kingdoms. $2200

Mutants in Orbit Combines After he Bomb & Rifts - detalling killer
satellites, robots, mutant space animals, transdimensional alternate realty,

and other big words hat make you sound hhlﬂgml! $25.00
Mutants of the Y A South Ameri i 9
new mutant jungle skills, pX tribes, Gene-Moided Cats
and details on the regional Empire of Humanity. $16.00

Ninjas & Superspies Compiet RPG that is also a TMNT accessory.
176 pages with skill programs, insanity, 17 character classes, cybernetics,
41 martial arts styles with powers, modern weapons, etc. $35.00
Road Hogs Four post-holocaust Mutant Mad Max-style road adven-
tures. Includes new critters, vehicle rules, post-Holocaust sconomics, new
mﬁm and background data. $18.00
T Ad With five ad\ , optional rules for characters
and super-powered animals, plus seven death traps & seven challenges
for seven ninja Player Characters! 48 pages. $16.00
Transdimentional T.M.N.T. Time traveliing rules with new mutants
& skills, magic, dinosaur, Histori-cal Twists, Temporal Mishaps, Dimen-
Time Lords & 3 adventures. 112 pages. $25.00

Team before it confirms the site. $16.50
Jedi's Honor Solitaire involving Luke Sky s search for
a new Rebel base site, and his subsequent rescue of a powerful Jedi
Knight's son. 80 szn.oo
IﬁulonmLmnAm.ymmle pleting a

mission, discover a top-secret imperial operation intent on ptodudng an
effective cloaking device for their star ships. $16.50
Otherspace Beyond realspace and the time-bending comidors of

sional S

Truckin' Turties Seven adventures, features a supervilain & the
Fast-Food Burger $16.00
Turtles Go tbllywood Nine adventures that combine to form an epic
Holl $16.00

hyperspace resides a strange other-worldy ion that is a
reat a race of fierce aliens. $15.00
space lI: invasion The planet Sronghold has ceased interstellar
transmissions, and vesseis fail to return from its ports. A Rebel unit is
dispatched to uncover this mystery. $16.50
Planet of the Mists Stranded on a swamp world umarked on any star
chart, the rebeis musl save a strange alien race kom extincion, by
disabling a secret imperial plant guarded by mercenaries. $18.00
Planets of the Vol. 2 Detais new worlds - with data on
dimate, cultures, geography, nnucnl species, eic. includes adventure
hooks, new equipment, etc. $22.50
Planets of the Galaxy Vol. 3 Ekrood Sector: a litte known
backwater far from the raging batties of the Galactic Civil War, but stil
threatened by the merciless forces of the empire. 96 pages with 6 new
worlds, new aliens, info for running campaigns, etc. $25.00
Rebel Allbneo Sour: A detailed description of the person-
nel, vessels, equip: stralegy, ig: and hmnfy of the Rebel
Alliance. 144 page ded for $30.00
Riders of the Muhlmm Smuggled aboard a luxury iner, Rebel
heroes suddenly find themselves sharing the vessel with two Imperial
Moffs and pirates intent on plunder. $16.50
Scoundrel’s Luck Solitaire adventure - Han Solo saves Princess Leia
from some bad-asses! $22.50
Star Wars GM's Screen 2nd Ed. indudes a 32 page bookiet for
random adventure generation. $20.00
Star Wars Movie Trilogy Sourcebook A 160 hard back
sourcebook containing revised info from Galaxy Guides 1,3, & 5. Covers
Tatocine, Mos Eisley, Death Star, Yavin, Hoth, the Imperial Fleet, Bounty
Hunters, Dagobah, Bespin, Jabba's palace, he Rebel Fleet, the New
Death Star, heroes & villains. Heaps of B&W photos. $45.00
Strike Force Shantipole Batfe imperial starfighters in the frozen
void of space, chase deadly probots through asteroid storms, and slug it
out with an escort frigatel includes counters. $16.50
Supernova o6 page supplement with 5 mini adventures. The inhabi-
tants of he Demophon system find out that their sun is about to go
supernova, and a band of rebeis tries to save some Imperial prisoners
who are doomed 1o stay on the planet. $25.00
The ion Crying Dawn Singer, a famous Shashay avian
, has been by criminals eager to the Rebel
Alliance, but more sinister implications lurk behind this plot. $16.50
The Politics of Contr A 64 page adventure of smuggling in
the Star Wars universe. With 5 adventures & related game info..  $20.00
Twin Stars of Kira 96 page book on Favelling to the Twin Stars and
encountering secret imperial Bases, lost ships with priceless cargos,
Wabs & seven mini-adventures, induding NPCs. $26.00
anted By Cracken You are a criminal hunter working for the New
Republic, and there are 50 individuals wanted for various crimes, Imperial
officers, bounty hunters, smugglers, assassins, etc. $25.00

TALKS OF THE FLOATING VACABOND

Note New Lower Prices

SCI-Fl A bizarre cross-genre cocklail of low-brow humour,
TOON-like insanity, and utter mayhem! A quick-play, low
plexity RPG for getic, zany players. By Avalon Hill.

TALES OF THE FLOATING VAGABOND Synopsis - the dregs of

Turtle's Guide t0 the Universe New ruies for the constructon of
air vehicles, with combat mechanics, extra skills, stange aliens, a star
map, a comic strip, and four adentures. 48 pages. $16.00

TORG

Note New Lower Prices

SCIENCE & SORCERY Earth is invaded by hostile entities,
each with a legion of minions and their host realities. A hellish
jigsaw of warped realms thus disfigure the world. By West
End Games.

TORG Box set with a 144 page rulebook, a 48 page Adventure Book, an
80 page Woridbook, and 150 adon—am emn to spice up combat This
is roleplay based on $50.00

Central Valley Gate A Californian town has held at bay persistent
attacks by the Living Land, Nippon Tech & Tharkold reaims, now occult
Wizards from Orrorsh have added a Gate to their problems. $18.00

Creatures of Aysie An illustrated bestiary of 60 beasties kom the
fantasy realm, deadly denizens and myths made flesh. 128 pages,
including Black Unicorns, Detrimentals, Possibility Leeches, oul $27.00

Character Template Book A of pr

Incwdu Aydlm sorcerers, Nile huo-s Ovmsh‘n thnpe changers - in dl

$25.00

Crw.t of Orrorsh A morbid menagerie of foul creatures from the
horror realm, includes the Bad Dream, Feral Furs, Headless Shrieker,
Killjoys, the Rotary Mower of Doom, Screaming Blue Murder, Poss-essed
Marsupials, Sewer Tendrils, Skull Worms & the Teddy Bear of Doom! 128
pages. $27.00
Crucible of Pain Storm Knights battie their way through mini-versions
of the six major realms, frying to save a core-Earth girl from a sadistic
scienlist's experiments. $22.50
Cylent Scream and Other Tales Six separate and complet
adventures, sach set in a different realm - the Cyberpapacy, Orrorshan,
Nippon, Living Land, Aysie and the Nile Empire. $20.00
Councll Wvorkbook Vol. 1 The Near Now of Core Earth,
Storm  Knights md Delphi partisans must stop the High Lords from
stripping the world of its precious possibilites. $27.00
Destiny Map First module in the Relics of Power trilogy. An artifact of
great power must be refrieved fom an logical dig in the Living
Land. $20.00
Forever City An artifact must be swien from its guardians and taken %o
a ruin in the Tibetan mounts. This adventure pits the players against

mmd a hideous agent from the 5th reaim. $18.00
i Moon Other Adventures Six 10-page adventures
set in various reaims. $20.00

Gaunt Man Returns A super-adventure that involves the llimound
Keep, a Nile archaeclogical dig, and other places of dread that all lead to
a confrontation with a powerful Orrorshan nightmare. Now retumned, e
Gaunt Man empioys Storm Knights to siop a rebellious servant.  $25.00
Godnet Enter the Holy Inquisition’s cyberspace Matrix - the Cyberpa-
pacy’s telecommunications network. An extra dimensional reaim of neon
data where deck programs are the keys to power. $22.50

High Lord of Earth Earth's Darkness Device has been discovered.
Storm Knights must face ritual murderers, cultists, dark gods, and their
desires as a new Lord Tries to join the Possibility Raiders. $20.00

the multverse converge on a disreputable stellar-pub to vast
q jios of strange b ges. Contains all the necessary rules &
paig! g d, plus an . Fealures time travel, spelis &
dimensional travell $25.00

Adventure With No Name Someone’s managed to go back in time
and play around with history, the end result is Light Beer, and NOTHING
olsel Volunteers are required to screw around with the timesveam to
correct his disaster. This bizarre module seems o have everything in it
except the kitchen sinki $22.50

Cosmic Paternity Sult Zeus wants his son Testosticles located and
brought o trial to face a suit brought against him by an anonymous
defendant tom the Ninth Circle of Fire. $30.00

Hypercad When Are You? New rules for Time Police

ort ady $30.00

The Relch S!Itﬂ In 1936 Einstein is kidnapped by Nazis and forced to
work on their space program. intrepid adventurers, steins in hand, must
free him and destroy everything that looks like a rocket. $22.50

Where's George Chasing around looking for George Bush.  $30.00

Reveals TORG history since the invasion.
an.u reaim updlb. now stelae maps, dispaiches, rumors, 2

8 new ch 128 pages. $27.00
InﬂNV.M Upd“ ] Foaun. new realm maps, new adventures,
in the P y Wars. 128pp. $27.00

Kcmwo Pcnoml w.npom The Kanawa Corp's Ams Division
makes sure Storm Knights outgun their enemies, no matter whati A 33
e catalogue of man: ble destruction. $2250
wa vy Weapons Hachiman Arms Division catalogue -
covering everything from Aylish steam cannons & 110-ton breech-lock
naval guns, to brutal fuel-air bombs & gatling lasers. $20.00
Kanawa Land Vehicles Details on everything fom cabe &
hovercraft, to tanks & trucks. $20.00
Land Below Trapped within the Earh's core there exists a pocket
reaim, a vast confusing labyrinth wherein prowis wisted creatures, and
where resides the ul Eternity Shard. $22.50
Los Angeles &lybook The City of Angles has become an unwiling
host to Tharkold technodemons and Nippon Ninja. 128 pages, detailing
locations, templates, adventure hook, & a risque cover. $27.00

Page 11



Role Playing Games

Nippon Tech S book The tive reaim of
Nippon is protected by its vast wealth, luuvhlc technology, plus an army
of high-tech samural & ninja. 128 $30.00
No S\nrbr Given Mi:mwm?;mndonﬂ a8 two groups of Stom
Knights are drawn to Orrosh by paraliel ines of fate. Puppets of the Gaunt
Man by with their hearts, their minds, their fears, and their lives. One
oup may live, but the other must surely die... $20.00
on: Hard Sell The reaims of Nippon Tech and Baruk Kaah's
prinaﬁvc Living Land stuggle for ultimate control of America's West

$20.00
Pluud'o Practical Grimore A 96 page supplement that features
150 new spell Pt a revised magicks system, a
index, plus pr-dal tips for both players & GMs. 88.00

The Queen of Aysle seeks assistance from some heroic

Storm Knights to help her in a difficuit quest againet the Cyberpapcy and
the evil Lord Uthorion. $20.00
Ravagons Deecrbes the Gaunt Man's awesome lisutenants - winged
reptiian creatures from a dying world batiered bfy voicanos & constant
storms, who are able to steal precious poodbilz' $25.00
Storm Knights' Guide 1o the Possibiity Wors Featires

ded by system plus new :pdh lbﬁlbu mdle.
miracles, -qupmcm. ' shards, ekc. 96 pages.
Temple of Rec

In the Near Now realm edeinos & undoud
stak humans for sacrifices to appease the newly risen edeinos god of
death, who in turn must slay the High Lord Baruk Kaah. $22.50
Tharkold Sourcebook The demonic Tharkoldu created in Los
N\gdu a techno-horor realm. With rules for technomagic, occultech,
laves, & new . 144 pages. $30.00
Tokyo Sourcebook Due Aug $30.00
When Axioms Collide The invader reaims now W on one another,
and an Orrorsham Nightmare seizes control of a portion of the Godnet to
use it against the Cyberpapacy itself. $20.00

TORG NOVELS - $7.50 each

1. Storm Knights 2. Dark Realm 3. Nightmare Dream

5. Dragons Over England 6. Out of Nippon 7. Mysterious Cairo
8. Interview with Evil § 12.00

TRAVELLER: THE NEW ERA

SCI-A Following the chace of the rebelion, civilization is ready
re-awaken. Adventurers take to the stars as they struggle 1o re-explore
and re-unite the old Imperium.By GDW.

TRAVELLER: THE NEW ERA A 384 page softcover book, with a
character generalion system with over 40 careers and 100 skills. A fast
simple combat system. Innovative starship combat rich with tactical detail.
compbb with history, mq:n the Virus, trade and commerce, psionics,
starships, and a complete system
lot gonouﬂng endless woﬂa hdudlng flora, fauna, etc. $50.00

DELUXE TRAVELLER: THE NEW ERA Spedai boxed version of
the new game with a few extras. More details later. Due Jan $70.00

Arrival Vengeance The domain of Deneb has been isolated from the
Imperium for years, an Archduke diepatches an Azhant High Lightning
cruiser with a hand-picked crew 1o discover what's happening. $16.50
Assignment: Vigilante Set in the desclate Diaspora sector after he
collapse of the Imperium, the mercenary crew of a star fighter battle

against pirate raiders. Includes 2 advenires & ship plans. $10.00
Astrogator's Guide to the Diaspora Sector Once the
batth d where 4 separals fought for supt y, Diaspora
is mm a haven for mercenaries, free traders, and lugitives. $12.00

Brilliant Lances, Traveller Starship Combat The much awaited
starship combat rules for Traveller the New Era. It includes vector based
movement system, detalled hit location and damage resclution, all the
weapons systems, extensive ship ratings, including both New Era and
pre-coliapse warships, compiete starship design rules, usable with this
complete game and the RPG. Has three space maps, technical booklet,
control panel pad, rules, player aid cards, 2 sheets of color ctrs.  $60.00
Fire, Fusion, & Steel Traveller technical architectsrs. Due Oct $27.00
Rebellion Sou: Explains the origins & consequences of the
rebeflion, the fate of the Imperial Fleet & details on the 13 factions that
y exist. ical notes are , plus maps. $15.00
Referees Screen Standard GM screen b aid play. Due Jan.  $16.00
Smash & Grab More details later. Due Feb. $40.00
Survival Margin 104 page book giving the history from the 1116
assassinalon of Strephon to the 1130 release of the final weapon - he
Virus. The history of the destructive, suidical electronic Al Virus is then
given in detail, & there is an overview of the Star Vikings. $22.50

W HT 2000

Note New Lower Prices

SCI-A A Mid East war ignites a nightmare conflagration in
Europe. Massive armies collide, and each is bludgeoned to a
standstill, amid this madness the final option begins. By
GDW.

TWUGHT 2000 Version 2.2 Boxed Set The ruies have been
updated to makch those in Traveller the New Era. Europe’s nemesis
exhales its poisonous breath over the conlinent. Sociely plummets to
critical meltdown, and war is forsaken as the fight for personal survival
takes precedence over exhausted politics. Contains the rulebook, 2
uchcd mape & 10 mini-adventures. $45.00
:EZOOOVu sion 2.2 Rulebook The rules have been
updalod to match those in Traveller The New Era.
Characters can be any nationality and have non-military back-grounds.
The whole global environment has become more chaotic and fragmented.
280 pages. $35.00
American Combat Vehicle Handbook 104 page -

This book reveals 10 sample $20.00
Milwaukee by Night Details this city where the Anubi's strength is
waning, while salivaing packs of Lupines (Werewolves) await their chance
to destroy their ancient snemies, the Vampires. 128 pages. $25.00
Player's Guide 2nd Ed Features new dans, archetypes, skils,
abifites, & equipment, plus character Flaws, Merits, & weaknesses.
Details the powerful Elders, with Disciplines far surpassing those of the
younger Kindred. Leading designers also offer new techniques for better
roleplaying in Vampire. $45.00
Player's Guide to the Sabbat History, secrets, myhs, rules for
creating Sabbat characters, new clans, bloodiines, rituals, etc. $30.00
Storytelier's Handbook 2nd Ed Includes chapters on perfecing
the Storyteliing art, how to handie settings, Chromicles set in the past &
future, new Bloodiines, foes & additional rules for mngic flight, etc. $35.00
scorynuer' S des a 16 page story : Blood at
$20.00
The ‘Hunters Hunted Details the mortal hunter organisations who
seek to destroy Vampires, or offers a Hunters Chronicle with the players
ﬁ‘:n off the Undead. With new rules for Faith & magic. $22.00
ﬁhoquerado A spin off fom Vampire, there is no table or dice
involved in this complete live role-playing game. It is a boxed set that
contains Character and Story Books, the Book of the Damned, cards, and
other accessories. $75.00
The Succubus Club Details the most notorious, extravagant

detailing over 60 weapon systems, from MBTs & APCs, to hovercraft &
FAVs. Includes the US Army Order of Battie before & after WW3  $18.00
Bangkok 104 page campaign sourcebook for Thailand. Describes its
geography, culture, politics, armies, criminal organisations and more.
Includes adventures. $18.00

Castle by the Sea A deep penetration rescue mission is undertaken
1o refrieve a cache of stolen weapons, and save a kidnapped Warlord's
daughter from a gang of thugs holed up in an old fortress. $8.00

Eastemn Europe Handbook Due? $22.50

Gazetteer Merc 2000 supplement detailing world ¥ouble spots, from
internaional border disputes and coups, to urban terrorist activities. With
backgrounds, scenarios, maps, etc. 64 pages. $25.00

Heavy Weapons of World Mustrated guide to towed and
man-portable heavy support weapons - from mortars, tube artillery,
rockets, air defense systems, special weapons, and more. $22.50
Infantry Weapons of the World Covers 220 different weapons
(from WW1 1o WW3): pistols, rifles, SMGs, MGs & shotguns - each is fully

rated for the game and illustrated. 104 pages. $22.50
Merc: A complete, variant-history RPG where mercenaries are
hired by the world's muli-powers to elimi &

industries. This can also be used as a supplement for Twilight 2000. 120
es. With character generation, global politics, weapons, etc. ~ $30.00
mTO Vehicle Guide Exstensive gaming information for over 60
weapons from France, Denmark, Austria, Netherlands, England, Ger-
many, Tul“kol. slc. Includes military organisation after the war. $20.00
Aviation 00K Record sheets for small boats,
aircraft (utility, aison, ransport, ground attack, fighters & bombers) &
helicopters (gunships, transports & tank-busters). 154 pages. $22.50
Operation Crouching Dragon An adventure seton an island in the
South China Sea. $13.50
Referee’'s Screen Standard product - a DM's prop with lots of
important-ooking charts & mues $12.00
Retum to W, The i of this sh d city
must once again face the specte ol occupation as the Black Baron
relurns with a new bandit army. $10.00
Soviet Combat Vehicle handbook A 104 page guide to Russia's
vast military arsenal, this includes everything from MBT's, APC's, giant
hovercraft, SP artillery, missile launchers, etc. $18.00
Special Operations Handbook Merc: 2000 book on global
covert-operations organisations and Special Forces with finks to mercen-
ary operatives, induding the CIA, FBI, the English SAS, and many others.
Features new skills & combat rules, exra weapons, generic NPCs, and
twelve scenarios. $22.50
Twilight Nightmares 10 exotic scenarios for Twilight 2000 & Merc
2000. Indudes a battie with a crashed UFO's zombie occupants, a
terrifying enooumov with a ;qu.d of oxpalmonhl combll drmds a quick

dinner engag t with b y , and
morel 104 pages. $18.00
White Eagle Poland is  being torn asunder by a megalomanical military
dictator, greedy and the of the People's
Army. The fate of this nation hungs in te balance. $10.00

VAMDPIRE

HORROR A storytelling role playing game. Players are
vampires, tortured creatures who must cling to the last shreds
of humanity lest they become a ravening fiend. By White
Wolf.

Vampire 2nd Ed. Hardback Explains the concepts of this
matre-age RPG, with a background for Vampires, how to define
characters, interacion with the story, the drama, creating a sefting and
running a story, ekc. “Its atmosphere is stark, exotic & brooding, but with
an underlying sonorous sensuality. Vampire is a neo-gothic vision of
romance laid atop today’s hyper-kenetic MTV world.” That about explains
it The second edition version is easier to understand, the layout is

atiractive & the artwork exemplary. $50.00
Alien Hunger A jumpstart kit designed 1o give begi a
quicker start. Includes an adventure based on the trlnsfovmnnon from
human to vampire, and a guide to gothic-punk Denver. $22.00

Ashes to Ashes Ordered by Modius, the Prince of Gary, to present
themseives to Lodin, Prince of Chicago, a g'oup of neonates find

th i shoved headlong into a U of Kindred Intrigue.
Includes an advanced Storyteling concept - the Villain's Flashback, to
accentuate theme & mood. $22.00

Awakening: Diablerie Mexico Lying deep in torpor beneath the
mayan tombs is a most-ancient Methuselah. Sleeping away the ages unél
his ime to arise, unless the Kindred get his essence first. $22.00

A World of Darkness Expiores those places where the light of
reason & hope has never intruded - from the notorious Vampire Club in
San Frandisco to the Lost Valley of Kings in Jordan. Features expanded
information on Vampires of Asia, & source material on a mysterious
hidden sect of ancient power. $30.00

Blood Bond Characters learn of the stength of the blood bond, an
obsession none can resist, whilst dealing with the Prince of Chicago,

strange new Kindred and the dread Sabbat. $18.00
Book of the Damned An intro to the Vampire world, it presents new
material and important information from the rulebook. $12.00

Chicago by Night 2nd Ed Campaign accessory exploring this divided
city that teeters on the edge of chaos. With Kindred NPC descriptions,
maps, character interaction charts, over 100 encounters. $35.00
Children of the Inquisition From the flames of the Inquisition
sprang two waring factions of ho Undead - the Camarila and the
{ Sabbat. This suppl boh to the game.  $35.00
Clan Book: Brujah History, traditions, myths and secrets of Clan
Brujah, 10 templates of characters, & mysterious powers. $20.00
Clan Book: Gangrel How they Gangrel run with the werewolves and
the powers they gain, 10 sample charactesr, history, etc. $20.00
Clan Book: lgalkaman An extremely warped Clan, whose members
are all insane (as is this book). The information contradicts itseif - no it
doesn't. Pages are stuck in upside down, some text is Ufiréadabié, elc.

in the Chicago Rack, where mortal vessels are easily obtained.
Includu 6 complete one-chapter stories. $35.00
Vampire GM Screen Usual stuff. $22.00

WARHAMMER FANTASY

FANTASY A gothic world based on mediaeval Europe, but
with a dark fantasy background. Chaos stalks society,
corrupting whoever has the misfortune to face it. By Games
Workshop.

Warh F Rolenl .

y 368 with 4 PC races,
63 careers, 133 skills, 7 typerl o| maguc 156 spells, 21 deities, 106
crealures, history & details of the campaign world, coinage & costs,
tra-vel, Fate Points, traps, disease, poison, insanity, alignment, critical hits,
hand-to-hand combat, efc. $55.00

WELREWOLFKF

HORROR Second in White Wolf's gothic-punk series. Here
the players are werewolves. lupine outcasts who fight to
defend their wilderness territory from the forces of the wyrm.
By White Wolf.

WEREWOLF Players are Garou, powerful but dying protectors of a
despoiled Earth. They are the immune system of Mother Nature, and
battle desperately the ancient enemyknown as the Wym. $40.00
Book of the Wyrm Detailed information on the Black Spiral Dancers,
the hideous lost tribe of the Garou, subsidiaries of Pentex and their
machinations, Faits & rules for Banes, fomori, Incarna, etc. $30.00
Drums Around the Fire More details later. $16.00

Rage Across New York The Wyrm has extended its corruption
across the world, but espedcially in New York. The Garou will contain their
rage no longer, and the battie is on. $25.00

Rage Across the Amazon The servants of the wyrm are trying to
deetroy the Amazon Rain Forest, but the Garou are trying to stop them.
Includes herces and villains fom the war, werejaguars, Mokole werecro-
codiles, etc. 120 pages. $30.00

Rite of Passage Adventure from the dephs of the Northwest
Territories in Canada to the wilds of Central Park in Manhattan.  $20.00
The Werewolf Players Guide A 232 page book tat includes new
character generalion options, including merits, flaws, personality arche-
types and new gifts. It has expanded rules for Rage and combat, indluding

Klaive dueling and the Garou martial art of Kailindo, etc. $35.00
Under a Blood Red Moon Werewdlves decide to take on he
Vampires in Chicago. $27.00

Valkenburg FoundationFive complete stories where players aid the
Foundation searching for and restoring lost, insane cubs. $25.00
Ways of the Wild More details later. $22.00
Werewolf GM Screen The GM foldout screen & pad of tables.$16.50
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iDlictures Rl
COLOR CODE

B New Item Now Available and in Stock
] New Item Not Yet Released

WRE ANCIENTS RULES HISTORIC

WRG ANCIENTS RULES 7th Edition

Wargames Research Group’s 3000BC to 1485AD rules. Each figure (of any scale - 6mm to 25mm)
represents 50 men. All troop types (from archers to elephants), weapons, formations, & tactics for
the period are included in this 48 page book, plus reference card. All troops are based and fielded
in elements, of either 2, 3 or 4 figures per base. The rules include historical background, field
engineering, fortifications, unusual ‘terror’ weapons, & basic strategies. $16.00

WRG ARMY LISTS Volume # 1 Ancient Near East 3000 BC - 500 BC

Until now everyone’s been using the 6th Edition’s three army list books, which are not really com-
patible with 7th Ed. This first new army list book is 77 pages in length, and covers all the armies of
the Ancient Near East from 3000 - 500 BC. Armies included are: Babylonian, Assyrian, Hyksos,
Egyptian, Hebew, Philistine, Etruscan, Early Greek Hoplite, Spartan, Thracian, Achaemenid Per-
sian, armies of the Persian wars, Phillip || Reformed Macedonian. Each army entry includes foot
notes regarding tactics, history, troop types, & some maps. $16.00

WRG ARMY LISTS Volume # 2 Armies of Far East, Asia, America

A 90 page book of army lists for the Far East, Asia, and America. Some of the armies covered are:
Later Shang Chinese, Early mounted Nomads, Hsiung-Nu, Han, Three Kingdoms Chinese, Early
Medieval Indians, Kirghiz, Khmer, Medieval Vietnamese, Khitan-Liao, Sung Chinese, Mongol,
Japanese (early, to late), Aztec, Inca, Mayan, etc. Includes foot notes, descriptions, maps. $16.00

WRG DE BELLIS MULTITUDINIS Mass Ancient & Medieval Combat

I've got four complete 15mm Ancient & Medieval armies, which | had based for using with WRG
6th Edition Ancients. | loved the rules so much that |'ved played around 4 games in sixteen years!
And 7th Ed Ancients rules inspired me so much that | could not even be bothered rebasing the
armies, so |'ve never even played it. But DBM (De Bellis Multitudinis) is 80 good that while on a
holiday, | played 7 seven games in four days, and immediately began rebasing all of my armies the
moment | got home (both historical and 25mm fantasy).

No kidding, these are the best set of ancient and medieval miniatures wargames rules around.
They are simple (just 36 pages), with the most elegant combat system |'ve seen. You can play with
either 25mm, 15mm, 6mm or 2mm figures. All figures are based in elements. eg, all 15mm troops
are placed on a base 40mm wide. This has 4 close order infantry, or 3 cavalry or loose order
infantry, or 2 light horse or open order infantry, or one elephant or chariot. There are nineteen troop
classifications (eg, spears, knights, light horse), each having up to five grades (such as Superior or
Fast), and all are either regular or irregular. The combat system is pure magic - only two pages
long. And the most important things are the flanks on each one of your elements - each needs to
have another element on either side. All units have a combat factor against foot and horse. When
two elements fight, each player adds 1D6 to his combat factor, and there are a few combat factors
to be added or subtracted. If inferior troops score lower than their enemy, they receive a further - 1
(ie, fight goes against them & they lose heart), whereas if superior troops score lower, they get + 1,
ie, fight goes against them but they're tough so they just lump it. Normally, if one element scores up
to double it's opponent, the opponent retires it's base width. But there are lot's of exceptions. If
knights (which includes troops such as cataphracts & Macedonian Companions) recoil spears,
pikes, warband, psiloi, etc, they are destroyed. If psiloi recoil elephants or suicidal chariots, they
are destroyed. If one element scores double or more than it's opponent, their opponent is normally
destroyed - but again there are many exceptions. Foot elements that score double that of light
horse, can do no more than make them flee for one turn. Also, spears, pikes & blades (which
includes Legionaries etc) can only ever be recoiled by light horse. Psiloi can only be destroyed by
mounted troops, bowmen, or psiloi or auxilia. Otherwise they fiee.

There is also a magnificent command system. Each general (usually have 2 to 3, each with his
own command) throws 1D6, and this is the number of actions that general can perform. Generally,
an element or group (elements in base to base contact) will cost one pip to move if regular, or two if
irregular. Light troops are always 1 pip. They really are excellent rules. $16.00

WRG DBM ARMY LISTS Book # 1 3000 BC - 500 BC
A 54 page book of army lists written especially for DBM. The average size of armies used with
DBM is between 300 - 500 points. | recommend 200 points for 25mm, which is around 30 elements
or around 90 figures; or 375 points for 15mm, which is around 60 elements or 180 figures. This
book includes notes on each army, rules for using allies, climate, aggression, and terrain types for
each army, etc. Armies included are: Egyptian, Syrian, Assyrian, Babylonian, Mycenaean, Trojan
War, Early Hoplite Greek, Thracian, Early Macedonian, Roman & Etruscan, Early Achaemenid
Persian, Early Carthaginian, etc. $16.0Q

WRG DBM ARMY LISTS # 2 500 BC - 476 AD
A 76 page book of army lists, including some of the Ancient period's greats. Later Hoplite Greek,
Alexandrian Macedonian, the Successors, Camillan, Marian, Early, Middle, Late, & Patrician
Roman, Hunnic, Alans, Gallic, Hsiung-nu, Armenian, Ancient British, Sassanid Persian, Early Ger-
man, Visigoth, Vandal, Pictish, Saxon, and my favorite - the Parthians. The first seven games |
played of DBM were of Parthians fighting Marian Romans, and | immediately fell in love with the
Parthians. The cataphracts are rated as being Knights(X),ie, exceptional. This means that they are
classed as superior against spears, pikes, horse, & bowmen, but inferior against blades, knights,
orwarband, ordinary in all other cases. And moving 150 paces, they are basically fast super heavy
infantry, and very close against legionaries. But the horse archers! They were wonderful. Zipping
all over the place and totally invulnerable against any enemy foot. $16.00

WRG DE BELLIS ANTIQUITATIS Fast Play Ancients Rules
Wargames Research Group's fast play ancient & historical miniatures rules. Game mechanics are
a simplified version of DBM, using the same basic concepts. One major difference is that all armies
consist of 12 elements or bases of figures, which means that no army can have over 50 figures.
There are no point values. It is a 20 page book containing simple yet effective mechanics that
cover troop definitions, terrain, camps, close combat, missile fire, artillery, etc. Includes a sugges-
ted six nation campaign, historical army lists, all of which require only a small number of figures.
Very suitable for 25mm, 15mm, or 1/300th scale games. $7.50

WRG HORDES OF THE THINGS
A 40 page book of fast play fantasy miniatures rules, using a system very similar to DBA. All armies
consist of 24 points, and can include the troop types aerial hero, god, dragon, paladin, behemoth,

magicians, heroes, airboats, artillery, sneakers, clerics, flyers, knights, riders, beasts, blades,
spears, shooters, warbands, hordes, and lurkers. Large battles can be played, simply by adding
further generals, each of which commands 24 points. The average 24 point army will include 24 -
36 figures. Combat is very similar to DBA and DBM, and so the game is extremely fast moving and
easy to learn. Hordes are done in a novel way. If one is eliminated, the next turn you can replace it
by spending one command pip, and it arrives in your stronghold or back board edge. $16.00

WRG ARMIES OF MACEDONIAN & PUNIC WARS 359 - 146 BC

A superb 192 page sourcebook on the period of ancient history from the time of Phillip of Macedon,
Alexander the Great, to the arising of Rome as the dominent power. This book is one of the most
comprehensive history books available, detailing each nation in great detail, including: the Per-
sians, Greeks including: Boiotia, Sparta, Athens, Phokis, etc; Macedonian, including Phillip’s
reforms and Alexander; the Successors, Bactrian & Indian Greeks, Thracians, lllyrians, Steppes,
India, Carthage, Spaniards, Celts, Rome, Etruscans. History and tactics of each of those powers is
included. For example, did you know why the Greek Hoplites right flank tended to beat the oppos-
ing left flank? Each of the major battles of the period are covered. And best of all, there are over
100 pages of troop dress and equipment, including an illustration of every troop type, diagrams of
common shield patterns and designs, & colors of tunics & armor, horses, etc. $38.00

Macedonian & Successor Shieid Designs

WRG ARMIES AND ENEMIES OF IMPERIAL ROME 150 BC - 600 AD

146 pages of pure historical delight! Tactics, history, and troop types are covered on the Roman
armies from Marian Roman to Patrician Roman, Pontus, Armenia, Gaul, Britain, Early Germans,
Parthia, Jewish Revolt, Arabs (an extremely colorful race - " The disappearance of your own Arab
allies or being joined by those hired by your opponent was a reliable way of estimating your army’s
chances"), Sarmations, Dacians, Moors, Paimyra, Sassanid Persia, Picts, Scot's-Irish, Later Ger-
mans, and the Huns. Major battles of the period are detailed, and illustrations of each troop type
are given, along with commentary & painting guide regarding armor & tunics, and there are over
200 shield designs. $28.00

WRG ARMIES OF THE DARK AGES 600 - 1066 AD

A 128 page history book covering armies of the Dark Ages, their histories, troop types, tactics, etc.
Nations covered are: Byzantine, Sub-Roman, Pictish, Irish, Visigoth, Lombard, Carolingian, Vik-
ing, Russian, Slav, Avar, Bulgar, Alan, Armenian, Sassanid, Arab, Saxon, Norman, ltalian, Span-
ish, etc. Major battles of the period are covered, and each troop type is illustrated and described,
giving armor & tunic colors, etc. Maps are also provided. $30.00

WRG ARMIES & ENEMIES OF THE CRUSADES 1096 - 1291 AD

A 120 page historical reference book of one of the most colorful periods of history, when repeated
attempts to wrest the Holy Lands from the hands of the infidel Muslims met with varying degrees of
success or failure. It contains maps, major battles of the period, and history and tactics of the
following nationalities: Franks, Hospitallers, Templars, Armenians, Syrians, Seljuks, Fatimids,
Mamiuks, Byzantines, Georgians, Mongols (called Tartars by the Franks), lkhanids, etc. in the
late 1200s the Mongols invaded the Middle East as well. Each troop type is illustrated and descri-
bed, giving armor and tunic colors, etc. $30.00

WRG ARMIES OF FEUDAL EUROPE 1066 - 1300 AD

A 160 page historical reference book of Medieval Europe following the battle of Hastings 1066. It
gives history, tactics, organisations, of Bulgaria, England, France, Holy Roman Empire, Hungary,
Teutonic Knights, Poland, the Low Countries, Scotland, Italy, Spain, Wales, etc. Also covers many
major battles, and gives illustrations and descriptions of each troop type for all the listed nations,
including armor and tunic colors, variations, shield & banner designs. $38.00

Polish Knight 11th C Polish Knight 1229 AD Polish Knight 1241 AD Polish Peasant

WRG ARMIES OF THE MIDDLE AGES Volume 1 1300 - 1487 AD

. A must have for all fantasy & historical medieval gamers. This book contains 215 coats-of-arms,

for both heater shields and knights’ banners and pennons. Organisation, tactics, history, dress and
equipment are provided for the Hundred Years War, War of the Roses, & the Burgundian Wars,
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and covers, England, Burgundy, France, Free Companies, Ireland, ltaly, Low Countries, Scotland,
Spain, & Switzerland. The book is so detailed that it includes even the actual money paid to vari-
ous troop classes throughout those wars, eg, £1 a day to a Prince in 1347, to 6d to a Hobilar. It
covers the make up of men-at-arms, including ratio of bannerets, knights, esquires. Has illust-
rations and descriptions, color guides to all the troop types for each beligerant. 192 pages. $38.00

En’luh Archers War of the Roses

WRG ARMIES OF THE MIDDLE AGES Volume 2 1300 - 1500 AD

A 200 page historical reference book on the organisation, tactics, dress, weapons, and history of
armies of the Ottoman Empire, Eastern Europe, & the Near East from 1300-1500 AD. Nations
included are: Abania, Byzantine, Catalan Company, the Golden Horde, Holy Roman Empire,
Hospitallers, Hungary, the Hussites (with those cute war wagons') Mamluks, Ottoman Empire,
Poland, Teutonic Knights, Venice, etc. Includes details of major battles, 105 coats-of-arms, illust-
rations of all the troop types, artillery, etc. $38.00

BATTLESYSTEM FANTASY

TSR BATTLESYSTEM

at covering large-scale battles between 25mm fantasy units (particu-
larry Ral Panhas excellent range). With 3 levels of rules complexity, featuring magic, heroes,
monsters, flying rules, sieges, and much more. Each figure represents ten soldiers, or one crea-
ture or character - but common troops appear on multi-figure bases, and fight as a formation.
AD&D player-characters can be used as heroes in any Battlesystem scenario. Made by TSR, with
128 pages and color photographs. $30.00

TSR BATTLESYSTEM SKIRMISHES

Modified BATTLESYSTEM rules designed for smaller forces (10 to 50 combatants), with each
figure fighting individually. Can be used in conjunction with AD&D. Mechanics include morale,
experience, personal challenges, etherealness, aerial combat, magic weapons, illusions, war
machines, wizards & more. 128 pages with color photos and a painting guide. $35.00

TSR CASTLES

A generic medi pplement boasting a wealth of 25mm color cardboard structures,
including towers, holds, fortross walls, battlements, drawbridges, siege towers, fieldworks, plus
numerous floorplan aids, etc. Includes asscrnbly instructions. 360.00

BLOOD BOW FANTASY

GAM BLOOD BOWL

Mutti-racial fantasy teams play a very violent version of Gridiron, literally fighting for victory (and
any other reason they can think of!) Components include a 28" x 16" polystyrene playing field and
thirty two plastic Citadel 25mm miniatures. $75.00

GAM BLOOD BOWL STAR PLAYERS

This 80 page hardback book features new game rules for star players (generation & skills), cam-
paigns, injuries, mutants and mixed rae teams - includes statistics for 13 racial teams, 5 large
monsters, and eight famous teams. $36.00

GAM BLOOD BOWL COMPANION
New rules, including kickers, , cheerleeders, rerolls, fans, weather, magic, magic items,
new balls, secret weapons & traps, and campaign mechamcs including leagues, rosters, team

creation , freebooters, dirty tricks, etc. 80 page hardback $36.00

GAM DUNGEONBOWL

Tired of playing Gridiron on the field - well, here's how to play Blood Bowl in a more imaginative
setting - a dungeon! Players, dwarf or elf, move about using teleporters, each searching for the ball
hidden in one of the many trapped chests that lie scattered throughout the maze. Includes 32
plastic 26mm Citadel miniatures, sturdy laminated tiles, and counters. $45.00

CHALLENCGER 2000 MODEERN

TAB CHALLENGER 2000

This new version of Challenger is both updated and revised, making a must for all modern minia-
tures gamers. Changes include new move sequence, new morale, Explosive Reactive Armor, new
missiles, etc. The rules cover battlegroup combat from 1950 to 2000's. Each micro-scale (1/285th
or 1/300th) miniature in the game represents one AFV, weapon, for man. The 66 page rulebook
includes reference charts, a beaten-zone template & 170 markers. The popularity of this product is
due to it's comprehensive detail & llent tactical integration of the combined-arms doctrine.
Mechanics cover the command network, communication, multirole ordinance, electronic & NBC
warfare, engineering, helicopter operations, air support, and much more $16.00

TAB MODERN EQUIPMENT HANDBOOK

92 page guide to equipment specifications and point values. Contains a compendium of vehicles
(MBTs, TDs, APCs, ACs, recon units), anti-tank missiles, rockets (conventional and NBC), antiair-
craft systems, mortars, artillery & helicopters, all from 49 countries. $15.00

TAB DIGEST #4
Ultra modern army lists Volume # 1. This 77 page book details comprehensive unit compositions
of the major and neutral forces on the central European front. $15.00

TAB DIGEST #5
Features tables of organisation for the Middle East, Africa, the Far East, Latin America, and Rapid
Intervention Forces, plus a brief listing of Central American ‘hot spot’ forces. $15.00

ECISION 2nd Ed CENTURY

COMMAN

GDW COMMAND DECISION

2nd Edition. Covers combined arms wargaming at operational-level from 1939 to 1992. The
emphasis is on speed of decision & the importance of each combat element, without succumbing
to rules overkill. Suitable for any scale, HO/OO, 1/285th, with each model vehicle & stand of infan-
try representing a platoon. What you get with this boxed set is: 96 page rulebook that includes
aircraft, airmobile & amphibious operations, 6 scenarios, & a DYO campaign material. A 224 page
Armies of WW2 book detailing divisional tables of organisations & equipment for France, Ger-
many, ltaly, Japan, Poland, England, America & Russia. A 32 page equipment data book lists
major weapons for all of these nations. There is also an 8 page set of playtest rules for pre 20th
century games, a battalion level summary, 2 rules charts, 2templates, & a plethora of chits. $60.00

GDW OVER THE TOP

Rules for tactical combat in the bloody mire that World War | - the dawn of modern warfare. The
game mechanics feature chemical warfare, artillery barrages & variant ammunition, complex pre-
pared trench systems, weather, night fighting, aerial operations, trench raiding parties, stosstrup-
pen, demolishes, exhaustion, flamethrowers, BEF's Mad Minute, rudimentary AFVs, planes, and
deadly machine guns. This 128 page book includes 10 scenarios, two campaigns, & complete
1914 - 1918 Orders of Battle for 13 nations. $22.50

FANTASY WALRRIORS FANTASY

GRE FANTASY WARRIORS

Grenadiers incursion into the realm of tabletop fantasy miniatures’ gaming is a pleasant surprise.
This is a low to moderate complexity system that allows play to flow quickly without sacrificing the
character necessary for epic fantasy battles. The rules contain the best command control and
orders rules available, and the 56 page rulebook also includes sections on scouting, warchief
boasts, omens, threats (quite useful), magic, talismans, army lists, and more. All armor types and
weapons are classified individually - there are no values for these as is common in most rules.
There are 150 game markers, dice, and 102 25mm plastic dwarves and orcs. $70.00

GRE FANTASY WARRIORS COMPANION

An 80 page book detailing Undead armies, including necromantic power, power drains, stats for
undead war rhino and undead war mammoth; rules for mercenaries, including firewater, poisoned
arrows, mercenary commands, mercenary half-orcs, horse raiders, mercenary dragons and
giants, barbarian war mammoth, goblin war giant, etc. Also gives stats and rules on the Fantasy
Forge Battlefield Scenery, ie, mantlets, spiked pits, archers stakes, walls, etc. Also includes pala-
din heroes, druids, ballistas, dwarf war cannon, new magic spells, rules updates, multiplayer game
rules, and revised and expanded army lists, including balrogs and ents. 1 sheet of counters $22.50

GRE FANTASY WARRIORS GAMERS PACK

At long last - the rules of FANTASY WARRIORS are now available separately - you don't have to
buy the whole boxed game and miniatures to play. This pack contains the complete FANTASY
WARRIORS rules, the Fantasy Warriors Companion, two counter sheets, quick reference sheets,
stats update sheets, & a newsletter. $26.95

FIRE & FURY U.S. CIVIL WAR

QUA FIRE & FURY

A 74 page rulebook cover the U.S. Civil War produced by the Tactica People. Each stand of
infantry or cavalry represents a brigade, enabling large battles to be recreated. Rules cover unit
quality, leader effectiveness, morale, command, weapon effectiveness, ammo supply, fog of war,
etc. No re-basing of figures is required. Has glorious color photos. $40.00

QUA GREAT WESTERN BATTLES
A 36 page scenario book for FIRE & FURY. Each scenario includes history, maps, orders of battle,
and what if's. Covers Shiloh, Corinth, Stones River, Atlanta, etc. $25.00

FIREFIGHT SCIENCE FICTION

ALT FIREFIGHT

These rules are designed for use with Alternative Armies large range of wargames figures. The
rules focus on the underground combat occurring between the humans of the Free Companies
and the Shia Khan - numberless hordes of goblins. The rules are skirmish level with the emphasis
on fast moving mechanics. $30.00

HARDOON MODEDN

GDW HARPOON

Excellent tactical naval rules, featuring a 48 page rulebook, the 144 page Data Annex 1990-91
book (see below), a 16 page scenario book, 2 reference cards and 168 counters (if you can't afford
miniatures.) The mechanics are detailed, and allow for a realistic interpretation of near-future con-
flicts. incorporates devastating air-power and sophisticated electronics with a variety of surface
vessels & submarines. However, these rules require extensive book-keeping (unit damage alloca-
tion, ammunition expenditure, fuel, etc.) $40.00

GDW BATTLES OF 3RD WORLD WAR
Contains 14 scenarios of Soviet & NATO naval engagements in the North Atlantic. With new rules,
secret weapons, plus essays on maritime strategy. 48 pages. $13.50

GDW SHIP FORMS

25 detailed status sheets for popular ship classes in the NATO (12 entries) and Soviet (13 entries)
fleets. Full game data for each vessel is included, as are 9 aircraft and 4 helicopter profiles, plus a
scenario-generation system. $13.50

GDW SUB FORMS

Like Ship Forms, this 48 page supplement is designed to speed-up play & make references to the
combat vessels easier. Features 38 detailed, ready-to-play submarine data-sheets, representing
boats from 7 countries. $13.50

GDW ASW FORMS

‘Contains comprehensive data-sheets for 32 NATO & Soviet Anti-Submarine Warfare vessels, air-

craft & helicopters. With an ASW scenario generation system $13.50
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GDW DATA ANNEX 1990-91

Filled with concise technical specifications on modern ships, submarines, aircraft, weapons, mis-
siles & electronics. This 144 page supplement details the world's fleets, including near-future ves-
sels. Also features new aircraft endurance rules. $10.00

GDW THE SOUTH ATLANTIC WAR

Features 24 scenarios that recreate the furious clashes between Britain and Argentina in their
battle for control of an island full of cold sheep (not New Zealand!) Includes pregenerated ship
status sheets, background info, environmental data and land campaign rules. $20.00

GDW TROUBLED WATERS

Features over 30 pregenerated ship forms and special rules that cover 3rd world navies, with
soenarios from the 1973 Arab-Israeli war, Iran-Iraq war, and the Gulf War. A scenario generator is
provided, plus a brief history of Fast Patrol Boat operations. $16.50

JOHNNY REB  U.S. CIVIL WAR

GDW JOHNNY REB

2nd Edition. One figure (of any scale) represents 20 soldiers, and forces are deployed in Regimen-
tal formations. Players are able to recreate massive Corps-level engagements. Includes an 86
page rulebook illustrated with diagrams, 11 pages of scenarios, 2 quick reference sheets & over
300 counters. Comprehensive in its historical detail & with playable mechanics. $40.00

KRYOMEK SCIENCE FICTION

FAN THE COMPLETE KRYOMEK

Fantasy Forge went into receivership, but have been bought out by Grendel Productions. They will
be releasing (around October they claim) THE COMPLETE KRYOMEK boxed set, which will con-
tain fully revised rules, complete army lists supplementary rules, background information, a star-
ter scenario, and plastic miniatures. There will be regular scenarios later on, and new plastic vehi-
cles and miniatures $TBA

NADPOLEONS CATTLES NADPOLEONICS

AVA NAPOLEONS BATTLES

Rules for grand tactical brigade-regimental warfare from 1792 to 1815. Includes unique
mechanics that stress Command-Control & player interaction. One 156mm figure represents either
120 infantry or 80 cavalry, with 1 artillery base per battery. One turn = 30 minutes, one inch = 100
yards. Features an introduction (32 pages), a scenario book with 8 battles and DYO (48 pages), a
rulebook with three complexity levels (36 pages), reference cards, templates, and 186 counters.
Over 350 troop types, all nationalities, and 800 leaders are rated for their abilities. Counters are
included for those without miniatures. By Avalon Hill. $45.00

PHOENIX COMMAND 2nd Ed  20th CENTURY

LEA PHOENIX COMMAND

A quick-playing, realistic small-arms combat system (for miniatures or role playing). Any number of
players can participate in gritty man-to-man scenarios of modern melee combat. Includes basic,
advanced & optional rules plus a character generation system and a comprehensive listing of
contemporary infantry weapons. 90 pages of manly slaughter. Recommended $35.00

LEA ADVANCED DAMAGE TABLES FOR SMALL ARMS
A detailed expansion of the Hit Location and Damage tables. Includes rules for bullet paths (show-
ing just what gets splatted), low penetration weapons, target shock, bone ricochets, and over 60

bodily hit locations. This much tamily fun can'tbe legall $20.00
LEA ADVANCED RULES

More mayhem than you can poke a stick at! Includes blunt trauma, smoke, blind fire, traps, explo-
sive ammo, spotting, weapon reliability, scopes, skills, training, etc. $20.00

LEA ARTILLERY SYSTEM

Here's some heavy hardware that's guaranteed to turn every target into instant fertilizer! With 72
pages detailing an extensive range of guns, rockets & mortars: plus rules for indirect fire, calling

fire missions, air & ground bursts, defensive positions, etc. $27.00
LEA CIVILIAN WEAPON DATA SUPPLEMENT

Details 118 weapons available in America to the general public (useful for such activities as a
McDonald's Massacre, etc.) or hardcore cops ‘n’ robbers type overkill $20.00
LEA HAND TO HAND COMBAT SYSTEM

No mucking about here - straight into the real messy stuff! 47 pages with rules for whips, swords,
baseball bats, chainsaws, and other friendly gadgets. Includes character generation. $22.00

LEA HEAVY METAL
Details the capabilities, suit hit locations, and damage tracks for 11 types of power armor. Includes

rules for weapon battlepacks, auxiliary packs, and Dragoncrest equipment. $27.00
LEA HIGH-TECH WEAPON DATA SUPPLEMENT

Describes futuristic cyberpunk-genre weaponry (Sliver, Flechett & Lase munitions), power body
armor (flex, power, etc.) Plus data on caseless ammo, mines, and launchers. $22.00
LEA LOCK AND LOAD: VIETNAM 1965-1971

Includes seven scenarios, each with a full page map; equipment options including Punji Stakes,
Trip Flares, etc; pre-generated troop data for 59 types of combatants, 13 weapons, etc. ~ $22.00

LEA MECHANISED COMBAT SYSTEM
The theory behind this one is that if you can’t shoot straight enough to hit the buggers, then run'em
down with a great @$#8&! tank. 112 pages of info. $35.00

LEA MECHANISED LIGHT VEHICLES
This 40 page book features the primary Light Fighting Vehicles used by the United States and
Warsaw Pact nations. Full data for each vehicle is presented, including some special rules. $20.00

LEA MECHANISED PANZER: WW2 Medium Tanks

The status sheets for the primary medium tanks of WW2. Includes the German Pz IV F1, F2, H,
and Panther, the Russian T-34/76 and 85, and the Sherman 75mm and 76mm. $20.00
LEA MECHANISED KING TIGER: WW2 Heavy Tanks

The status sheets for the primary heavy tanks of WW2. Includes the German Tiger, King Tiger, the

SovietKV-1, KV-1s, KV-85,1S-2, IS-2m, & the US Jumbo Sherman. $20.00

LEA MECHANISED PLAYING AIDS
540 counters which enable players to streamiine play by not having to do much record keeping.

Counters are for: vehicle speeds, aim times, vehicle status, artillery strikes, etc. $18.00
LEA PHOENIX COMMAND EXPANSION

New rules includes animals in combat (from dogs to sharks to dinosaurs), laser sights, specific aim
points, etc. 32 pages of more mayhem than you can poke a stick at. $20.00
LEA PLAYING AIDS

540 counters that allow you to streamline play by having a minimum of record keeping. Counters
can be used for firing stance, aim times, physical status, grenades, spotting, etc. $18.00
LEA RUSSIAN ROULETTE

A 48 page book focuses on the recent breakup of the Soviet Union, with 6 historical and hypotheti-
cal scenarios, including the battle between the Soviet Special Forces & Latvian police, & a “what
if" scenario of the Soviet military trying to capture Boris Yeltsin during August's failed coup. $20.00

LEA SPECIAL WEAPONS DATA SUPPLEMENT
32 pages detailing unusual weapons like riot control gear, flamethrowers, miniguns, claymores,
modern bows, silencers, garottes, etc. $20.00

LEA WILD WEST WEAPON DATA SUPPLEMENT
Features 48 popular period weapons with historic overviews, plus rules for quick drawing, fanning
revolvers, speed loading, and other classic western shootout stuff. $10.00

LEA WORLD WAR Il WEAPON DATA SUPPLEMENT
An ideal supplement for squad level WW2 miniatures games, featuring over 80 infantry weapons

from pistols to rocket launchers and explosives, from 7 belligerent nations. $18.00
LEA WORLD WAR Il ANTI-TANK GUNS
The stats sheets for some of the primary AT guns used in World War Two. Due Dec. $20.00

SPACE HULK  SCIENCE FICTION

GAM SPACE HULK

The Emperors elite Terminators descend into the dark confines of a massive derelict space hulk.
Within this maze like structure lurk hordes of Genestealers, poisoning the Empire with their insidi-
ous designs. The Terminators must prowl the cramped rusting labyrinth, hunting the monstrous
creatures that dare to challenge the power of the Emperor. Features fast playing and tense
mechanics and 6 very absorbing scenarios. Includes 30 25mm plastic figures, rules, dice, tem-
plates, counters, and floor plans/corridor sections, etc. $75.00

GAM DEATHWING

Expansion set featuring new rules including a solitaire sy , extra , multi-level floor
plans, a mission generator, 13 corridor and 7 room sections, 12 plastic Terminators and Genes-
tealers, & 6 scenarios. $45.00

GAM GENESTEALER

Contains 15 plastic miniatures of Marine Librarians and Genestealer hybrids with heavy weapons,
44 Psychic Combat Cards, 8 extra wide corridor sections, 3 geotiles, more scenarios, and tem-
plates. $45.00

GAM SPACE HULK CAMPAIGNS

A 90 page hardback book with four complete campaigns, each with 4 - 6 linked missions, which
can also be played separately. There is a section for using Traitor Space Marines. There are also
new rules, including pitfalls, delaying actions, Space Marines in power armor, Denzark's Hammer,
new weapons, grenades, reference tables, and 3 card sheets of tiles & counters. $36.00

SPACE MARINE  SCIENCE FICTION

GAM SPACE MARINE

Set in the Warhammer 40,000 universe, this is a tactical game of land combat in a brooding, gothic
universe where a techno-religious empire fights an array of fantasyesque races and the dread
spectre of Kaos (oops - Chaos!) Citadel’s superb Epic-scale (1/300th) miniatures are designed for
use with these rules, and they amply reflect the bizarre Draconnian future that is Space Marine's
background. This second edition features new unit point values & combat mechanics, plus extra
plastic figures: 12 land raiders, 24 rhinos, 240 marines, 12 Eldar grav tanks, 120 Eldar Guardians,

18 Ork battlewagons, 180 Ork Boyz and asingle Warlord Titan. Good fun! $85.00

GAM ARMIES OF THE IMPERIUM

The first expansion for SPACE MARINE 1, and contains rules and profiles on all Space Marine and
Imperial troop types, rules and cards on selected Space Marine Chapters, AFVs, atillery, and
special assault vehicles such as the Capitol Imperialis. $45.00

GAM RENEGADES

Contains rules, background info, data and cards on Eldar and Chaos forces of the 41st Millenium,
including the Eldar Avatar, Exarch warrior-priests, Aspect warriors, Warlocks, Chaos powers of
Khorne, Slaanesh, Nurgle, Tzeentch, Chaos Marines, and Chaos Renegades. $45.00

GAM ORK & SQUAT WARLORDS

Rules, data, background info, and cars on the Orks and Squats. Includes Squat War Engines,
independent Home Worlds, etc. Ork rules cover their innumerable hordes, colossal Gargants, ork
Clans, Mekboyz machines, templates, etc. $45.00

GAM SPACE MARINE BATTLES

A 144 page book, containing 8 full color plates of templates & army cards, which is a compilation
for Space Marine. It contains four epicbattle reports, brand new tactics for armies, special rules for
fighting attack and defence games, including: bunkers, razor wire, minefields, fortifications. Has
full rules for all of the Imperial Titans, Ork Great Gargant, Tzeentch Daemon Engines, and mighty
heroes such as Ghazghkull Thraka, Commissar Yarrick, & Ragnar Blackname. $30.00

TACTICA ANCIENT & MEDIEVAL

QUA TACTICA

A comprehensive set of rules for 25mm (or 15mm) ancient era battles and campaigns. The
mechanics stress the historical limitations of units, manoeuvre restrictions for certain troop types,
battle line depth and frontage, angle of attack, troop quality, etc. 90 pages, with some glorious
color photos. Includes exhaustion, wheeling, post melee movement, massed & skirmish missile
fire, variant melee types, chariots, elephants, plus 25 accurate & complete army lists. A factual yet
playable format. $30.00
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QUA TACTICA MEDIEVAL RULEBOOK

A complete set of medieval wargames rules for 25mm and 15mm miniatures. The 96 page book
contains dozens of stunning color and B&W photos, army lists on 27 feudal and medieval armies,
including the mongols, English, Franks, etc. Covers long bows, dismounting cavalry, siege war-
fare, etc. Thoroughly recommended. $40.00

THEY DIED FOR CLORY FRANCO-PRUSSIAN WAL

QUA THEY DIED FOR GLORY

Ancther excellent production from the Tactica People. This covers the 1870-71 Franco-Prussian
War. Each figure represents 50 men, and rules cover every aspect of the conflict. There are eleven
scenarios, as well as French and German order of battle. $35.00

WARHAMMER FANTASY CATTLES FANTASY

GAM WARHAMMER FANTASY BATTLES BOXED SET

This big boxed set is the new 4th Edition Warhammer Fantasy Battles, with completely revised
game mechanics and army lists. The game comes with 104 25mm plastic figures, being 20 each of
High Elf spearmen and archers, and 32 each of Night Goblin archers and spearmen. Also included
is a temporary army list book, an all new 96 page rulebook, a 96 page bestiary book, cards for
characters, magic weapons, spells, a scenario book, two cardboard buildings, playsheets, move-
ment trays, weapons templates, and 12 dice. $85.00

GAM WARHAMMER MAGIC

A 1.8 kg boxed set detailing magic in the Warhammer Fantasy World. Includes rulebook, 36 card
magic deck, 10 spell effect templates, 135 spell cards, warp tokens, card markers, and 111 magic
items. Note new cheaper price. $54.00

GAM WARHAMMER ARMIES: THE EMPIRE

The 1st book in the new Warhammer Armies series, with a complete history of the Empire, wea-
pons & devices of the Altdorf engineers, & a complete army list, including the Reiksguard, Knightly
Orders, infantry, artillery, plus special troops such as Kislevites, halflings, dwarves, etc. $30.00

GAM WARHAMMER ARMIES: HIGH ELVES
The 2nd Armies book, this one covers in great detail the High Elves, including history, great per-
sonages, chariots, shadow warriors, Phoenix Guards, war griffin, army lists, ally lists, etc.  $30.00

GAM WARHAMMER ARMIES: ORCS & GOBLINS
The 3rd army list book, covering in great detail the orcs and goblins, including forest goblins, mght
goblins, giant black orcs, orc big 'uns, orc allies, history, war wyvern, rock lobber, etc.

GAM WARHAMMER ARMIES: DWARFS

Army list includes Runesmiths, Hammerers, Iron Breakers, Long Beards, Thunderers, Slayers,
Cannons, Organ Guns, Flame Cannons, etc. Complete new magic rune system, with magic wea-
pons, armor, standards, machines, talismans, and a new scenario. $30.00

GAM WARHAMMER ARMIES: UNDEAD
Army lists for the armies of the Undead. Includes history, troop types, allies, etc. Due Nov. $30.00
GAM WARHAMMER ARMIES: SKAVEN
Army lists, history, allies, and troop types of those fiendish rat-like skaven. Due Jan? $30.00

GAM WARHAMMER ARMIES: CHAOS
Army lists on the four chaos types, histories, allies, troop types, magic, etc. Due Feb? $30.00

GAM CITADEL MINIATURES PAINTING GUIDE
A 14 page full color guide to painting Citadel miniatures, complete with painting techniques, equip-

ment, and photos of heaps of figures. This is a new version including the WARHAMMER FAN-
TASY BATTLES boxed set figures. $2.00

GAM 'EAVY METAL PAINTING GUIDE

A complete painting guide from the Citadel team. All aspects of miniatures preparation and pre-
sentation are covered. There are many full color pages and diagrams on such subjects as: horses,
faces, lots of fantasy & some sci-fi. $24.00

WARHAMMER 40,000 SCIENCE

GAM WARHAMMER 40,000 BOXED SET
At long last, the new rules for Warhammer 40K have been released. Instead of a single rule book,
the new Warhammer 40K comes as value packed boxed set along the lines of Warhammer Fan-
tasy. The game includes: 40 Gretchins, 20 Space Ork Goths, 20 Space Marines (2 squads),
including 14 bolters, 2 sergeants, 2 missile launchers, & 2 flamers. There is a rulebook, Wargear
equipment book, Codex Imperialis background book, ruined buildings, burst templates, counters,
cards for Wargear, missions, vehicles, dreadnoughts, etc

And best of all, the rules have been greatly updated. intelligence, will power & control have been
replaced by Leadership. So only one roll is required for for all psychological & break tests. Move-
ment has been changed: reserve move has been replaced by the run move. Possibily best of all,
Space Marines have been seriously upgraded in performance. Their toughness has been raised,
they can use double bolter fire if they did not move, they can ignore they first break test failure, &
they have an improved saving throw for their armor. There are now a limited number of moves
inwhich to achieve your objective. Vehicles have been streamlined, with the targeting template
removed. Special equipment is treated like magic in Warhammer Fantasy, with each having it's
own card. This game includes a free 40K Codex book of temporary army lists, to be used until the
new army list books come out. $99.00

GAM CODEX SPACE WOLVES
A 96 page army list book for the Space Wolves chapter. It includes history, troop types, special
personalties, rules, etc. Due early '947 $30.00




Computer Games

[ | New Item Now Available and in Stock

| New Item Not Yet Re¢

IBM NEWS - ONLY 3.0* FDD

In the USA over 80% of all software sales are for 3.5" disks, so manufacturers are now ceasing to
make games with 5.25" disks. We therefore urge all customers to visit their local computer stores
and have a 3.5" FDD fitted to their machines. The average price for a 3.5" disk drive is $90.00, plus
a $10.00 mounting bracket. (So it costs about the same as the average game.) We have listed in
the following game descriptions which games are available in which formats. Please take note!
Please also note that we cannot convert 3.5" games to 5.25", as the 5.25" disks are smaller.

PRE WOLRLD WAL

BATTLES OF THE U.S. CIVIL WAR Vol 1 SSG
Six scenarios, from the War between the States - the first Bull Run, Shiloh, the second Bull Run,
Antietam, Fredereicksburg and Chancellorsville. With an easy-to-learn menu system, plus the
‘Warplan’ wargame construction set and the War Paint’ graphics editor for detailed scenario crea-
tion. This is the first program of a very detailed military history trilogy that represents the definitive
computer-study of the U.S. Civil War. Available on 3.5" FD only. IBM - $45.00

BATTLES OF THE U.S. CIVIL WAR Vol 2 SSG
Covers the war's middle years, with scenarios of the battles for Chatanooga, Chickamauga, Get-
tysburg, Gaines Mill, and Stones River. The American Civil War was becoming more drawn and
closely contested - success purchased with blood & determination now could later determine the
conflicts ultimate victor. Once the scenario mix is exhausted players can create their own with the
‘Warplan' & Warpaint’ programs. Available on 3.5" FD only. IBM - $45.00

BATTLES OF THE U.S. CIVIL WAR Vol 3 SSG
This last program of the Civil War series features the final savage years of the Confederacy. The
scenario mix recreates the battles for Spotsulvanian, Atlanta, Franklin, Wilderness Tavern, Cold
Harbour, and Nashville. These were desperate, vicious engagements where a bold or miraculous
strategy could bring sudden victory - and an end to the war. Also includes the ‘Warplan®' and ‘War-
paint’ scenario creation system. Available on 3.5" FD only. IBM - $45.00

DIPLOMACY AH
It's back! Re-released in a smaller box, this excellent computer game is a must have for all Diplo-
macy players. You can play the game using the computer only, and can have up to 7 computer
players, though the computer players do not ever make alliances, so are not much of a challenge.
But should you only have 3 or 4 human players, the computer players make great cannon fodder.
One of the greatest attractions of the game is that you can use it to resolve the turns when playing
the board game. Just type in everyone's orders, end the turn, and it will instantly work out who
goes where, and if you've rigged up a printer, it will even print out the results for you, listing centres
gained and lost, and asking which pieces to lose when centres are lost. Graphics are extremely
crisp CGA. Requires: either 5.25" or 3.5" FDD, and CGA or better graphics card. $50.00

GOLD OF THE AMERICAS SSG
Covers the violent evolution of the American continent - from discovery by Colombus to the War of
Independence. England, France, Spain and Portugal all squabble and compete over the new
lands. Accommodates up to four players, or can be solitaire. The historical game or a random
game can be played. Players will need to preside over matters of naval trade or aggression, dis-
covery of the new lands, colonisation of those lands, development of colonies, raids upon or con-
quering enemy colonies, and so on. If you demand too much of your colonies, their loyalty will
reduce, and they will eventually rebel - and cause the American Revolution in effect. A good,
playable game. Requires 3.5" FDD. IBM - $45.00 AMIGA - $45.00

THE GREAT WAR: 1914-1918 SSI
This looks set to be a Perfect General version of World War One, with hex based top-down views
of all the tanks, guns, and infantry. It allows you to fight WW1 through an escalating series of
battles that introduce new units, terrain, and tactics, re-creating the flavor and scope of that terrible
conflict. For one or two players, it presents 30 scenarios that allow strategy enthusiasts to com-
mandall the major weaponry used in that era, including infantry, artillery, cavalry, tanks such as the
Renault, ships including U-Boats, and planes such as the Sopwith Camel. Interspaced with these
combat scenarios are wonderful cinematics, still photos, and text that makes this game an exciting
history lesson of World War One. Requires: IBM 386SX or better, hard disk, 1.44" meg 3.5" FDD,
VGA. 1BM - $90.00

WOLRLD WAL TWO

CARRIERS AT WAR SSG
Contains 5 decisive naval engagements - Midway, East Solomons, Philipine Sea, Santa Cruz, &
Coral Sea. A design package allows the creation of hypothetical scenarios. The menu has 63
aircraft types, 3,000,000 square miles of ocean, 5 major ship classes, and more - enough to create
any air & naval operation of WWII! Although the graphics aren't going to knock you out, this is a
comprehensive military study. The brand new IBM version contains stunning graphics and combat
reports. Requires: 1.2 meg 5.25" or 1.44 meg 3.5" FDD, hard disk, EGAor VGA.  |BM-$70.00

CARRIERS AT WAR CONSTRUCTION KIT SSG
Contains 4 color maps and a thick 336 | page rulebook, that allows from the smallest variation to an
existing battle or the complete design of an original carrier battle scenario. You can build ships and
planes, organise them into squadrons and task groups, draft a map and position airbases, coast

s, etc. Also includes three brand new scenarios: Wake Island, Guadalcanal, and Tarawa.
You also have the ability to customize computer artificial intelligence. The huge appendix features
the stats on every US and Japanese plane & ship. Requires: 1.2 meg 5.25" or 1.44 meg 3.5" FDD,
hard disk, EGA or VGA, 386 or better, 2 Mb RAM. IBM - $70.00

CLASH OF STEEL SSi
An excellent and playable game of the entire World War Two European Theatre, from the invasion
of Poland in Sept'39 to June'45. The game is for one or two players, with the Allied player looking
after the Western allies and Russia. There is an option for either the western Allies, or Russia, or
Germany, to be put under computer control. Which | thought was great, as | wanted to play Russia
only. There are six scenarios, or the entire campaign, which takes 60-80 hours. The graphics are
stunningly clear VGA, with all unit's looking exactly like the pieces in a board wargame, rated for
strength and movement. The strength points go down according to step losses, and the movement
points reduce as you move the unit. The units are army or corps sized, and include infantry, tank,
paratroopers, engineers, air, naval, and headquarters, etc. There are a random number of im-
pulses each turn, tending to be longer during summer, shorter in winter. Levels of play include
beginner, intermediate and advanced. Naval is broken into spheres of operation, much like in the
boardgame War at Sea. Amphibious operations, strategic bombing, U-Boat wartare, are all inclu-
ded. Another pleasing aspect is Research, where there are ten types of technology that you can
develop, including AA-Radar, ASW-Sonar, jet-fighters, AT-Guns, heavy tanks, etc. Politics are
included, allowing you to flex a limited resource of political muscle to subvert nations into your
camp. When producing units, a unit destroyed in combat can be rebuilt at half cost, and all units will
appear from 2 to 5turns after production begins, depending upon unit type. This forces you to plan
ahead. Requires: 386 or better, 1.44 meg 3.5" FDD, 2 meg RAM, hard disk, VGA.  IBM- $80.00

EMPIRE DELUXE NEW
This game is so popular amongst many gaming circles, that | know of a confirmed MAC addict
bought an IBM-PC just to play this game! The game mechanics are simple, allowing players to
resolve conflicts from WW1 up to the present day, with troop types including infantry, armor, fight-
ers, bombers, troop transports, destroyers, subs, cruisers, battleships, and carriers. There can be
from 1 to 6 computer or human players - and here’s the greatest appeal of the game: you can play
it with friends using modem, network, or null modem. The game features multiple zoom settings,
various levels of play, and a simple to use scenario editor where you can determine anything from
the size of the world to the number of players, etc. One of the scenarios provided is an absolute
monster game of WW2 - with the entire world! Requires: 286 or better, hard disk, 1.44 meg 3.5"
FDD, EGA, VGA, or SVGA. IBM - $85.00

FIRE BRIGADE PAN
The struggle for Kiev in 1943 was one of the most decisive and mobile battles of the entire Eastern
Campaign. The assault by the elite 3rd Guards Tank Army threatened to split the entire German
Front and isolate Army Group South. Black’'s hardened 48th Panzer Korps (the infamous Fire
Brigade) was committed for a counter attack in a desperate bid to gain the initiative. This is an
award winning Australian game that features great graphics, variable skill levels, and a tutor pro-
gram IBM - $44.00 AMIGA - $45.00 MAC - $45.00

HIGH COMMAND 360
A detailed simulation of World War Two in Europe. You exercise complete control of the sea, land,
and air forces of your alliance. You are in charge of your resources, and have to allocate them to
the military, political, and economic operations. The economy also needs to be controlled, includ-
ing production, which includes shipbuilding, oil, minerals, air bases; research, which includes the
economy, rockets, atomic bomb; development, and foreign aid. The game features stunning
SVGA graphics. Game options include the effects of the Pacific theatre, a neutral Russia, weather,
Spain, Sweden, Turkey, etc. Can be played solitaire or with two players. Requires: 512k SVGA,
386SX or better, 3 meg RAM, hard disk, 3.5" 1.44 meg FDD. IBM - $90.00
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This Admiral's Set contains the original game of GNBs as well as all three add-on disks. This game
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is the most stunning WW2 naval combat simulation ever made. You can be the captain of WW2
German or British battleships and cruisers as you do real time battle against the enemy ships. You
can also play from a fleet view of a battle, and can be given a grand admiral view, allowing you to
control your entire nation's fleet. The game comes with many battle scenarios such as the hunt for
the Bismark, mini-campaigns, and contains the entire 1939-43 campaign. Replays are possible,
and the game contains stunning sound and graphics. The first add-on is SUPER SHIPS, which
includes the German “H” Class BB, “P" Class pocket BB, “M" Class CL, & “Z" DD. British ships
include Vanguard BB, Lion BB, Bellona CL, Swiftsure CL, & Battle DD. 10 scenarios, and 3 cam-
paigns, the last of which pits the British and German fleets against each other on nearly equal
terms. 2nd add-on is AMERICA IN THE ATLANTIC, with all the American ships that could be
found in the Atlantic during WW2, presented in a series of scenarios, plus a campaign. 3rd add-on
is SCENARIO BUILDER, which allows you to create an unlimited number of North Atlantic battles
using all the ships in GNBNA and expansions. You can also modify existing scenarios, and there
are game updates to the game system. And another great bonus is a Captain's Campaign, where
you start as a destroyer captain, and have to try to climb your way upto Task Force Commander.
Requires: VGA, hard disk, 386 or better, & 1.44 meg 3.5" FDD. IBM - $100.00

HALLS OF MONTEZUMA SSG
From the capture of Mexico city in 1848, through two World Wars, Korea, and Vietnam, the U.S.
Marine Corps has a combat record second to none. This is a multi-scenario computer history of the
Marine Corps’ most testing battles. The mechanics are based on BATTLEFRONT system, and
includes WARPLAN game design option, and WARPAINT, which gives complete graphic control
over the icons. Good detail. IBM Requires 3.5" FDD. AMIGA - $45.00 IBM - $45.00

PACIFIC WAR SSi
This new game is the third in the SECOND FRONT series by Gary Grisby, and is absolutely
stunning. It covers the entire Pacific War from 1941 Pearl Harbor to August 1945, and includes all
nationalities involved, including Australia, India, USA, Japan, China, Indonesia, New Zealand, etc.
The game features superb graphics for all planes and ships, with different paint schemes for
planes according to nationality and theatre. Every single ship that saw.service in the theatre is
included: CVs, CVLs, CVEs, BBs, CAs, CLs, DDs, DEs, troop transports, merchantmen, oilers,
patrol boats, etc. You also command every single plane, land based and carrier based, and all land
units, from engineer battalions and up. Game mechanics are somewhat different to SECOND
FRONT, so players should expect to be a little confused at first - but once you get the hang of it,
you will soon consider this the finest computer wargame ever. The complete game will take you
around 40 - 80 hours, and you must plan many turns ahead, controlling supplies, airgroups, in-
vasions, etc. The computer can control any of your own forces, or you can take complete control.
There are 5 scenarios + campaign game, historical and random setup, kamikazes, atom bombs,
etc. | rated it 11 out of 10 - it's that good! One tip - when playing, always press the “X" key, as this
will change the map flags into easy to follow symbols. For those interested, please send us one
blank high density disk & $3.00 postage, and we'll send you two unofficial SSI updates on this
game, taken from a U.S. bulletin board. Requires: 286 or better, 1.44 MB 3.5" FDD, hard disk,
EGAor VGA, 640K. Note New Price IBM - $79.00

PANZER BATTLES SSG
Combined-arms strategic action from the savage, mechanised killing fields of Russia - the battles
include Minsk ‘41, Moscow ‘41, Kharkov ‘42, Prokhorovka ‘43, Kanev ‘43, and Korsun '44. Each of
these scenarios can include several historical variants (the ubiquitous “What if?") and players are
able to control the icon graphics. These is also the DYO scenario kit. With low complexity and fast
playing mechanics. /BM requires 3.5" FDD. IBM - $45.00 AMIGA - $50.00

ROMMEL: BATTLES FOR NORTH AFRICA SSG
The Htalian army has been routed out of Egypt: the Germans respond by dispatching a small, albeit
elite force, to try and stem the Allied advance. For the next two years, outnumbered and poorly
supplied, this Africa Corps out witted and out fought all of its opponents. ROMMEL recreates the
furious and sometimes chivalrous, battles for the desert with nine scenarios - from the entire
Syrian campaign to a hypothetical invasion of Malta, plus all the necessary accessories for the
construction of variant engagements. /BM requires 3.5" FDD. IBM - $45.00

THE PERFECT GENERAL QaQP
This game has made a very good name for itself, containing both hypothetical and historical
soenarios. The map graphics are absolutely stunning, and the game interface is simple to use.
Players purchase their units before the game starts, and some games include reinforcements.
Mechanics include ambushes, “always hit or random hit" modes, the Match Game for two human
players, engineers, mines, LOS, armored cars, light, medium & heavy tanks, mobile & drawn artil-
lery, barrages, etc. Different terrain types have great bearing upon movement & firepower, etc. For
1 or 2 human players, or modem play. IBM Requires EGA or VGA. Thoroughly recommended.

IBM - $80.00 AMIGA - $80.00

V FOR VICTORY Utah Beach 1944 360
| don't have a SVGA screen, so it was not until a few weeks ago that | first saw this game in action -
and | almost fell of my seat. The graphics are a wargamer's heaven. Absolutely stunning. The
game is a complete, accurate, and realistic of the Allied invasion of Europe in 1944. Features
super VGA graphics, 15 terrain types, 500 units including land, sea, and air; 8 types of combat, 5
artillery missions, weather and weather forecasts, one or two player modes, optional limited intelli-
gence, traffic control and logistics, 6 scenarios & the complete campaign, and 11 historical
variants. Includes a 156 page manual. Requires: 286 or better, 512K Super VGA, 2 Meg RAM,
Mouse, hard disk, 1.44 MB 3.5" FD IBM- $75.00

V FOR VICTORY Market Garden - Arnhem 1944 360
Ancther classic wargame using the most stunning super VGA graphics on both the maps and unit
counters. With this game, as the British commander you have to take and hold bridges over three
major rivers to secure a foothokd across the Rhine. As the Germans you have to hold back the
Allied advance and destroy the airborne divisions. There are 7 scenarios, including a campaign
game of "A Bridge Too Far". There are numerous options and historical variants. There are 500 +
units, 13 terrain types, 9 types of combat, hour by hour weather etc. Requires: 386SX or better, 3
MB RAM, 512K Super VGA, Dos 5.0, hard disk, 1.44 MB 3.5" FDD. IBM- $90.00

V FOR VICTORY Velikiye Luki - 1942 360
Atlast, a V for Victory title on the Russian front. As the German commander, you must rescue your
encircled forces that are holding out at the ancient fortress town of Velikiye, while protecting the
Vitebsk-Leningrad railroad, vital to supply Army Group North. As the Russian, you have to stop
him and advance up the railway line. Includes 7 scenarios that break up the conflict into stages, or
the complete campaign. Graphics are absolutely stunning, and the game includes Russian
Guards, ski brigades, & horse cavalry units. Requires: 3865X or better, 3 MB RAM, 512K Super
VGA, Dos 5.0, hard disk, 1.44 MB 3.5" FDD. 1BM - $90.00

V FOR VICTORY Gold . Juno . Sword 360
The latest in the series, this game takes you back to the Normandy beaches. As the allies you have
to take and hold a beach head large enough to secure a foothold in Europe, and open the second
front against Germany. As the German player you have to throw them back into the sea. There are
six scenarios, which include the 6th Airborne Division holding hte Ome bridges; the elite 12th SS
Hitler Youth Division attacking the British 3rd London Infantry Division; the Commonwealth 1st and
30th Corps advancing to Caen after breaking out of the beachhead; a hypothetical German coun-
ter attack; the British 7th and 50th Divisions attempting to seize and hold Villers-Bocage; and the
powerful German 9th and 10th SS Panzer Divisions launch a counterattack against the British
11th Armored Division; and the campaign game. Requires: 386SX or better, 3 MB RAM, 512K
Super VGA, Dos 5.0, hard disk, 1.44 MB 3.5" FDD. I1BM - $90.00

WAR IN RUSSIA - By Gary Grisby SS|
This is without doubt the computer wargame of the year. Gary Grisby has totally redone SECOND
FRONT, using many of the excellent aspects of PACIFIC WAR. It is for one to two players, with
eight historical scenarios, one hypothetical scenario, and four campaigns. The complete cam-
paign takes up to around 70 hours. As before, units are German Corps and Russian Armies, but
stacking limits have rectified the loop-hole of Second Front where you could place three Panzer
Divisions and five infantry Divisions in one Corps. Tank & mechanised corps, Panzer and Pz
Grenadier Divisions, have 3 stacking points, independent sub-units have 0 stacking points, and all
other units, such as infantry divisions, have 1 stacking point. A German Panzer Corp, and a Soviet
Tank or Shock Army, can take 9 stacking points. You can put more than 9 SPs if you desire, but the
unit will lose readiness. eg, if there are 15 Sps, you will lose 75% of the unit's readiness. A Soviet
infantry army takes 5 SPs, and an Axis infantry corps takes 3. If this unit has-eight infantry divi-
sions, it will now have a SP of 8, and suffer 50% readiness loss. Another bug fixed is that you can
no longer transfer divisions and sub-units from any unit to any other unit. Firstly, a corps or army
must be 50% or more readiness or you cannot transfer anything in or out of it. Secondly, the
maximum distance units can transfer is the worst supply level of the two units. eg, SL is 3, so max
no. of hexes to be transfered is 3 hexes. Another major loop-hole of Second Front was that any unit
could move any distance at all on the map. No longer! Now in march mode, infantry units can move
up to 5 hexes, and mechanised up to 10. Combat plotting is till the same as before, with infantry
moving a max of 2 hexes, and mechanised 5. But you will lose 10% readiness per hex, so armored
units will no longer want to move 4 hexes and then make an attack.

One of the greatest new features of the game are Operation Points, as found in Pacific War, Each
HQ receives an allotment of OPs each turn, based on your resources. That HQ can then move
units under its command according to the OPs it has. This can severly hamstring your defense if
you lose HQs or have a lot of actions you wish to perform. Crucial units will end up not being moved
simply because you had to spend the points on other units even more important.

Other new features including stunning graphics on aflunits, just like in Pacific War. Now when you
call up a Panzer Division to examine it, and when there is a battle, you will see full color side views
of each tank type, gun, armored car, and aircraft. The game even includes a scenario editor,
allowing you to change pretty much any aspect of the game. Requires: 386 or better, EGA or VGA,
3.5" 1.44 meg FDD, hard disk, & 640K RAM. 1BM - $99.00

DATE: 6/22/41 | 39th Pan:
HQ Control:
lSur-plg' 9

TERRAIN: Clear ocat1

BIRDS OF PREY ELA
This is one of the most comprehensive flight simulators ever. There are 40 different aircraft includ-
ing the MIG-29, B1-B, F-117A, etc. There are twelve mission types, such as bombing runs, troop
drops, air superiority, ground attack, reconnaisance, etc. Featuring a real world environment with 3
terrain types, airports, and carriers. Both versions out now. IBM requires 3.5" or 5.25" FDD and

hard disk. Note cheaper prices. IBM-$50.00 AMIGA - $40.00
MacARTHUR’S WAR: KOREA SSG
In June 1950 the North Korean Army surged Southward, sweeping aside all who opposed them,
and were thus poised on the brink of total victory. The UN intervened, and MacArthur's brilliant
capture of Seoul was followed by the rapid counter invasion of North Korea. Chinese forces then
joined the fray with a stalemate on the 38th Parallel being the end result. Features 8 scenarios that
cover the war's decisive conflicts. Requires 3.5"FDD. 1BM - $50.00
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WORLD WAR Il |

HARPOON SIGNATURE EDITION 360
With this modern naval combat simulation, World War |l begins, and the NATO Task Force in the
GIUK Gap is ordered to hunt down and destroy their Soviet counterpart. The paramount objective
is to neutralise the enemy as cheaply as possible: and in this age of precision armaments, ela-
borate electronics & very fast delivery systems, deft leadership is a vital prerequisite. Every asset,
no matter how formidable, is vulnerable to enemy fire - thus prudent tactics & shrewd manoeuvres
are the keys to victory. Over 100 contemporary vessels are included, of ships, submarines, and
aircraft, each comprehensively described in technical specifications. This s based on GDW's
miniatures rules, and retains it's sense of awesome power and predacious cunning, but is thank-
fully unburdened by prolific book keeping! Features 12 scenarios. This pack is certainly value for
money. Included in the box are the standard Harpoon game (as described above), the Harpoon
Battiesets # 2, #3, #4 (as explained below), the Harpoon Scenario Editor (also explained below).
This pack is worth way over $109.00. /BM requires EGA or VGA, 1.44 MB 3.5" FDD, Hard disk.

IBM - $109.00

HARPOON DESIGNERS' SERIES I 360
Has 12 scenarios for each Battleset you own, new improved Harpoon.exe for 386 or better com-
puters, new database, and heaps of text. It has campaigns, which includes India, and some
soenarios have been designed by players. A scenario even lets Russian and US ships work
together against the Commonwealth of Independent States. Requires as per Harpoon.  $60.00

HARPOON Il 360
| don't know anything about this except that it is a new, improved, second edition of the popular
Harpoon modern ship combat system. Requires as per Harpoon. Due Dec IBM - $99.00

SCIENCE FICTION

REACH FOR THE STARS . SsG
This is one of the best computer games ever made, and certainly the delight of “number crun-
chers”. It contains two games, Standard and Advanced, which are both very different. It can be
played solitaire against 3 computer opponents, or with up to 4 human players, as each player
builds up his home world, developing Navigational, Industrial, and Ship Technology, and building
up the world's industrial, social and economic levels. This allows population to increase, and col-
onists can then be sent out to colonise newly discovered worlds. There are 53 star systems, each
with up to three planets, which could be hostile or ready to colonise. But the other three players will
be attempting the same, and only one can win - so players first build up an industrial base, and
then use this to manufacture multiple battlefleets and storm troopers - ready to conquer the galaxy!
The game is both an economic and military challenge. Have you ever played in a Play By Mail
game in which you wished the turn around was five minutes and not two weeks? Well, that's what
this game is like - PBM heaven. This game can be played PBM. Each player does his turn, ends
his turn and enters the next players turn, saves, and posts it to the next player. Simply make all
battles be to the death. AMIGA - $45 IBM-$45

SPACE HULK ELA
It's herel The game of the year. The year is 2 247 989 in the 41st Millenium, Join the Space Marine
Terminators fromthe Dark Angels Chapter of the Legiones Astartes as they battle in derelict space
craft infested with hordes of vile Genestealers. Players use the top-down tactical map to form
battle plans and give orders. You command 5 - 10 terminators in ‘freeze time", which means real
time play with the option of stopping play to give new orders. But freeze time is limited, just like
command points in normal Space Hulk. Real-time combat is then viewed 3-D, where you can
control any one of your Terminators, as you explore darkened corridors and rooms. Overwatch is
the default command for your Terminators, and other orders include opening/closing doors, wea-
pons fire, movement, etc. Weapons include lightning claws, power gloves, chain fists, Thunder
Hammer, storm bolters, assault cannons, heavy flamers, and power swords. There are 51 mis-
sions, including 5 basic tutorial missions and 9 advanced tutorial missions, and 37 real missions,
some of which are in a campaign. Graphics are absolutely stunning, and you get to fight in several
different types of space hulks, as well as underground, and includes sparking electric cables,
broken pipes hissing steam, Genestealers hiding in walls, etc. The game interface is very simple to
use, being mostly point-and-click. You can switch between any of the Terminators using function
keys. Sound is also stunning, and even works on your PC internal speaker, featuring the Marines
egging each other on, foot-steps on metal grating, Genestealers screaming in the distance, motion
detectors announcing movement of blips, etc. /BM requires 386 or greater, hard drive, 1.44 MB
3.5"FDD, and VGA. AMIGA - $80.00 IBM - $80.00

SPACEWARD HO! NEW
At last! Another magnificent space conquest game! The game has a slight comic approach (cow-
boys in space), but apart from that, is the new REACH FOR THE STARS, with a much, much
friendlier interface. You can have up to 20 !! players, being a mixture of human and/or computer.
The game can even be played with several players via a network. The galaxy size can be from
small (with around 40 stars) to humongous - with around 169 to 300 stars! Galaxies can be round,
spiral, random, circle, or grid, and are always different. They can be dense or sparse in resources.
There five technologies, with (| believe) unlimited levels: range, speed, weapons, shields, & mini
(miniaturization). With these you can design all of your own ships, which are fighters (warships),
soouts, colony ships, and satellites (static defense stations). There are two types of planets: col-
onisable, which require terraforming, mining, and defending; and resource, which require mining &
then abandoning. Resources are metal, & as you build more & more ships, you'll run out of metal
Which is where mini tech comes in: once you've got higher mini levels, you'll have to scrap old
metal-hungry ships, & build new ones that use less metal. All economic & technological aspects of
the game are controlled by bar graphs, using point and click. Absolutely brilliant, with great gra-
phics, easy to follow menus, and dozens upon dozens of hours playing time. (For a humongous
game with hundreds of stars, the save game file can be over 800,000 bytes!) The computer even
learns from what you do. It will copy your player names & ship names, so in multiplayer games, you
will not know who's who! Requires: EGA or VGA, mouse, hard disk, 1.2 MB 5.25" or 1.44 MB 3.5"
FDD. Now availabie on both DOS and Windows - $90.00

STRIKE COMMANDER ORI
This game is absolutely nothing like WING COMMANDER. If you want a fast action shoot'sm up,
then don't buy this game. This game is like a real flight simulator - that is, it's flippin’ hard to hit
anything at all - a plane or even a ground target. Taking off is easy, and though landing is not, the
computer can always auto land you if desired. But everything else takes lots and lots of practise,
even trying to do a tight 180 degrees. Graphics are, h , stunning. A game pop-up option
panel lets you play with all the various levels of graphics, and you can end up with entire cities, with
roads, fields, buildings, etc; and the aircraft graphics are just as good. Definately a game for the
real flight sim buffs. Requires 386 or higher, DOS 5.0, 4 MB RAM, VGA, 27-33 megs on hard disk,
1.44 MB 3.5" FDD & does not support disk compression utilities. IBM - $99.00

SYNDICATE ELA
A comporate syndicate take over of the world, set in a cyberpunk dark future, using a team of cyborg
soldiers. You gain both technology and weapons throughout the game, which costs money.
Money comes from taxing conquered areas. You are competing against 7 other syndicates. Your
cyborgs are either recruited during missions, or picked up and given a full body conversions after
being run over by a car (on purpose of course!) There are fifty or so missions, using superb partial
down-view 3-D graphics. Each mission requires your cyborg team to achieve something that will

further your attempt to rule the world. Missions include corporate extractions to steal important
people from rival syndicates, assassinations of political and military targets, retrieval of required
items, etc. Graphics used to contect various scenes together, such as the intro and mission de-
briefings, are breathtaking. Please note that this is a very dark game. Requires: 512K SVGA,
386SX or better, 4 meg RAM, mouse, hard disk, 3.5" 1.44 meg FDD.IBM - $90.00 AMIGA - $80.00

WING COMMANDER ORI
This game is without doubt the best computer game ever designed, both with unequalled graphics
and playability. The game is a flight simulator set in the year 2654 AD, in which mankind is locked
in a desperate war against the murderous Kilrathi aliens. The game links each flight together in a
stunning campaign, and you will fly 20 missions out of a total of 40, and which 20 missions you will
fly depends on how well you do. With each flight, you have the option of speaking with other pilots
to learn tactics and hints, a briefing where you are told your mission, and then follows a stunning
sequence as pilots scramble to their fighters, to be catapulted into space (even better graphics
than BATTLESTAR GALACTICA!) There are four different fighters to fly, each with their own four
cockpit views, different weapon loads, shields, armor, and manoeuvrability. The game is very
simple to learn, with a tutorial provided. You will be given missions to escort and protect friendly
capital ships - from slow, ponderous tankers to 700 meter long carriers, to fighting deadly dog
fights against five enemy fighter types (and watch those Jalthi, with 6 guns they are murderous!),
and you will also be given missions to hunt down and destroy enemy destroyers, tankers, and
carriers. The game is simple to learn, difficult to master, and has no boring moments, an autopilot
removes any waiting during travelling. /BM requires 1.44 MB 3.5" FDD, hard disk, VGA, 286 or
better. Note New Cheaper Prices 1BM - $50.00 AMIGA - $50.00

WING COMMANDER # 1 DELUXE ORI
This contains WING COMMANDER # 1, and SECRET MISSIONS 1 and 2. SM # 1 is the first
sequel to WING COMMANDER, and players can transfer their character to this mission. The Kil-
rathi have designed a new super-weapon, and have destroyed an entire colony before fleeing into
their space. But your carrier has been given the task of hunting this ship down and getting revenge.
There are 16 new missions linked in a campaign, but the enemy are thick and fast - over 250
enemy fighters and capital ships to destroy! Has four new ship types, plus a mission selector for
WING COMMANDER. SM # 2 is the second sequel to Wing Command, and the hardest yet. A
newly joined ally of the Confederation is beset by hundreds of Kilrathi ships, and when one enemy
carrier & it's fighters defects, you are sent on a deadly undercover mission to save them. You will
fly an enemy fighter (with stunning graphics!), and battle 16 missions before you can save the new
allies. Requires 1.2 MB5.25" or 1.44 MB 3.5" FDD, VGA & hard disk 1BM - $80.00

WING COMMANDER II ORI
The best game has just got better! This is a sci-fi space ship simulator, with over thirty different
missions to fly, each mission being linked together with character interaction and storyline, with
graphics so stunning you will think you are at the movies! The year is 2664, ten years since the
TIGERS CLAW was destroyed by Kilrathi stealth fighters, and you, the finest pilot of the Confede-
ration, were framed by human traitors as being responsible for the disaster, before being court
martialled and sent to a backwater outpost. But after ten years of boredom, the war suddenly
approaches your sector, and you are thrown into combat once again. You get to fly five new fight-
ers, including a jump-capable fighter-bomber. Larger fighters now have rear or flank turrets, which
you can also control, and capital ships can now be taken out with one or two hits by new killer
torpedoes. You will be stationed on a space station, planetside, and on a new space carrier, as you
battle against murderous Kilrathi aliens - but watch your back, there are human traitors aboard the
carrier, and they are picking off your fellow pilots one by one! New graphics for take-off and landing
sequences will leave you stunned, as will improved graphics following character interaction as the
thirty mission story continues. You will get to converse with pilots, officers, repair crews, renegade
Kilrathi, and so on. The new Kilrathi fighters and ships are more deadly than ever, and your mettle
will be put to the test. Any friendly wingmen can eject from destroyed fighters, and if you fly the two
heaviest fighters, you can retrieve these pilots with your rear tractor beam. (The graphics of ejec-
ted wingmen spinning helplessly through space while sitting in their chairs is amazing.) The game
takes up 11 to 15 meg on the hard disk! Requires: hard disk; 1.2 MB 5.25" or 1.44 MB 3.5" FDD,
286 or better, and VGA. IBM - $80.00

WING COMMANDER ACADEMY ORI
This cute litle game is a mission builder for Wing Commander |I. This is very easy to use, and
allows you to create an unlimited number of missions. You can select the fighter you fly from seven
possibles, and can have one wingman (four are provided, including a new green pilot you need to
babysit). At each of the four nav points you can place up to one mine or asteroid field, and up to
eight enemy fighters or capital ships. There are two new fighters - a new, fast Kilrathi medium -
which you are allowed to fly; and a beautiful new Wraith heavy fighter, which does 600kph, has
new Reaper cannons, and a new leech missile. This new missile is fantastic. | designed a mission
going up against a Kilrathi destroyer with phase shields, popped a leech into it and slammed on the
breaks to come to a dead stop. The leech drained all shield and weapons power from the destroyer
for ten seconds, so | blew the stuffing out of it. When it recovered | afterburned out of there, turned
around, popped another leech into it, and then finished it off. | also designed a mission using the
Morningstar against the destroyer with phase shields. | fired the nuke at the destroyer from about
2.5 km, and whammo, up went the destroyer and my front shield and armor. Much better than
using those damn torpedoes! There is also a randomizer option for DYO missions, and a gauntlet
option, where you choose any ship you want to fly, and then go up against 15 levels of three waves
of fighters, each with 1 to 7 Kilrathi piloted ships. | only tried a few times - in the Ferret, of course. |
know it's the lightest fighter they have, but those gattling mass drivers are without compare. | got
up to Level 11 - that's over 30 !!! waves. My score was around 92,000, and it took over an hour
Please note that if you are playing on a 486, turn off your turbo.

Requires: 386 or better, VGA, hard disk, 2 meg RAM, 1.44 MB 3.5" FDD, & hard disk. IBM - $80.00
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WING COMMANDER PRIVATEER ORI
Now this game is going to be big. Set in the Wing Commander universe, you are a privateer,
playing the part of a pirate, merchant, or mercenary, out to make a quick buck in the face of the
Kilrathi-Terran conflict. The game features a complete universe, with nearly 60 bases and 90 solar
systems to visit. Adventure, trade, and exploration are limitless, even once the main game is com-
pleted. You select your own ship, and can modify it from profits you make from trading. You can
pilot a fighter, tug, merchant ship, or a scout ship you inherited from your grandfather. You can
even make your own alliances and profession, whether to be a pirate, merchant, or mercenary.
Battles are no longer just to blow up the enemy - everyone wants to nab everyone else’s cargol!
You can accept an infinite variety of missions from Mission Computers, Mercenary Guilds, and
Merchants Guilds, or follow deals set up by fixers. Requires 386 or better, 2 MB RAM, VGA, 1.44
MB 3.5°FDD, harddisk.  See page 37 for full write up Available Now IBM - $99.00

ULTRABOTS ELA
Okay mech-heads - this one's for you. This game is set in the future, when a race of aliens invades
Earth, nukes the stuffing out of it, and then sets up automated bases and factories, with automated
mecha defending them. But humans have captured and copied the mechs, and the battle's on.
Graphics and sound are both without compare. You get to pilot three mechs, each with it's own
stunning cockpit. You pilot lightly armed but fast scouts, powerful warrior mechs, and scorpion-
style net builders, including tactical nukes. All mechs receive their power from a grid of “net"
stations, and to extend this net you have to lay more stations, which is quite easy. Any mechs can
be put on auto, with a whole range of commands. World details are magnfficient, ranging from
dawns to golden sunsets. There are training missions and a campaign in which you fight over the
whole world. Each mission usually gives you around 6 to 9 mechs, which can be repaired if
necessary. The enemy usually has from 10 to 12. To win you have to take out the enemy base, and
as this is always beyond your net-grid, you either have to build a net-relay up to their base, or keep
sending mechs back to your grid to recharge their batteries. Good fun! Requires 386 or better, 1

MB RAM, VGA, mouse, hard disk, 1.44 MB 3.5" FDD. IBM- $60.00
FIRE KING SSG

A lone hero or heroine goes on a quest for adventure, searching the land's darkest nooks and
cranies for treasure and evil foes. Features arcade style action with 3-D graphics. Players mean-
der around the Fire King's Realm, looking at the wondrous sights, dealing out rough justice to
various creepy crawlies, and pocketing anything they find of value! Action a-plenty for those brave
enough to venture from the castle’s comforts. Requires 3.5" FDD. IBM - $45.00

POPULOUS I BUL
For all you people who've been delighted by Populous, you'll love this carry on. 32 Greek mythical
gods would like to challenge you, and each has his or her own skills and weapons. Graphics are
greatly improved, & you will be delighted as your little people build all forms of Greek architecture.
There are apparently 1,000 worlds to battle in, & you don't progress up to the next Greek deity until
you've beaten the previous one - Zeus is the last and is the “umpire” of all games. If you do well,
he'll reward you, if not, he'll be disappointed. The game involves you & the computer player each
starting with a small number of people. You have to guide your own in building houses, villas, and
cities. The better you build, the quicker they populate. The more people you have, the more divine
power you have, and then you can inflict divine disasters against the enemy. (The world is too
small for two deities, and one will have to leave...) Very, cute graphics. (You should see the vege-
table head people!) Requires: 1.2 MB 5.25" or 1.44 MB 3.5" FDD, hard disk, VGA.
Note Special Prices AMIGA - $40.00

ULTIMA VIl Part Two: Serpent Isle ORI
You explore the Serpent Isle, where you discover a grave imbalance between the forces of order
and chaos. Adventure deep into frozen wastes & chart the mysterious interdimensional Ethereal
Void. There are new large close ups of all characters, almost photo quality. There is improved
inventory control, with a full screen picture of your character, showing all clothes & weapons, and
there are new magical powers, etc. Requires 386 or better, 2 MB RAM, hard disk, VGA, 1.44 MB
3.5"FDD. IBM - $90.00

ULTIMA VIi: Forge of Virtue Add-On Disk ORI
An add-on disk for Ultima VIi: The Black Gate. It contains four new quests to challenge your com-
bat, magic, and puzzle solving skills. You can also forge a powerful new weapon to use against the
Guardian and the opponents on the Isle of Fire. You can travel to and from the Isle of Fire at will.
Requires: as per Ultima V| Part Two. 1BM - $50.00

WARLORDS SSG
1 to 8 players can participate in this large strategic fantasy campaign. Set in the medieval-fantasy
worid of lluria, a fragile peace treaty has expired and after quickly dispensing with any pretence
ful negotiations, all eight nations declare war on each other in a race to gain
supreme power The mechanics are simple, and include diplomatic ventures, economic restraints,
production of military units and strongholds, and exploring for magical talismans or allies, such as
dragons, ghosts, wizards, etc. There are 80 cities to conquer, 10 terrain types, 16 troop types and
races, and terrain-racial combat modifiers. “Treat your defeated foes with the contempt they
deserve - and off with their heads!" says the blurg on the box, which well sums up the friendly
atmosphere. (We have been asked by customers to add a warning to this game - it is extremely
addictivel)
Note: the IBM version is an improved version. IBM - $50.00

1BM - $40.00

AMIGA -$50.00 MAC - $50.00
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WARLORDS li SSG
The long awaited sequel to Warlords is here - and it is greatly improved. It is for 1 - 8 players, any of
which can be computer controlled. Computer intelligence is good, with levels being knight, lord, or
warlord. An amusing option when playing against computer opponents is / am the greatest, which
makes them all attack you all-out from the first tumn. One of the greatest attractions of this new
version is random maps - an unlimited number of them. You can even choose the percentages of
woods, hills, water, etc. One brilliant quick-start option allocates all of the cities to the eight players,
s0 you do not need to rush about exploring and gathering an industrial base - just produce armies
and start kicking butt straight away! There are heaps of new unit types, such as giant spiders,
scouts, wolf riders, pikemen, elephants, etc. Cities that can only produce one or two troop types,
can invest gold in buying the ability to produce other troop types of your choice. Heroes can still
romp around the map looking for talismans and allies (and unwittingly trip over monsters who are
trying to stop them!)

Anocther great attaction of this game is that it contains diplomacy - even against the computer
players. You can be in one of three diplomatic states with all of your opponents: allied, where you
should not attack his units or cities; neutral, you can attack his units but should not attack his cities;
and hostile, where you can attack freely cities or armies. In the diplomatic action screen you can
change the way you wish to deal with another player, and it is in your advantage to declare war on
someone first and attack him second. If you backstab him, all the computer players will lower their
ratings of you and if you are rated the lowest, they will all declare war on you. Requires: IBM
386SX or better, 3.5" 1.44 meg FDD, hard disk, VGA, 2 meg RAM. 1BM - $75.00

ADVANCED DUNCGEONS & DRAGONS

DARK SUN - Shattered Lands (Includes Clue book) _ SSI
Well, after two years waiting, the game has finally been released. The game is about adventuring
in the savage Dark Sun world of Athas, in an endless wasteland, containing a handful of cities
ruled by thousand year old sorcerer kings. Your party begins as slaves in the city of Draj, condem-
ned to die as gladiators in the arena. You have to escape into the hostile wildemess, join with other
slaves, and create a rebel force powerful enough to destroy the evil king’s army. The game takes
full advantage of 16-bit computers. Contains new races and monsters, with higher characteristics,
over 200 spells, Pool of Radiance style combat, and 50 - 100 hours game play. Takes up over 10
meg. Requires: VGA, hard disk, & 1.44 MB 3.5" FDD, 386 or better. 1BM - $99.00

EYE OF THE BEHOLDER Il SS|
This sequel of EOB # 1 includes a haunting forest on the way to the dread Temple of Darkmoon, a
catacomb, and three large towers. Graphics are improved, and there are lots of new, smarter,
meaner monsters - and some of the nastiest ones are humans. You can transfer in characters from
the first game, and they can reach 13th level. Comes with EGA and VGA.
Note: requires hard disk and 1.2 meg disk drive. IBM - $70.00

EYE OF THE BEHOLDER Il SSi
Prepare to enter the ruins of the city of Myth Drannor in the Forgotten Realms world, where you
have to steal an artifact of divine power from the dread liche Acwellan. Journey through a graphi-
cally stunning forest, manusoleum, temple and guilds, each filled with puzzles and traps. Game
play is'40 to 100 hours, and features heaps of monsters, new monster allies, and you can use
characters from EOFB |l. Requires hard disk, 1.44 MB 3.5" FDD, 386, mouse, VGA. IBM- $99.00

AMIGA - $70.00

FANTASY EMPIRES Ssi
For up to five players (with there being a pool of twenty computer players to choose from), you
begin the game as a leader of a kingdom. You build your own D&D empire and rule Mystara by
creating alliances and defeating enemy kingdoms. A computer DM mediates all elements of game
play. You can command dozens of troop types, interact with fantastic races, send heroes on
quests, and construct a variety of buildings and fortifications. Combat occurs real time with a spec-
tacular overhead view. Requires hard disk, 1.44 MB 3.5 FDD,386,mouse, VGA.SeptiBM - $99.00

STRONGHOLD Kindgom Simulator Ssi
This is an extremely mesmerising game. It is basically a cross between Simaity and Populous. You
start the game with yourself as baronand with four party characters. Each of the five characters
then starts to build a manor, which can grow almost infinitely in size and quality. The baron first
builds a castle, and the party members build keeps. Your five characters can also be selected from
the races/classes of elf, dwarf, fighter, thief, cleric, or halfling. Each has its own benefits. The elves
cultivate trees the best, producing more income and produce than any other character class. The
dwarves are best are mining rock resources; fighters are the best in combat. But the halflings -
they are the best. They excel at farming, and are almost as good as the elves in tending trees and
the dwarves in mining. Basically, each of your five characters will produce, or recrutt, off-spring,
and these will spread out from the original castle and keeps. Once they are in a plot of land that has
no constructions, providing you have money in the bank, you can start to build something in that
plot, whether farms, houses, guild halls, money vaults, etc. There are over two dozen basic build-
ing types that can be built, and each class has it's own building types as well. Most buildings or
farms, woods, etc, can be upgraded several times, so that in the end what began as a wood ends
up a profitable orchad. Graphics are also stunning, as you are given a 3-D view of the whole
world, regardiess of where you stand. Once your empire gets rather big, you can see farms and
houses stretching away until they are too small to distinguish. The game is also a combat simula-
tor, where you can both defend your home empires from attack from hordes of AD&D monsters
and villains, or you can go hunting down enemy strongholds. | found the economics so engrossing
that | did not even worry about conquering the world with military might. Requires: 386 or better,
VGA, 2 meg RAM, 3.5" 1.44 meg FDD, hard disk, mouse. 1BM - $90.00
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UNLIMITED ADVENTURES Ssl
You've probably noticed that there are not many AD&D titles left - but not to worry! This game is in

fact an AD&D game builder, or construction set! You can build maps with an easy to use grid
screen and link them with teleporters, doorways, and stairwells. Choose characters from 112
monsters and NPCs. Design dungeons of your dreams. There is a complete scenario included,
which can even be edited. You can use 200 classic art images included, digitised pictures from
AD&D, import original art files, combat uses the strategic overhead phased system, and there is
easy backup. Requires 286 or better, VGA, hard disk, 1.44 MB 3.5" FDD. $90.00

CELLANE

A-TRAIN MAX
The people who brought us SIMCITY have now brought us an equally gripping rail building game.
You start the game with an open space and a small bank loan, and build yourself an empire. You
build railroads and business empires with easy menu choices. Survey your reaim and check the
status of all your trains with the satellite view. Detailed reports track your business holdings and
urban development. There are 19 different locomotives to choose from 3 continents, and you can
diversity your portfolio by buying and selling up to 24 different OTC stocks. But be careful, because
if the stocks crash, you will too. There are six different scenarios, you can build high-rise offices,
department stores, hotels, golf courses, amusement parks, stadiums, ski resorts, etc. Requires
EGA, VGA, hard disk, 5.25"or 3.5" FDD. 1BM - $90.00 AMIGA - $90.00

A-TRAIN CONSTRUCTION SET MAX
A companion for A-TRAIN, this allows you to build landscapes, place tracks and trains, develop
towns and ctties etc, without any money restraints. You can modify scenarios or build new ones,
you can move mountains, create rivers, lakes, make fields, orchards, modify saved games, run up
to 27 trains at once, etc. Requires as per A-TRAIN. IBM - $50.00 AMIGA - $50.00

SIMCITY CLASSIC MAX
This is one of the most original and addictive computer games available - you are a city planner,
given the task of designing a city that will grow and develop to successful proportions. There are

e

six preset scenarios, each with a given task for you, the city planner, to resolve. But there are also
dozens of blank maps to work on, including islands and river sites, upon which you can build a city
from scratch. You control where to place roads, highways, and railways, and residential, commer-
cial, industrial areas, plus airports, harbours, fire stations, police stations, sports stadiums, etc.
The goal of the game is to please the population, in which case they will stay in your city, and
others will migrate, but the people are fussy, and will complain about traffic congestion, pollution,
housing costs, taxation levels, unemployment, crime, and so on. You can control each of these
factors by building better road systems, keeping industry away from residential areas, lower taxes,
and so on. And the challenge to meet is to build a city up to 500,000 population (and | know of only
one person to have reached this target!). The graphics and animation are superb, and game
mechanics are all pointer controlled, and easy to use. Thoroughly recommended! This repacked
version includes the Terrain Editor, a necessary tool to build cities up to 500,000. One of the
cities provided as a scenario has $11,000,000 dollars, so you can set taxes to $0. Requires hard
disk, CGA, EGA, or VGA, 3.5" or 5.25" FDD. 1BM - $80.00 AMGA - $80.00
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SIMCITY 2000 MAX
A completely revamped version of Simoity, with 3-D views available at three magpnification levels
Sp lly designed for VGA, can be placed as a beginner, or with options turned on, as an expert
It adds things such as highways, tunnels, on-ramps, bus depots, parks, zoos, marinas, alternative
power sources such as gas, solar, micro-wave, etc. It features 64 levels of altitude, an under-
ground level for water, subways, variable sized zones, more city services, terrain editor, local
newspaper for events, angled roads, new disasters, etc. Requires: IBM 386 or better, 4 meg RAM,
hard disk, VGA, 3.5" 1.44 meg FDD. Due November - $109.00

LTY PROGCLRAMS

If you have received a faulty disk for any reason - do not send it back to us! If you do, it will sit in our
damaged section until someone has time to send it off to be repaired. Instead, give us a call or a
letter, and we will give you the details of the Australian company which distributes the game. This
company will give you a Return Authorisation number so that you can return the disks to them,
they will fix the disks, and then send them straight back to you. This way you cut us out from being
the middle man, and will get your repaired disks much sooner than otherwise.
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OSPREY HISTORICAL

aim of presenting extremely detailed profiles of Australian military

Marcomanni, Goths, Angels, Saxons, & Jutes. 8 color plates. $19.95
QO MAA175ROME’S ENEMIES: PARTHIANS & SASSINIDS
Covers the rise of the Parthians, a warrior race using impressive
cataphract cavalry and mounted horse archers who held Rome at.bay for
300 years, glvmg tactics, weapons & campaigns. Also detailed are the
who them, plates by Angus McBride. $19.95
Q MAA247 ROMANO-BYZANTINE ARMIES
Details the-later Roman and then early Byzaniine armies, during the time
of Byzantine expansion. And those shield designs! $19.95
D ELITE7 THE ANCIENT GREEKS 500-300 B.C.
64 page book with 12 color plates detailing the armies and troop types of
the Greek uty smes dumg lho Cluacd P-nod Platoc are Oy McBnde &
24.95
Q MAA69 THE GREEK AND PERSIAN WARS 500-. 323 B C.
The high years of Ancient Greece, the Athenians verses Persians at
Marathon, the 300 Spartans attempling to delay Xerxes at Thernopylae,

B New Item Now Available and In Stock

B New Item Not Yet Released

LECEND

OMAA  Men-At-Arms Series

An unrivaled series of authentic, detailed, history of the world's fighting
men, complete with color plates of uniforms, shield and heraldic designs,
armor, etc. Usually 40 - 48 pages.

OVAN Vanguerd Series

A series written and llustrated by experts on 20th century warfare, with a
bias towards armored fighting vehicles. Each book contains color plates
showing paint schemes, and photos from public & private collections.
QONVA  New Vanguerd Series

Comprehensive history of the design, development, and operational use of
famous tanks, including 8 pages of color plates & insignia designs.
QEUTE Elite Series

Detailed and authentic information on the history and appearance of the
world's fighting men. Usually 64 pages, with 12 pages of color plates.
QCAMP Campaign Series

Authorative and detailed on great battles of history, including
maps, charts, color plates, & notes to wargamers, etc.

QWAR Warrior Series

Definitive source of information on weapons, amor, and taclics of
successful arms of fighling men. 64 pages, including 12 of color plates.
QOAMEP Australian Military Equipment Profiles

A very profs new sefies pr right here in Victoria, with the

ANC FRA

A gripping account of the brilliant campaigns of a young man who
conquered the entire known world before he reached 30 years of age. The
book details tactics, troop types, and covers actual batties. $27.98
QMAA109 ANCIENT ARMIES OF THE “DDLE EAST
Covers the amies of the Biblical era, i
Assyrians, Hebrews, Hitlites, Lybians, elc. Platesby McBrldo 81985
QMAA30 ATTILA AND THE NOMAD HORDES
Covers the masses of hordes to come from the Steppes in Asia during the
3rd to 7th centuries AD, including the Huns. $19.95
QO MAA46 ROMAN ARMY: CAESAR TO TRAJAN
Details the tactics, armor, command s¥ucture, and history of the Roman
army during it's most famous days. $10.95
QO MAA93 ROMAN ARMY: HADRIAN TO CONSTANTINE
Rome’s glorious days are over, but its army is stil locked in furious
combat to survive. Details tactics, amor, history, batties, etc. $19.95
QO MAA180 ROME’S ENEMIES: ARMIES OF SPAIN
Rome fought many difficult battles in Spain leading uptil 20 BC. This book
details the Iberians, Celtiberians, Lusitanians, scutari, caetrai, etc. $19.95
QO MAA243 ROME'S ENEMIES: THE DESERT FRONTIER
Part of Rome's empire induded A'm:a and this book details the African
enemies who opposed Ancient Rom:
OMAA158ROME’S ENEHES GALLIC & BRITISH CELTS
Gauls and British celts are two of Rome’s most famous and thought of
enemies. Learn about their tactics, defeats, victories, etc. $19.95
O MAA129ROME’S ENEMIES: GERMANICS & DACIANS
The vigorous northern ’barbarians’ who were the destroyers of the
Western Empire of Rome, subsequently creaing medieval Europe, the
feudal svstem and chivalrv. Tribes covered are Thracians. Sarmalians.

Xerxes defeat at sea at Salamis, the battles of Plataea and Mycale, the
Peloponnesian War, early days of Alexander the Great, efc. $19.95
OMAA42 THE PERSIAN ARMY 560-330 BC

The arch-enemies of Ancient Greece and Macedonia. Includes Xerxes
attempts to conquer Greece, and subsequent battles, etc. $10.95
QO MAA137 THE SCYTHIANS 700-300 BC

The first of the great armies of horse-archers fo come out of the East,
though not a Turco-Mongoloid race, they were Indo-Europeans, and
contempories of Ancient Greece, who they fought and helped. $10.95

THE MIDDLE ACKES

QO CAMP9 AGINCOURT 1415

The tiny English army under Henry V numbered 6,000, being 5,000
archers & 1,000 men-at-arms, was to battle a French army of around
30,000, but yet again the imperuousness of the French nobles and knights
was to lead to their undoing. Read how some 10,000 French were killed
for the loss of only 500 English. Tragic stuff. $27.95
QMAA111ARMIES OF CRECY & POITIERS

Two of the most important batfies in the early years of the 100 Years War,
between the French and English. In both cases, French pride and
impetuousness cause ‘fatal errors, allowing the vastly out numbered
English to obtain crushing victories. $10.95
QO MAA113ARMIES OF AGINCOURT

An excellent overview of this crucial battle between the French and
English during the 100 Years War, induding superb color plates, and
covers command, Foop organization, troop types, various types of artillery,
and an analysis of the battle. $19.95
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QO MAA150 ARMIES OF CHARLEMAGNE

Towards the end of the Dark Ages, a Frankish King arose to become
Charles the Great. He fought in Spain, conquered the Lombards, helped
the Pope, and had endless Foubles with saxons. $19.95
QO MAA125 ARMIES OF ISLAM 7-11th CENTURY AD

The foes of he Crusaders who were intent on capturing Jerusalem.$19.95
0O MAA144ARMIES OF MEDIEVAL BURGUNDY 1364-1477
The title of Burgundy was originally given to the French King John the
Good’s son. Through shrewd martial alliances and conquests the Duchy
was enlarged until it became one of the greatest powers in Europe.$18.85
0O MAA255ARMIES OF THE MUSLIM CONQUEST

The arch ies of the C , and the il victors of the wars
in the Middle East. Includes tactics, history, command, etc. $19.95
QO MAA154ARTHUR & THE ANGLO-SAXON WARS

The Arthurian Age & the birth of England. A time of settement & the
sword as invading Germanic peoples such as the Saxons, Jutes, and
Angles, drove back the Romano-Celtic culture of Britannia. Also covers
the Welsh, kish, Picts, Norse & Danish. Plates by Angus McBride. $10.95
Q MAAS9 BYZANTINE ARMIES 886-1118 AD

The last bastion of Civilization to span from the Ancient era to the Middle
Ages. They fought with and against the Crusaders, islam, etc. $19.95
QO MAA231FRENCH MEDIEVAL ARMIES 1000-1300 AD
French knights were considered the flower of European chivakry. This
book covers their origins, training, armies of southern and northern
France, feudal service, knightly ideals, troop types, mercenaries, militas,
strategies and tactics. Color plates by Angus McBride. $19.95
O MAA166GERMAN MEDIEVAL ARMIES

Medieval Germany comprised a number of states under the nominal
conkol of the Holy Roman Emperor. The history covers princely levies,
town leagues, leagues of knights formed to protect themseives from the
two former, the rise of the Hussites & their war wagons, the Teutonic

Knights, & famous campaigns. Plates by McBride.  $19.95
QO CAMP13HASTINGS 1066

Detailing all of the many factors leading up to the Norman invasion of
Britain, and the subsequent battle of Haslings, in which the Anglo-Saxon
King Harold was killed. Did you know, for example, that William the
Conqueror was actually the rightiul King of England over Harold, even
before the Battle of Hastings? And that the Normans almost Iulod M
attempt to destroy the Saxon shield wall? Good reading!

O MAA195HUNGARY & THE FALL OF EASTERN EUROPE
Hungary beat back from y. settied invading P
Magyars, Cumans, & were later threatened by the Ottoman Turks. John
Hunyadi lead a one man crusade against them, holding them back for
years, until poliical collapse in Hungary allowed the Turks victory at
Mohacs. The fall of By is included. Plates by McBrid $19.95
O MAA136ITALIAN MEDIEVAL ARMIES 1300-1500

A fascinating history, as the ltalians formed a number of powerful city
states, who competed both economically and military against each other.
This book also covers in detail the mercenaries hired by these city states,
revealing their sophisticated system. $19.85
QELITE17KNIGHTS AT TOURNAMENT

One of the ynhst pnumn of modlovul nobles, costing huge amounts
of money, & ion. Good stuffi $24.95
Q MAAS0 MED|EVAL EUROPEAN ARMIES

Probably the most important book any fantasy or medieval wargamer can
buy. This superb book covers in detail how feudal armies were raised,
how mercenaries were hired, the emergence of the first national armies;
and how al such bodies of ¥oops were organised, cavalry, infantry,
arfillery. And tactics, including the longbow, Swiss pike, Hussite,
Condottieri, and ranks of command & their titles. $19.95
QO MAA99 MEDIEVAL HERALDRY

An in¥oduction to the reader of the role of the military aspect of heraldry
and examples of how it was used in the 14th and 15th centuries. A must
have for miniatures’ gamers, it details the shield, tinclures, divisions of the
shield, partition lines, charges, blazoning, surcoats, ailettes, etc.  $19.95
OWAR1 NORMAN KNIGHT 950-1204 AD

64 page book, with 12 pages of color plates. The book covers the rise and
development of Norman Knights (ie, not a broad look at the Normans, but
a detailed examination of Norman Knights.) Covers appearance &
equipment, history, evolution of tactics, training, etc. $24.95
QOMAA171SALADIN & THE SARACENS

Saladin, the leader of the Saracens is considered to be the hero of the
Crusades. The book covers the Saljugs, Fatimids, Atabegs, later Fatimids,
Ayyubids, Saladin’s rise to power, the Khwarazmshahs, Malmuks, arms,

armor, and tactics, etc. Color plates by Angus McBride. $19.95
QELITE19THE CRUSADES
An of the Ci d i batties, efc. $24.95

0O MAA155THE KMGHTS OF CHRIST
Details the Knights of the Temple, the feared Templars; nghs of St John

N POWDER ERA

Q CAMP2 AUSTERUTZ 1805
One of the most si loeni ba!los Napoleon was cut off from
his supply lines, and PP d b by a join Russi ian army, yet he still
managed to win. How did he manage such a feat? $27.95
QO MAA223AUSTRIAN SPECIALIST TROOPS
Covers Austrian artillery, its & tactical deploy transport
units, engineers, uniforms, etc $19.95
0 MAA114WELLINGTON'S INFANTRY

Welli 's Line Infantry Regim $19.95

QO MAA1 19WELUNGTON’S INFANTRY Part Two
A detailed examinaton of Wellington's Light infantry Regiments, Rifle
Cotpt Highland R.gimcnu Garrisons, Reserve units, and Veteran
lions, West India Regi King's German Legion, two page table
of Rpgmcnhl uniform distinctions, ekc. 8 pages of color plates. $19.95
Q ELITE25SOLDIERS OF THE ENGLISH CIVIL WAR # 1
Infantry used by both sides of the war, including pikes, etc. $24.05
QELITE27SOLDIERS OF THE ENGLISH CIVIL WAR # 2
Cavalry used by both sides of the war, including the Lobsters.  $24.95
QO CAMP1SWATERLOO 1815
A detailed examination of one of the most famous batties in history.
Nap makes a back after ping from exile, & tries to secure
his empire once again. The Allies quickly mobilise, & Wellington and
Blucher are the first to meet up with Napoleon. Thlngs mn oﬂ very badly
for the Alfies, but Ney's
teristic aloofness, & Waellington's steadfastness, they overcome. $27.95

QO CAMP17CHICKAMAUGA 1863
Fought in densely wooded terrain just south of Chattancoga, this was to
be the greatest western-theatre battie of the Civil War. $27.95

QO CAMP10FIRST BULL RUN 1861
Ono of the first batties of the War, with both armies being inexperienced.
Il Jackson puts up a stalwart defense. $27.95

of Jerusalem, the Hospitallers; Knights of St Lazarus; Hosp of St
Thomas of Canterbury; German Orders, etc. $19.95
0O MAA105THE MONGOLS

Examines the rise, history, wariors, armies, and tacics of the most
successful warrior race in the whole of the Middie Ages. Russian cities fell
before them, and then they twned on Hungary. They crushed the
Hungarian armies, and by February 1942 were on their way to Vienna, but
something happened which caused them 1o cease their advance and
leave eastern Europe, never to return. Plates by Angus McBride. $10.95
QELITES THE NORMANS

It was the Normans who began the creation of the United Kingdom, with
the defeating of the Anglo-Saxons and unifying of all of Britain. They also
had a large impact on French history, established a state in southern Italy
and Sicly, and the Norman State of the Principality of Antioch, which
played a large part in the Crusades. Arms, armor, tacics, and a detailed
history are all presented. 64 pages, plates by Angus McBride. $24.95
Q ELITE23THE SAMURAI

The samurai were masters in one on one combat, unequalled in both
swordsmanship and archery, but when it came to mass battles, they were
sadly lacking.Covers tactics, history, development, weapons, etc. $24.95
QOMAA151THE SCOTTISH & WELSH WARS 1250-1400 AD
Despite the Normans conquering the Anglo-Saxon England in 1066, it was
another Wwo cenluries before the Anglo-Norman kings penetrated the wild
interiors of Wales & Scotiand, and many more before they were united
under the one crown. $10.95
QO MAA210THE VENETIAN EMPIRE 1200-1670 AD

The city state of Venice in italy had an extremely individual history &
involvement during the Middle Ages. It had its own feets, an extremely
aggressive merchant empire (3,0001 ships by 1450AD), and saw much
combat against the other Italian city states, including river warfare, and a
heavy reliance upon the condottieri (mercenaries). $19.95
QELITE3 THE VIKINGS

An excellent 64 page book with 10 stunning color plates by Angus
McBride, with one of his best ever paintings - a double page painting of a
sea batfe based on King Olaf Tryggvasson's Saga. Also includes the
Vikingg settlements in North America in the 10-11th century, Viking ships,
origins, & various histories of their raids and conflicts. $24.05
0O MAA145THE WARS OF THE ROSES

A greally misundersiood conflict which has been incorrectly dubbed a civil
war. This was in fact a dynastic struggle between the English houses of
York and Lancaster, really only involving the aristocractic families of those
houses and their followers. Covers baltles, campaigns, various comman-
ders invoived, etc. A unique and important tactical sidy, for this war was
one of the only ones in which both sides used longbows. $19.95

RLD WAR TWO

QAMEP 25 LPR PROFILE

Extremely detailed examination of the 25 Ipr in service of the Australian
army during WW2, with heaps of facts, figures, & pictures. $16.50
QAMEP CARRIER PROFILE

Extremely detailed examination of the Universal and Bren Carriers in
service to the Australian amy in WW2, including scale diagrams. $16.50
Q CAMPS5 ARDENNES 1944

Hiflers last desperate gamble - the Battle of the Bulge. $27.05
QOVAN35 ARMOR OF THE PACIFIC WAR

Follows the use of armor in the Padific, including Japan against China
started in 1937, the Soviet/Japanese dlash of Khalkin Gol, and a detailed
history of warfare between the Allies and Japanese from 1941-45. Covers

Australian, New Zealands, US, British, and Japanese armor. $17.50
QONVA4 CHURCHILL INFANTRY TANK

Detailed history of development, combat, models, etc. $19.95
0 CAMP3 FRANCE 1840

Extremely detailed account of the 1940 invasion of France. $27.95
QO CAMP18GUADALCANAL 1942

The turning point of the War in the Pacific during World War Two. $27.95
QO VAN33 GERMAN LIGHT PANZERS 193242

A good overview of the Pz |, Pz Il, 38(t) and 35(t) during WW2.  $17.50
QONVA1  KINGTIGER HEAVY TANK

Extremely detailed look at the development & action of PzVIB.  $19.85
OAMEP KUBINKA: SOVIET TANK MUSEUM

Okay, so this is not an Osprey book, but when | found out it existed, | had
written out a cheque and posted it before you could sayKubinka. This is a
75 page book full of B&W photos of the Soviet Tank Museum Kubinka - a
museum that he West did not know existed unil a few years ago.
Incldues French, Hungarian, German, Russian, & modern tanks.  $22.50
QO CAMP16KURSK 1943

An excellent blow by blow account of the largest tank batle in history,
where the Germans launched their last and perhaps most stupid
offensives in Russia. Untested Panthers and Elefants were rushed into
action with hundreds of other German tanks, most to perish when trying to
traverse mile after mile of Soviet defenses including dug-in AT guns, field
guns, mines, infantry, etc. $27.95
0O MAA229LUFTWAFFE FIELD DIVISIONS

I've got to admit, before | read this book, | knew very litle about these
WW2 German divisions. Why were feid divisions formed out of the ranks

of the Luftwatfe? What was their function & purpose? How much combat
did they see? Were they significant to the war effort? Read & seel $19.95
QCAMP1 NORMANDY 1944

Detailed account of the D-Day invasion by the Allies in 1944, $27.95
QOVAN16 PANZERKAMPFWAGON il 16.50

The development, different models, technical operaions & specs,
organisation, tactics, B&W photos, and color plates of the Pz Ill, a crucial
tank of the early Panzer arm. A detailed account of historical action
includes the Pz liI's involvement in Poland, France, North Africa, and it's
days in Russia up until 1944, where production was ceased. $17.50
QOVAN18 PANZERKAMPFWAGON IV

A detailed insight into the “workhorse® of the German army, gwng a
history of development, models, and production. $17.
OVAN21 PANZERKAMPFWAGON V: PANTHER

Inspired by the Soviet T-34/76, the early models of this tank suffered from
mechanical unreliability, with savage losses at Kursk. But later models
fixed this problem and the Panther became one of the best tanks of WW2.
This book details development, various models, tactice & organisation,
and accounts of the Panther medium tank in action. $17.50
QVAN30 POLISH ARMOR 1939-45

Details the beginnings of Polish armor, the inter-war period, their action
during September 1939, where they did better than is generally known,
and the following actions involving Polish tank crews who had managed to
escape to the West, incdluding action in France 1940 and following D-Day,
Italy, Warsaw uprising, & color plates of paint schemes. $17.50
OWAR2 WAFFEN SS SOLDIER 1940-45

At close look at the SS Soidier, his uniform, tactics, actions, etc.  $24.95
QNVA3 SHERMAN MEDIUM TANK

The successor 1o the M3 Lee/Grant, the M4 Sherman medium tank was
the primary Allied tank of the west in WW2. It was a good tank in the
opening months of North Akica, and reigned supreme in the Pacific, but
was sorely outclassed by German Panther and Tiger tanks. $17.50
0O VAN24 SOVIET HEAVY TANKS

When the Germans invaded Russia in 1941, they received a shock that
forever damaged their belief in the superiority of their panzers - they
encountered the KV-1. This book covers in great detail the development
and history (with many gripping accounts of tank action) of all Soviet
heavy tanks of WW2, T-35e, the KV family, and the IS family. $17.50
0O MAA216THE RED ARMY 1941-45

A look at the Soviet Army, including organisation, cavalry, inf, etc. $19.95
QOVAN15 THE SHERMAN TANK IN BRITISH SERVICE
Heaps of Shermans were lend-leased to the British, & served well. $17.50
QVAN26 THE SHERMAN TANK IN US SERVICE

Account of he Sherman in US hands, Europe and Pacific. $17.50
QO MAA74 THE SPANISH CIVIL WAR

In the 19308, Spain erupted into a civil war between the Facists and
Sociglists. The war was further i d by other superp getting
involved, not so much to help either side, but rather as an opportunity
test their weapons and tactics, including Russia & Y. $10.95
QO VAN39 US ARMOR CAMOUFLAGE & MARKINGS

By Steven Zaloga, a detaied book g US armor flage and
markings on their tanks from 1917 till the -nd of WW2. It covers markhgs
for the interwar periods, as well as during the wars. Heaps of color
diagrams, tables, etc, to help US wargamers mark their models.  $17.50

POST 2

QO VAN44 ANTI-TANK HELICOPTERS

Details various individual helicopters and their origins, such as the AH-1G
Gunship, AH-56 Cheyene, Cobra, Mi-24 Hind, their action against tanks
in Vietnam, lessons learned from that conflict, further Western develop-
ments, the Soviet experience, actions in the Middle East, efc. $17.50
QO VAN27 ARMOR OF THE KOREAN WAR

Detailed account with heaps of actual combat examples. $17.50
0O MAA250ARGENTINE FORCES IN THE FALKLANDS
Detailed descriptions of the various Arg forces 1o be in the

1982 war with Great Britain. Included are ground ¥oops, Marine and naval
units, army units, combat support, logistic support, air force, gving
examples of combat, heaps of photos, & color plates. 9.95

QONVA2 M1 ABRAMS MAIN BATTLE TANK

The first tank to use Cobham armor, and arguably the best tank in the
world, the Abrams put the US back in the front of the tank race.  $24.95
QVAN37 MODERN SOVIET COMBAT TANKS

Covers T-54/55, T-62, T-64, T-72, etc. $17.50
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Mail Order Form @

MAIL ORDER FORM

Military Simulations

P.O. Box 164 Moorabbin. Victoria 3189

134 Cochranes Rd Moorabbin. Vic 3189

Phone: (03) 555 8886 from 8.00AM - 4.30pm
Fax orders: 03 553 3339

When ordering carefully print your first and second choice in the space provided. Items that are out of stock will be back-ordered,
except in the case of unboxed miniatures or products that we know will not be restocked. In some cases a restock can take several
months. Back-orders can be cancelled and money refunded on request. Iltems on backorder purchased with credit cards will not be
charged until the stock is actually sent. We will replace goods. lost in transit only if they are insured. The optional insurance cost is
$3.50 for purchases of $100.00 or less, with an additional $1.00 required for each further $100.00 or part thereof. Magazine
subscriptions already include the cost of postage. A new order form will be included with your order.

FIRST CHOICE

Include numerical codes with all miniatures!

Please list title & manufacturer

Price

SECOND CHOICE

In case the first choice is unavailable

MAGAZINE SUBSCRIPTIONS:

Please tick appropriate box(es) on reverse side

COMPUTER ORDERS ONLY

TYPE: MEMORY:

OFFICE USE ONLY

Received On:

Sent By:

Backorder Sent:

SUB TOTAL:

Freight & Handling: $3.00

Overseas Surface Mail: +$5.00
Certified Post: +$1.00
Insurance (see above): +$3.50

Less Credit Notes:

CUSTOMERS MUST INCLUDE CREDIT NOTES WITH ORDER!

1 Please Note: Credit Card orders will not be supplied to P.O. Box addresses.

Cheque/Money Order ... . Name -« s e s
Bankcard/Mastercard/VISA No:, Street. ... ... .. ...
............................................................... SUDDID Y TOMEY. 2 vy e s s des iy
Expiry Date == Stdle. . Postcode .
Signature s s nlars i e Telephone ... .

Please include area code.
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8 Magazine Subscriptions

When subscribing please tick appropriate cost box below.
Customers who only order magazine subscriptions need not pay extra for postage.

ANIMAG

Why did we include a magazine dedicated to Animi? Because, (A) - it does have some
relevance to the gaming fratenity: all those vivid, hi-tech cartoon slugfests between
massive mecha combat vehicles & their young, glamorous pilots were the genesis for
Robotech & Battietech. And (B) - we like alluring, doleful-eyed heroines! Each issue
features extensive articles on Japanese TV and movie animation - with colour & black 'n'
white sketches, stills, and diagrams. Publication regularity is fairly poor.

$55.00 FOR 6 ISSUES

WHITE WOLF

A bi-monthly role playing magazine published by White Wolf. It features a mix of
articles, scenarios, and regular columns and heaps of reviews. Although published
by White Wolf it has an independant outlook, and recent games featured
ShadowRun, TORG, Vampire, Cyberpunk, Ars Magica, Werewolf, Pendragon,
Call of Cthulhu, etc. It includes both color and black and white pages, and space is
given to PBMs, and regular features on artists and their superb works. 80 pages. A
of the pr ds are sent on to sponsor a real life wolf pack.

perc
Ly )

$36.00 FOR 6 ISSUES $58.00 FOR 12 ISSUES

BATTLETECHNOLOGY

A bi-monthly publication that exclusively covers the uni-verse of Battletech &
Mechwarrior. Regular departments include: News Service - historical type stuff; Unit
Update - a regimental guide; BattleTac - analysis of campaigns & tactics; plus
BattieMechanics - new weapons tech data. Feature articles include such things as short
stories, indepth studies of Inner Sphere politics or military prowess, and other such
related matters. Indispensible to all diehard ‘Mechheads!

$53.00 FOR 6 ISSUES

GENERAL

Avalon Hill's great publication that deals exclusively with Avalon Hill simulations (what a
surprisel). Each issue highlights a specific (usually new) product, with extensive feature
articles. However a selection of popular games (such as ASL, Third Reich, Diplomacy
etc.) are also regularly covered in detail. Article definition includes series replays
scenarios, designer's notes, strategy & tactics, optional rules, coming attractions &
(infrequently) variant counters. Good publication regularity

$50.00 FOR 6 ISSUES $80.00 FOR 6 ISSUES

CHALLENGE

Games Designers Workshop's monthly mag' is the definitive publication for Sci-Fi
roleplayers. Every GDW system is c: d; 2300AD, Meg ler, Twilight 2000, Space
1889 & Dark Conspiracy. Other games such as Warhammer 40K, Battletech, Cyberpunk
et al, are also covered (though not as profusely as the former titles). Article definition
involves RPG adventures, wargame scenarios, variant rules, new equipment, and gen-
eral gaming essays. Publication regularity is very good.

$35.00 FOR 6 ISSUES $56.00 FOR 12 ISSUES

INTERFACE

A great little quarterly B4 publication by Prometheus Press devoted entirely to Cyberpunk
2020. This is quite worthwhile for players of any near-future RPG. Articles cover suct
topics as new equipment & weapons, megacorporation profiles, short fiction, alternate
character classes, net programs, NPC profiles, and so forth. The standard of artwork anc
layout is very good, well worth a look if you play the game. Publication regularity is good
but having only four issues a year makes the wait a bit lengthy.

$19.00 FOR 4 ISSUES

JOURNEYS

The latest offering form Games Designers Workshop, this monthly magazine will mainly
deal with their new cross-genre RPG, Dangerous Journeys. As a consequence Gary
Gygax should feature quite prominently. Article definition will include esays by prominent
designers, industry news, reviews, plus an assortment of RPG adventures & supple-
ments. The contents will cover games other than Dangerous Journeys. Publication
regularity should be good - the first issue is due to roll Aug/Sept.

$29.00 FOR 6 ISSUES $46.00 FOR 12 ISSUES

PYRAMID

Steve Jackson’s new bi-monthly role playing magazine. It is 72 pages in length,
and. features reports on overseas cons, reviews hot selling games, such as
Earthdawn, contains scenarios and designer’s notes on things such as GURPS, Car
Wars, Toon, etc. It also has many regular features such as Steve Jackson’s games
news and release schedule, industry news, AADA news, etc. It also contains some
rather tongue in cheek rip offs of other games. For examdple, they are running a
series of Ig:an supplements, such as: Hampire: the Masked Ace Raid, and coming
is Werecow: Ah, Pork Lips. Gee, which games are they ripping off?

$49.00 FOR 6 ISSUES $78.00 FOR 12 ISSUES

DRAGON

TSR's popular monthly magazine. The emphasis is on AD&D, with a veritable treasure-
chest of articles, adventures, & ads(!) for Forgotten Realms, Dark Sun, etc. Features on
Top Secret S| & Marvel Supers are tolerated, albeit with less proliferation. Every issue
includes such things as new spells, magic items, strange monsters, variant NPC classes,
short stories, comics, game reviews, and a broad selection of essays on gaming

techniques & campaigns. Publication reg y is 1t

$49.00 FOR 6 ISSUES $78.00 FOR 12 ISSUES

UNSPEAKABLE OATH

A professional American fanzine-style B4 digest of arcane lore for the Call of Cthulhu
keeper, player & enthusiast. Articles include the standard selection of scenarios, cam-
paign details, new Lovecraftian (?) beasties, background source material, and othet
related miscellany. Everyone who enjoys Chaosium's superb horror RPG would be wel
advised to invest in this magazine. Quality material by known English and Australian
authors are regularly included. Publication regularity is slow.

$30.00 FOR 4 ISSUES

DUNGEON

TSR's bi-monthly publication specifically dedicated to AD&D or D&D adventures - with
enough danger 'n’ loot to satiate the wander-lust of any party. The players quest for
riches, fame & challenges is fulfilled with at least four, moderate to exceptional quality,
mini-modules per issue. Every game is complete, with all y maps & diagrams
included. Some adventures are campaign-specific, set in either the Dark Sun,
Spelljammer, Ravenloft, or other such realms. Publication regularity is excellent.

$40.00 FOR 6 ISSUES $64.00 FOR 12 ISSUES

-$51.00 FOR 6 ISSUES

WHITE DWARF

A glossy, monthly English magazine solely dedicated to Games Workshop products.
Enthusiasts of Warhammer RPG, Warhammer Fantasy Battles, Warhamer 40K, Space
Hulk, Space Marine, and all the rest, will find this invaluable. Articles cover adventures,
scenarios, new rules, variant counters, backgrounds, and the like. Every issue containe
photographs & specifications for new Citadel releases, plus colour pages highlighting
superb miniatures painting! Publication regularity is very good.

$81.00 FOR 12 ISSUES
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Please Give Second Choices

WARGAMES

GAM HORUS HERESY

Crazy Special $35.00 Normally $52.50

A gripping game of the chaos-corrupted Warmaster Horus leading a huge rebellious army which
includes chaos daemons and traitor marines, to attack Earth and the Emperor. The large, colorful
mounted map includes the Emperor's Palace and surrounding areas. Off-world areas include the
waip and orbital areas. There are 181 double sided full color counters, 20 cards, colorful setup
sheets, and rule book which includes a complete history of this all important battle. The rules are
simple and thus encourage fast moving games that take around 2 hours to play. Certain units
have special functions, these being explained on the play-aid cards. Thoroughly recommended.

TSR DUNGEON Boardgame

Crazy Special $20.00 Normally $50.00
This is TSR's famous multi-player boardgame, which you've always wanted to buy, right? Its for 1
-12 players who explore monster infested catacombs in search of vast treasures or mighty arti-
facts. The game features a 21" x 35" mounted mapboard, 250 illustrated cards which depict
characters, monsters, treasures, and spells. There are 6 25mm plastic playing pieces This is an
entertaining romp in the fetid underworld.

FASA CENTURION 2nd Edition

Crazy Special $40.00 Normally $60.00
The tank-to-tank version of Interceptor, this is a superb tactical combat game. When a weapon
hits an AFV, a template is used to determine the extent of damage to the target's armor, this is
then recorded on the vehicles log, and once the armor is penetrated the vital internal components
begin to sustain hits, with disastrous results. Further rules cover orbital and conventional artillery,
infantry squads, firing arcs, hull down positions, missiles, lasers, painting targets, buildings, lea-
ders, variable ordinance, mines, smoke, engineering vehicles, air support, ground & space instal-
|ations, & vehicle construction. Components include an array of game markers, two double sided
21" x 34" maps, and 36 plastic 1/285th scale Grav Tank miniatures.

FASA SOLARIS VII

Crazy Special $35.00 Normally $60.00

A hefty boxed supplement for BATTLETECH and MECHWARRIOR. You must have both of
those games to be able to used this game. This game is about action and life on Solaris VII, the
game world of the BattleTech universe. Mechwarriors from all over the Innersphere come here to
try to make it big. Mechs are pitted against mechs, individually or in teams, in a whole host of
difference combat environments, including: inside a huge factory, an open arena, a chemical
plant, a forested mountain reserve, an ice-scape, and rock caverns connected by narrow rocky
corridors. There are large hex maps of each of these arenas, for when resolving the battles.
There is also a huge map of a part of Silesia, the city that hosts these modern day duels. The
game includes a new version of BattleTech combat - a comprehensive, detailed dueling system
that breaks each tum into four phases. Weapons generate 4 times as much heat, and ditferent
systems have different recycling times. eg, an MG can be fired once each of the 4 phases, while it
takes an ER PPC three phases to recycle before you can fire it again. Other new rules include
overriding the delay, expanded initiative, hot-loading LRMs, new heat scale, careful aim, etc. The
game includes two 64 page books, including all the information required to run a mechwarrior or
BattleTech campaign on Solaris V. The eight two sided maps are 22" x 35", and cards & record
sheets for twelve new very nasty arena mechs.

TSR DRAGON MAGAZINE GRAB PACKS

Crazy Special 4 issues for $14.00 Normally $32.00
We've got hundreds and hundreds of Dragon Magazine back issues available, so here’s your
chance to get heaps for previously unheard of prices. We guarantee to give you four different
issues in your grab pack, and if you order more than one pack, we will again agree to send you
completely different issues. We will randomly choose issues from amongst the following selec-
tion: Issues 104, 107, 122, 123, 141, 146, 147, 151, 155, 157, 165, 167, 168, 169, 170, 171,173,
174,175,176, 177,178, 179, 180, 182, 186, 190, 193, etc.

VARIOUS OTHER ROLE PLAY MAG GRAB PACKS

Crazy Special 4 issues for $10.00 Normally $27.00
It you order this magazine grab pack, we will send you 4 different, randomly selected role playing
magazines. The 4 magazines will be picked from the following selection: Challenge by GDW,
Journeys by GDW, Dungeon by TSR, GM, Adventurers Club by ICE, and Animag. If you

if you order up to four grab packs, we guarantee to send you different titles.

VARIOUS WARGAMING MAG GRAB PACKS

Crazy Special 3 issues for $9.00 Normally $26.00
For this magazine grab pack we will send you three different wargaming magazines, chosen
randomly from the General by Avalon Hill, Wargamer, Moves by Decision Games, and Fire &
Movement by Decision Games. If you order up to four packs, we guarantee to send you different
titles.

NOVELS

TSR AD&D ELVES & DARK ELVES SEXTET
Crazy Special $ 30.00 Normally $60.00
Two trilogies focusing upon the elves of the AD&D world. The first is the Elven Nations Trilogy set
in the DragonLance saga, and the other is the Dark Elf Trilogy set in the Forgotten Realms.
Orders for all six novels will receive a free copy of White Metal, with photos of FR & DL figures.
Novels are also available individually, as below:

Firstborn Crazy Special $6.00  Normally $10.00

The elf King Sithel, father of twins Kith-Kanan and Sithas, dies mysteriously and one of his sons is
implicated. But a prophecy reveals that both sons will wear the crown...

The Kinslayer Wars Crazy Special $6.00  Normally $10.00

Sithas declares war on the Ergothians, and Kith-Kanan, who has committed heresy by falling in
love with a human, must choose sides.

The Qualinesti Crazy Special $6.00  Normally $10.00

Now Kith-Kanan wears the crown, but he is haunted by failures, acrimony between the eiven
factions & the strange behaviour of his son.

Homeland Crazy Special $6.00  Normally $10.00

By R.A.Salvatore, the first Dark Elf novel, which were to eventually lead to the writing of The
Legacy and Stariess Night.

Exile Crazy Special $6.00  Normally $10.00

Drizzt and his magical cat is exiled from his drow homeland and must make a new home in the
Underdark. To make matters worse, he knows that his kin will come looking for him.

Sojourn Crazy Special $6.00  Normally $10.00

The final in the trilogy, following the progress of the dark elf Drizzt.

FASA BATTLETECH DUO

Crazy Special $10.00 Normally $20.00

For this special we will send you two of the latest stand alone BattleTech novels, Main Event and
Ideal War. Both novels are also available individually as below.

Main Event Crazy Special $6.00  Normally $10.00

Follows the progress of an ex-Comstar Guards mechwarrior who wishes to form a mercenary unit
with which to fight the Clans. But first he has to go to Solaris, to find both money, mech, & mercs.
Ideal War Crazy Special $6.00  Normally $10.00

Poor old House Marik has been left out of BattleTech, but not anymore. Tomas Marik has come
up with a new (old) idea that just might hold House Marik together. But add Word of Blake, a
rebellion, and a scheming, rebellious baron, and House Marik may just fall to pieces.

ROLE PLAYING CAMES

FASA SHADOWRUN 1st Ed + FIGURE

Crazy Special $12.00 Normally $38.00
For this crazy low price, we will send you the complete ShadowRun Role Playing game, plus a
blister of 25mm ShadowRun miniatures, chosen at random from our large range of Ral Partha
ShadowRun figures. The game is 218 pages long, and is about a dark future in which magic has
awakened from millenia old sleep, to be meshed with cybernetics and megacorporations. The
game is sort of a cross between D&D and Cyberpunk.

FASA SHADOWRUN MODULES

Crazy Special $15.00 Normally $36.00
You'll be able to use these two modules with either first or second edition ShadowRun. They are
Imago, and One Stage Before, which are also available separately as below. Orders for both
books will receive a free copy of White Metal.

Imago Crazy Special $8.00  Normally $18.00

Seattle based runners get a job in England, where their reputations are pitted against betrayal,
blind love, vengeance, and life after death.

One Stage Before Crazy Special $8.00  Normally $18.00

A powerful corporation is nearing completion of its-latest investment, but a rival organisation
begins to sabotage its development. Things start to get real nasty for everyone.

ICE ROLEMASTER SOURCEBOOKS

Crazy Special $28.00 Normally $45.00
For this special we'll send you two Rolemaster sourcebooks, Outlaw and Time Riders. They are
also available separately, and orders for both books will receive a free copy of White Metal.
Outlaw Crazy Special $17.00 Normally $30.00

A 174 page book on the old Wild West, with combat, timeline, weapons & equipment, complete
campaign in Dakota, 2 scenarios, dozens of NPCs, and town layouts.

Time Riders Crazy Special $13.00 Normally $25.00

A 160 page book for magic, psionic, or tech based time travellers. Includes a sci-fi sefting, high
tech equipment, magic items, special combat rules, & source material for variable time lines.

TSR FOR2 THE DROW OF UNDERDARK

Crazy Special $15.00 Normally $30.00
A 128 page sourcebook that covers everyone’s favorite AD&D bad-guys, the Drow Dark Elves.
The book covers the nature of Dark Elves, their society, their religion, the High History of the
Drow, their spells and magical items, craftwork, languarge, nor lature, a selected gl Y,
Dark Elven runes, the Underdark, and monsters that lurk there, including: Deep Bats, Deep Dra-
gons, Myurlochar, Pedipalp, Rothe, Solifugid, Subterranean Spiders, Spitting Crawlers, and
Yochlo. Also includes some color plates.
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8 Crazy Specials

ICE CHAMPIONS ADVENTURING

Crazy Special $12.00 Normally $31.00
For all those out there who love rolo playlng super heroes, here are three modules for you. We'll
send you Challenges for Ch. jons Targs!Eanh and /nvaders from Below. Titles are
available separately as below, & orders for all three books will receive a free copy of White Metal.
Challenges for Ch | Crazy Special $4.00  Normally $9.00

Contains 10 scenarios, wtth tips on how to adapt them to suit specific characters. Includes
general guidelines on scenario generation and design techniques.

Invasions Target Earth Crazy Special $4.00  Normally $11.00
Designed to allow GMs to create classic pulp-action alien invasions, using anything from giant
reptillian monsters to ancient robots, or horrors from the ocean deapths

Invaders from Below Crazy Special $5.00  Normally $11.00

King Earthwyrm and his twelve super-powered Darklings, plus a whole horde of Subterrans,
surge forth from their vast underworld kingdom to conquer the surface world.

WES TORG MODULES

Crazy Special $49.00 Normally $92.00
This special will give you four TORG modules, which are: Creatures of Aysle, Infiniverse Update,
Temple of Rec Stalek, and High Lord of Earth. Titles are also available separately, and orders for
all four will receive a free copy of White Metal.

Creatures of Aysle Crazy Special $13.00 Normally $22.50

An illustrated bestiary of 60 beasties from the fantasy realm, deadly denizens amdn myths made
flesh. 128 pages, including unicorns, detrimentals, possibility leeches, etc.

Infiniverse Update Crazy Special $15.00 Normally $27.00

TORG history since the invasion. Features realm updates, new stelae maps, dispatches, rumors,
2 mini-adventures, plus new character templates.

Temple of Rec Stalek Crazy Special $13.00 Normally $22.50

In the Near Now realm, edeinos & undead stalk humans for sacrifices to appease the newly risen
edeinos god of death, who in turn must slay the High Lord Baruk Kaah.

High Lord of Earth Crazy Special $11.00 Normally $20.00

Earth's Darkness Device has been discovered. Storm Knights must face ritual murderers, cult-
ists, dark gods, and their desires as a new Lord tries to join the Possibility Raiders.

TSR AD&D MODULE SPECIALS

Crazy Special $21.00 Normally $72.00

For this absolutely ridiculously cheap price, we will send you four AD&D modules. OA5 Mad
Monkey Versus Dragons Claw, SJA1 Wildspace, SJA2 Skull & Crossbones, and SJR3 Spelljam-
mer DM's Reference Screen. Titles are also available separately, as listed below, and orders for
all four titles will receive a free copy of White Metal.

OAS5 Mad Mnky Vs Drgns Claw Crazy Special $3.00  Normally $16.00

A new and dangerous school of martial arts threatens to destroy its competitors, and the very
hierarchy of the gods in the process.

SJA1 Wildspace Crazy Special $6.00  Normally $18.00

All is peaceful in the Kingdom, & the player characters are bored. But then an anchor falls on the
town square, its heavy chain leading mysteriously upward?

SJA2 Skull & Crossbones Crazy Special $6.00  Normally $18.00

The players become bounty hunters, going in search of pirates, and along the way meet up with
Thri-Kreen crusaders, lllithids, Drow, etc.

SJR3 DMs Ref Screen Crazy Special $6.00  Normally $20.00

Standard 3 panel DM's screen with lots of tables & charts, for use with Spelljammer

CHA STORMBRINGER MODULES

Crazy Special $75.00 Normally $145.00

We haven't run a Stormbringer special for awhile, so we've decided to offer four of their source-
books. These are Rogue Mistress, Sorcerers of Pan Tang, Perils of the Young Kingdoms, and
Sea Kings of the Purple Towns. These sourcebooks are all compatible with the new Elric. All titles
are available separately as below, & orders for all four receive a free White Metal.

Rogue Mistress Crazy Special $20.00 Normally $40.00

Tricked by a cruel sorceress, the adventurers are thrown into a quest that encompasses seven
strange worlds. But they begin to plot their vengeance, aided by a buccaneer

Sorcerers of Pan Tang Crazy Special $20.00 Normally $35.00

An extensive sourcebook on a nation famous for its slavery, insatiable blood lust, and puissant
magicks. Includes history, society, maps, 5 adventures, character generation, etc.

Perils of the Young Kingdoms Crazy Special $20.00 Normally $35.00

Five adventures set in the turmoil created by the waning of Melnibone and the rising of Pan Tang.

Sea Kings of the Purple Towns  Crazy Special $20.00 Normally $35.00

The centre of trade and commerce in the Young Kingdoms, making an ideal haven for adven-
turers.

NIATULES

WARHAMMER FANTASY PLASTICS By Citadel

Crazy Special $55.00 Normally $90.00
Citadel have brought out five different boxed sets of fantasy warriors required for rank and file
regiments in your armies. Each has ten figures, so if you order all five boxed sets offered in this
special, you will be buying 50 Citadel 25mm plastic figures. The five boxed sets offered are listed
below, and are also available separately. Orders for all 5 boxes receive White Metalfree.

INDIVIDUAL PRICE LIST Crazy Special Normally
CI754 High Elves Sspears, 5 bows $12.00 $18.00
CI755 Gobbos 5 spears, S bows  $12.00 $18.00
CI760 Orcs 5 spears, 5 bows $12.00 $18.00
CI762 Dwarfs 10 axemen $12.00 $18.00
CI759 Human Halberdiers (10) $12.00 $18.00

WARHAMMER 40K PLASTIC VEHICLES By Citadel

Crazy Special $70.00 Normally $110.00
Just in time to co-incide with the release of the new Warhammer 40,000 boxed set, we are offer-
ing you four of the most required plastic vehicles, each being a plastic kit that requires assembly.
We do have large stocks, but these kits are currently no longer available from Games Workshop -
presumably they will re-package and re-release them again later. Because of this, no customer is
permitted to buy more than one set of this special, or one of each type, if buying singly, on each
order. If you order all four, you will receive a free copy of White Metal.

INDIVIDUAL PRICE LIST Crazy Special Normally
CIRTB8 Predator (1) $16.00 $25.00
CIRTBI11 Land Raider (1) $20.00 $28.00
CIRTB12 Rhino (1) $14.00 $22.00
CIRTB14 Orc Battlewagon (1) $27.00 $35.00

CENTURION 1/285th PLASTIC GRAYV TANKS

Crazy Special $37.00 Normally $80.00
If you've bought Centurion, (and it's even on crazy special on the previous page!), here's your
chance to stock-up on the grav tanks. They are available separately as listed below, and orders
for both will receive a free copy of White Metal.

TOG Co-Hort Pack Crazy Special $20.00 Normally $40.00

54 plastic 1/285th vehicles, 18 Horatius, 9 Romulus, 18 Aeneas, 9 Lupis.

Renegade Legion Co-hort Pack  Crazy Special $20.00 Normally $40.00

54 plastic 1/285th vehicles, 18 Liberator, 9 Spartius, 18 Wolverine, 9 Viper.

COMDUITELR CAMES

SSI SPELLJAMMER

Crazy Special IBM $30.00 Normally $80.00
You are the newly commissioned captain of a Spelljammer ship, venturing into space in the For-
gotten Realms. Your aim is to destroy a Neogi command ship, while battling monsters, mutineers,
pirates, etc. 40 - 60 hours playing time, with ship to ship and boarding combats. Graphics have
stunning views of space, and there are three levels of play. Ship combat is real time, while ground
combat is turn based. Requires: IBM 286 or better, VGA, 5.25" 1.2 meg or 3.5" 1.44 meg FDD,
and hard-disk.

ORI WING COMMANDER II

Crazy Special IBM $50.00 Originally $110.00
A superb science fiction flight simulator. There are over 30 missions to fly, each mission linked
together with character action and cinematic storyline. You get to fly five new starfighters as you
battle deadly Kilrathi enemies intent on destroying humanity. You are also pitted against traitor-
ous humans - one of which has framed you for something you never did. Your quest involves
clearing your name as well as stopping the Kilrathi. Graphics are without compare and the dog-
fights are breathtaking, requiring skill and well thought out tactics. Requires: IBM 286 .or better,
VGA, 3.5"1.44 meg FDD, and hard disk with 11- 15 meg free.

SSI DRAGONSTRIKE

Crazy Special AMIGA $20.00 Normally $55.00
You fly dragons in the world of Krynn, which is a fully animated 3-D world. Learn to fly dragons
and master over 20 types of missions. Progress through 3 different orders of Solamnic Knigh-
thood, gaining bigger and better mounts as you do so. Weapons include dragonlances, dragon
fangs, dragon fire, flying citadels, etc. For AMIGA only.
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COLOLR CODE

B New Item Now Available and In Stock
] New Item Not Yet Released

COMDPLEXITY KEY

Intermediate Games

Basic Games

*

Introductory level

Master Games

ARAE

Advanced Games

whn

e time!

For veteran gamers onl 00 many rules & no s|

COMDANY CODES

ADG Australian Design Group AH Avalon Hill

COA Clash of Arms COM Command Mag (XTR Corp.)

EMS Engelman Military Simulations FAS FASA Corp.

GAM Games Workshop GDW Game Designers Workshop

GMT It's not Get More Tanks! GRD Games Research & Design

IRO Iron Crown Enterprises JED Jedko Games

LEA Leading Edge Games MB Milton Bradley Games

OME Omega Games SDI Simulation Design Inc.

STE Steve Jackson Games S&T Strategy & Tactics Magazine

sSupP Supremacy Games TAS Task Force Games

TGl The Gamers Inc vic Victory Games

3w World Wide Wargames WES West End Games
BEGINNELR’S CAMES

JED BASIC TRAINING *

An ideal starting point for players new to the hobby. This 8 page primer will teach you the basics of
wargaming - sequence of play, movement, combat, stacking, and the combat differential. All the
rules are carefully illustrated with examples, as well as a complete sample game replay to show-
case strategy options. Features a small wargame set in the jungles of New Guinea where
Japanese forces are marching towards Gona. $1.00

JED BEGINNER’S GUIDE TO STRATEGY GAMING e
A more comprehensive 55 page introductory book with various chapters dealing with rules tel
minology & counter symbology, notes on solitaire play and computers, multi-player grand strategy
games, naval games, the principles of war for wargamers, a review of recommended games, plus
a mini wargame of the Battle for Moscow in 1941, with 39 counters and 3 pages of rules (which
include zones of control and weather effects.) $3.00

JED FIELD MARSHAL *

A good wargame for novice players. A well balanced hypothetical conflict where each player's
battlefield control is hindered or helped by 32 Situation Cards (representing a higher command).
The full spectrum of a WWII air-land battle is featured; with marine, airborne, armour, infantry,
artillery and aircraft assets included in the 196 counters. Contains three 8"x22" mapboards. The
game includes simple and advanced rules, perfect for experience progression. $20.00

ACCESSORIES

JED POLY DICE
High-impact dice: D4, D6, D8, D10, D12 & D20 sided configurations. Various colours (black, red,
blue, yellow, green, purple & orange). Bland, but serviceable. $0.65 each

JED GEM DICE
More attractive & expensive than the Poly Dice: D4, D6, D8, D10, D12, D20 - available in several
colors. You may state a preference, but we will supply at random if color not available. $1.00 each

JED SPARKLE DICE

Clear gem dice with some coloured sprinkles inside, grizzled wargamer types might think they're a
littie gay, but the kids love ‘em. D4, D6, D8, D10, D12, D20 - available in several colors. You may
state a preference, but we will supply at random if color not available. $1.25each

JED PEARL DICE

Yuppie poly dice with a bit of polish - they've got a pearl-like, marbled look. . D4, D6, D8, D10, D12,
D20 - available in several colors. You may state a preference, but we will supply at random if color
not available. $1.25each

KOP GLOW IN THE DARK 6 DICE SET
For those who love night missions and want to add a little atmosphere by playing in the real dark -
these dice are for you. A glow in the dark D4, D6, D8, D10, D12, & D20. $12.95

KOP 100 SIDED DICE
The perfect percentile dice, this dice actually has one hundred faces - though you'll have to wait
half an hour for it to stop rolling. $13.95

KOP TEDDY BEAR DICE
These have the “1" replaced with a loveable Teddy Bear silhoustte. What practical function do

they have? A novel way to roll snake eyes! $2.00
AH AVALON HILL COUNTER TRAY

A clear plastic counter tray with lid and dice-wells for forgetful gamers! $4.50
WES WEST END COUNTER TRAY

Same as above, more sturdy in design with more counter space but no dice wells. $5.00

ARM HEX PAD
Pad of 50 pages, each with half inch hexes on one side & quater inch hexes on the other.  $5.00

JED COUNTER SHEETS
896 half-inch card counters in the following colours: pale green, light blue, pink & gray. $10.00

NT ERA

3w AGE OF CHIVALRY -

A gaming system that features quick to learn rules that highlight the important elements of warfare
from 1066 to 1278. It can be played 2 player, and is highly suited to solitaire play. It includes rules,
reference sheet, 4 maps, 400 counters, and four scenarios, which take 1 - 3 hours each. These are
Hastings in 1066, Lincoln in 1141, Bouvines on the Weish border between King Stephen & rebelli-
ous barons, and Marchfield, where the combined armies of Hungary and Austria massed to stop
the onslaught of Ottokar of Bohemia, resulting in a huge cavalry battle. $50.00

3w ANCIENTS | *

A low complexity tactical-level system, the mechanics of which are unknown at this point in time.
However, | can tell you that it contains 32 scenarios (!), six 8.5"x11" maps, plus 200 counters
including Hittites, Egyptians, Assyrians, Spartans, Persians, Macedonians, Romans, Cartha-
ginians, Ancient Britons, Goths, Saxons, Vikings, Normans, Crusaders, Muslims, Mongols, Engl-
ish, Scots and French. Features high solitaire suitability. Great counters. $50.00

AH BRITANNIA *

A 3 to 5 player (but best with 4) game that covers 1000 years of British history where tenacious
English tribes had to compete for real eastate against the Romans, Angles, Saxons, Jutes, Scots,
Picts, Irish, Danes, Norsemen, and more! Players control several nations (not all of ‘em are in play
at once), each of which must score as many victory points as possible before history kicks ‘em out
of existence. At the end of 16 turns the player with the most points wins - this makes for a very
entertaining fast ‘n’ furious contest between belligerents. With 266 counters and a 22"x24" map-
board. $60.00

AH CIVILIZATION *

2 to 9 players lead fledgling empires along the path of political, economic & cultural domination
during the dawn of civilization (8000 to 250BC). This classic game requires no dice, yet it wallows
in non-violent interaction. Although conflicts do occur, victory cannot be achieved by military
means alone. Synopsis: players direct population growth and build cities which in turn attract com-
merce, this trade between empires fosters social & technological growth. $80.00

ADVANCED CIVILIZATION

Box set containing a 48-page rulebook & gamer's guide, additional civilization (8 new) & com-
modity cards, 4 new calamities, a card credit-sheet, plus rules for evening time limits, eight-player

games, pillage, enhanced card attributes, and simplified trading! $65.00
TRADECARDS ==

50 extra cards as included inthe original game. $10.00
WESTERN EXPANSION MAP

22"x11" mapsheet extension & African/lberian AST. $16.00

S&T162 CLONTARF 1014 and SAIPAN 1944

An S&T magazine containing two games. The first is Clontarf in 1014 AD, where an army of Irish
defeated a Viking army at a spot just north of the Irish town of Dublin, a battle which marked the
beginning of the end of Viking influence in Europe. 100 double sided counters represent axemen,
leaders, slingers, and swordsmen. Units have melee attack, defense, & missile factors, and move-
ment points. Saipan features a map of the whole island, and the US marines, army, and the
Japanese who resisted them Covers naval action as well as air and ground. $25.00
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COM CORTES s

This is a two player simulation covering the three month siege of Tenochtitlan, the climatic battle
for control of Mexico in 1621 AD. One player leads Hernando Cortes, commanding the Spanish
forces & their Indian allies, while the other player commands the Aztec army of 160,000. The
Spanish have a small number of gunboats, cannon, cavalry, and foot, whereas the entire Aztec
army can take to the lakes in their small cannoes. Additional rules include Aztec sacrifices to
reduce Spanish morale, temple desecrations, Fog Of War, etc. $15.00

3w CROSSBOWS AND CANNONS **

A Renaissance quad game highlighting the gunpowder evolution of warfare. The battles are: Pavia
1625 (France vs. the Holy Roman Empire for control of a city), Garigliano 1503 (In ltaly the Span-
ish army of Cord-ovo surprise the festive French), Ravenna 1512 (the Spanish-Papal army dis-
cover the ruthless efficiency of French artillery!), and Bicocca 1522 (Swiss mercenaries, who were
the world's best pike units, lose their hard-won accolades to Spanish firearms). Contains 400
counters & two double-sided 22"'x17" maps; with easy period mechanics that include melee com-
bat, unit facing, skirmishers, etc. $45.00

3w CROSSBOWS AND CANNONS Il o

More battles in the early Renaissance era. Contains 400 counters, four maps, rules, & reference
sheets. Can be played with two players or is very suited to solitaire play. The command system is
specially designed to recreate the problems experienced in those days. There are four scenarios,
each taking 2 - 4 hours, and include Pinkie, a clash between the Scottish & English in 1547;
Fornovo, where the French fought the halians in 1495; Cerignola, a vicious clash between French
and Spaniards in 1503; Novara, where a Swiss army uses all its skills against the French. $45.00

GMT GREAT BATTLES OF ALEXANDER 2nd Ed o

This game is being redone to upgrade it to SPQR rules and components - meaning glorious new
counters! The game recreates the rather one-sided battles of Chaeronea 338BC, The Granicus
334BC, Issus 333BC & Arbela-Guagamela 331BC. Each can be combined to form a single cam-
paign. Quite suitable for solitaire play. The components feature 600 counters and four 22"'x34"
maps (60 meters per hex). The mechanics include the gradual loss of a unit's cohesion, historic
leader inttiative, combat momentum, trumping’ enemy leader’s orders, chariots, elephants, skir-
mishers, and more. An Ancients gamer's delight! Due December. $85.00

WES IMPERIUM ROMANUM II e

365 scenarios (civil & external) recreate 700 years of the Roman Empire, from cultural superiority
to decadent collapse. For 2 to 6 players. The rules cover fonificalions taxation, recruiting, amphi-
bious invasion, road building, foraging, baggage trains, sieges, d { morale belli
political factions, plunder, pirates, militia, random events, divine intervention, and more! 800 coun-
ters represent Legions, Fleets, cavalry, artillery, engineers, etc. A 22”x51" map (50 miles per hex)
covers the ancient world from Britannia to Parthia $75.00

GMT LION OF THE NORTH: Gustavus |l Adolphus 1631  ***

At last! A game of the high renaissance using the superb system and unequalled graphics of the
GMT SPQA system. Gustavus |l Adolphus, the King of Sweden and Lion of the North, introduced
Modern Wartare to the world, using rapid-firing artillery, fast-moving intantry, and hard-charging
cavalry. Includes Smoothbore Fire Table, 480 counters, three maps, new extensive cavalry rules,
artillery barrages, new shock rules to simulate the combined power of shot and pike. The two
battles are Breitenfeld, in 1631, where the virtually undefeated Catholic army of the Hapsburg
emperor and his allied Germans took on the army of Adolphus. And Lutzen, 1632, where an
exhausted Swedish army was forced to attack a re-vamped Imperialist army. $60.00

ViC PELOPONNESIAN WAR s
Recreates 28 years of war between the Athenian Empire and the Spartan Coalition, beginning in
431BC. Suitable for solitaire (a successful solitaire player must eventually change allegiances to
try and recover the losing side’s fortunes!) or group (up to 7 people) play. With 4 scenarios, 200
counters and a 22"x34" map. Mechanics include rebellion, tributes, historic personages, naval
rfare, sieges, hostages, bellicosity levels, etc. $75.00
AH REPUBLIC OF ROME e
An enjoyable, deceptively engrossing card ‘n’ counter game for 3 to 5 history buffs (a touch of
megalomania helps!), each representing a faction of influential Senators vying for the Consul-ship
of Rome. Players ruthlessly compete for peer influence & plebeian popularity, using means both
fair & foul to achieve prominence. These unscrupulous cliques must also cooperate somewhat to
ensure that Rome doesn't succumb to military conquest, or to restless mobs; but with 250 years of
Roman Republic history to play with, that's not going to be easy! Great fun, and educational too,
however | pity the poor sod who has to read the rulebook first! $85.00

GMT SPQR - THE ROMAN ART OF WAR 2
Features Cannae: 8 Roman double-legions get thrashed by a motley army half their size led by
Hannibal. Beneventum: Greek mercenary Pyrrhus leads a night attack on a Roman camp, in-
cludes elephants & scorpiones. Zama: Scipio & two crack consular armies take on Hannibal's
undefeated Carthaginians. Cy phalae: a classic legion vs. phalanx battle fought between
Rome & Macedon on a rocky ridge shrouded in fog! Bagradas Plains: the Carthaginians hire a
Spartan general to try and kick Roman arse in the 1st Punic War. Uses the excellent mechanics
from GREAT BATTLES OF ALEXANDER, with expanded rules for line commands, elite leaders,
cavalry pursuit & war elephants. Includes 2 double-sided 34"x22" maps (70 yards per hex) & 800
beaut counters. Has high solitaire suitability. $85.00
WARELEPHANT
A module for SPQR that recreates the period of the Successors following sometime after Alexan-
ders death, uptil their defeat by Rome. Time period is 217 - 190 BC. Contains approx 400 coun-
ters, which provide troops for Tralles, Carian, Thyssian, Crete, Cyrtian, Syrian, Cappadoc, Ely-
maen, Ptolemaic Egyptians, Athenian pikes, Persians, Judeans, Roman allies, Seleucids, etc.
The two battles are Raphia, in 217 BC between Antiochus’ Seleuods invading Plolema;c Egypt,
and Magnesia, in 190 BC, a battle between Rome and the Seleucids $30.00
CONSUL FOR ROME
Two new battles for the era of the Roman Republic. Includes a large double sided map, errata, & a
12 page rule book, that describes the two battles. One is Trebbia, in 218 BC, which is the first
major battle of the Second Punic War, between Hannibal & Consol Sempronius leading the
Roman legions. The 2nd battle is Metaurus, 207 BC, where Rome sealed Carthage's doom.$27.00
PYRRHIC VICTORY
Two more battles for SPQR. First is Heraclea, 280 BC, where Pyrrus of Epirus used elephants
against Republican Rome (who had never seen them before.) The other is Ausculum, in 279 BC,
the result being "/f we defeat the Romans in one such more battle, we shall be totally ruined.”
Includes two large maps and rule/scenario booklet $27.00

AH SIEGE OF JERUSALEM b

In 70AD four Roman legions marched against an imposing, mutti-walled Zealot city. Armed with an
array of towers, rams and artillery, their task was to breach its defenses before they themselves
were exhausted by attrition. Although the Romans were a superior force, their engineers faced a
seemingly impregnable fortress. Contains a 34"x48" city mapsheet (50 meters per hex) & 696
counters (200 men per unit). $80.00

AH KINGMAKER oe

Popular 2-6 player game of the chaotic War of the Roses: 1450-85. The throne of England, and the
power it holds, is the ultirnate goal, as nobles vie for the duplicity of seven scattered royals. Fea-
tures sieges, feudal politics, peasant revolts, pirates, Parlimentary titles, plague, Scottish raids,

and a distinct lack of mediaeval chivalry! This game is rife with bold military brinkman-ship, uneasy
alliances & devious conspiracies. Features a 23"x21" mapboard, 90 Event Cards, 80 Crown
Cards (real estate & troop assets plus titles), and 125 force & noble markers. $55.00

AH NEW WORLD ‘

2 to 6 European Imperial powers of the 15th to 18th centuries explore, conquer & ultimately col-
onise the Americas. Players must build fleets to transport people to the New World, & to bring back
its resources - unless storms or pirates intervene. Once ashore colonists can raise crops, mine for
gold, or push on to new lands, in the process incurring the wrath of the original inhabitants, & facing
the unavoidable dangers of climatic attrition. Soldiers must protect territory from subsequent
native uprisings, & incursions (polite word for war) by foreign powers intent on plunder. $45.00

S&T157 ROMAN CIVIL WAR ran

This is a two or more player simulation of the war between Julius Caesar and his Senatorial
opponents. The game is strategic, including the whole of the Roman empire involved in the con-
flict. Units include legionaries, auxiliaries, heavy and light cavalry, city militias, phalanxes, levies,
warbands, elephants, fleets, etc. Rules include intelligence, assassinations, politics, plllagmg
recruiting, besieging cities, promoting units, tributes, etc. Basic & advanced rules. $15.

S&T161 SUCCESSORS 320 - 205 BC *

An excellent fast moving campaign game of the Successors to Alexander the Great. Players each
control one of the four Successor states, and the goal is to build the largest empire. The map
contains provinces, and covers the whole Middle East and Mediterranean areas from Greece to
India. Unit types are leaders, infantry, cavalry, levy, elephants, and fleets. One excellent aspect is
the event table, which allows anything to happen from revolts, Gallic invasions, to increased
revenues and lucky treaties. Includes 240 cute counters & large map. $20.00

3w THE CRUSADES N

4 games of Western (Christian) Europe’s campaign against Muslim domin-ation in the Near East:
Antioch 1098 (Duke Godfrey's cavalry, after surviv-ing 21 days of seige, do a Desert Storm on the
Emir of Mosul), Ascalon 1099 (the fate of Jerusalem lies at Arsouf where Godfrey's Crusaders
clash with the Egyptian Emir's forces), Acre 1189 (King Guy'’s siege of Acre is interrupted by a
relieving force of Turks led by Saladin), and Arsouf 1191 (with Jerusalem in his sights, Richard the
Lion Hearted marches on Jaffa with Saladin in hot pursuit). 400 counters & two 17"'x22" double-

sided maps. Suitable for solitiare play. $50.00
3w BLOOD AND IRON bl

Two battles of the fateful Franco-Prussian war of 1870, which saw the birth of the modern Prussian
miltary system. Froeschwaeiller, with the 1st French Corps defending a supposedly unassailable
wooded position, and Sedan, with the French trying to defend the city against two Prussian
armies. Contains 400 counters, two 34"x22" maps. For one or two players. $45.00

AH EMPIRES IN ARMS L2

A richly detailed grand-strategy game of the Napoleonic Wars of 1805-1815. 2to 7 players endure
political treachery, economic hardship & war as they guide a nation thru a maze of conflicting
national interests and military ambitions that characterised this bloody era. Contains 1008 coun-
ters & two 25"x35" maps. The 48 page rulebook covers suing for peace, prisoner exchange, port
blockades, supply chains, force marches, foraging, sieges, trade revenue, Spanish gold, civil dis-
order, levies, guerrillas, and so much more! A magnificent multi-player simulation of great scope &
grandeur with 5 scenarios & 4 huge campaigns. $80.00

COA LA BATAILLE D’ AUERSTAEDT 3rd Edition ki

October 1806 - Friederich Wilhelm lil's Prussian army reverses its drive on the Rhine and begins
withdrawing to Magdeburg, where it collides with Davout's outnumbered Il Corps. Features Mar-
shal Enterprise’s award-winning Napoleonic system which stresses unit orientation, formation (ie:
column, line, general order, square, road column & skirmish) and morale, with detailed rules for
cavalry & artillery. One hex equals 100 meters, whilst each counter represents regiments, batta-
lions & batteries. With 448 counter and 22"'x34" map. This game is worth $55.00 $36.00

COA LA BATAILLE DE LIGNY e

Napoleon had again taken the Imperial throne of France. Quickly he harnessed the exuberant
populace for war, for the Prussians and English were moving against him. Napoleon's armies
crossed into Belgium to engage the Prussians, thus denying the central ground to England. The
following day Blucher's massive army faced the French Armee du Nord from across Ligny Creek.
This game overs the opening battles of the Waterloo campaign at regiment & battalion level. Fea-
tures the much vaunted new standard rules and very impressive graphics, with four 34"x22" maps
plus 840 counters. $70.00

COA LA BATAILLE DE MONT ST. JEAN e

THIS IS NOT A COMPLETE GAME. It is an expansion to be used in conjunction with Ligny &
Quatre Bras (see above), allowing players to partake in the epochal clash at the Waterloo battle-
field. Components include four 22"x34"" maps and an exclusive rulebook Not recommended for
the faint hearted! $60.00

COA LA BATAILLE DE QUATRE BRAS ad

When, in 1815, the left wing of the Armee du Nord clashed with Welling-ton's English & Allied
troops for control of a crossroads along the Brussels’ highway, Napoleon's dreams of liberty were
to be forever decided. Components include a beautiful 32"x22" map and 600 superb counters. All
units are rated for type (line, light, guard, elite, skirmish), melee and fire combat, morale, move-
ment, plus range. Recommended for buffs $55.00

3w RORKE’S DRIFT & THE BOER WAR e

Rorke's Drift: Counters represent individual British soldiers or seven Zulu warriors. Mechanics
include fire-spear attacks, sniper suppression, fatigue, ammunition depletion & barricades. Con-
tains a 22"x34" map, 400 counters & 5 scenarios. The Boer War: A low-complexity campaign
game of the 1899 guerrilla war that includes rules for individual leaders, Boer evasion & infiltration,
armored trains, British disease attrition, concentration camps and Kitchener's scorched-earth
policy. With a 22"x34" map & 200 counters. $40.00

COA THE EMPEROR RETURNS 5

Recreates the crucial struggle for supremacy between the French Armee du Nord and the 7th
Coalition in 1815. This was a crucial struggle for the brilliant Napoleon, his outnumbered yet reso-
lute force had to control the middle ground between the Prussians & English in order to engage
them individually. Historically this led to the legendary battles of Quatre Bras, Ligny, and Waterloo,
but players obviously have the benefit of hindsight with which to pursue altern-ative goals - the
potential strategies for both sides are ripe with possibilities! With 240 counters (brlgades divisions,
corps & individual leaders) plus a 22"x34" map (2 miles per hex) $45.00

S&T154 THE RUSSO-TURKISH WAR 1877-78 e

This is the wargame contained in S&T154, following the war which permitted Russian to rise into a
great power. It contains heaps of rules and five scenarios Rules include headquarters, lines of
communication, fog of war, bombardment, neutral countries, fortifications, etc. With 200 counters
and one large map $15.00
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AH WAR AND PEACE .

In 1804 Napoleon Bonaparte was made Emperor of France by self-coronation, in blatant dis-
regard to the sanctity of divine right and noble birth. Incensed by this outrageous affront to the
legitimacy of their royalist goverments, the European monarchies branded Bonaparte an outlaw
and plunged the continent into a decade of war. This epic conflict is recreated in nine moderate-
complexity campaign scenarios plus a multiplayer 1805 to 1815 Grand Campaign! Components
includes a 44"'x16" mapboard (40 miles per hex) and 1040 counters (representing fleets, leaders
& armies of infantry, cavalry, militia or elite guards) featuring France, England, Austria, Prussia,
Russia & Spain, plus 19 minor allies. $60.00

AH WOODEN SHIPS & IRON MEN o

An excellent tactical simulator of naval warfare from 1776 to 1815 - where two players can partake
in a single ship duel, or multi-players can slug it out in a complex fleet engagement. The
mechanics utilise ship logs & simultaneous hidden movement to superbly recreate the spontaneity
& unpredictability of ship to ship combat. Rules include fire ships, fouling, grapp-ling, toppling sails,
boarding, drifting, collisions, ammunition types, raking, weather effects, shallows, etc. With 27

scenarios, a 22"x28" mapboard & 180 counters. Recommended)! $60.00
viC ACROSS FIVE APRILS *

Uses simple, quickly flowing rules to recreate the battles of 1st Bull Run, Pea Ridge, Shiloh, Get-
tysburg, Bentonville. Smaller battles can be played in one hour; larger ones taking 3 - 4 hours.
Very high solitaire suitability. Each turn represents 45 - 90 minutes, and each counter is a brigade.
Each hex is 300 yards. 252 counters, 3 22" x 34" maps. $75.00

GDW A HOUSE DIVIDED 2nd Ed. &

An excellent introductory-level grand-strategy game, covering this brutal secessionist war from
1861 to 1865, and emphasising strategic goals, lines of communication & accumulative unit com-
bat experience. Contains 160 counters and a 17"x22" mapboard with city/location boxes connec-
ted by transportation lines. The rules are informative, and very easy to learn, with advanced &
optional mechanics to spice things up. Some Strategy & Tactics hack said "...An incredibly fun
game. A must-buy!” - believe him. $55.00

TGI BARREN VICTORY o

Covers the 3-day 1863 Battle of Chicka-mauga, where the Confederates hoped to avenge the
whipping they suffered at both Gettysburg and Vicksburg by achieving a decisive victory in the
west - and for once the South’s forces, the Army of Tennessee with support from the Army of
Northern Virginia, outnumbered the Federals. In-cludes two 22"x34" maps (200 yards per hex)
and 560 counters (Brigade scale with 100 man steps). The mechanics feature 5 states of morale
(Blood Lust included), a close combat system, advanced comm-and rules, minor variants with
optional troops, and 6 scenarios. $50.00

FGA BROTHER AGAINST BROTHER -

A beautifully presented strategic game of the entire civil war, including 15 square feet of maps, 960
back printed counters of all land and naval units from armies to brigades, and fleets to river flotillas.
Leaders have varying abilities, which change each battle. Combat is resolved using tactical com-
bat chits and a combat matrix, combined with a combat results track. Playing time is 20 hours +,
and rules include scenarios and the campaign, and can be played by one to four players.  $40.00

COA CAMPAIGNS OF ROBERT E. LEE e

A strategic-operational simulation of the eastern theater campaign, 1861 to 1865. 10 scenarios
cover the bitter fighting that consumed Virginia, Maryland & Pennsylvania. The game's detail is
quite extravagant, with 88 leaders individually rated for their initiative, administrative skill & tactical
ability. Special rules cover Confederate sympathizers, Union observation balloons, partisan rai-
ders, naval landings, etc, etcl Components include 600 exquisite counters and two stunning
34"x22" maps. I'm very impressed! $60.00

COA CHANCELLORSVILLE Pinnacle of Victory b
In 1863 the Army of the Potomac, reforged in spirit & material after an earlier debacle, again
sought to wrest control of Fredericksburg from the tenacious Army of Northern Virginia. Although

greatly outnumbered, an audacious Robert E. Lee mastered the battle and crushed the Union
forces as they traversed the Wilderness, much to Lincoln's despair. Includes three 22"x34" maps
(265 yards per hex) & 480 counters (half-brigades). Rules include bridging & entrenching techni-
ques, & random events to plague both sides! This game is worth $50.00. $36.00

COM GETTYSBURG - LEE’S GREATEST GAMBLE 22

July 1863: Lee's Army of Northern Virgina, seeking to win a decisive battle and thus change the
course of the war, slugs it out with Meade's Army of the Potomac. This is game/magazine Com-
mand issue 17, and features 190 counters (brigade scale) and a 34"x22" map (half-mile per hex).
Nice graphics and clean mechanics - good for a quiet evening. Command Magazine # 17 contains
the following articles: Gettysberg, The Next Japanese-American War, Poland ‘39, New Light on
the Iranian Hostage Rescue Mission, and various regular departments. 80 pages in all, with su-
perb graphics. $15.00

AH HERE COME THE REBELS -

The 2nd game to use the rules in STONEWALL JACKSON'S WAY. This game is a two week
campaign where the Confederate player is attempting to secure Maryland, and the Union player is
trying to stop him. There are also several scenarios focusing upon various engagements in the
campaign. $60.00

TGl IN THEIR QUIET FIELDS - ANTIETAM -

The Confederate campaign in Maryland has failed; the Army of Northern Virginia, depleted by
combat loses & stragglers, faces an enemy twice its size. But Robert E. Lee elects to march on
Antietam, knowing that the rebel spirit remains undaunted, and therefore the battle is as yet unfin-
ished. A tense simulation containing 560 counters (Brigade scale with 100-man steps), and a
22"x28" map (200 yards per hex). Mechanics include command points, written orders, order
acceptance rolls, panic, emergency retreats, command radii, unit facing, extended lines, force
marches, stragglers, close combat, artillery supply, etc. $50.00

COA MISSISSIPPI FORTRESS "

A strategic simulation, with tactical combat resolution, that recreates Grant's 1863 campaign to
splitthe Confederacy by capturing the Mississ-ippi River valley. To achieve this goal the Union had
to control the central ground between two Rebel Armies, plus capture daunting Vicksburg and Port
Hudson. Rules include weather, gunboats, shore batteries, the grueling Vicksberg seige, forced
marches, unit stragglers, plus hidden strengths. An excellent game of maneuver and bluff, with
clever mechanics, a 17"x22" map and 240 counters. $40.00

TGl PERRYVILLE - Battle for Kentucky 1862 -

Recreates Bragg's attempts to take Kentucky in 1862, a move which would have tipped the war in
the Rebel's favour. One scenario paints a “what-if* scenario based on an assumption that Bragg
had been able to pull in all of the available Confederate sources. Contains revised 2nd edition
rules, advanced command rules, detailed morale system, & fast and furious action. Features a
stunning 22x34" map, 280 colorful counters, three scenarios, etc. $50.00

3w RAID ON RICHMOND -

In 1864 General J. Kilpatrick led a miserable assault on Richmond which failed to achieve anything
of substance. Quite uneventful indeed, but his game hypothesises on the vicious urban brawl that
could have errupted had Kilpatrick not ignobly fled the field - imagine brazen Union cavalry riding
amok in the streets! Includes two 22"'x24" city maps highlighting sites of political/military value &
300 counters. Mechanics cover releasing & arming POWs, barricades, commandeering transport,
slave evacuation, plus leader capture or executions. $35.00

AH STONEWALL JACKSON'S WAY o

Covers the second battle of Bull Run in central Virginia during 1862, wherein “good ol’ boys”
Longstreet, Robert E. Lee and Mr. Stonewall himself gained such notoriety in the North for their
adroit leadership. Features two absolutely stunning 32"'x22" mapsheets (2000 yards per hex),
plus units ranging from regiments to corps. This game will link-up with future ACW releases. Has
520 counters. $85.00

VIC THE CIVIL WAR 1861 - 1865 e

A grandiose game that encompases both the bitter, costly campaigns of the East and the less
enthusiastic skirmishes that waxed & waned in Texas & the Western Territories. The mechanics
stress leadership (and so they should too, with over 60 individual commanders represented), and
include naval operations, marauding Indians, rail supply, cavalry screening & guerrilla raids, vari-
able game-turn length, year-long scenarios, plus a campaign. Features two 22"x32" maps (25
miles per hex) and 520 counters. $65.00

COA WAR FOR THE UNION e

A non-complex grand strategy game that covers the entire civil war. Mechanics include industrial
centers, variable troop quality, Southern recruiting practices, et al. This game should feature a
22"x34" map, 600 counters, several short scenarios and a campaign. Optional variants will in-
clude such things as British or French intervention! $55.00

SDI 1862 *

4 short (about 3 hours) scenarios that stress the problems of command & troop morale. Features -
Antietam: outnumbered 3 to 1, can Robert E. Lee & the Army of Nothern Virginia outsmart McClel-
lan again? Murfreesboro: the Union marches on Atlanta, and in the process gets soundly walloped
by a rebel ambush. Seven Pines: the powerful Army of the Potomac tries to wrest control of Rich-
mond, the Rebel capital. Fort Donelson: U.S. Grant traps the Confederates on the Cumberland
River, in the strongest fort in the country. Con-tains two doubled-sided 17"x22" maps & 400 coun-

ters (scale: regiments & divisions). This game is worth $60.00. $40.00
3w ACES HIGH o

A popular game whose parent company decided to lay down & die, 3W have now decided it's
worth resurrecting. This born-again version is a fast simulation of air-to-air combat using sim-
ultaneous-movement. 72 different types of aircraft are each rated for speed, armament, damage
absorption, flight characteristics, etc. Pilots are rated for marksmanship, endurance, spotting,
courage, etc. includes 100 counters, log pad, landscaped map, etc. $45.00

AH DIPLOMACY ¢

A classic boardgame of abstract grand strategy, where 2 to 7 imperialistic nations try to carve out
niches for themselves in pre-WW!| Europe. The game’s dice-free mechanics are simplistic in
design, allowing players to immerse themselves in the machiavellian politics of empire building.
Military successes will still win the day, but only if built upon prudent diplomatic machinations. By
that | mean alliances between nations - the staple diet of Diplomacy players, and rife with exam-
ples of outrageous collusion, naive trust, brazen intimidation, and so much more. An ideal way to
find out who your real friends are, and to test the limits of your guile! $35.00

AH DELUXE DIPLOMACY *
A flashy new Diplomacy, with expanded rules presentation, redone single fold mounted map-
board, wooden pieces with unit decals, and wooden pieces with flag decals. Worth this ridiculous

* price? Don't buy it when your sober...unless we do a special on the price - like the one following.

This game is worth $120.00 $70.00
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AH KNIGHTS OF THE AIR o

This is a superior aerial combat simulator for 1 to 6 aspiring pilots. Components include 188 coun-
ters representing 20 aircraft types, and a beautiful 22"'x32" mapboard. The rules feature variable
pilot experience, a fast-playing card-based maneuver system (players secretly select one of 11
cards, each rated for degree of difficulty - novice pilots & poor aircraft have maneuver restrictions),
and historic aircraft capabilities (for rates of climb & dive, maximun & stall speed, turning abilities,
etc). A great quality, fun game. $50.00

3W SALVOII se

Recreates the naval war between Germany & England, with 9 historical & hypothetical scenarios.
The mechinics cover such things as gunnery, torpedoes, damage control, sun glare, wind speed,
fleet formations, crew & ammunition quality, mines, etc. Components include 400 counters (indivi-
dual capital ships plus screening units of cruisers & destroyers) with a 22''x34" map (2,000 yards
per hex). This game is worth $60.00. $25.00

ADG FATAL ALLIANCES i

A World War | campaign module for WORLD IN FLAMES 5th Edition. It includes 600 counters (air,
land & sea units from 19 nations), A4 map overlays (WWI central Europe & WW2 Scandin-avian
Off Map Box variant)., a 28 page rulebook, plus a Build & Morale chart. You must own WORLD IN
FLAMES 5th EDITION to play this module. $40.00

PAN WARLORDS .

An entertaining multi-player (3 to 7) wargame of social turmoil and military expansionism set in the
faction-torn provinces of China from 1916 to ‘50. The simple mechanics include such things as
famine, revolts, foreign aid, guerrilla warfare, & taxation. Victory is dependent upon how well one
dominates inter-player skills such as bribery, coercion and negotiation; but careful resource
management & bold miltarism might just win the day, and being a S.0.B. helps too! $10.00

S&T159 ZEPPELIN b

A one or two player game of the air combat over eastern Britain and the North Sea during World
War One, 1916 to 1918. Scenarios are each one day long bout of air combat, but these can be
linked together to form a campaign. The German player launches airships to raid or scout, aero-
planes to escort them, bombers, and can also attack allied shipping. The allied player uses his
aircraft to search for U-Boats, protect naval convoys, hunt down raiding Zeppelins, and even

attack raid Zeppelin or seaplane bases in Europe. 200 counters. $15.00
AH ADVANCED THIRD REICH e

A comprehensive study of the battle for Europe and North Africa. This is an expensive beast with a
famous pedigree. Components include two painted 22"x31" mapsheets with 1" large (60 mile)
hexes, 1040 counters (Corps level) representing air, land & naval assets from 24 nations, a 64
page rulebook, plus a 36 page appendix. The mechanics feature unit construction, logistics,
economic warfare, strategic air & naval operations, overruns, international politics, diplomatic mis-
sions, 26 non-historic randomly selected variants for both the Axis & Allies, technological
advances, 7 scenarios, and much more. This is a rich experience for 1 to 6 determined aficiona-
dos! $90.00

MB AXIS & ALLIES *

A rather big game of global grand-strategy for 2 to 5 players. Beginning in 1942, the five world
powers must expand their territory to deny the enemy land, as well as increase their vital industrial
resources to thus increase armament production. Mechanics feature secret weapon development,
strategic bombing, and submarine warfare. Components include a colorful 19"x33"” mapboard and
299 plastic minatures representing infantry & tank armies, carrier task forces, destroyer flotillas,
sub packs, fighter & bomber squadrons, AA divisions, etc. This is a great game where you can
happily quaff the Vic Bitter and still win! Recommended. $90.00

JED EUROPE AT WAR *

A low complexity grand strategy game where 1 to 4 players direct the eco-nomic & military growth
of a European power from 1941 to ‘45. Features 282 counters representing leaders, infantry
armies, armoured corps, elite forces, aircraft & naval assets, plus three 8"x22" mapboards. The
rules cover the influence of the naval war & Japan, as well as A-bomb develop-ment & political
variants (ie: the assassination attempt on Hitler). $20.00

AH NAVAL WAR *

An amusing beer ‘n’ pretzels game where unassuming gamers wave handfuls of cards about,
shout furiously at each other (or the dice), and recklessly fling numbered cubes about, until
someone wins! Uses 54 cards representing a varied selection of multi-national warships, from
carriers to torpedo boats, and a selection of 108 cards to initiate salvos, carrier strikes, destoyer
torpedo attacks, submarine attacks, minefield laying, smoke screens, repairs, etc. An entertaining

change of pace for all ages. Ideal for 3to 6 players, plus a cold slab of beer. $25.00

AH SQUAD LEADER 4th Edition b

An award-winning & popular tactical game of small-unit combat in Europe. 712 counters repre-
senting individual leaders & vehicles, infantry squads, support weapons, fortifications, etc. Four
8"x22" mapboards (40 meters per hex) feature urban & wilderness terrain. Includes 12 scenarios,
plus comprehensive skirmish rules covering leadership, morale, smoke, off-board attillery, radio
contact, mines, bunkers, rubble, fire, river crossings, roadblocks, morars, flamethrowers demo
charges, AT guns, and so much morel $70.00

AH UP FRONT b ‘
This is a simplified adaptation of SQUAD LEADER, a great card-based simulation of man-to-man
combat in Europe. Soldiers, heavy equipment, and support vehicles are represented by individual
cards; players maneuver their forces via action cards over constantly changing terrain cards. The
scale of the game changes in terms of the relative ranges b 1 opposing forces, with most
combat occurring within 500 meters during the course of player turns. Com-ponents include 322
illustrated colour cards, and 304 counters. This is a great game, rich in detail yet easily playable in
the space of an hour. Mechanics include tanks, smoke, pillboxes, partisans, mines,-flameth-

rowers, wire, ambushes, artillery, heroes, prisoners, and more. $50.00
DESERTWAR

Features French & ltalians units, desert rules, plus 7 scenario reference tables for all of the UP

FRONT combatants (for tournaments or DYO?). Contains 70 cards and 63 counters. $3.00

ADG WORLD IN FLAMES 5th Edition rhe

Award-winning Australian game that covers the entire war on two huge 28"x34" Pacific & Euro-
pean maps - each can be used independently, or combined for a global struggle. Players must
carefully plan their long-term military production, as well as strategic campaigns. The superb game
mechanics allow for fluid land, sea, air & political operations. With 1000 counters (30 nationaltties).
For 2to 6 players. This game is so good Avalon Hill felt humiliated by THIRD REICH, so that they
had to make the ADVANCED version! $80.00
DAYS OF DECISION 2nd Edition
A 1to 7 player political game that can be used with WIF to form a 1936 to 1946 campaign extra-
vaganza! As another great war becomes inevitable the world’s powers must try to achieve military
& political pre-eminence. The mechanics allow for peripheral conflicts to break out (such as an
ltalo-France war, or the Spanish Civil War), economic decisions, minor country coups & political
alliances, plus the US Presidential elections. Contains 200 counters (including more WIF minor
nationalities), a 24"'x 16" political map, a mini-map of Spain, etc. Due August?? $50.00
PLANES IN FLAMES
Contains 600 new aircraft counters (plus more AA units, V-Weapons, the A-Bomb, & Chinese
garrison units) - covering every major plane of WWII, all of them drawn in exquisite full-colour
camouflage schemes (!), and all individually rated. Includes new WIF rules such as pilot training,

lend-lease, carpet bombing, night missions, tank busting, 5th Ed. WIF errata (!), etc. $40.00
FATAL ALLIANCES

World War One add-on for WIF. See description under WW1 heading. $40.00
AFRICA AFLAME

Contains 200 stunning double sided counters, and a new full color map of Africa. Includes optional

rules, including synthetic oil plants, fortification units, Siberian shock troops, Chinese garrisons, an

entirely new Russian entry system, Vlassov's Cossacks, etc. $30.00
ASIA AFLAME

Contains 200 double sided full color counters, 236mm x 584mm of central Asia, 175mm x 294mm

map of Scandinavia, and 8 page rule book. Other additional rules include artillery units, AT gun

units, tank destroyers, field artillery, rail guns, amphibious units, minisubs, etc. $30.00

ADVANCED SQUAD 1 FADER

AH ADVANCED SQUAD LEADER -

This is ONLY a rulebook - more specifically a sturdy 3-ring binder with an attractive dust cover.
Inside are 176 pages of text, with 8 separate reference cards. Featured chapters are - Introduc-
tion, Basic Infantry Rules, Terrain, Ordnance/Offboard Atillery, Vehicles, Design Your Own (with
German & Soviet equipment notes), plus an index. An outstanding production! $80.00

AH ASL ANNUAL ‘89

64 pages with 18 scenarios. Articles include a study of US/USSR manpower & material in ASL,
historical commentary on SL with a comprehensive index, a bit of fun on Scotish Pipers with coun-
ter-art, the 8 steps to winning ASL tournaments, on-board mortars, and more! $25.00

AH ASL ANNUAL ‘90

64 pages with 19 scenarios. Articles include Italian manpower & material in ASL, programmed
instructions for ASL from a SL hack, reference notes on US paras, partisans in ASL, the 8 steps to
enjoying ASL tournaments, Soviet mine dog stats with counter art, and more. $25.00

AH ASL ANNUAL ‘91

64 pages with 16 scenarios. Articles include a Red Barricades series replay, Axis Minors in ASL,
the scenarios in Last Hurrah, ASL notes on operation Market Garden, an overview of the ASL
Oktoberfests, and details of the German PzKpfw Maus with counter art. $25.00

AH ASL ANNUAL ‘92
80 pages with 14 scenarios. Articles include Japanese manpower & material in ASL, series replay
of scenario A41, reference notes on the ANZAC Independent Companies, Allied Minors in ASL, a

campaign-game system for UK commandos with 13 scenarios, and more. $25.00
AH " ASL ANNUAL '93 Part A
80 pages with scenarios and articles on ASL. More details next catalog. $25.00
AH ASL ANNUAL 93 Part B

80 pages containing scenarios, and the first ASL mini historical campaign, abattle between the US
Marine Corps & the Japanese, during the first few days fighting on Guadalcanal. Due Nov. $25.00

MODULE 1BEYOND VALOR

Contains an extensive German and Russian force pool: 2396 counters representing every major
vehicle and gun used by the belligerents - from horse-drawn wagons to the gargantuan IS3. In-
cludes a large assortment of markers, leaders, infantry squads, and support weapons as well. |
pity the poor bugger that has to carefully cut ‘n’ trim this lot! Also features four 8"x22" mapboards
(#2010 23, all urban) and 10 scenarios. $90.00

MODULE 2PARATROOPER

This module introduces the advanced mechanics to SQUAD LEADER players. Contains ALL the
necessary counters & markers for the 8 scenarios provided (recreating US airborne operations
during the Normandy Invasion). Features one (#24) mapboard, 478 counters, plus Chapter K - a
24 page ASL primer! Note - requires mapboards #1 to #4 to play. $50.00

MODULE 3YANKS

Obviously this is the American expansion set, it contains 1048 counters with the usual plethora of
AFVs, ordnance, heavy equipment, leaders, NCOs, grunts, and markers. There are also four
8"x22" mapboards (#16 to #19), 8 scenarios, Chapter E (26 pages of miscellaneous rules - night,
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weather, ski troops, boats, swimming, air support, gliders, paratroops, convoys, barrages, etc.),
plus U.S. vehicle notes for chapter H. $90.00

MODULE 4PARTISAN!

Features 8 scenarios specifically pitting guerrilla operatives against the Germans and their allies -
from the rugged mountains of Greece to the shattered streets of Warsaw. Contains 260 counters
(axis minor infantry & support weapons), plus two 8"x 12" mapboards (#10/32). $40.00

MODULE SWEST OF ALAMEIN

An expansion set that features the British army, with 1264 counters representing eveything from
the 2pdr. Portee to the Churchill Crocodile. Also includes Chapter F (rules for desert terrain, arid
weather, sun blind-ness, heat haze, heavy dust, mud, etc.), plus Chapter H notes for British equip-
ment. There are 8 scenarios, five 8"x22" desert mapboards (#25-29), a 7"x 22" escarpment map
and six pages of terrain overlays. $99.00

MODULE 6THE LAST HURRAH!

Eight challenging 1939-'41 scenarios set in Poland, Belgium, Holland, Crete, Norway & Yugo-
slavia (one has Polish Uhlan cavalry tackling Panzer |IA’s from a German divisional recon patrol).
Contains two mapboards (#33 & 11) plus 260 counters (featuring Allied minors). $40.00

MODULE 7HOLLOW LEGIONS

This package presents the ltalians; whose fighting prowess was unfairly maligned at squad level.
Contains 2 desert mapboards (#30 & 31), 652 counters (covering every major weapon), 8
scenarios (from North Africa to Russia), and the relevant pages for Chapters Hand N. $60.00

MODULE 8CODE OF BUSHIDO

Presents the Japanese army and rules for the Pacific theatre. Contains 660 counters covering all
major Jap vehicle, gun & troop types employed from the 1930s to 1945. Also includes 4 map-
boards (#34 to 37), 4 sheets of jungle overlays (35 in all), 8 scenarios, Chapter G (16 pages
covering jungle terrain, banzi charges, kamikaze tank-hunters, hara-kiri, pack animals, etc), plus
Japanese additions for chapter H. $95.00

MODULE 9GUNG-HO!

Contains 1008 counters introducing the nuggety US Marines, the Chinese army, plus an assort-
ment of Japanese & Allied landing craft. There are also 28 more pages for Chapter G (covering
cave fighting, bulldozers, the tropical climate, assaults landings, beach obstacles, naval gunfire,
reefs, piers, etc), Chinese notes for Chapter H, two mapboards (#38 & 39 - jungle & aifield), 19
beach/sea/river overlays, and 8 scenarios. $99.00

MODULE 10CROIX DE GUERRE (Cross of War)

This module adds the 1939-40 French, Vichy French, and Free French, to ASL. It contains the
entire order of battle including personnel, weapons, and vehicles, two new mapboards (#40 and
#41), one sheet of building, stream, etc overlays, 8 pages of revised rules, Chapter H historical &
DYO, and 8 scenarios. There are over 600 counters. $85.00

HISTORICAL MODULE 2 KAMPFGRUPPE PEIPER 1

Deals with fighting between US and German SS forces around the village of Stoumont in Belgium,
1944. There is a 3 day, eight scenario campaign of this combat. Includes Chapter P which covers
new types of terrain, two 23" x 31" paper maps, two new counter sheets. Due Oct. $70.00

JED (THE) AFRICAN CAMPAIGN 2nd Edition 8

A fast, desperate game of the desert war from late 1940 to early 1942, The mechanics include
airpower, fuel supplies, hidden minefields & fortresses. Components include 168 counters and an
11"x32" mapboard. Rommel's meagre forces of mobile panzers & hesitant ltalians tackle an

vent of Comi Ith forces in a very fluid battle along the coast, with both sides quite
happy to ignor stubborn concentrations of defensive lines. $25.00
GDW BLOODY KASSERINE L

Tunisia 1843: Rommel's 21st & 10th panzer divisions, newly equipped with the formidable Tiger,
prepare to sortie forth and roll up the Allies’ southern flank. Outnumbered, albeit more combat
experienced, they could have kicked ass if the dice rolls had been better. Mechanics include air
power, weather, tactical expertise, German infiltration & break-off, poor training, plus varient
options - such as Patton’s involvement! Contains a 22''x 17" map & 176 counters. $40.00

FGA KASSERINE "

An excellent ziplock game of a meeting engagement between Allied and German forces during the
end of the North African campaign. Rules are refreshingly shont, just 6 pages of small type. There
are 120 colorful counters, & a stunning 17" x 22" map. Playing time is 2 - 4 hours. $22.00

GDW RACE FOR TUNIS o

Hemmed in by advancing Allied forces from both east and west, the beleaguered African Korps
desperately fortify Tunisia with reinforcements from Italy. Following defeat at EI Alamein Rommel
must save his vital Tunis supply line from an eventual Allied assault. Based on, & fully compatable
with the Bloody Kasserine game, the mechanics include optional air drops & amphibious landings,
plus multiple scenarios. Contains a22"'x17" map & 176 counters. $45.00

GDW SANDS OF WAR ete

An excellent tactical combined-arms system for North African conflicts, from 1941 to 1991. In-
cludes 5 pages of ‘jump-start’ rules for beginners, plus more comprehensive mechanics covering
such things as advanced munitions, amphibious vehicles, obstacles, visibility, reaction movement,
unit cohesion, helicopters, chemical warfare, etc. Contains 31 historic scenarios (8 of them WW2),
ranging from Operation Brevity, to Desert Storm, plus a DYO section. Components include 880

WESTEDRN FRONT

In an attempt to outflank the formidable German Rhine defenses three airborne divisions are drop-
ped en masse to capture bridges along a narrow corridor from Eindhoven to Arnhem. But the Allies
face a race against time if their armour is to exploit this bold operation. A Battalion level game with
rules for initiative, automatic victory, air support, close assault, engineers & integrated maneuver
combat. Contains 300 counters, plus 22"x34" & 22"x17" maps. Worth $60.00. $35.00

viC AMBUSH! e
Designed specifically for solitaire play. A system of mission cards and programmed paragraphs
are used to determine enemy tactical decisions, with combat reactions resolved by sequenced
action rounds. Unit scale is individual men & vehicles - each of the player’s squad must be rated for
d, initiative, perception, weapons skill, driving skill & movement. The player selects,
equips, and then leads a squad of American troops on 8 specific missions through German-occu-
pied France. Contains 218 counters & two 16"x22" maps (10 yards per hex). Includes rules for
panic, evasive movement, grenades, satched charges, assault combat, minefields, boobytraps,

wounds, vehicles, tanks, and more. $80.00

S&T155 Anzio: The Italian Campaign 2%

Contains 4 scenarios and a complete campaign of this critical phase of the ltalian canpalgn
Scenarios include the option of attempting landings at different locations. Campaign can be histori-
cal or alternative. Highly suited to solitaire play. 200 counters. $15.00

AH B-17 QUEEN OF THE SKIES *

A solitaire game where the player controls the 10-man crew of a B-17F flying fortress. The goal is
to survive 25 missions. The B17 moves across a strategic mapboard, zone by zone, from England
to the target and back. Die rolls in each zone determine the appearance, number, type and posi-
tion of enemy fighters. The B17 can take a lot of punishment, but a lucky hit can prove fatal. As the
mission grinds on wounded crewmen, low ammunition, burned out engines, oil leaks, and more
interceptors begin to take their toll! Includes mission abort, ace gunners, random events, flak, 8
B17 damage locations, frostbite, weather, fighter cover, ect. With 88 counters, an 11"x16" map-
board, a mission log, & lots of reference charts. $50.00

FGA BASTOGNE -

A ziplock game of Germanys Battle of the Bulge assaultin December 1844. Rules are refreshingly
short - 4 pages of small text, and game components are very high quality. 120 back printed coun-
ters, and a 17" x 22" map that is absolutely stunning. Units are battalions, hex scale is half a mile
each hex, and playing time is 2to 4 hours. $22.00

AH BATTLE OF THE BULGE 3rd Edition *

The thunderous impact of bursting shells ignites the pre-dawn gloom, heralding Hitler's desperate
Ardennes offensive. Three German armies slam headlong into the unwary Americans, but their
momentum is arrested by a determined defense. The struggle becomes more intense as the Pan-
zers, already low on fuel, attempt to break the deadlock before Allied reinforcements arrive. This
entry-level game features 194 counters, a 14''x22" mapboard, plus a 40 page book containing
historical background. $40.00

AH BREAKTHRU NORMANDY b

A promising new game of the D-Day landings in 1944, using the same brilliant system of area-
movement as presented in Turning Point At Stalingrad. Units are regimental, and the game follows
the three weeks immediately following the invasion. Victory points are totaled at the end of each
week, and play is only continued if the result is not a tie. Due Sep. $64.95

AH D-DAY 3rd Edition *

Another redesigned entry-level (that's Avalon Hill's dictum for a beginners game) classic. On June
6th 1944 the American & Commonwealth forces launched a massive seaborne assault that pun-
ched through Hitler's much-lauded coastal defenses. Tentative beachhead became irresistible
breakout, and the liberation of western Europe began. Includes 110 counters (mostly Corps level),
a 14"x22" mapboard (60 miles per hex), and an illustrated 36 page battle history. Rules cover
weather, carpet bombing, mulberry harbours, airborne drops, etc. $40.00

FGA DEFIANT HOLLAND o

Anocther stunning FGA production, this time of the 1940 German invasion of Holland. Stringent
victory conditions for the Germans keeps the game competitive. The rules are 6 pages & include
German terror bombing, optional British, French, & Belgian reinforcements, step reduction losses,
options to flood below sea-level area hexes, SS units, etc. 22" x 34" map, 240 counters.  $35.00

GMT DOWN IN FLAMES s

A fast moving card game for two or more players of airwar in Europe, from the Battle of Britain to
the airwar over Germany. Contains rules for aircraft positioning, altitude, experience, etc. Contains
110 cards. Due Dec? ~ $45.00
GMT FRANCE 1940, VICTORY IN THE WEST -

Uses the same system as Arctic Storm. Has extensive historical information, including highly
acurate orders of battle, historical commentary, and the most detailed wargame map of France
and the lowlands yet published. Rules cover exploitation, reaction, panic, overruns, blitzkrieg,
refugees clogging up roads, plus a flexible air game. Scenarios include fall of Holand, a full histori-
cal campaign, and 18 alternative historical options to test out. Includes 720 counters (with bicycle
units!), two maps, reference cards, etc. One to two players, 2 - 20 hours. $75.00

JED FORTRESS EUROPA %

An entertaining game covering the West Front campaign, from the initial Allied landings to the
bitter struggle for Germany. Both players have an opportunity to achieve victory. The Allies are
able to conduct two invasions per game, however the Germans may thwart the landings with their
hidden panzer reserves. Includes rules for airpower, paratroops, partisans, volkssturm, mulberries
& naval bombardments. Contains 400 counters and a 22"x24" map. This is an unboxed game.
Very entertaining, and cheap! $12.00

GMT OPERATION MERCURRY ??7?

Operational level game covering the battle for Crete in 1941, where German paratroopers & tena-
cious Commonwealth troops fought for control of the airfields & ports. Rules allow units to attack
via maneuver, bombardment or assault combat, and include paradrops, amphibious landings,
Allied tanks, automatic victory conditions, the air-naval battle, & British night tactical superiority.
Contains 300 counters (company & battalion level) and two 22"'x34" maps. Due Dec? $60.00

AH PANZER LEADER .

A damn fine game of tactical combined-arms combat between swarms of Allied AFVs and the stoic
German Kampigruppes from 1944 to ‘45. Components include four geomorphic 8''x22" map-
boards (250 metres per hex), 20 scenarios (from D-day to Bastogne & Remagen Bridge), and 384
counters (platoon scale) representing assault guns, tank destroyers, armoured cards, SP artillery,
AT guns, mortars, combat engineer platoons, fighter-bombers, etc. The reader-friendly mechanics
include close assaults, indirect fire, overruns, mines, roadblocks, bunkers, and opportunity fire. A
pleasant distraction. $65.00

WES R.AF. e

This is an exception solitaire game that recreates the Battle of Britain, Hitler's prelude to his projec-
ted invasion of England. The player commands the R.A.F. whilst the game system controls the
Luftwatfe. Components include 160 counters and a 22 x34"” map, plus 134 Target', ‘Event’ &
‘Force' cards. This is the most intelligent solitaire system available on the market. Each game is
challenging, with enough variables to make each play different. $60.00

AH RAID ON ST. NAZAIRE -

At 1.28 AM, on March 28th 1942 - a small flotilla of torpedo boats & British commandos raided a
German-occupied French port, with the intent of blocking the Tirpitz's Atlantic route. Within in the
next few hours this elite force will have run amok, destroying installations and sinking. docked
vessels; despite a formidable defense of shore batteries, flak towers & frantic Stosstruppen. This
is a squad-level game where assault & demolit-ion teams must eliminate key objectives before
programmed German reinforcements counter-attack in strength. Contains 260 counters & a point-
to-point system 16"'x33" mapboard. $65.00

S&T150 SALERNO - THE ITALIAN CAMPAIGN o
This is the game in Strategy & Tactics magazine #150, an operational-level simulation of the Allied
seaborne landings in Southern Italy in September 1943, and the subsequent battle for the interior.
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Features both an historical scenario, plus a variant that allows an alternative invas-ion site to be
played. Corrponents include a 22" 34" map (5 miles per hex) and 200 counters (regiments, bri-
gades & battalions). Feat adetailed article pertaining to the battle. $15.00

3w SINK THE BISMARK! b

In May 1941 the German battleship Bismark & heavy cruiser Prinz Eugen begin operation Rheinu-
bung: the destruction of Allied shipping in the Atlantic. This is an operational-level game of this
naval campaign, with engagements being fought tactically. The mechanics include dummy task
forces, a pre-plotted German movement log, historical & hypothetical scenarios (ie: the Scharn-
horst & Gneisenau joining in from Brest), and the vital role of aircraft. Contains 200 counters and a
map (75 miles per hex). This game is worth $50.00. $30.00

3w TIDE OF FORTUNE e

The first in a new series called The Battles for France. There will be six games, each with two
maps, all of which mate up with their neighbours. It features weather, fatigue, morale, command
control, AT fire, mine sweeping, ferries, shore batteries, reaction movement, etc. There are 300
counters, 3 34' 22" maps, and 6 play aid sheets. This game recreates the many possible attacks
the Allies could have used to cross the Rhine in late 1944. Who had the best strategy, Montgomery

& his single thrust? Or Eisenhower & his broad front? Try them both and see! $45.00
JED VICTORY AT SEA *
A great strategic-level game that tes, in a simple yet elegant manner, the naval war between

the Axis and Allied fleets. Each turn points are awarded for control of seven sea areas, players
contest these areas with an array of carriers, battleships, and cruisers; as well as land-based
airpower and German U-Boats. What usually develops is a closely fought game where cunning
and bravado both play a role toward victory. Ideal for beginner's, and experienced gamers who
want a short ‘n’ sharp game. Mechanics include admirals, German oilers, port repairs, convoys,
seconda.ry hro U- Boat teohnology critical hits, and more. Components include 117 large coun-

FASTEDN FRO

Follows Army Group Centre’s drive on Minsk in June 1941. As the Germans, can you encircle the
Soviet forces by executing a smooth surprise attack with two Panzer Groups? As the Soviet com-
mander Paviov, can you stop the German assault by moving your mobile forces into their paths?
For one or two players (highly solitaire suitable), it has 500 counters, 34"x22" map. Land units are
divisions, regiments, & brigades, & air units are brigades and divisions $45.00

3w BLITZKRIEG IN THE SOUTH L

The first in a new series of games called East Front Battles, which will cover the entire war in
Russia Each hex is 5 miles, each turn 2 days, with units being battalions, regiments, brigades, and
divisions. The game covers the Axis assault on the south-west Soviet Union, which began by Army
Group South attacking with 41 divisions against 60 Soviet divisions. The game concludes mid
August. There are 3 scenarios and the complete campaign. Can be played solitaire or two - four
players. Has 3 34" x 22" maps, 400 color counters, reference sheets, etc. $50.00

S&T152 CASE GREEN .

A magazine game from Strategy & TACTICS #152 that simulates a hypothetical German invasion
of Czechoslovakia in 1938 - At Munich Hitler's spiteful harangue for the Sudetenland fails; the
Czech people, buoyed by the possibility of French & English support, declare their nation inviol-
able to Germany's demands. The Wehrmacht, spearheaded by 3 young panzer divisions, crosses
the border and advances on Prague. Components include 200 counters (mostly divisions & regi-
ments) and a 22"x34" map (7.5 miles per hex). Mechanics include air power, fortifications, para
drops, mobile assaults, random events, supply, etc. $10.00

COA EDELWEISS e

Recreates the 1942 invasion of the Caucasus: two German armies attempt to capture the petro-
leum works deep in south-east Russia before a Soviet winter offensive can counter their drive. The
excellent mechanics structured into eleven phases, with exclusive rules covering atmospheric &
ground conditions, special terrain types, partisans, patrols, outposts, sabotage, caravans, com-
mand flexibility, mountain & jager divisions, oil brigades, airdrops, NKVD units, armoured trains,
and more. Contains 4 scenarios, with a variant-history Order of Battle, 720 counters, and four very
detailed 22"'x34" maps. This game is worth $60.00. $41.00

TGl GUDERIAN'S BLITZKRIEG Sep 21-Dec 20 1941 e

This game of Guderian's drive on Moscow, from Sep 21 to Dec 20, 1941, has been given rave
reviews, and at the insistence of Bradley Ellis (the previous Mil Sims artist) we have got some in.
This is the first in the new Operational Combat Series games, OCS, which are an in-depth series
requiring the utmost use of operational resources of units, supply, and transportation. Both players
find themselves confronting operational puzzies of the highest magnitute as they attempt to apply
their limited resources. There are tons of supply counters, transport counters, and each unit coun-
ter is given a combat facing and a movement facing on the back. As such this is an extremely
realistic game. It also features tactical surprise effects, special units, realistic blitzkriegs, 1260
superb counters (ask Brad!) which include aircraft, 6 teaching scenarios, 8 major scenarios, and
many play aids. Two 22" x 34" color maps. Excellent. $85.00

COA PRELUDE TO DISASTER e

On May 1942, 4 Soviet armies shatter the South Ukraine front. This un-expected 1,200 tank jug-
gernaut threatens to crush the 6th Army, liberate Kharkov, and seize the Dnepr River crossings.
German reinforcements, assembled for operation Fridericus, with concentrated air support are
rushed into battle to hammer the flank of the Russian offensive. Mechanics include poor quality
troops, airpower, partisans, variant-history rein-forcements, plus optional (historic) command re-
strictions. Components feature 720 counters (divisions, regiments & brigades), and one 22"x34"
map (5 miles per hex). This game is worth $50.00 $29.00

GMT RED (ARCTIC) STORM

Covers the fiercely contested 1939 to 1940 Winter War - Russia invades Finland, but is un-expec-
tedly humiliated time and again by the vastly outnumbered, valiant defenders. Components in-
clude 200 counters (at brigade, regiment & division level) and a 22"'x34" map (24 kms per hex).
Rules cover paratroop drops, amphibious assaults, the effects of severe weather, ski units, Scan-
danavian volunteers, and possible Western intervention. Good quality components. $50.00

JED RUSSIAN CAMPAIGN Series Il ¢

Very playable strategic game of the war in the East, from Hitler's invasion of Russia, to the fall of
Berlin. Players command massive mechanised forces, without being buried by a barrage of rules -
experience the crush-ing momentum of Blitzkrieg, the chilling ferocity of winter warfare, and the
brutal cycle of offensives & counter-attacks that characterised this terrible conflict. Contains 252
counters, a 24"x22" mapboard & rules for the Axis Allies, air support, & partisans. An entertaining
& hard-fought campaign that vividly illustrates the sprawling dimensions of this war, and what
might have been had Moscow fallen $25.00

GDW STAND AND DIE o

October 1941, along the motor highway on Borodino the 10th Panzer Division and Das Reich
make a desperate lunge for Moscow before Soviet reinforcements and the onset of a severe win-
ter finally blunt Hitler's offensiver. This crucial battle for Russia's capital is recreated at the com-

pany level, with 650 counters (featuring detailed differentiation between vehicle types, firepower &
troop role), two 19"x28" mapboards (500 meters per hex), and 3 scenarios. The mechanics cover
air support, air superiority, direct fire, indirect fire, reaction fire, close combat, command-control,
morale, engineers, night fighting & substantial historic background. $90.00

TGl STALINGRAD POCKET 1942 *

Features a new easy to learn and use game system, with rules that are simple. Soviet play
requires the optimum use of a ponderous and fragile weapon -the Red Army of '42. German play
requires sabre-like use of mobile reserves, and lightning hit and run attacks designed to derail the
Soviet military marchine. Contains 22" x 34" map, 420 full color counters, 3 scenarios. For two or
more players, turns are 2 days, hexes are 10 km. Units are regiments & divisions. $50.00

AH TURNING POINT: STALINGRAD o

Recreates the brutal fighting in & around the city of Stalingrad, from Sept. 4 1942 to Nov. 14. Turns
are broken into variable day/night impulses which play fast & constantly change advantages to
both sides. The unique combat system & semi-simultaneous movement covers the gamut of urban
combat - overruns, sudden break-thrus, encirclements, tenacious defence & week-long stale-
mates. Additional details like rubble, artillery barrages, fortifications, & air support add zest to a
highly playable and closely-fought game. Features a lavish 16"x44"” mapboard (area movement)
& 394 counters (battalion level). $50.00

FGA WAR FOR THE MOTHERLAND >

Another fine example of FGA's excellent quality. The map and counters of this game are superb,
and the rules are of moderate complexity (16 pages). This is a strategic level game of the entire
conflict from 1941-44, and features untried Soviet units, reconnaissance, Soviet Offensive Sup-
port bonuses, detailed supply, weather, and partisan rules, the Soviet war economy, and four
soenarios, including Stalingrad, Barbarossa, and the complete campaign. Counter mix includes
Hungarians, Finnish, Rumanian, German air & supply bases, Soviet economic assets etc. $50.00

AH GUADALCANAL ‘

The first real check to Japanese expansion, the Battle of the Coral Sea in May 1942, and the first
Allied offensive in the Pacific, the Battle of Guadalcanal, November 1942, all took part where this
game is set - the Solomon Islands. Midway paved the way for this Allied offensive, when in August
the US took an air-strip on Guadalcanal from the Japanese, converting it into their own. This game
features three mounted mapboards (two search & one battle), six scenarios, excellent visual aids
such as Operations Cards, 356 counters, & easy to learn rules. Thoroughly recommended. $70.00

AH MIDWAY 2nd Edition ¢

After the daring Doolittle bomber raid on Tokyo the Japanese decided to capture the airfield on
Midway, and hopefully lure the U.S navy to its doom. But those deceitful orientals weren't going to
fool old Nimitz, with a little help from cryptologists the trap was revealed, and a counter-ambush
prepared. This is a tense simulation where players maneuver their fleets and conduct air patrols on
a personal searchboard. When one side makes contact with an enemy vessel(s) the combatants
are transferred to a battleboard where plans and ships slug it out. Very tense stuff indeed! Com-
ponents include 226 counters (individual capital ships & squadrons of aircraft), a 22"'x14" battle-
board plus two 14"x11" searchboards (70 miles per hex). Features easy to learn rules, and an
illustrated historic battle manual $45.00

VIC PACIFIC WAR e

In 1941 Japanese investment in foreign real estate was causing a hell of a lot more anxious teeth-
gnashing than it is now! In 1942 loses at Midway & Guadalcanal foreshadowed the coming
dominance of U.S. strategy, thus the wily Emperor decided on a secret economic campaign that
would eventually enable Japan to buy the world! This is a big game with fully in-tegrated air, land &
naval operations. Turns are monthly, but include daily. movement. Contains 20 scenarios, 2340
counters (individual capital ships, air groups, divisions & battalions) & two 22"'x32" maps (100
miles/hex). Mechanics include limited intelligence, sub-marine combat, bombardment, airfield
repair, weather, strategic bombing, merchant shipping attrition, strategic transport, naval repairs,
engineering, demolitions, etc. With astute planning & careful management the Emperor may in-
deed sip his green tea by Sydney Harbor! $100.00

3w “SCRATCH ONE FLAT TOP!” -

A simulaton of the battle for the Coral Sea, the first naval engagement that relied on search-planes
for target aquisition, & dive-bombers for firepower - the opposing ships never physically saw each
other. Mechanics include fuel limitations, weather fronts, critical decisions on search patterns,
land-based air, submarines, shore bombardments, and more. Contains 10 scenarios, 200 coun-
ters, and two movement/search maps. This game is normally $50.00 $33.00

AH VICTORY IN THE PACIFIC 2nd Edition *

Ideal for beginners or for those who want a quick-playing campaign with generous lashings of dice
tossing, & where slugging a cold brew or two (or more) won't be detrimental! This very entertaining
game starts with the Pearl Harbor raid in 1941, when the Japanese fleet was irrepressible, & ends
in 1945 by which time Allied naval strength had burgeoned dramatically. Play revolves around the
capture of ports and airbases, accumulating points of control, and blowing the steamin’ faeces out
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of everything afloat! Components include 169 large counters (individual battleships, carriers &
cruisers), lots o' markers, and a 22"x28" mapboard (area movement). Recommended. $55.00

POST WORLD WAR TWO

AH IDF - Israeli Defense Force “

Uses the MBT game system to recreate battles fought by the lsraeli Defense Force during the
1967 and 1973 Arab-Israeli wars. Contains heaps of info on the arms & equipment, and organisa-
tion on Israel, Egypt, Syria, Iraqi, and Jordan. Vehicles are US, British, Czech, French, and Soviet.
Has 524 counters, 4 mounted mapboards, 32 data cards, & reference sheets. $90.00

GDW SANDS OF WAR b
Detailed game of tactical combined-arms combat in the Middle East, from 1941 to 1991. Contains
31 scenarios (23 are post WW2), plus a DYO section. See entry in African Campaign. $80.00

COM TET '68 -

This game shows how the USA and it's allies, despite winning a military victory, were defeated
psychologically and politically. Rules are 18 pages, and includes many variations on the standard
game. There are 200 counters and a large map which includes Cambodia, Thailand, Laos, and
North and South Vietnam. The NVA player has to try to gain political points by taking and holding
as many cities as possible, almost regardless of losses, while the US player has to try to win points
through achieving Military Objectives. $15.00

viC VIETNAM 1965-1975 e

A demanding simulation of a complex war, with 9 scenarios & a grueling campaign. The rules
include a detailed treatment of movement & terrain, search & destroy operations, special forces,
firepower, airmobility, riverine craft, limited intelligence, auxiliary units, South Vietnamese Politics,
morale & commitment, strategic bombing, pacification, recruiting, hot LZs, free-fire zones, patrol
ops, naval guntire, and much more. Players require dedication & skill to achieve victory, as the rich
game mechanics realise the manifold difficulties that the plagued both the combatants and their
leaders. Components include 780 counters (divisions, regiments & battalions) and two 22"x32"
maps (6 miles per hex). $60.00

WOLRLD WAR THLEE

AH ATTACK SUB *

A simple & devastating fast two-player game of submarine warfare that utilises cards, randomly
drawn but selectively played, to determine sensor detection, contact reduction, weapon lockon,
evasive action, range, malfunctions, heli-copter support, & more. As cards are frantically
employed by players or thrust upon opponents, thus subs & ships jocky for position, evading pro-
bes from ASW vesssls, whilst maneuvering quietly for that perfect shot, hoping no mis-fortune will
betall them. Players have a choice of 48 ships & subs to command, each with its own large data
card to record damage, contacts, etc. There are 13 scenarios, all NATO vs. Soviet navy, except for
a Falklands war duel, & a ‘Hunt for Red October’ situation. 128 action cards (there's one depicted
on the left) are the guts of this entertaining game that only takes 10to 60 minutes to play. ~ $25.00

viC CENTRAL AMERICA G

A grueling simulation of South American gunship diplomacy with 25 scen-arios & campaigns
detailing historic & hypothetical covert, guerrilla, insurgency & conventional military operations in
Costa Rica, Nicaragua, Honduras & El Salvador. Components include 780 counters representing
air & land (from company to brigade) forces from over 17 nations, & a 32"'x22" map (15 miles per
hex). The mechanics have three levels of complexity, covering political considerations, weather,
chemical warfare, Arclite strikes, paradrops, amphibious assaults, supply depots, demolitions, CIA
helicopters, special forces (including Mosad & SOG teams), aerial counterinsurgency, and much
more. $50.00

GMT CRISIS: KOREA 1995 b

Allows you to fight a near future war in Korea. Players have access to virtually all available military
assets of North and South Korea, as well as large forces of the USA and PRC. The integrated ,
easy to learn air-land combat system allows for unit efficiency, armor effects, tunnels, light infantry,
attack helicopters, Close Air Support, Cruise Missiles, & Korea’s particularly tough terrain. Units
are divisions and brigades. 600 counters, 2 22" x 34" maps. $70.00

AH FIREPOWER e

Quite a detailed skirmish-level game of modern infantry squads in the urban & wilderness envirion-
ments. Features 3 levels of rules complexity, covering mutti-level buildings, bunkers, variable
movement speeds, wea-pon reliability, mines, canister & flame weapons, body armour, prisoners,

target-height by posture, spending leg-movement factors on variable actions, & more. Each sol-
dier is individually rated for 9 personal character-isitics, weapons skills & equipment carried. In-
cludes squad organisations for over 50 nations, 216 counters (representing single soldiers), & four
8"x22" mapboards (5 yards per hex). $60.00

viC FLASHPOINT: GOLAN! e

The fifth Arab-Israeli war begins around the Golan Heights and the Jordan River Valley. A
Scenario Generation System determines the parameters of this conflict in a random, yet logical
fashion - victory conditions, allied-nation support, UN action & superpower intervention are all
variable. The mechanics feature battlefield salvage cruise missiles, engineers, special munitions,
amphibious operations, artillery ammunition depletion, etc. Includes two setpi campaigns (in-
volving Israel, Jordan & Syria), 780 counters (roglmems brigades & battahons) plus two 22''x32"
maps (4kms per hex). This was originally $80.00 - please - buy a copy & give it a home! $35.00

AH FLIGHT LEADER b

Air combat simulator for 2 to 8 players, covering historical & hypothetical engagements from 1950
Korea to 1990's Europe & Middle East. There are 3 levels of rules complexity, covering crew
experience, gunnery combat, basic/advanced/optional maneuvers, sun glare, cloud cover,
umpired games, ECW warfare, campaign play, etc. Includes stats for over 100 aircraft, national air
force lists, and 24 scenarios, with a DYO section. Each aircraft has a status card to record throttle,
target acquisitions, ammunition/fuel expenditure, altitude, speed, & maneuvers. Com-ponents
feature 520 counters, and an outstanding 22"x32" mapboard (1km per hex). $50.00

viC GULF STRIKE 3rd Edtion o

Quite a meaty Persian Gulf campaign game that concentrates on both the operational level (using
a map scale of 28 kms per hex), and the stategic level (using a map scale of 280 kms per hex), with
units able to move between the two. Strategic-level developments, such as global politics, rein-
forcements & supply, link directly with the blood ‘n’ guts tussle for real estate. Mechanics cover
variable air missions, submarine warfare, chemical weapons, division breakdown & recombina-
tion, amphibious landings, special forces operations, artillery support, and engineers, with a spe-
cial emphasis on supply networks & unit detection. Contains 1430 counters (representing forces
from 16 nations, 64 different types of aircraft, 26 types of naval vessel, etc!), 5 maps, 7 scenarios,
plus a Desert Shield kit. $80.00

GMT HORNET LEADER 2

An engaging, relaxed solitaire game where the player leads a squadron of carrier-borne FA18
Hornets on various missions (ie: Air to Ground, Fighter Sweep or Fleet Air Defense) over foreign
soil. Before any mission pilots, sections (pilot pairs) & weapons payload are selected, with each
aircraft performing a certain role in the formation: air superiority, ground attack, etc. Everything is
card based, with a colourful deck of 110 cards used to generate mission briefings, targets, events
(A10 support, ECM failures, etc) & special conditions (storms, low clouds, etc). Includes 200 coun-
ters (munitions, MiGs, efc), atarget display, pilot & mission log (for campaign play), a carrier dis-
play, & a special Iraq campaign map! Not very serious, but quite fun! $65.00

GMT THUNDERBOLT & APACHE LEADER i

Same as above, but with the emphasis on ground-attack missions for teams of A10 tank busters &
AH64 attack helicopters. Innovations include a ‘battlefield configuration® on the display sheet that
uses terrain cards to create the target's environment, and a ‘sector map’ used to indicate the
positions of enemy battalions in relation to the air base. An entertaining solitaire card game for
campaign play (WW3 in Europe) or a quick fix of cardboard violence! In-cludes 110 superbly illus-
trated cards, and 300 counters (some for HORNET LEADER. $65.00

AH M.B.T. **

Excellent tactical game of combined-arms combat in Europe. There are 3 levels of rules com-
plexity, covering thermal sights, AT guns, missiles, artillery barrages, variable ordnance capabili-
ties, gunships, minefields, smoke, entrenchments, camouflage, air support & mobility, unit in-
tegrity, troop quality & doctrine, command-control, and more. Features platoon, company & batta-
lion organisational tables for Germany, Russia & the U.S. Components include 436 counters (in-
fantry squads, heavy weapons teams, plus individual vehicles, aircraft, helicopters & towed guns),
four 8"x22" mapboards (100 meters per hex), plus 28 double-sided weapon system cards, each
detailing movement, firing & hit locations. $70.00

SUP SUPREMACY o

Components include 370 plastic playing pieces, a 20"x30" global mapboard, a deck of 65
resource cards, and 260 very high denomination bills of play money. Two to six despots, driven by
avarice and a lust for power, seek to dominate the world! Conquest is acheived, albeit slowly,
through a blend of shrewd economic proliferation, machiavellian diplomacy, and ruthless military
strategies. Each nation must compete ruthlessly with its neighbours to expand its financial base -
procuring natural resources and trading for profit on the world market. Huge sums of money are
thus accumulated, and what else can you spend it on besides military hardware? The answer's
nothing - so armies, navies & nuclear warheads suddenly proliferate. These tools of destruction
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are generally waved at an opponent in a threatening manner, until they in turn purchase some for

similar ive displays. What happens when two to six megalomanics fool around with nuclear
apons? Usually Armageddon! End of game. .. $99.00
SUPREMACY RULES VERSION 3.0

The latest edition rulebook, allowing those of you with the earlier version of the game to update it to

Version 3.0 without having to fork out $99.00. $10.00
COLONIAL LEGIONS 698 plastic armies etc for use with the MegaMap. Due Nov. $65.00

FORTUNA Rules for News, Rumours or Acts of God, ie, natural, economic, & political dis-

asters suchas coups, plagues, droughts, etc. $35.00
NEUTRON BOMBS & KILLER SATELLITES Strategic weapons that will affect miltary

postures & readiness, including Solos & Spaceports. 348 pieces. $40.00
RESOURCE DECK TWO

These cards change the country of origin for all grain, oil and mineral companies, thus rearranging

the global strategic network. Includes new off-shore resource locations. $25.00
THE HIGH TECH EDGE FOR STRATEGIC FORCES

Players can secretly develop nukes & neutron bombs with payloads of & warheads! L-stars & killer

satellites can also be upgraded to counter this threat. Includes four decks of cards. $40.00
THE MIDDLE POWERS

Introd! two new superp : the Federation of Australasia & the Dominion of Canarctica,

allowing an extra 1 or 2 players to join in on the mayhem! Contains 216 plastic markers.  $30.00
UNCONVENTIONAL FORCES The sinister side of world politics, assassins, spies, sabo-

teurs & exclusive, top-secret weapons. $35.00
WARLORDS & PIRATES Neutral territories/seas now become the domain of militant

regional forces that can harass or aid the players. $25.00
MEGA SUPREMACY RULEBOOK

186 page softcover detailing the basic mechanics plus the rules introduced in the expansion sets.

Includes tribute payments from foreign territories, fully detailed turn stages with expansion

phases, reference charts , build tables, treaty forms, bond certificates, etc. $45.00
MEGA SUPREMACY MAP

So much for being a large vinyl map! It's a large map alright, but only flimsy paper printed on one

side. But it is rather large, and you will easily be able to fit all those plastic pieces on it. $40.00

THE FLEET SERIES

vic 2nd FLEET b

A comprehensive series of strategic naval warfare, with battles being resolved in tactical detail.
Each counter represents individual ships or aircraft squadrons. Time scale is 8 hours per turn -
map scale is 46 miles per hex. Three levels of rules complexity offer a comprehensive, but not
unwieldy, systemthat covers base/port damage & repair, squalls, Marine assaults, tactical nuclear
warfare, fuel & ammunition depletion & replenishment, satellite detection, etc. This game covers
the Soviet Red Banner Northern Fleet's battle with NATO for control of the North Atlantic & Arctic
Oceans. Contains 644 counters (from 7 nations), two 22"'x32" maps, and 10 scenarios. ~ $75.00

viC Tth FLEET e

The Soviet Red Banner Pacific Fleet must stop the Americans from reinforcing South Korea as
North Korean forces make a second invasion. Components include 740 counters (from 11 nations,
including Australia), and three 22"x32" maps. Features 9 one-map scenarios, and 4 advanced
campaign games. The rules include shallows, drift ice, cruise missiles, limited detection, AEW
aircraft, in-port replenishment, minelaying, weather effects, and more. $85.00

viC 5th FLEET 222

Covers the battle for the Indian Ocean, a brutal confrontation between Russia and NATO that will
determine who controls the Persian Gulf, and its vital oil supplies. Includes the variable alliances of
India, Iran & Indonesia. Components feature 740 counters (representing 21 nations), plus three
22"x32" maps. The game includes 9 scenarios & 3 three-map campaigns. Mechanics cover deep-
diving Soviet subs, weather, sea-skimming SSMs, helicopter mine-sweepers, mid-air refueling,
sea-skimming missiles, stand-off ASW attacks, and more. $85.00

viC 3rd FLEET e

A medley of naval operations with three 32"x22" maps - features 12 one-map scenarios that cover
amaijor Soviet offensive in the inhospitable waters of the North Pacific Aleutian Islands; the mother
of all Cuba missile-crisises in the 1990's Caribbean; and an awfully destructive slug-fest in the
confines of the Atlantic, English Channel & North Seal Features 740 counters - representing the
navies of 15 nations, each ship is evaluat-ed in 10 different areas of modern combat. New
mechanics include stealth aircraft, torpedo decoys, long range SAM's, the Soviet Thilisi carrier,
and U.S. seawolf submarines. $80.00

OCIENCE FICTION

FAS BATTLETECH 3rd Edition e

By the 28th Century, mankind had spread civilization to hundreds of worlds, spanning hundreds of
lightyears out from Earth. But then began the Succession Wars, horrible conflicts which destroyed
technology and human life without precedent. By 3025 AD, war had reduced very much to attrition
- great 10 meter tall war machines called BattleMechs ruled the battlefields, but once destroyed,
were not easily replaced. Hence the Mechs on the field were mostly decades old, patched up time
and time again, just to keep them in the field. The few factories not destroyed in the Wars turn out a
pitifully small number of new mechs. Enter the world of BATTLETECH, where men & women
piloting these great machines fight desperate battles over these few production facilties, neigh-
boroughing space, and limited water reserves. The Mechs are true titans, unequalled by any prior
technology, each bristling with enough weapons to destroy a modern day tank battalion, soaking
up their punishment with sophisticated ferro-fibrous armor and titanium frames.  This 3rd edition
comes with a 56 page rulebook (updated to the BATTLETECH COMPENDIUM) that covers heat
build-up, piloting skills, critical hits, physical attacks (punching, etc), movement, combat, etc. It
also has 4 scenarios, details on the Successor States, Mercenary Companies, Bandit Kings,
MechWarrior Families, ‘Mech anatomy & Regimental organisations. There are two 22"'x17" maps
& 14 plastic miniatures: BattleMaster, Archer, Shadow Hawk, Griffin, Thunderbolt, Rifleman, Wol-
verine, Marauder, Wasp, Phoenix Hawk, Locust, Warhammer, Stinger & Crusader, all direct cast-
ings of Ral Partha Mechs! $39.95

THE BATTLETECH COMPENDIUM

Once you've mastered BATTLETECH 3rd Ed, you'll be ready to update your game to 3050, where
old technologies have been recovered, allowing new weapons such as pulse lasers, Streak SRMs,
Ultra and shotgun autocannons, and new defenses such as Xtra Light engines, double heat sinks,
foam titanium frames, etc, to be used. The COMPENDIUM contains ALL the rules required to play
BattleTech and AeroTech, and covers all weapons and defensive technologies, designing mechs,
turn sequence, advanced rules, optional rules, infantry, vehicles, VTOLs, etc. A 144 page book
with color plates. $16.50

BATTLELANCE Miniatures Rules
This is not a FASA product. This is an update on the fast-play BattleTech miniatures rules that are
contained in White Metal. These rules are 32 pages long, & you must have the BattleTech Com-
pendium to use them. They allow players to use from 16 to 30 mechs each. There is no paper
record keeping. All damage is recorded with D6s, as all units take six hits. Counters record over-
heating. The rules include army lists that list all the mechs & vehicles which are used by each of the
Houses and Clans, Comstar, and Wolf's Dragoons. There are also comprehensive rules which
cover all aspects of Clan Rules of Conduct, such as Zellbrigen and bidding. $3.00

BATTLEFORCE
An independent wargame that pits regimental battlegroups in combat. Players get to lead an in-
tegrated force of Lances (Light, Medium, Heavy, Assault & Fire ‘Mechs), tracked, wheeled & hover
vehicles, plus infantry & artillery units. The rules cover Air Lances, Dropships, Lance & Regiment
creation, campaign play, overburn abilties, step reductions (accumulative damage), combat
experience & limited intelligence. Contents include 450 counters (representing infantry platoons,
or 4 ‘Mechs & vehicles), plus two 22"x34" maps (180 metres per hex). $60.00

BATTLETROOPS
A wargame that covers platoon level urban combat, with indivdual ‘Mechs and other vehicles inclu-
ded. Each combatant has a record sheet detailing physical status, equipment, ammunition,
experience level & leadership rating. Movement on the maps is via dots - not hexes, with special
actions such as crawling & throwing grenades costing movement points. Platoon organisation for
each House are described for play. The mechanics cover hand to hand combat, jump troops,
morale, firing arcs, Mechwarrior piloting skills (with a fallen ‘Mech template!), mines, fire, ect. Com-
ponents include 56 colour soldier counters, 200 markers (splintered trees, crushed buildings,
grenades, etc), & four 22"x33"” maps (2.5 meters between dots). $45.00

BATTLESPACE
This is a complete game of aerospace and starship combat in the BattleTech universe. |t replaces
AeroTech. Set in 3056, it includes all the stats on Jumpships, Dropships, and Star League and
Clanwarships. The rulebook includes Clan rules of engagement, special actions such as evading,
roll-overs, etc. Optional rules include nuclear weapons, atmospheric effects, hyperspace travel,
repairs, full construction rules, etc. There are heaps of full color counters, maps, & dice. ~ $55.00

AEROTECH KIT Just the counters & map, for use with the COMPENDIUM. $15.00
BATTLEMECHS This box contains the 14 plastic miniatures contained in the new 3rd Ed
BattleTech. They are direct castings of the Ral Partha metal figures. $27.00

BATTLE FOR TWYCROSS 15 scenarios of Clan Jade Falcon’s Guards. $12.00
BATTLETECH INTELLIGENCE OPERATIONS HANDBOOK Something strange is
going on - mercenary units are disappearing. They finish their contract, and then disappear. Who
are what is behind this? Is one House secretly hiring these units? Or are they being destroyed in
secret? This sourcebook reveals inside info on the intelligence agencies of the five Houses, Wolf's

Dragoons, the Clans, and Comstar; also has new archetypes & personal equipment. $34.95
BATTLETECH MAP SET #2 8 22"'x18" maps: scattered woods, city ruins, desert hills,
mountain lake, river valley, lake with woods, plus the Citytech & Battletech maps. $35.00
BATTLETECH MAP SET #3 Contains eight 18"x22" mapsheets depicting two each of:
desert mountains, desert sinkholes, rolling hills, and city (residentual) hills. $35.00
BATTLETECH MAP SET #4 Contains eight more 18"x22" mapsheets, featuring two each
of heavy forest, city streets, large lake, and a drainage basin. $35.00

BATTLETECH RECOGNITION CARDS 160 mechs, each with their own card, full color,

all relevant game stats, color key which breaks mechs into 3025 & 3050 or Clan, and weight class.

Each mechs is also given it's Mechforce USA combat value. $27.00
BATTLETECH REINFORCEMENTS |l Boxed set with 82 colour ‘Mech counters from the
TECHNICAL READOUT 3050. Includes prepared record sheets & plastic stands. $45.00
CITYTECH KIT Contains 2 22"x17" city maps, + 256 counters depicting various ‘Mechs,
buildings, vehicles & infantry. The rules appear in BATTLETECH COMPENDIUM. $15.00
COMSTAR SOURCEBOOK Examines the reclusive information power-broker of the Inner
Sphere, and its military splinter sect - the Word of Blake. Includes new ‘Mechs. $30.00

DAY OF HEROES A campaign pack giving scenarios to recreate the battles fought by Alex
Carlyle in theye March Rebellion, as see in Blood of Heroes novel. This module also finishes off
the novel BLood of Heroes, which ended without resolving the combat situation. $16.50

HOT SPOTS Rulebook adding further rules regarding being a mercenary. $22.50

LUTHIEN Scenario pack which details the entire Clan invasion. With map. Due Jan. ~ $22.50

McCARRON’S ARMORED CAVALRY Campaign with 14 scenarios, regimental back-

ground & a point-based system on customising the defending forces for variety. $16.00
MECH RECORD SHEETS #1: LIGHT Pregenerated record sheets for 54 different Mech

types, each with an armor diagram, vehicle data, critical hit table & heat scale. $16.00
MECH RECORD SHEETS #2: MEDIUM 60 ‘Mech variants. $16.00
MECH RECORD SHEETS #3: HEAVY 72 ‘Mech variants. $16.00
MECH RECORD SHEETS #4: ASSAULT 50 ‘Mech variants $16.00
MECH RECORD SHEETS #5: VEHICLES Armor charts & technical specifications for

39 tracked, 20 wheeled vehicles, 25 hovercraft, 3 naval vessels, 8 VTOL systems. $16.00
MECH RECORD SHEETS 3025 Record sheets from Tech’ Readout 3025. $16.00
MECH RECORD SHEETS 3055 | think the title adequately explains all. $16.00
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OBJECTIVE RAIDS A campaign sourcebook detailing the unit disposition of all known Inner
Sphere & Clan forces, down to Battalions. All the major industrial worlds are also listed, with data

on ‘Mech manufacturing, component products, and garrison units. 192 pages. $30.00
PLASTECH Contains 16 1/285th scale plastic ‘Mech miniatures - two each of the follow-ing:
Atlas, Blackjack, Catapult, Hunchback, Locust, Panther, Trebuchet & Valkyrie. $35.00

SOLARIS VIl Boxed set detailing a mercenary workd devoted to spectacular gladatorial con-
tests, and the machiavellian intrigues of Inner Sphere politics. Contains two 64 page books, eight
colour 22"x35" maps (including the 5 Great House arenas!), a comprehensive ‘Mech dueling sys-

tem with extra tactical options, and 12 very nasty arena ‘Mechs. $60.00
SOLARIS: THE REACHES Information on the seedier side of Solaris and includes maps
of more arenas where a warrior can find glory or death. $34.95
TECHNICAL READOUT #1 3025 Includes game statistics, technical backgound, and an
illustration for 55 ‘Mechs variant s, plus conventional vehicles, combat aircraft, etc. $25.00
TECHNICAL READOUT #2 3026 Vehicles & infantry combat equipment. $25.00
TECHNICAL READOUT #3 2750 Earlier ‘Mechs & conventional weapons. $25.00
TECHNICAL READOUT #4 3050 The Clan OmniMechs, Omnifighters, Battlearmor, and
all the standard Innersphere mechs now using the new technology. $30.00
TECHNICAL READOUT #5 3055 lilustrations (some in colour), descriptions & stats for
Inner Sphere ‘Mechs, Clan OmniMechs & Omnifighters, 2nd-line ‘Mechs, and refits! $30.00

See MECHWARRIOR (in the Roleplaying section) for more BATTLETECH products & novels.

GAM BATTLE FOR ARMAGEDDON *

A two player game of strategic warfare in the Imperium. Massive Ork forces invade the planet
Armageddon, while the Imperial hiveworld troops, Imperial Guard, and Space Marines attempt a
desperate defense. The three Space Marine Chapters are Blood Angels, Salamanders, & Ultra-
marines. Included are a large mounted mapboard, colorful double sided counters, two sets of
strategy cards, special cards, ref sheet, & rulebook & history. $45.00

STE CAR WARS “
A fast-playing multi-player game of automobile combat. Players spend points designing a vehicle -
thickness & position of armor plating, choosing from an array of weapons (smoke-screens, caltrop
dispensers, auto-cannons, oil slicker, etc), and support gear (targeting computers, bumper spikes,
etc). These machines of destruction are then raced about on the road in a delirious frenzy of
mindless mayhem, and harrowing havoc. Con-tains 73 colour counters & two 22"x34" arena
maps. The rules cover driver skills, special maneuvers, collisions, debris, armed pedestrians,
obstacles, motorbikes with sidecar weapon-pods, and campaign play $25.00
CAR WARS COMPENDIUM A collection of rules, vehicle descriptions, and equipment
lists from from CAR WARS Deluxe, Boat Wars, Dueltrack, the Uncle Albert's Catalogues, and
Autoduel Quarterly. Includes an index & reference cards. 112 pages. $40.00
MINI CAR WARS A cute little introductory game with only 17 paper counters, and some tiny
roadmaps. $2.50

GAM DOOM OF THE ELDAR L

Just reading the short story background info on this game was enough to motivate me to play it
And | must say that it was one of the most enjoyable boardgames I've played. The game focuses
upon a huge horde of Tyrannid swarms leaping out of warpspace to attack the Eldar Craftworld
lyanden. The Tyrannids arrive in space randomly in 6 sectors. Moving one sector per turn, they
then have one more sector to move before reaching the Craftworld in the centre of the map, which
itself consists of 9 zones. Upon reaching the ship the Tyrannid counters are flipped over, to reveal
what type of ground troops are divulged, such as Genestealers, Protoids, etc. The eldar forces are
much smaller, and include a fast moving fleet (the ships can move 3 sectors), and a horde of small
but powerful defenders. They have the ability to repair, produce, & limited re-inforcements. It's
tough, but the eldar can win. Game components are stunning, with glossy full color double sided
counters, & the most stunning mapboard I've seen. Rules are refreshingly simple, allowing you to
concentrate on perfecting your tactics - for only the perfectly wielded force can win. $45.00

Thelyanden Craftworld - this painting plus sector lines is the actual gameboard

TAS FEDERATION & EMPIRE (DELUXE) 3rd Edition e

A comprehensive campaign set in the STAR FLEET BATTLES universe - the Coalition (Klingon,
Lyran & Romulan) wage total war with the Alliance (Federation, Kzinti, Hydran & Gorn) for galactic
supremacy. Mechanics include cloaked movement, fleet repair docks, convoys, battle intensity,
capturing ships, carrier groups, PF flotillas, neutral races, scouts, maulers, supply, provincial &

planetary income, deficit spending, shipyards, ship conversions, the Kiingon B10, Orion Pirates,
planetary defenses, and the Tholian Web. Components include an 80 page rule/scenario book,
1512 counters (individsual ships & squadrons), plus two 19"x23" maps (1,630 light years per hex).
An impressive game that incorporates brutal tactical duels, sweeping fleet maneuvers, and econo-
mic strategy... but it's rather expensive! $99.00

GAM HORUS HERESY *

A gripping game of the chaos-corrupted Warmaster Horus leading a huge rebellious army which
includes chaos daemons and traitor marines, to attack Earth and the Emperor. The large, colorful
mounted map includes the Emperor’s Palace and surrounding areas. Off-world areas include the
warp the orbital areas. There are 181 double sided counters, 20 cards, colorful setup sheets, rule
book which includes a complete history of this all important battle. $45.00

GDW IMPERIUM 2nd Edition .

A superb interstellar campaign wherein the massive Imperium tries to extinguish a growing rebel-
lion ignited by an impudent Terra. The Imperial armada, although possessing incredible destruc-
tive potential, is virtually shackled by bureaucratic officialdom, and is thus slow to gather its
strength (the Imperial player must appeal for increases in military product-ion or finances, and lose
Glory Points in the process!). Terra howsver, is an agile and fierce opponent which seeks a quick
victory. The rules include world income, hyperspace jumps, suicide attacks, planetary bombard-
ment, jump troops, outposts, monitors, Imperial succession repercussions, civil war, campaign
play, etc. Components feature a 17"'x22" mapboard (1.67 light years per hex) plus 350 counters
(squadrons & divisions). $60.00

GLO LEGIONS OF STEEL *

A tast paced miniatures game of conflict in the near future. Human commandos in power armor
invade an enemy base complex or spaceship, and are assaulted by hordes of killer android organ-
isms, including skeletal G1 Nightmares, and the Mark 1 Assault Fiend. The game is fast moving
and has a Space Hulk feel. Components include 19 metal miniatures (called 25mm but really
around 30mm), 48 full color interlocking map templates, 86 color counters, 24 stand up doors,
rulebook containing 8 scenarios, etc. For 2 players, each game 1to 3 hours induration.  $99.00

STE OGRE & G.E.V. L

Terrific package with two great tactical games! OGRE pitts a conventional army group (infantry,
heavy & missile tanks, nippy GEVs & howitzers) against a tracked cybernetic juggermaut bristling
with missiles, cannons & anti-personnel guns. The Ogre’s task is to trash the enemy’s command
post (this metalline beast just has to drive over it!), the defenders must gallantly plug away at the
lumbering Ogre, gradually knocking out weapons and treads (this slows the hulking bugger down).
The Ogre meanwhile selectively pulverises opponents, ignorant of the accumulating damage,
grinding ever closer to the CP... G.E.V. introduces new units (light tanks, mobile howitzers & smal-
ler Ogres) and allows players to selectively build army groups and beat the crap out of each other.
Includes 4 scenarios, 187 counters (individual AFVs or 1 to 3 infantry squads), and two maps (1.5
kms per hex). $25.00

STE OGRE MINIATURES RULES -

In conjunction with the excellent OGRE miniatures recently released by Ral Partha, these rules
are superb. Play is done without hexes, and the book is profusely illustrated and contains many
color photographs. Rules include detailed yet playable movement and terrain rules, die cut tem-
plates, historical timeline, Tables of Organisation including 10 Ogres, the usual conventional units
& archaic armor, command posts, bridges, emplaced weapons, revetments, jamscreens, mine-
fields, camoflage, etc. Point values are included for all units. Highly recommended. $35.00

STE OGRE DELUXE .-
A beautifully presented deluxe edition of OGRE. Contains a full color 11" x 17" mounted map-
board of a moon surface, full color two sided counters with plastic stands, and rulebook.  $50.00

FAS INTERCEPTOR -
The tyrannical Terran OverLord Government and its ruthless armada are set to conquered the
galaxy. Now the Commonwealth’s renegade legions dare to resist the New Rome Empire. This is
an entertaining ship-to-ship combat game between fighters, gunboats & corvettes. The basic
movement & combat mechanics are enhanced by a detailed damage system: when a ship is hit a
weapon's-effect templates is used to carve damage out of the target's armor, when a hit actually
penetrates the guts of a ship a comprehensive flow-chart is used to slelectively destroy the on-
board systems until something nasty & terminal happens. Further rules cover atmosheric combat,
campaign play, space installations, ship construction, asteroids, and variable missile warheads.
Components include 156 counters & two 21"x35" maps. $60.00
THE FIRE EAGLES Contains 15 scenarios featuring the elite TOG Blood Eagles.  $15.00
T.0.G. FIGHTER BRIEFING Histories, statistics & illustrations for 20 vessels .$18.00
COMMONWEALTH FIGHTER BRIEFING As above, but for the other side. $18.00
DISTANT FIRE Campaign of the battle for Gustaviv's Regret, with 20 scenarios. $18.00

FAS CENTURION 2nd Edtion -
The tank-to-tank version of INTERCEPTOR, this is a superb tactical combat game. When a wea-
pon hits an AFV, atemplate is used to determine the extent of damage to the target’s armor, this is
then recorded on the vehicle's log, once the armor is penetrated the vital internal components
begin to sustain hits, with disastrous results. Further rules cover orbital & conven-tional artillery,
infantry squads, firing arcs, hull down positions, missiles, lasers, painting targets, buildings, lea-
ders, variable ordinance, mines, smoke, engineering vehicles, air support, ground & space instal-
lations, & vehicle construction. Components include an array of game markers, two double-sided
21"x34" maps, and 36 plastic 1/285th scale Grav Tank miniatures. $60.00
TOG CO-HORT PACK
Has 54 plastic vehicles - 18 Horatius, 9 Romulus, 18 Aeneas & 9 Lupis class Grav Tanks. $40.00
RENEGADE LEGION CO-HORT PACK
Has 54 plastic vehicles: 18 Liberator, 9 Spartius, 18 Wolverine & 9 Viper class Grav Tanks. $40.00
HARBINGERS OF DEATH A campaign module with 11 scenarios. $10.00
2ND ARMORED CAVALRY REGIMENT Campaign module with 12 scenarios. $10.00
CENTURION TECHNICAL UPDATE Covers new weapons, battlefield senors, 5 new
vehicles, static defense systems, optional rules (hit locations, engineers, troop quality, close com-
bat, etc), the double-blind & operational-level game, plus new record forms. 80 pgs. $22.00

FAS PREFECT "
An ambitious boardgame that simulates operational-level planetary assaults. The attacker’s fleet
begins the invasion, capturing moons & trying to draw the defender’s reinforcements out with
feints. Once the target world's orbit is secured freighters & troopships, competing against enemy
fighters & air defenses, deliver ground forces for the final phase. Format-ions of armor & infantry
slug it out in a desperate struggle for cities & fort-ifications. This game has it all, mechanics include
covering naval forces, orbital bombardment platforms, troop drops, bridgehead supply, atillery,
fatigue, engineers, space combat, and more. Components include an operational briefing book,
over 80O counters, a 21"x34" planet map, a 21"x34" system map, scenarios, DYO invasion
options, & campaign notes. $65.00
SHANNEDAM COUNTY SOURCEBOOK Details the 86 systems located in Shann-
edam - each with history, geography, industries & milttary units described. 120 pages. $20.00

IRO SILENT DEATH UNLEADED -
A vast galactic empire collapses, its great navy literally beheaded by the Emperor's death. A high-
tech feudal war begins as the fragments of civilisation jostle for prominence. This is an entertaining
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tactical simulator of battles between proud Starfighter Wings. The fast-playing mechanics cover
missiles, torpedoes, drifting, asteroids, damage control, gunnery duels, damage tracks, etc. Star-
ship pilots & gunners have variable skill levels which improve with every successful mission, thus
promoting campaign games. Includes six 22"'x17 maps, 172 counters (with 40 colour starships),
and 13 (+DYO) scenarios. Note new price. $32.00
OVERKILL: THE PTOLEMEAN WARS
A module of interstellar warfare between the Colosian Fleet & House Ptolemus. Includes 7 new
fighter & 2 gunboat designs, 12 fighter wings, 12 scenarios, 2 campaign games, Rules Annex #1
(new cannons, projectors, warheads, pilot luck, life pods, etc), plus 180 counters. $22.00
NIGHT BROOD
The Hatchlings swarm forth from within the depths of the Clutch Worlds, alien starfighters eager to
throw back the human frontier. This box set includes 6 metal miniatures, a hatchling sourcebook,
colour counters, scenarios, 8 Terran fighter wings & special Hatchling dice! Due May. $32.00

MB SPACE CRUSADE 2

From beyond the toxic Warp forgotten starships, captured by the Warp and infested with Chaos,
drift into Imperial space. Most of these vessels have been lost for thousands of years, and now
they return bearing a cargo of corruption - Chaos abominations intent on destruction! It is the
Space Marines’ task to board these poisoned derslicts and cleanse them of their noisome inhabi-
tants. 2 to 3 players choose a Marine squad and equip it with an assortment of heavy & melee
weapons. Another player controls a host of Chaos spawn (Orks, Gretchin, Androids, Chaos
Thugs, Genestealers & the dreaded Dreadnought!) who must destroy the hated Marines. This
hectic hack ‘n’ splat boardgame includes 50 plastic Citadel miniatures (25mm scale), 12
scenarios, plus cardstock three-dimensional bulkheads & doors. Fun. $40.00

GAM SPACE FLEET *

A very basic ship-to-ship combat game for two to four players. The object is to scoot around the
star-spangled map, blowing enough holes in your opponent's vessel(s) to make breathing impos-
sible for the butt-suckers inside! This is actually quite engrossing: players must out-maneuver the
enemy (simultaneous movement) so that major weapons face a target. All ships have their own
shield configuration, enemy fire must punch through this before critical damage is sustained. Sim-
ple yet fiendishly addictive - includes four nifty plastic ship miniatures. $35.00

TAS STAR FLEET BATTLES CAPTAIN’S EDITION BASIC SET ****
This boxed set contains a 224 page rulebook (with an introductory section), a 24"'x20" starmap,
216 counters and a 48 page SSD book (vessel stats). SFB is a serious, sprawling multi-player
starship slugfest of a campaign where seven galactic empires compete in the exploration & con-
quest of space. The rulebook covers movement, combat, direct-fire weapons, seeking weapons,
drones, plasma torpedoes, ship's systems, power systems, shuttlecraft, mine warfare, terrain
(asteroids, black holes, etc), raceial backgrounds, scenario play (with 18 scenarios, including 4
against space monsters!), campaign play & designer's notes. $65.00
SFB ADVANCED MISSIONS
Boxed rules expansion that contains a 192 page rulebook that covers (take a deep breath...) erra-
tic maneuvering, catastrophic damage, passive fire control, surprise, advanced drones, the deadly
mauler, new mines, rapid-fire plasma guns, super computers, elite crews, legendary comman-
ders, gravity waves, ion storms, supernovae, 3 new monsters, 20 scenarios & more! There is also
a 144 page SSD book (with stats for over 100 new ships); & 216 counters. $65.00
CAPTAIN'S RULEBOOK
This comprehensive, and rather expensive boxed set contains the CAPTAIN'S EDITION BASIC
SET rules described above, the ADVANCED MISSIONS rulebook, the New Worlds | & Il modules,
10 page dividers with reference charts, and some SFB stickers (for a binder). Note that there are
no starship counters in this boxed set - you MUST have Cap'ts Ed Basic Setto use. $80.00
CADET TRAINING MANUAL STAR FLEET BATTLES for beginners. This 48 page primer
covers movement, combat, energy allocation, drones, torpedoes, etc. Includes a 11"x15" star-
map, 40 counters, 13 scenarios (each introducing new rules), & 9 SSD ship forms. Cute!  $15.00
CAPTAIN’S LOG #9 80 page book containing story, weapons, scenarios, map, tactics, Fed
& Emp article, & 4 new carrier SSDs. $18.00
CAPTAIN’S LOG #10 80 page SFB annual that features a short story, § scenarios, another
look at special tactics, 4 new Hydran SSDs, lots of FEDERATON & EMPIRE stuff, etc. $20.00
CAPTAIN’S LOG # 11 80 pages, including scenarios, tactics covering Tholians & Maulers,
two new X-Ship SSDs, a most amusing article on how the Klingons view the Federation etc $20.00
CAPTAIN’S LOG # 12 Due Sept. More details next catalog. $20.00
CAPTAIN’S MODULE B Contains six unusual 22"'x29" starmaps - including an asteroid
belt & field, a ringed gas giant, a black hole, a Tholian Web template, plus 6 scenarios. $10.00
CAPTAIN’S MODULE J: Fighters With new rules (chaff packs, shuttle bay explosions,
aegis fire control, Warp booster packs, ace pilots, dogfighting, multi-role shuttles, heavy fighters,
fighter pods, rail-launched anti-drones, etc), 2 new drones, 47 SSDs (carriers, escorts, auxiliary
carriers & fighters), 22 scenarios, 324 counter, and a new space monster! $35.00
CAPTAIN’S MODULE K: Fast Patrol Ships Contains new rules (leaders, suicide PFs, crew

quality, engine burnout, etc), 29 PF Tenders, PF docking modules, 12 PFs (some new), the Fed

Heavy Drone Fighter, 9 scenarios, 324 counters, and a new space monster! $35.00
CAPTAIN’S SSD PACK Contains all the SSD's from the CAPTAIN'S EDITION Basic Set,
Advanced Missions, plus MODULES C1 & C2. SSDs for over over 300 ships. $40.00

MODULE C1: New Worlds | Details the weapons, ships & history of the Hydran King-dom
(Hellbore Cannon), the Lyran Star Empire (Expanding Sphere Generator) & the Wyn Star Cluster.
Includes 63 SSDs, 108 counters, 5 scenarios, plus Master Ship Charts. $30.00

MODULE C2: New Worlds |l Details the weapons, ships & history of the Andromedan in-
vaders, the Neo-Tholian Squadron (with their web snare & web fist), and the Interstellar Concor-

dium. Contains 9 scenarios, Master Ship Charts, 47 SSD's, and 108 counters. $30.00
MODULE C3: Adds the LDR, Seltorians, rules, scenarios, & new counters. $34.95
MODULE D1: Veteran's Master Ship Chart Lists ships from the old & new SFB, Starletter &
Captain's Log. With Carrier data & master charts for Fighters & PFs. $10.00
MODULE D2: Tournament Tactics Maneuvers from the masters, for the 12 tournament crui-
sers. Over 50 tactical essays from a bunch o’ grown men with pretentious accolades! $10.00

MODULE D3: Booms and saucers. 32 page SSD book with 12 Federation saucers, 12
Klingon booms, 5 Neo-Tholian rear hulls, & 2 scenarios involving Hydrans, Klings, Feds.  $12.00
MODULE P1: Frax Includes a simulated ‘new race’ with 7 SSDs, Hydran DD variants, scen-
arios, FEDERATION & EMPIRE Total War rules, chaff, chain reactions & sucide PFs! $10.00
MODULE P2: X-Ships X-Ship rules, 8 SSDs, & history of the Romulan Civil War. $10.00
MODULE P3: Scenarios A collection of 25 scenarios, plus 4 new SSDs. $10.00
MODULE P4: Marines! With ground combat & advanced boarding combat rules, 4 Marine
soenarios, 4 Commando ship SSDs, FEDERATION & EMPIRE ground combat system, racial &

organisational data on Marines, plus cluster bombs, AP drones, ground vehicles, etc. $10.00
MODULE P5: Covers the Lyran Democratic Republic, with history, order of battle, ship
SSDs, etc. $10.00
MODULE R1 Covers starbases, battle stations, base modules, freighters, etc. $35.00
MODULE R2 Lots of ships, some of ‘em new: 40 Federation, 30 Kzinti, 10 Orion, and 3 An-
dromedan. Also includes SSDs, 9 scenarios, 216 counters & Master Ship Charts. $35.00
MODULE R3 Another collection of ships, again some of ‘em are new: 35 Klingon (with 4 new
pods), 26 Lyran, 22 Hydran, & 2 Wyn. Includes SSDs, 6 scenarios, & 216 counters. $35.00

MODULE R4 Ships, SSDs, scenarios for the Romulans, Gorns, Tholians & ISC. $35.00
MODULE R5 Battleships Covers battle carriers, battle control ships, space control tugs,
heavy command cruisers, new heavy cruisers, and a lot of ass-kickin’ Battleships, like the Klingon

B11. With 15 scenarios, SSDs, 108 counters & a mini-poster! $40.00
MODULE S1: Scenario Book #1 51 scenarios & a 19"x23" asteroid-belt map. $22.00
MODULE S2: Scenario book # 2, with full color maps. Due ??? $24.95
MODULE T: TOURNAMENTS 1993 Tournament rules, 16 balanced tournament ships,

tournament ideas for DF&E, Prime Directive, Star Fleet Missions, etc. $25.00
STAR FLEET MISSIONS A fast beer ‘n’ pretzels card game version of SFB. $35.00
TACTICS MANUAL 112 page sourcebook on winning battles. Covers power allocation,

weapons, maneuvers, racial tactics, and exotic subjects (cloaking, EW, mines, etc). $30.00

TOURNAMNENT BOOK '91 Complete rules, 12tourney SSDs & 216 counters.  $10.00

GAM TYRANID ATTACK b

This is a completely revised and much improved 2nd Edition of Advanced Space Crusade. Rules
are much simpler (like SPACE HULK) and ship exploration is now simply and playable. Contains 6
tyranids, 8 genestealers, 2 hybrids, 5 terminators, 10 scouts, 6 large floor sections, 16 exploration
cards, objective templates, and detailed rules with background information. The objective of the
game is for the Space Marines to “kill” the organic tyranid ship before the hordes of awakening
tyranids kill them. Good fun. $75.00

GAM ULTRAMARINE *

Two to four players lead a squad of Marine Scouts through the steel labyrinth of a derelict space
hulk, searching the rusty corridors & silent crypt-like rooms for alien artifacts. The mechanics are
fast ‘n’ simple, involving lots of bloodshed, & such things as variant event cards (what you find,
what finds you, etc), vicious hand-to-hand melee, and flesh-blasting ranged combat (with bolter
pistols, vortex & frag’ grenade, plus hellfire rounds!). Components include 20 plastic 25mm Citadel
miniatures, and a whole mess of laminated cardstock floorplans. $25.00

4
|

MB BATTLEMASTERS 8

Okay, this is really a kids game, aimed at ages 8 and up, and the rules are simplified to the point of
stupidity, but aside from that, the game is really worth considering. The components are absolutely
without compare: a full color, hex grid vinyl map that is 4.5 feet by 4.75 feet, 103 plastic figures,
including 1 Ogre champion, 6 gobbo wolf riders, 3 mtd chaos knights, 10 orc swordsmen, 10
gobbo swordsmen, 10 chaos beastmen, 10 chaos warriors, 10 chaos archers, 9 Imperial mtd
knights, 3 Imperial mtd Lords, 15 halberdiers, 10 archers, 5 crossbowmen, 1 huge cannon & crew.
Other items include a pastlic tower, plastic movement trays, heaps of tokens and playing cards,
etc. If you don't like the rules, it would not be difficult to either adapt them, or even use some other
rules such as Warhammer Fantasy Battle. But either way, the game's well worth the figures $99.00

MB HEROQUEST it
1 1o 4 bold adventurers plunge into an endless succession of dungeons, driven by avarice alone,
they face the hideous hordes of Morcar the Evil Wizard. This great introductory game features
rather basic roleplaying mechanics (simple character sheets & skills, a ‘Dungeon Master' hiding
behind a screen who controls the bad guys & cheats with dice rolls, plus a mindless vault-to-vault
orgy of treasure huntin’ & monster slaughtering). Components include 35 plastic 25mm Citadel
miniatures (8 Orcs, 6 Goblins, 3 Fimirs, 4 Chaos Warriors, 1 Sorcerer, 1 Gargoyle, 4 Skeletons, 2
Zombies, 2 Mummies, 1 Wizard, 1 Barbarian, 1 Dwarf & 1 EIf!) various bits of carboard ‘n’ plastic
furniture, a colourful mapboard, etc. Mechinics feature magic spells, buying equipment, traps,
missile fue & wandering monsters. $60.00
KELLAR'S KEEP HeroQuest Module 1
The Emperor, besieged by Orcs deep within in the ancient tunnels of Karak Varn, must be rescued
betore his royal ass gets soundly trashed! Features more plastic miniatures (8 Orcs, 6 Goblins & 3
Fimir), 10 adventures, plus new laminated map-overlays. $18.00
RETURN OF THE WITCH LORD HeroQuest Module 2
A party of Heroes must enter a subterranean fortress beneath the fallen city of Kalos, and slay the
lurking Witch Lord, and his undead minions. Includes some more plastic miniatures (4 Zombies, 8
Skeletons & 4 Mummies), 10 adventures, plus various map overlays. $18.00
AGAINST THE OGRE HORDE HeroOuest Module 3
In the heart of the rugged mountains lies the hall of the Ogre Lord, protected by loyal followers,
devilish traps & chaos spells. Your dear Emperor wants the Ogre Lord's viscera for ventilated; but
he's not going to do it himself, he's not that stupid - you are! Includes seven plastic 25mm Ogre
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miniatures, some map-overlays, 15 spell tokens, and 7 Quests. $29.00

GAM ADVANCED HEROQUEST e

This is a multiplayer roleplaying boardgame - one player becomes the Gamesmaster (who con-
trols the monsters), the other participants are the adventurers seeking fame & fortune. The
Gamesmaster lays out room & corridor tiles as our greedy heroes traverse the dank chambers in
search of loot (and skulls to bash in!), thus the dungeon'’s shape remains un-known until explored.
The 64 page rulebook covers exploration, secret doors, traps, sentries, missile fire, critical hits &
fumbles, fate points, magic spells, magic treasure, 9 character & creature attributes, traps, random
events between adventures, training, buying equipment, solitaire rules, etc. An ideal campaign
game where players aspire to become heroic legends, or at least get filthy rich! Can be used in
conjunction with HEROQUEST. Components include 36 plastic Citadel miniatures, various mar-
kers, & a mess of beaut room tiles. $75.00

BTRC MACHO WOMEN WITH GUNS g
This bizarre production is a simplistic beer ‘n’ pretzels marriage of roleplaying character creation
and wargame violence. The title aptly encompasses the rather shallow theme of play: Step 1 -
create young buxom female characters (all you boys with stereotypical sexist pinups from Picture
or People magazine have an advantage here), and choose a scantily illustrated counter that best
reveals her attributes; Step 2 - arm them with an array of splatter-frenzy, phallic hardware; Step 3 -
put the counters (with the adolescent-fantasy artwork) on the map & blow the crap out of every-
thing that moves! Contains 10 pages of rules, two A4 maps, 52 counters, & a bizarre 4 page
scenario. $8.50
RENEGADE NUNS ON WHEELS
Armed with Uzi's & the blessing of the church, the sisters of Our Lady of Harley-Davidson ride forth
to combat the wicked degenerates & monstrous mutants that roam the streets; lots of violence and
mayhem in an American inner-city environment - that's the only realistic part of this game. Con-
tains 52 counters, four maps & 10 pages of rules (with solitaire play). $8.00
BATWINGED BIMBOS FROMHELL
In the introduction it says “Armed with wings, weapons & cleavage...”, whilst on the back page
blurb it reads “They're bad, they're brash, and they're mercifully free of the ravages of intelli-
gence!” - what more could any seriously dedicated gamer ask for? Includes aerial combat rules,
plus bizarre new creatures, 27 counters, 1 map, etc. Silly, but popular. $8.00
THE FINAL CHAPTER - PART ONE
Features new rules, more skills, advantages, disadvantages, free scenarios, 14 fun counters, an
index for all the supplements, and 3 A4 maps.There is also a separate game wherein 90-year old
survivors of WWIII must battle to the death for food in a brutal rest-home bomb shelter, with 28
counters and a map. Does your mum know you'r buying this junk? $8.00

TSR DRAGONSTRIKE g

An easy to play new boardgame which comes with a Video tape (in PAL: this is the UK version),
which gives a 30 minute live action & computer animated adventure which sets the tone of the
game. There are two massive double sided mounted mapboards, 100 full color playing cards, and
24 plastic Ral Partha miniatures. There are 16 adventure scenarios which use all four settings: a
foreboding castle, dangerous dungeon, mysterious forest, and dragon'’s den. $80.00

TSR DUNGEON! 2nd Edition *

1to 12 young players lead individual adventurers, either grizzled warriors or powerful Wizards, as
they explore labyrinthine catacombs. Silent corridors worm their way thru the underworld, portals
loom out of the darkness. Behind these grim doors hide all manner of hideous beast; from foul
Orks to Evil Sorcerers & puissant Dragons, for those brave heroes who can slay such adversaries
there is the reward of treasure. The player's search for loot leads them ever deeper into the
Dungeon, where they must face stronger foes, and if victorious they will receive mighty artifacts!
Features a 21"x35" mapboard, 250 illustrated cards (for characters, monsters, treasures & spells)
and 6 plastic Hero minatures. $50.00

TSR GREYHAWK WARS h

2 to 6 heroes lead armies along the bloody path of conquest in this absorbing game of empire
building in the Flanaess, from the AD&D world of Greyhawk. This is a simple, colourful simulation
that allows players to dabble in both careful diplomatic entreaties, and ruthless military aggression.
Mechanics cover fleets, fortifications, heroes, treasure quests, army recruitment, racial abilities,
alignments, etc. Components feature 416 counters, two 21"x32" maps (using area movement),
and over 150 cards depicting special events, mercenary bands, treasure & countries (given to
players when they are captured). Features 4 scenarios, plus a 32 page campaign history. $45.00

GAM KERRUNCH *

A fast-playing two person game of fantasy football (based on the American style Gridiron, without
the commercials). Teams of Orcs, Humans, Elves & Dwarves must attempt to score three touch-
downs to win, or at least ignore the pigskin and prove their mettle by kicking a few heads - yes, it's
about as mindless as the real thing! A very simple game for all young ‘uns shy of big, nasty rule-
books - but quite comfortable with the concepts of sporting violence! Components include twenty-
four 25mm plastic Citadel miniatures, a 16"x32" playing field, and 4 small pages of rules (moving,
tackling, passing & recovering) $25.00

AVA LEGENDS OF ROBIN HOOD L

Within the lush expanse of greenwood in 12th century England, Robin Hood, Little John, Friar
Tuck, Wil Scarlet & Allan A’'Dale compete for accolades from the oppressed peasants. These
affable outlaws must outdo their fellows in amassing the most gold by winning archery contests,
recruiting stout yeomen, or robbing wealthy reavellers. But unwary players can fall into the
clutches of the Sheriff's rough lads, to face the wrath of Prince John or Sir Guy in Nottingham
castle’'s dungeon! It's all good wholesome fun, great for the little ‘uns and energetic families. Com-
ponents include a 16"x22" colour mapboard (area movement), various counters (lucre, merry
men, etc), 64 illustrated cards, and 2 pages of rules! $25.00

AH MAGIC REALM 2nd Edition e

Heroic pulp fantasy for 1 to 16 players - each of whom controls a major character whose base
ambitions involve being filthy rich and powerful. Rather complex game mechanics include special
character abilities, a comprehensive combat system (involving fatigue, direction of attack, fighting
maneuvers, etc.), solitaire play, commerce, artifacts, the five colours of magic, hirlings, character
purchases & caching, healing, etc. Components feature 20 colour land tiles (used to create vari-
able terrain settings), 121 cards (spells & treasure) and 476 counters (a host of monsters & various
equipments). An epic campaign game of perilous adventure, but only if you can read the 80 page
rulebook! $60.00

GAM MAN O’ WAR -
A stunning new game from Games Workshop - naval action in the Warhammer Fantasy world. A
game that really gives the feel of great warships plowing through the seas, guns firing and crews
posied ready to board the enemy ships in bitter hand-to-hand struggles. There are no hexes,
movement is done on a flat surface, being a combination of turning, movement distance, wind
direction, oars, etc. There are ships of the line, making the bulk of the fleet, and the great Men
O'War, mighty ships that are the foundation of your fleet. Each ship has it's own stat card, which
includes all relevant damage details, and the ship's stats. The game comes with rules, painting
guide, 6 plastic pirate wargalleys, 6 plastic Imperial wargalleys, two packs of 32 cards, hundreds
of counters for magic, damage, crew, debris, etc, & card Islands, shorelines, etc. $75.00
PLAGUE FLEET Adds rules for the most deadly adversaries in the Warhammer world, in-
cluding: Chaos Plaguefleets, with the Champions of Khorne, Slaanesh, Nurgle, & Tzeentch sailing
forth in Bloodships, Hellships, Plagueships, Great Winged Terrors, Chaos Deathgalleys; Chaos

Dwarf Fleets from the Ziggurat city of Mingol Zhar-Naggrund with Battlebarges armed with the
largest and most destructive cannons and rocket launchers ever devised; and Skaven Clanfleets,
with Doombringers with great spoked paddle wheels. Includes ship data cards, two packs of play-
ing cards, and hundreds of counters and templates. $44.95

SEA OF BLOOD Contains new rules for Sea Monsters and Flying Creatures. Monsters in-
clude Triton, Sea Elemental, Kraken, Sea Dragon, Megaladon, Promethean, Black Leviathan,
Gargantuan, & Behemoth. Flying Creatures include Brettonian Pegasus Riders, Dwarf Gyrocop-
ters & War Balloons, Elf Dragon Riders & War Eagles, Imperial Griffon Riders, Orc Wyvern Riders,
Dark Elf Manticore Lords, Chaos Dwarf Taurus Riders and Lords of Chain. Includes data cards,
monster cards, and counters. $44.95

Norse
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GAM MIGHTY WARRIORS *

From the sewer’s serpentine tunnels a coven of Skaven, plus a lone chaos Wizard, launch a sud-
den raid on a castle. Three brave adventurers must lead a party of hesitant militia on a counter-
attack to rid the castle’s chambers of the evil ratmen! This is a very simple game for 2 to 4 players.
Components include 36 plastic 25mm Citadel miniatures (20 Skaven, 12 warriors, 1 Dwarf, 1
Elf, 1 Knight & 1 Wizard), and 12 colourful room-tiles. Fast ‘n' fun game for beginners - with only 3
small pages of rules, you can't expect much more than that! $25.00

AH TITAN ~ o

A ripsnorting fantasy sluglest for 2 to 6 players, each of whom becomes a Titan vieing for domination. These Titans
move about the absiract 16"x22" Masterboard trying to muster the largest legion of fantastic beasties - in each terrain-
locale on the Masterboard a new critter can try to be be coerced into a legion. When opposing legions clash on the
Masterboard play is transfered to one of eleven 8"x11" dmaps (dependent on the terrain-locale in which they
coliided) where a tactical brawl develops. With every victory a Titan becomes more powerful, and may continue o
atfractrecruits. As you canread, this is lithe more than a glorified, dice-flingin’, beer-guzzlin’, splatterfest frenzy, butit's
fun! The mechanics are simple, and include teleportation, rangestriking, summonong angels, etc. With 621 large,
atiractive counters. $65.00

ORI WING COMMANDER PRIVATEER

Oi! I'm not a fantasy boardgame! I'm a computer game, so what am | doing here? Well, that's quite
true. This title is in fact a computer game for the IBM PC. It arrived into stock after | had done the
computer game section, and since it is one of the best computer games |'ve ever played, | knew |
just had to tell you something about it. (Until now | had named Space Hulk IBM as the best
computer game of the year. But | think that Privateer maybejust beats it, or comes dead-even.)

Privateer is set in the WING COMMANDER universe, in 2669, set in the Gemini sector on the
border with the Kilrathi empire, with the other border being unexplored space. You start the game
in a little merchant scout ship inherited from your grandfather - and as to be expected, it is a piece
of junk. You start off in the Troy star system on the agricultural planet Helen. There are two mining
bases also in the system. The first thing you have to do is start making money, for this entire game
revolves around making a profit. So you go to the commodity exchange on Helen and using some
of the $2,000 you start the game with, buy up some food. Then you launch into space, fly over to
one of the mining bases, go to their commodity exchange, and sell the food. From this you'll have
made a profit of around $400. (Prices fluctuate wildly. Grain can cost anywhere from $12-$18.)

Money in pocket - now we can upgrade our rust-bucket of a ship! First you'll need another laser,
as your ship only starts with one. That's $1,000. The next two things you'll need are an afterburner
($1,500) and Tungsten armor ($1,500.) Of course, you'll need to do a few runs before you can
afford it. So load up your ship with iron from the mining base, around $26 per untt, fly back to the
agricultural planet, and sell it for around $50 per unit. Back to the ship yard for the next update!

There are 50 planets and bases in 70 star systems for you to explore and do business with. Once
you've bought a jump drive, you can go anywhere, but | recommend that you upgrade your ship to
the max first - it's tough out there! There are four ways you can make money. Firstly, you can load
up on cargo of your choice, as above, and sell it where you please. Second, there is a mission
computer (local fixer) that gives a whole variety of missions, both ferrying goods and chasing
pirates. Thirdly, you can join the mercenaries guild, and they give you top paying dollars for clear-
ing nav points of pirates or Kilrathi, or hunting down pirates or rogue bounty hunters with a bounty
on their head. Fourthly, you can join the merchant’s guild, and earn top dollars ferrying goods from
star system to star system

One of the best aspects of the game is that although it contains a campaign, you don't have to
start it until you are ready. | did over 100 missions of my own choice, earning enough money to buy
the next ship class up, before | braved the unknown by leaving my star system and starting the
campaign. The campaign was around 24 missions, and once | solved that, the game just keeps
going. So now | am just potting about exploring star systems (I've found two hidden pirate bases)
and making a mint as a merchant and mercenary. You can even bea pirate.

Graphics are absolutely stunning, and game play is challenging and satisfying. The campaign
contains some missions that are near impossible (one of the last missions took around four hours
of continued attempts), but if you get sick of trying, don’t worry about it. Just go back to being a
freelance merchant and mercenary, making money so you can buy more upgrades for your ship,
and then the next ship up. Requires: IBM 386DX/33 or better, 4 meg RAM, 20 meg on hard disk,
VGA, 3.5" 1.44 meg FDD. 1BM - $99.00
WING COMMAND SPEECH PACK ACCESSORY IBM - $35.00
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RAL42134  Scottish Archer (6)
RAL42135 12-13th C Scottish Mounted Knight (3)
RAL42142 Dismtd German 13th C Knight w/B&C
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7 7 2 7 220y 4214 eutonic Mtd Knight 12-
NS, {@@{!&W;@ RAL42151 Dismtd French Knight 13th C (6)
RAL42152 French armored intantry w/sword (6)
i RAL42153 French Armored arman (6)
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N " 4 renc night w/lance
Jrte 2nn]MeaiMnsesseviiClincee, RAL42156 Mtd, Armored Crossbowman (3)
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Rﬁtamo 8°m n Group (6 foot) - RAL42157 French Armored Spearman (6)
& 35400 itizen,African Spearmen, shield (6)
@  New Item Now Available RAL35401 Citizen,African Spearmen, unarmored (6
E:tgg:;g gumidiﬁn AfricgnJAI}y thths?‘pesar (6)
panish scutarii, Javelin, Sh (6)
B New Item Not Yet Released RAL35421 Spanish scutarii, Javelin, Sh (6)
RAL35430 Libyan Spearman/Javelinman (6)

True 25mm Metal Miniatures with ( ) models.

%II:A%S? gyzamine Cg:mmang (2 foot, 2 réorse)
: 4 antine (Scutari) Spearman (6)
RAL35431  Lbyan Light Javelinman (6) RAL42182 Varagian Guard wiaxe & e ®
RAL42183 Byzantine Spearman (6)
RAL42184  Psiloi Archer (6)
RAL42185 Rus Mercenary with axe (6)
RAL42186 Byzantine Horse Archer w/shield (3)
RAL42187 Byzantine Light Cavalry w/spear,sh (3)

RAL35450 Poeni/Campanian Cavalry,shield, spr(3)
RAL35451 Poeni/Campanian Cavalry,shield,spr(3)
RAL35460 Spanish Light Horse, javelin shield (3
RAL35470 Numidian Light Horse, javelin,shield (3)
RAL35480 War Elephant with 3 crew
RAL42188 Byzantine Heavy Cavalry w/spear,sh (3)

1 = RAL42189 Kiblanophros Extra Heavy Cavalry (3)

25mm True 25mm Metal Miniatures with () models.

RAL35050 Gallic Command (foot & mounted) e ,
RAL35501 Warrior with sword,shield (6) Ie2nnMe i Mot M e
RAL42200 Horse Archer (3)

mtgssssgg g;;rbor, sv‘vord & shield, advancing (6)
ic javelinman (6)

RAL35504 Warrior, sword & shield, striking (6) B T et bow
RAL25036 Macedonian Army (Over 80 figures) $120.00 sﬁtg‘g& ﬁall!::da‘;vohe( (6) h iavelin shield (6 RAL42203 Touman Cavalryman,lance,sh,bow (3)
ittt o Ul e et RALI8505  Anmoved Wasrior wilk vl shield (6 RAL42204  Touman Cavalryman,mace,sh,bow (3)

lypaspli, avelinmen, 6 cretan archers, essalian ; . o RAL42205 Extra Heavy Cavalryman, w/lance (3)
Cavalry, and command figures and army standards. RAL35550  Gallic Cavalry w/shield & swrd or spr RAL42206 Horse Arc}uyay (3) v )

RAL42209 Mongol Auxiliary Foot Archer (6)

RAL25127 Medieval Semurai (66 figures) $90.00 RAL42210 Mongol Auxiliary Foot with Spear,Sh (6

Mtd & foot  C-in-C, 17 Mounted Samurai, 17 foot Samurai,
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True 25mm Metal Miniatures
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2 standards, 30 Ashigaru.

RAL25134 12th Cen Anglo-Norman(42figures) $80.00
Mtd C-in-C, standard, 29 Mounted Knights, 12 archers.

We can also get hold of the following 26mm Ral Partha
fi%ures: E%ptlans Hittites, Hyksos, Medieval Spanish, Sung
Chinese, { i

tecs, Samurai, and Renaissance.

MINIF/

True 25mm Metal Miniatures with ( ) models.

RAL35010 Hoplite Command (6)

RAL35100 Hoplite bronze cuirass thrusting spear
RAL35101 Hoplite bronze cuirass, low thrust (6)
RAL35102 Hoplite, crouching to receive cav (6)
RAL35110 Hoplite, leather cuirass, 2nd rank (6)
RAL35111  Hoplite, lthr cuirass, draped shield (6)
RAL35120 Theban Hoplite, naked, 2 rank (6)
RAL35130 lilyrian Hoplite, 2nd rank w/spear (6)
RAL35140 Corinthian Hoplite, thrusting spear (6

True 25mm Metal Miniatures with ( ) models.

BB LBRLLRLBLLLRLLLEE
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RAL35150 Attic Hoplite, marching order, spear (6) RAL35060 Command Group (6 foot) $8.50
RAL35151  Attic Hoplite, thrusting sp;_arlés) Generals (2) and standards (6) $8.50 lsmm
v o S e e Do i ) RAL35600 Phalangite, pike raised (Alexandrian) $8.50
B oS o e RAL35601 Phalangite, pike raised (Successor) (6  $8.50 i .
RAL35170  Greek Peltast, javelin, shield (6) RAL35602 Phalangite, pike raised (Bactrian) (6) $8.50 = :
RAL35171 Early Thracian peltast, JLS, shield (6) RAL35610 Hypaspist with spear & shield (6) $8.50 True 15mm Metal Miniatures with ( ) models.
RAL35172  Later petast, spear, JLS, shield (6) RAL385620  Macedonian Psiloi with statf sling (6) $8.50 ' )
RAL35173 Thracian Peltast, advancing,JLS, sh (6) RAL35621 Macedonian Archer (6) $8.50 2101-2 Early Greek Hoplite, bronze cuirass (8)
RAL35179 Thracian Light Cavalry with javelin (3 RAL35630 lliyrian Javelinman, jis,spr,shield (6 $8.50 Z103 Greek Psiloi Javelinman (8)
RAL35180 Greek Heavy Cavalry, scale cuirass (3) RAL35631 Greek Mercenary Peltast (6) $8.50 2104 Greek Psiloi Archer (8)
RAL35181 Thessalian Heavy Cavalry with spear (3 RAL35650 Companion Cavalry with lance (3) $850 2105 Greek Psiloi Slingers (8)
RAL35190 Greek Medium Cavalry with javelin (3) RAL35651 Avarm:sian Light t?ovse [€) $8.50 2106 Greek Peltast wicrescent shield (8)

RAL35652 Bactrian Light Horse (3) $8.50 2107-8 Later/Spartan Hoplite 400 BC (8)

RAL35653  Prodromoi Light Horse (3) s8s0 2109 Persian Immortals, w/spear & bow (8)

RAL35654 Paionian Light Horse (3) $8.50 Z110 Other Persian Sﬁqrabqra, spr,bw,shid(8) |

Z118 Libyan Psiloi with javelin (8) |
Z121 Thracian Peltast w/crescent shield (8) |
Medieval 1000 - 1300 AD 212830 Lale Persian Spearmen/Guard (8
ini i 101- reek Cavalryman (4)
I1us omon Metl Miiatvtes Wi () moces ZC103 Thessalian Cavalryman with javelin (4)

ZC104 Later Greek Cavalryman 400 BC (4)
ZC105 Persian Cavalry w/spr,bow,shield (4)
ZC108 Persian Heavy Cavalry w/javelin (4)
ZC109 Persian Extra Heavy Cav w/javelin (4)

RAL42080 Norman Mounted Command (3)
RAL42081 Frankish Command (11-12th C) (6)
RAL42082 Norman Armored Spearman (6)
RAL42083 Htalian Armrd Spearman (11-12th C)(6)

PLLLLLLLLLLLLLLLLLLLLL
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Wl i R o lend
rmored Crossbowman

RAL42086 Maronite/Syrian unarmored archer (6) %‘1::;112 gfﬁﬂ,k C'a\?alry ng\mand 3)6

RAL42090 Early Norman Knight with mace (3) 2132 GOTSI:T 'n a‘ﬂ ryc mmag 6( )

RAL42091 Early Anglo-Norman Knight w/lance (3) reek Infantry Command (6)

RAL42092 Early mounted Sergeant w/lance (3)
RAL42093 Early Knight Templar, lance,shield (3)
RAL42094 Early Knight of St.John, lance,shield
RAL42095 Early Breton Light Cavalry w/lance,sh
True 25mm Metal Miniatures with ( ) models. RAL42096 Early Norman Knight w/lance,shield (3)

True 15mm Metal Miniatures with () models.
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RAL42097  Turcopole with lance,shield (3 Macedonian Phalangite (8) $4.50
RAL35020 Persian Command, 3 foot, 1 mounted $8.50  RAL42114 1ith é Saxon Command (6 023? 2137 Macedonian Hypa:rlst, (8) $4.50
RAL35200 Immortal Spearman (6) $850  RAL42115 Early Norman Knight,lance,shield (a? 2138 Greek Mercenary oglﬂe (8 $4.50
RAL35201 Royal Guard/Immortal Spearman (6) $8.50 RAL42116 Saxon Housecarle Cavalry,axe,shield (3 Z139-40 Greek Mercenary Pettasts (8) $4.50
RAL35202  Immortal Archer (6) , $850  RAL42117 Saxon Housecarle Infantry (6) Z141 Thracian Peltast w/homphaia (8) $4.50
RAL35205 Persian swordsman, small shield (6) $8.50 RAL42118 Saxon Fyrd infantry (6) 2142 Rhodian or Agrianian Slingers (8) $4.50
RAL35210 Phyrigian Axeman attacking (6) $8.50 RAL42119 Armored Peasant Levy (6) Z144 Cretan Archers (8) ) $4.50
RAL35215 Median/Persian Spearman, aftacking (6) $8.50  RAL42121 13th C English armored longbowman (6) 2145 Agrianian or Aetolian Javelinmen (8) $4.50
RAL35220 Anatolian Swordsman, wooden shield (6) $8.50  RAL42122 Dismounted 13thC Knight (8) 2151 Successor Phalangite (8{‘. $4.50
RAL35250 Persian,Guard Armored Hvy Cavalry (3) $8.50  RAL42123 13th C English Spearman (6) Z152 Roman Velite w/javelin,shield (8) $4.50
RAL35270  Persian or similar Light Horse (3) $850  RAL42125 13th C Mounted Knight w/swrd shield éa 2153 Roman Hastatus,hvy javelin,shield (8) ~ $4.50
RAL35275 Skythian Horse Archer (3) $8.50  RAL42128 13th C Armored Infantryman w/swrd (6) %}; goman gr!nceps/T ri;:nqissprﬁhlﬁld 8(8) ﬁ-%
Ll i v e 0% e
i i = RAL42132 sgn::h Axi’,',’,‘;’,"{g) el Z115 Thessalian/Thracian Cavalry w/javelin $4.50
True 25mm Metal Miniatures with () models. RAL42133  Scottish Spearman, spear, shield (6) %}% ge azgg gg;:; r#'aﬁﬂs) (4) ;}%
RAL35030 Roman Command Group (6 foot Z121 Seleucid Militia/Tarantine Light Horse $4.50
RAL35300 Triari/Principes w/spear & shield(6) %1:233 :?o'manA FZSVé Ca\llalry.spv‘,ts ield (4) g%
RAL35301  TriarivPrincipes w/sword & shield (6) Sl Atﬂa ‘;"d i C:valryna)n (4) A 95
mtgmms :::;a:g ﬂ: p'lu%is:ﬂieelldd(?s)) Z128 R:manomgamez‘il a ieen;n {gfn = $4.50
at SWO! ! g
RAL35307 Hastati advancing w/spear & shield (6) %}gg ga%dnolrxfar:‘ :nfaa!)rz‘ S‘:nnmg?d (6) 3-553
RAL35310 Leves/Velites w/javelin & shield (6) A M:csdoni :nlsf!& o Eleshant 2698

RAL35320 Halian spearmen, thrusting, shield (6
RAL35321 Etruscan light javelinman %6)
RAL35322 Etruscan spearman (6)

RAL35340 Auxiliary Slinger, no shield (6)
RAL35341 Auxilary archer (6)

RAL35350 Roman/Halian HeavLCavalry,sh,spr 3)
RAL35360 Roman/ltalian Light Horse w/spear (3)
RAL35361 Etruscan Heavy Cavalry,sh spr (3)

|

True 15mm Metal Miniatures with ( ) models.

t3:3:3:3 33333 333334
883838838383838

Z1 Legionary Late Republic (Marian) (8) $4.50
2 Legionary Augustan, Early Imperial (8) $4.50
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Fantasy & Sci-Fi Miniatures

23 Legionary 1st C, Early Imperial (8) $4.50 ZC32 Hun Cavalryman firing bow (4) $4.50
Z4 Legionary Early ‘2nd Early Irrpenal $4.50 ZC61 Hun Cavalry Command (3) $4.50
Z5 Legionary Mid 2nd C, Eard\é rrPena 8 $4.50
Z6 Legionary Late 2nd C Middle Imperial $4.50
ZI Praetorian 3rd-| Ear%dth C(®) $4.50
Z8 Legionary 3rd -5th C, Later Imperial ( $4.50 True 15mm Metal Miniatures with () modeis.
29 Augustan Auxiliar Infantry (8) $4.50
Z10-12 Auxiliary Infantry mrenal (8) $4.50 Z601-2 English Longbowmen (8) $4.50
Z13-14 ﬁun:lary lF.’aa?cuam Flfl dlle mperllala(s Ss: % %gg gr:nch H%n guggers (8) . ﬁssg
216-17 uxiliary Palatina, Late Imperial (8) s noese Crossbowmen (| :
219 Auxiliary Archer Early Imperial (8) $4.50 2606 English Miltia Spearmen (8) $4.50 25mm World War TWO
221-22 Auxiliary Archers, Middle-Late (8? $4.50 2607 French Spearmen (8) $4.50
224 Legionary Sllngers Late In'gena 8) $4.50 Z608-11 Dismounted Knights 4 types (8) $4.50
ZC1 Late Marian,Early Imperial Cavalry (4) $4.50 Z612 Foot Command with Heralds ( $4.50 Ia_nks_&_G_un_s
ZC2-4 Early Inﬁenal Auxiliary Cavalry (4) $4.50 2613 Foot Command w/standards &drmmrs(6) $4.50 1/72nd scal 1 kits,
L s Mumod e Uam Gyt $450 2813 Mia Kninis wiopon hemet (4 3 o
- e & Late Imp Light Cavalry : - td Knights w/open heimet (4) 2
ZC10 Late Imperial Heavy Cavalry (4) $4.50 ZC604-6 Mtd Knlghts w/helmet & visor (4) $4.50 gﬁgggﬁ aFB‘EUNSCSI'\I'TJTE'IBEMM GMC S?ggg
ZC12 Clibanarii, Late Imperial (4) $4.50 ZC607-9 Mtd Knights w/bascinet/mail (4) $4.50 RAF6859 RSO GERMAN AT GUN TRACTOR $19.95
ZC13 Catafradam Late Imperial (4) $4.50 ZC610 English Mounted Hobilars (4) $4.50 RAFE860 GERMAN INFANTRY GUN 75MM IG-18 86 95
2C17 Early Roman Cavalry Command (3) $4.50 ZC611 French Mtd Sergeants w/lance (4) $4.50 RAF6872 GERMAN 88 PAK 43/41 95
ZC18 Later Roman Cavalry Command $450  ZC612 Knights Mounted Command (3) $450 e PANZER I me $1 3 ‘28
ZC31 Early Roman Infantry Command (6) $4.50 ZC613 Mounted Archers (4) $4.50 RAF6874  ITALIAN 47mm ATG M1935 $6.95
racks Later/ Roman Infantry Commanciic) (e RAF6875  M3A3 BRITISH STUART TANK $14.95
Hundred Years War 1400s RAF6880  L6/40 ITALIAN LIGHT TANK $14.95
mﬁ_&mm True 15mm Metal Miniatures with () models. n
- %621-4 EHQ:ISR kongbowmn . g:ssg Blisters with 6 - © 20mm metal Platoon 20 infantry
True 15mm Metal Miniatures with ( ) models. 625 nglish Armored Billmen (8) 5 RAF6901 WW2 GERMAN SQUAD ATTACKING (9) $8.95
2626 French Handgunners (8) $4.50 ©)
Z51 Gallic Warrior w/swrd shield (8) $4.50 2627 French Peasgnts (8) $4.50 SQES% %Mﬁ%ngéyAgEve%g;gggsg(w) g 95
252 Gallic Javelin psiloi (8) $4.50 7628 French Crossbowmen (8) $4.50 RAF6907 WW2 GERMAN COMMAND (9) $8 95
786 Gallic Infantry Command (6) $4.50 2629 Genoese Crossbowmen (8) $4.50 RAF6912 WW2 AMERICAN SQUAD (9
ZC35 Gallic Cavalry ja &ovehn ,shield (4) $4.50 2630 French Spearmen (8) $4.50 RAF6913  WW2 AMERICAN LIGHT $8 95
ZC56 Gallic Cavalry Command (3) $4.50 7632-51 Dismounted Knight - 20 types - (8) $4.50 RAF6915 WW2 GERMAN P, ARATROOPERS A'I( © 38 95
2C49 Parthian Horse Archers (4) $4.50 2652 Dismounted Knight Command (6) $4.50 RAF6916  WW2 FALLSCHIMRJAGERS ADV
ZC50 Parthian Cataphract w/kontos,mace (4)  $4.50 2653 Command (Banners & Drummers) (6) $4.50 RAF6917 WW2 FALLSCHIMRJAGERS FRG ( $8 95
218 RadhianiciyiCevy(E) 2 SO C057 NorthieBliSpearment(8) $450  pAreg1s  WW2 FALLSCHIMRJAGERS HVY WN(9) $8.95
ZC60 Parthian Cavahz Command (3) $4.50 2C621-3  Mtd Knights w/great bascinet (4) $4.50 RAF6920 WW2 RUSSIAN INFANTRY SQUAD (9) = $8. 95
Z53 Ancient British Slingers (8) $4.50 2C624-6 Mtd Knights w/pointed bascinet (4) $4.50 RAFE922 WW2 RUSSIAN SAILORS (9 ( $8.95
Z54-55 Ancient British Foot Warriors (8) $4.50 2C627-9 Mtd Knights w/rounded bascinet (4) $4.50 RAFE923 WW2 RUSSIAN HEAVY WEAPONS (9) $8.95
756 British Adolescent Javelinmen (8) $4.50 ZC630-2 Mtd Knlghts in armet (4) $4.50 RAF6924 WW2 RUSSIAN SPECIALIST UNIT 9( ) $8.95
ZC36-37 British Light Horse Cavalry jis,sh (4) $4.50 ZC633-5 Mtd ngﬂts w/Hounskull (4) $4.50 RAF6933 WW2 BRITISH PARATRPS CMND (9 $8.95
9 British/Pictish Chariot, 2 horse & cre $4.50 2C636 English Mounted Hobilars (4) $4.50 RAF6935 WW2 BRITISH PARATRPS BERET( $8.95
Z57 Pictish Spearmen, wishield (8) $4.50 ZC637 Mounted French Sergeants (4) $4.50 © .
Z58 Pictish Javehnmen with shield (8) $4.50 ZC638 Mounted Command (banners trumpet)(3) $4.50
Z59 Pictish Archers (8 $4.50 ZC639 Command (Personalities) (3) $4.50 e od il of 100 15m
ZC38 Pictish Light Horse *avslln,shteld 4 $4.50 ZC640 Mounted Archers (4) $4.50 ifs Sa m figures.
s ot :,:,“"g;m;;g‘g;f‘;’ @ S RAF7000  15mm MARCHING KEPI'S (100) $37.50
770 ATmenian Ja\%hnmen wishield (8) $4.50 RAF7001  15mm ADVANCNG KEP!I'S (100) $37.50
771 Armenian Foot Archers (8) $4.50 RAF7002  15mm SKIRMISH KEPI'S (100) $37.50
ZC41 Armenian Cataphract (4) $4.50 RAF7003  15mm MARCH SLOUCH HAT PS $37.50
7C42 AR Hor:g Archer (4) $4.50 RAF7004  15mm ADVANCNG SLOUCH HAT (100) $37.50
ZC31 Bun Cavalrynan,javelin,t)ow.shield @) $4.50 RAF7005  15mm SKIRMISH SLOUCH HAT (100)  $37.50
LT RAL20827 ONTOS - 95 TON TANK 95
RAL20828 SAVANNAH MASTER HOVERCRAFT (4) $7 50
RAL20829 HETZER WHEELED ASSAULT (2 $10.95
. , oy RAL20830 VON LUCKNER HEAVY TANKS (2) $13.95
QLT CZRe W RALZ0801  STNGER 3788
RAL20834 PlosAK 51308
RAL20780RgHIGSAR $8.95  RA[20835 GRIFFIN $9.95
RAL20781 = KINTARO $9.95  pAI20836 SHADOW HAWK $9.95
RAL20782 PACKRAT VEHICLES é?) $9.95 RAL20837 WOLVERINE $9.95
N e 300  RAL2838 BATTLEMASTER $12.95
B New Item Now Available RAL207S HEAMES HER3S TR e il e
RAL20786 FLASHMAN FLS-8K $11.95 RAL20841 RIFLEMAN $11.95
RAL20787 CHAMPION CHP-1N $11.95 RAL20842 ARCHER ARC - 3R $11.95
] New Item Not Yet Released RAL20788 SENTINEL STN-3M $10.95 RAL20843 MARAUDER $12.95
RAL20789 TARANTULA ZPH-1A $8.95 RAL20844 LOCUST 37'95
RAL20790 SALAMANDER PPR-5S $13.95 RAL20845 ATLAS 313'95
RAL20791 RIFLEMAN IIC CLAN MECH $7.95 RAL20846 GOLIATH $10.95
RAL20792 BEHEMOTH CLAN 2ND LINE MECH  $14.95 RAL20847 AWESOME $12.95
RAL20793 HOLLANDER $8.95 RAL20848 ION $11.98
RAL20794 ALBATROSS $12.95 RAL20849 CENTURION $9.95
RAL20795 JENNER IIC CLAN MECH $8.95 RAL20850 FIRESTARTER $8.95
RAL20796 WARHAMMER IIC CLAN MECH $12.95 RAL20851 VALKYRIE 38.95
RAL20800 HEX BASES BATTLETECH $8. RAL20852 CATAPULT $11.95
HAL20801 g LIC $1295  RAI20853 PANTHER $8.95
RAL20802 MONGOOSE $7.95 RAL20854 HUNCHBACK $9.95
BATTLETECH HAl $9.95  RAL20855 OSTSOL $10.95
RAL20804 CRAB $9.95 RAL20856 ZEUS $12.95
RAL20805 " FLEA $7.95  pAl20857 URBANMECH $7.95
MQQDS_&_AEV_S RAL20806 HUNTER MISSILE TANK $9.00 RAL20858 CICADA $9.05
RAL20807 STRIKER ARMORED CAR $9.00 RAL20859 SCORPION $9.95
1/285th Scale Metal kits with 1 or () models. RAL20808 PEGASUS HOVER TANK $9.00 RAL20860 VICTOR $12.95
RAL20809 MAULER MAL-1R $13.95 RAL20861 JAGERMECH $10.95
RAL20600 VULTURE OMNIMECH (1) $13.95 RAL20810 HATAMOTO-CHI HTM-27T $12.95 RAL20862 STALKER $1295
RAL20601 LOKI OMNIMECH (1) $13.95 RAL20811 WOLF TRAP WFT-1 $9.95 RAL20863 CYCLOPS $13.95
RAL20602 THOR OMNIMECI (J $13.95 RAL20812 RAVEN RVN-3L $9.00 RAL20864 HATCHETMAN $9.95
L20603 MADCAT OMNIMECI $13.95 RAL20813 MERCURY $9.00 RAL20865 COMMANDO $7.95
RAL20604 MAN O'WAR OMNIME H (1) $15.95 RAL20814 LANCELOT $11.95 120866 JAVELIN $8.95
RAL20605 MASAKARI OMNIMECH (1) $15.95 RAL20815 BOMBADIER BMB-12D $11.95 RAL20867 ENFORCER 59‘96
RAL20606 GLADIATOR OMNIMECH (1) $15.95 RAL20816 VEDETTE TANK $11.95 RAL20868 DRAGON $11.95
RAL20607 DAISH! OMNIMECH (1) 15.95 RAL20817 CONDOR - 50 TN HOVER TANK $11.95 120869 JENNER $8.95
RAL20640 STEALTH Nov $15.95 RAL20818 DRILLSON - 50 TON HOVER TANK $11.95 RAL20870 WHITWORTH 39'95
RAL20641 CERBERUS Nov $15.95 RAL20819 MAXIM - 50 TON HOVER TRNSPRT  $10.95 RAL20871 VINDICATOR $9.95
RAL20642 BERSERKER Nov $15.95 RAL20821 CLAN ELEMENTAL INFANTRY (30) $14.95 RAL20872 QUICKDRAW $1 195
RAL20643 HELLHOUND Nov $15.95 RAL20822 DEMOLISHER TANK $13.95 RAL20873 SPIDER $8.95
RAL20723 WARRIOR HELICOPTER $7.95 RAL20823 KURITA INFANTRY $19.95 RAL20874 OSTSCOUT 38.95
RAL20724 MECHBUSTER FIGHTER $8.95 RAL20824 DAVION INFANTRY $19.95 RAL20875 ASSASSIN $9.95
RAL20744 AUXILIARY WEAPONS PACK $13.95 RAL20825 BULLDOG - $12.95 RAL20876 DERVISH $9.95
RAL20745 HEAVY & ASSULT MECH WEAPONS $13 95 RAL20826 PIKE - 60 TON SUPPORT VEHICLE $12.95 120877 OSTROC $10.95
RAL20746 LIGHT & MEDIUM WEAPONS PACK  $13.95 RAL20878 STINGER LAM $9.95
RAL20747 SHOULDER SOCKET WEAPONS PACK $13.95 RAL20879 CLINT $9.95
RAL20748 MISSILES PACK $13.95 RAL20880 BLACKJACK $9.95
RAL20749 JUMP JETS & FINS PACK 13.95 RAL20881 CHARGER $12.95
RAL20750 ROMMEL/PATTON 65 TON TANK (2) $12.95 RAL20882 BANSHEE $13.95
RAL20751 LONG TOM ARTILLERY PIECE 11.95 RAL20883 WASP LAM 39 Y
RAL20752 GALLEON LIGHT TANK (2) $8.95 120884 PHOENIX HAWK LAM $11.95
RAL20753 SCHREK PPC TANK (2) $13.95 RAL20885 HERMES Il $9.95
RAL20770 AXEMAN $10.95 RAL20886 VULCAN $9.95
RAL20771 CATAPHRACT $10.95 RAL20887 TREBUCHET $9.95
RAL20772  CAESAR $11.95 RAL20888 GRASSHOPPER $11.95
RAL20773 GUILLOTINE $11.95 RAL20889 LONGBOW $11.95
RAL20774 BLACK KNIGHT $11.95 RAL20890 HORNET 37'95
e e RAL20891 WOLF HOUND $8.95
RAL20776 COOLANT TRUCK $12.95 RAL20892 SHOGUN $1295
RAL20777  FALCON $8.95 RAL20893 MARAUDER Il $13.95
RAL20778 CROCKETT $13.95 RAL20894 FIRE FLY $8.95
RARZG7S VAN TICORE R RAL20895 EXTERMINATOR $11.95
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RAL20896 HIGHLANDER $12.95 RAL11432 GOBLINS (5) $156.95 RAL10563 SKULL SMASHERS REAVERS (17) $59.95
RAL20897 ANNIHILATOR $13.95 RAL11433 GARGOYLES (2) $12.95 Gnoll hero,shaman, 1
RAL20898 IMP $13.95 RAL11434 GHOULS AND GHAST (3 $9.95 RAL10564 IRON LORDS DW RF ORC-FOES (26) $59.95
RAL20899 KING CRAB $13.95 RAL11435 RUST MONSTER % $9.95 Hero,deric,6 halberds,6 X-bows,12 axemen
RAL11436 FROST GIANT-AXE & SHIELD (1) $16.95 RAL10565 LORD HARCOURTS KNIGHTS (20) $59.95
Wﬂgﬁs RAL11437 HARPIES (3) $13.95 Lord,cleric,6 mtd knights, 12 longbowmen
RAL11438 WIGHT 1) $3.50 RAL10565P LORD HARCOURTS KNIGHTS PLASTIC$44.96
All come with hex bases. RAL11439 BASIL h $13.95 RAL10566 LORD SOTHS CHARGE (13) $64.95
RAL 11440 CLOUD GIANT-BALL & CHAIN (1) $19.95
RAL10801 RECON LANCE $29.95 RAL11441 HIPPOGRIFF (1) $11.95
Ph Hawk Stinger,2 x Locust RAL11442 GIANT TOAD (1 $7.95
RAL10802 LIGHT LANCE $29.95 RAL11443 SAHUAGIN W/HAND WPNS (4) $13.95 Blisters with ( ) true 15mm figures.
Griffin, Ph H.M( Stinger RAL11444 TROGLODYTES (3) $13.95
RAL10803 M.&U $34.95 RAL11445 GRIFFON (1) $11.95 RAL11900 LANCERS OF CORMYR (7 h) $13.95
Wolverine | Omudu ShHlM(.Sﬂ'nget RAL11446 ARMORED HOBGOBLINS (3) $13.95 RAL11901 LONGBOWMEN OF CORMYR (13) $12.95
RAL10804 FIRE LANCE $34.95 RAL11447 FIRE MINION W/FLAMING SWORD $6.95 RAL11902 CORMYR SWORDSMEN (13) $12.95
Ph Hawk,Rifleman 2 x Archer RAL11448 GNOMES W/HAND WEAPONS (5) $13.95 RAL11903 CORMYR EASTERN LANCRS (13) $13.95
RAL10804P FIRE LANCE %PLASTIC) Nov $26.95 RAL11449 WYVERN POUNCING (1) $17.95 RAL11904 CORMYR LORDS & WIZRDS (6)15mm $13.95
RAL10805 ' HEAVY LA $34.95 RAL11450 BEASTMENA% $12.95 RAL11920 ELF HORSE ARCHERS (7 15mm) $13.95
Riffeman, Thundovben,Cmudot Griffin RAL11451 SATYR WITH SPEAR (1) $3.50 RAL11921 ELF LONGBOWMEN (13 15mm) Oct $12.95
RAL10805P HEAVY LANCE (PLASTIC) Oct $26.95 RAL11452 GIANT SCORPION (1 $9.95 RAL11922 SILVER ELF PIKEMEN (13 15mm) $12.95
RAL10806 ASSAULT LANCE $44.95 RAL11453 CYCLOPSKIN IN FURS 3 $12.95 RAL11923 EVERESKA LIGHT CHARIOT 15mm $13.95
4 12X RAL11454 EFREET AND J|NN W/ ITARS $14.95 RAL11924 ELF NOBLE ARCHERS (13 15mm) $12.95
RAL10806P ASSAULT LANCE (PLASTIC) $34.95 RAL11455 GORGON CHAR z‘ $9.95 RAL11930 IRON DWARF REGULARS (13 15mm) $12.95
RAL10807 REGIMENTAL COMMAND LANCE $39.95 RAL11456 MIMICS-BED, CHEST BARREL (3) $13.95 RAL11931 IRON DWARF AXEMEN (13 15mm) $12.95
Zeus,Ostscout, Cyclops,Atlas RAL11457 ORGS (fg $14.95 RAL11932 TETHYAMIR XBOWMEN (13 15mm) Oct $11.95
RAL 10808 PURSUIT LANC $29.95 RAL11458 DRAGGONNE $11.95 RAL11940 SKELETON REGULARS (13 15mm) $12.95
ommando RAL11459 SKRAG SEA TROLL $8.95 RAL11941 SKELETON ARHCERS (13 15mm) $12.95
RAL10840 CLAN LIGHT OMNI MECHS BOXED $34.95 RAL11460 MITES ‘3) $12.95 RAL11942 MOUNTED SKELETONS (13 15mm) $13.95
Dasher, Uller, Puma,Koshi RAL11461 LAMAS $11.95 RAL11950 BASTEZU & COMUGONS (3 15mm) $13.95
RAL10841 CLAN MEDIUM OMNI MECHS BOXED $44.95 RAL11462 $4.95 RAL11951 BUGBEARS OF DRGNSPR (7 15mm) $13.95
me,mqma,nﬁum,mmm RAL 11463 KETCH (3) $12.95 RAL11952 OGRES OF DRAGONSPEAR (7 15mm) $13.95
RAL10841P MEDIUM OMNIMECHS PLASTIC Nov  $34.95 RAL11464 NAGA $3.50 RAL11953 HOBGOBLINS OF DRGNSPR (13)15m $13.95
RAL 10842 C N HEAVY OMNI MECHS BOXED  $47.95 RAL11465 BONESNAPPER $7.95 RAL11954 TROLLS MERC COMPANY (7) 15m Oct $13.95
uiture, Madc: RAL11466 BLINK DOGS $7.95 RAL11955 VILLAINS OF F.REALMS (5) 15m OCt $13.95
RAL10842P HEAVY OMNIMECHS (PLASTIC) Nov  $39.95 RAL11467 MINOTAUR $6.95 RAL11970 ORC REGULARS (13 15mm) $12.95
RAL 10843 ASSAULT OMNI MECHS BOXED SET  $49.95 RAL11468 TAERS $13.95 RAL11971 ORC BOWMEN (13 15mm) $12.95
Daishi,Masakari,Gladiator,Man O'War RAL11469 SLIGS (3) $13.95 RAL11972 GOBLIN LEVY (13 15mm) $12.95
RAL10843P ASSAULT OMNI MECHS (PLASTIC) Nov$42.50 RAL11470 ME DUSAA & $3.95 RAL11973 GOBLIN WOLF RIDERS (7 15mm) $13.95
RAL11471 NECROP IUS (1) $3.95 RAL11990 KNIGHTS ON GRIFFONS (3) 15m Nov  $13.95
RAL10850 KURITA BATTLETROOPS $59.95 RAL11472 ZOMBIES %L $10.95 RAL11991 ARCHERS ON GRIFFONS (5) 15m Nov $13.95
RAL10851 STEINER BATTLETROOPS $59.95 RAL11473 GIANT RAT HORDES (2) $9.95
RAL11474 SYLPH (1 $3.95
AEROTECH FIGHTERS RALI1476 BEHOLDER KN 1258
RAL11476 BEHOLDER KIN (2) $15.95

1/300th scale metal kits with 1 model.
RAL20799 FLIGHT BASES (6)
STUKA

RAL20704 CHEETAHF-10

RAL20705 STINGRAY F-90

RAL20706 CHIPPEWA CHP-W5

RAL20710 SAMURAI AEROSPACE FIGHTER
SHOLAGAR

RAL20713 SLAYER

RAL20720 THRUSH

RAL20721 TRANSIT

RAL20722 TRANSGRESSOR
RAL20724 MECHBUSTER FIGHTER

AD&DFANTASY

RAL11900 Cormyr Mounted KNights

RAL11457 Orgs

Each with 1 male & 1 female 25mm figure.
Blisters with () 25mm figures.

i muEwsuomeng o
/ ( i
RAL11003 MAGIC USERS W/STAFF & DAGGER  $795  hari1100 CREATERWOLEWERE @) S
B e e $795  RAL11102 GREATERMUMMY (4) RAVENLOFT ~ $13.95 RAL$ 1974 Orc Bovnens of Dessrimouth
RARNOOS & @, $7.95  RAL11103 DEMI-HUMAN VAMPIRES (3) RAVENL $10.95
RAL11006 DWARF FIGHTERS WISHLD & HAMMR $7.95  RAL(1104 VAMPYRES () RAVENLOLT Raer
B N e s AW b oo PALTTIOE BVILIAGE MOES(H HAVERLOET $17.95
il &X-BOW$7.95  RA[11106 VILLAGE PERSONALITIES (4) RVNL ~ $12.95
RAL11009 ADVENTURING MAGES WITHSTAFF  $795  Ra[11107 GOBLYNS (3) RAVENLOFT e
RAL11010 PALADINS W/SWORD & DAGGER $795  NALINM08 GACATWHITE STAQ () Nov e
RAL11011 HALF ELF RANGERS-BOW & SWORD  $7.95  Ra[11109 GYPSIES (3) Nov $5.96
b Dl el S $795  RALIT110 GYPSIES DANCERS (3) Nov $10.95 PERSONALITIES
sﬁ:: }8}; gﬁ\"}?gg @ggg%lqu‘”x%%?'@s“m :7:95 RAL11111  RAVENLOFT LORDS (3) Nov $10.95 Blisters with 1 - 4 25mm figures.
/ & 7.95
RAL11016 HUMAN ROGUES W/SWORDS $7.95 AD&D Dark Sun A IC0 N AN WEINGER ) e
RALT1018 WILDERNESS WARRIORS (2 375 Bl i 250 Brss. RALOTOD7 WINGED SERPENT (1) $7.50
B §79  RALIIT0 GLADIATORS () DARK SUN $995  RALoTolo ANGEL OF DEATH WISCYTHE 3695
RAL 1050 FZOUL CHEMBAYVL (1) @ $8  RAL7O1 THRI ERE s $1495  RAL01027 RANGERS, MTD & ON FOOT $11.95
RAL11051 ZULKIR SZASS TAM ) 53‘50 RAL11702 CRODLU RIDERS (3 LDARK SUN $15.95 RAL01030 WRAITH WITH SICKLE 53'50
RAL11052 MOURNGAYM AMCATHRA (1 $350  HAL11703  ELVES (3) DARK S $9.95  RALO1035 LAND DRAGON W/LANCER $10.95
RAL11053  MIDNIGHT (1 M S350 RAL1I704 CLIFF GLIDER DARK SUN $17.95  RAL01038 WINGED PANTHER (1) $9.05
) - RAL11706 TEMPLARS (3) DARK SUN $995  RAL01040 WEREBEAR (1 39;95
RAL11706  TEMBO DARK SUN $7.95  RALO1045 EARTH DAEM&N (ELEMENTAL) $10.
AD&D Monsters RAL11707  DARK SUN ADVENTURERS $1095  RAOI0&) ARMORED CENTAUR WIBOW & SPEAR $8.98
R A e S RAL11708 DARK SUN FEMALE GLADIATORS (3) $10.95 RALO1051 GRIFFIN $8.95
Lt RALO1060  DUNGEON LADY (1) $3.50
RAL11401  BEHOLDER (1) $8.95 AD&D Boxed Sets AL a10es e SONED sloce
RAII:: Iﬁg g?gﬁE lé(m)NT WITH AXE (1) s?;gg Each with () 25mm figures. RAL0O1071 UNICO&IEI WITH MTD VIRGIN $8.95
- RAL01072 COLD DRAKE $19.95
B N L Vet 31095  RAL10500 REDDRAGON OF KYRNN&RIDER  $39.95  RAL01083 WAR DRAGON BOXED 82250
RAL11406 MIND FLAYER (1 ‘sg»go RAL10501  DRACONIANS (10) $34.95  RAL01084 EVIL LORD BOXED $22.50
ivtrrs - e 13 RAL10502 HEROES OF THE LANCE (10) $29.95  RAL01089 WITCH KING ON CHARGER $11.95
RAL11408 TROLL(H Y409  RAL10503 HUMA'S SILVER DRAGON $39.95  RALO1090 STORM GIANT WITH AXE $11.95
RALI 1408 ORGS (1) $1a06 Aol YELARS DR T $3495  RALO1091 MTD ELF HERO IN PLATE $11.95
RAL11410 ETTIN (1’ 395  RAL10509 DUNGEON GAME MINIATURES (10)  $3495  RAL01093 ANTI-PALADIN MTD & FOOT $11.95
RAL 4}1 OWL BE R( 517'95 RAL10510 D&D BASIC HEROES (10) $29.95 RALO1094 GOLDEN DRAGON $34.95
g bl . RAL10ST1  RAVENLOFT DENIZENS (10) $29.95  RAL01095 JABBERWOCK (1) $10.95
DISPLACER%& ST 31392 RAL10512 D8&D $7495  RAL01096 HIPPOGRIFF (1) $9.95
RAL11413 AST (1) $1395  RALIoo15P DeD MONSTERS (B0 PLASTIC $6495  RA01106 HALF ELVES (4) $1195
g e $1695  RAL10514 DRAGON MOUNTAINBOXEDSET  $39.95  RA(01109 CLOUD GIANT WITH CLUB 31705
RAL11415 E & NerE $1695  RAL10515 CASTLE FORLORN RVNLFT SET $3495  RAO1114  THIEVES (4) 31395
AL RSSETES%%DELES' LESQUONE  ¢05.95  RAL10540  DARK SUN CHARACTERS (20) $69.95  RALOT124 WARRIORS OF CHAOS (4) $1395
E S teMo D $14.95  RA[10540P DARK SUN CHARACTERS(PLASTICINov  $59.95  RA(01125 MTD CHAOS CHAMPION W/AXE $1195
S e e 31395 RAL10541  DARK SUN LIGHT CHARIOT $3495  RAL0{126 MTD CHAOS LORD W/SWORD $11.95
e oS M 3135  RAL10S50 HEROES OF FRGOTTEN REALMS(10) $29.95  RAL01128 BRIGANDS TREASURE CARAVAN  $17.95
i e $12. RAL10551 DROW ELVES - MENZOBERRZN (10) $39.95  RAL01129 GELESTIAL DRAGON $19.95
RALI1422 GATOBLEPAS (1) 31302 RALO1132 S@ $7.50
' a RALO1133  GUARDIANS OF 50O $7.95
RALI1428  UNICORN (1) e BattleSystem Brigades RALOI15¢  LAWEUL FIGKTING GOMPANIONS (21 87,98
M i Boxed Sels with 25mm figures. RALO1135 LAWFUL SWORDMASTERS (2) $7.95
AL iioe bl EMENTALS FIAE & EARTH e RAL01136 CHAOTIC DOOM KNIGHTS (2) $7.95
L11426  ELEMEN ALS_ L $14.95 RAL 10560 THE HORDE HOEKUN CLAN (19 CAV) $69.95 RAL01137 CHAOTIC SKULL KNIGHTS (2) $7.95
RAL11427 ELEMENTALS: AIR & WATER $13.95 e B e i
e e A AsTER s oo RAL et BILLIGUMS MARAUGERS (13) $59.95  RALO1139 BLUE DRAGON $1995
RAL11430 PHASE SPIDER $1595  paljose2 GREYBLOSSOMREGIMENT (26)  $59.95  RALoi1a3 MALKOTIAN SPCK e
RAL11431 STORM GIANT W/SWORD (88mm) $19.95 w H“ T - gﬁtg} }ig é‘éh‘g@}'ég EggﬁﬂMEN () S%.gg

Page 40



Fantasy & Sci-Fi Miniatures

RALO1147
RALO1148
RALO1149
RALO1150
RALO1151
RALO1155
RALO1159
RALO1160
RALO1161
RALO1313
RALO1314
RALO1401

RAL0O1605

BOARAK DEATH RIDER (1 (J $8.95
PERFIDON KNIGHT OF CHAOS LORDS $8.95

ESCHEATER THE COLLECTOR (1 $8.50
SOLECISMIC, SERVANT OF CHACS $8.50
SEA DRAGON $19.95
GIANT GRIFFON 1) $14.95
ELITE ARMOURE DWARF GUARDS 37 95
ORC WAR CHIEFTAIN $7.00

DEMON CREATURES O HAOS (2) $8.95
TROLL GIANT WITH STONE AXE $10.95
BRASS DRAGON

$19.95

WHITE WIZARD $11.95
CARN, WARRIOR/MAGE $11.95
CYMBORIC HIGH ELF W/LORD $11.95
LEONARA, WARRIOR CHAMPION $11.95
CZARCHON, WITCH KING $11.95

EVIL SUPERHERO W/AXE & SHLD $11.95
PALADIN MTD W/SWORD & SHLD $11.95
BLACK PRINCE MTD W/AXE & LANCE $11.95

DWARF CHAMPION W/SWORD (1) $3.50
ORC KING W/SWORD (1 A'& $3. 50
NECROMANCER W/W,

$3.
CHAOS DEATHMASTER W/gg}YTHE (1) $4. 95
GNOME MASTER THIEF W/SWRD (1) = $3.50

3-STAGE

CHARACTERS

RALO1316

Each with 3 25mm figures representing
fow, mid, high character dlasses.

FIGHTER PLAYER CHARACTER (3) 810.95
RANGER PLAYER CHARACTER (3 $10.95
MAGIC USER PLAYER CHARACTER(3) $10.95
HOBBIT THIEF 3-STAGE CHRCTR(3)  $10.95

ELF THIEF PLAYER CHARACTER 3) $10.95
PALADIN PLAYER CHARACTER (3] $10.95
HUMAN ASSASSIN 3-STAGE CHAR(3) $10.95
BARBARIAN PLAYER CHARACTER (3) $10.95
DWARF FIGHTER (3 STAGE) 3) $10.95
ELF FIGHTER (3 STAGE) (3) $10.95
DRUID (3 STA: ':) & $10.95
CLERIC 3-STAGED CHARACTER (3) $10.95
ANTI-PALADIN (3) $10.95
ELF FIGHTER/ AGE (3) $10.95
FIGHTER W/AXE $10.95
ILLUSION!STST(ER $10.95
FEMALE FIGH STAL $10.95
WIZARD MAGE W/STAFF (3) $10.95
GNOME ILLUSIONIST (3) $10.95
ANTI-HERO é& $10.95
NINJA PLAYER CHARACTER (3) $10.95

FEMALE MAGIC USER (3) $10.9
EVIL SHAMAN PLAYER CHARACTER 3 $10.95
DROW ELF PLAYER CHARACTER (3) $10.95

FANTASY ARMY

PACKS

Blisters with 4 - 6 foot or 2 - 3 cavairy

WOOD ELF W/BOW & SWORD $14.95
WOOD ELF FIRING BOW $14.95
WOOD ELF W/PIKE $14.95
WOOD ELF CAVALRY W/SPEAR $14.95
SEAE $14.95
SEA ELF ADVANCING $14.95

HIGH ELF W/AXE
HIGH ELF FIRING BOW%ﬂ $
HIGH ELF CAVALRY WITH SWORD (3 $14.95

HIGH ELF CAVALRY W/SWORD $14.95
STAR BROWS SELECT $14.95
ELF CHARIOT $29.95
DEEP ELF FIRING BOW $14.95
DEEP ELF WHALBERD $14.95
DEEP ELF CAVALRY W/LANCE $14.95

MOUNTED HALFLINGS (4) $14.95
DWARVEN ENGINEERS (6) $14.95
DWAR E $14.95
ELITE DWARF AXEM N MIXED (6 ég $14.95
DWARVES WITH 2 HANDED AXES (6) $14.95
DWARVEN CAVALRY (3) $14.95

DWARVEN ARQUEBUSIERS (6) $14.95
DWARF W/HAM $14.95
DWARVEN SWORDS N (6) $14.95
DWARF W/CROSSBOW (6) $14.95
DWARVEN COMMAND( ) $14.95
SKELETON COMMAND $14.95
MOUNTED SKELETON KNIGHT $14.95
SKELETAL KNIGHT $14.95
SKELETAL ARCHERS $14.95
ASSTD SKELETAL MELEE TROOPS  $14.95
DEALERS OF DEVASTATION $14.95
MIXED IMP SKIRMISHERS $13.95
RATLING SKIRMSIHER&SF)’ $12.95
RATLING ASSAULT TR S (6) $1495

RATLING COMMAND $14.95
FANGS OF FURYéd $14.95
LESSER ORC ARCHERS $12.95
LESSER ORC MELEE TROOPS $14.95
MIXED ORC SPEARMEN (6) $14.95
MIXED ORC SWORDMEN (6) $14.95
KORGS KILLERS (6 ORCS) $13.95
ORC ARCHERS (6) $13.95

RAL02113
RALO2114
RAL02130
RAL02131
RAL02132
RAL02161
RAL02162
RAL02163

RAL02210
RALO2211

RAL02391

WAR MACHINE $49.95
ORC COMMAND GROUP $12.95
ORC LEGIONARIES (6) $12.95
ORC HEAVY LEGIONARIES (6) 12.95
ORC AUXILIARY ARCHERS (6) 12.95
ORC GLADIATOR AUXILIARIES (6)  $12.95
ORC LEADER & GUARDS (5) 12,95
WOLF RIDERS MIXED 14.95
WOLF RIDERS & WOLF 14.95
CENTAUR SKIRMISHERS 14.95
STEEL WIND CENTAURS 14.95
ARMORED CENTAURS $14.95
CHAOTIC WARRIORS és% 14.95
WARRIORS OF CHAOS(6) 14.95
CHAOTIC WARRIOR BOWMAN (6) 14.95
CHAOS WARRIOR CAVALRY (3) 14.95
CHAOS PIKEM ©) 4.95
LORD GOODWINS OMMAND “) 14.95
KNIGHTS OF JUSTICE 14.95
LANCERS OF JUSTICE (3 é 3 $14.95
LEGION OF JUSTICE ARCHERS (6] @, $149
JUSTICE LEGION FOOT SOLDIERS 6 $14.95
DAE-SHIRU COM 12,95
DAE- SHIRU SKIRMISHERS 12,95
DAE-SHIRU REGULARS 12,95
DWARF BOMBARD & (3) CREW 15.95
DWARF FLMRTHR & (4) CREW $22.50
DWARF CATAPLT & (3) CREW 522,50

FANTASY
CHARACTERS

Each biister contains 1 25mm figure.

HIGH ELF SWORD $3.
HIGH ELF ADVANCING $3

HIGH ELF FIRING BOW (1? $3
HALFINGS W/BOWS & SLINGS $3.
HALFINGS W/AXES & SWORDS $3.

FIGHTER IN PLATEMAIL W/HELMET  $3.
PALADIN W/GREATSWORD $3
RANGER IN MAIL W/BOW 3
CHAOTIC WARRIOR W/GREATSWORD $3.
CHARGING FIGHTER $3
HEROIC KNIGHT $3
FIGHER WITH LONGBOW $3.
ANTI-HERO W/AXE $3
FEMALE FIGHER W/ROUND SHIELD  $3.
CAVALIER KNIGHT

WARRIOR LORD 3
MASTER THIEF 3
BRIGAND THIEF 3
ACROBATIC THIEF

CLOAKED ASSASSIN

NINJA ASSASSIN

ROGUE THIEF

WIZARD W/STAFF
ADVENTURER WIZARD
ILLUSIONIST CONJURING
EVIL WIZARD W/SKULL STAFF
WIZARD W/RUNESWORD
FEMALE MAGIC USER
CLERIC W/BALL & CHAIN
SEMORED CLERIC

INQUISITOR W/SWORD OF JUSTICE
(R R

[t gt datada gt
g e e e e e g r ey

BLBLLBLBRBBBBELY

FANTASYMONSTERS

RAL02401
RAL02403
RAL02404
RAL02405

RAL02416
RAL02417

Blisters with 1 or () scale metal figures.

GREAT FIRE DRAGON $19.95
WERETIGER $4.95
GARGOYLE $56.00
DEMON $5.50
ABRMORED MINOTAUR W/SPEAR $5.50
HELL HOUNDS g) $10.95
LION CENTAUR! $9.95
RATLINGS $12.95
TROLLS $13.95
ARMORED OGRES $11.95
TREE SHEPHERD $19.95

FANTASYBADGUYS

RAL02901

Each with 1 - 4 25mm metal figures.

HYDRA SMALL 311 95
FEMALE GIANT $13.95
ARMORED CENTAURS (MALE & FEML)$10.95
MANTICORE $9.95
UNICORN $6.50
LIONS (MALE & FEMALE) $7.95
ATTACK DOGS $7.95
GIANT RATS . $7.95
GNOMES $10.95
RANGERS (3) $10.95

RAL02927 FEMALE WARRIORS $10.95
RAL02928 WYVERN $13.95
RAL02929 GNOLES (4& $13.96
RAL02931 FIGHTING PALADIN $3.50
RAL02932 ANTI-HERO W/2-HANGED AXE $3.50
RAL02933 HALF ELF CHAMPION $3.50
RAL02934 BARBARIAN GIANT $13.95
RAL02936 ARMORED MINOTAUR W/SWORD $9.00
RAL02937 FIGHTING PEGASUS 310.95

RAL02938 SKELETON WARRIORS $13.95
RAL02939 GNOLL CHAMPION W/HENCHBEASTS 310 95
RAL02940 SKELETAL GIANT 395
RAL02941 CHAOQTIC WAR DRAGON & RIDER SI 9.95

RALO2942 BARBARIANS (3) $9.95
RAL02943 ARMORED OGRE $8.95
RAL02944 DRAGONMEN $11.95
RAL02945 SABRETOOTH $4.95
RAL02948 ARCHER%& $9.95
RAL02949 GREY WIZARD $3.50
RAL02950 UNDEAD NINJA $3.50
RAL02951 -RIN $6.50
RAL02952 SKELETAL BEASTMEN (4 E% $13.95
RAL0O2953 WARCAT W/GNOLL RID $8.50
RAL02954 WINGED DEMON LORD $13.95
RAL02955 EVIL DRAGO $19.95
RAL02956 GIANT MINOTAUR/BEASTMAN $14.95
RAL02957 HOBGOI $13.95
RAL02958 FAMILIARS MULTIPLE $3.50
RAL02959 FEMALE ADVENTURERS (3 é})' $10.95
RAL02960 HOBGOBLIN BOAR & RIDERS $13.95
RALO2961 GOATMEN 13.95
RAL02962 COCKATRICE $3.50
RAL02963 FEMALE MAGIC USERS $10.95
RAL02964 HIPPOGRIFF $9.95
RAL02966 MOUNTED SPECTRE $8.95
RAL02966 HALF ELF ADVENTURER $11.95
RAL02967 BALROG 13 95

$
RAL02968 CENTAUR ADVENTRS MALE & FEM  $11
FEMALE PALADN & ARMRD UNICORN $10. 95

ALLAMERICANSERIES

Each with 1 25mm figure. There are
twelve different figures in esach code

RAL12001 ALL AMERICAN FIGHTERS (12) $3.50
RAL12011  ALL AMERICAN NEW ORCS $3.50
RAL12020 WIZARD ALL AMERICAN $3.50
RAL12030 UNDEAD ALL AMERICAN $3.50
RAL12040 ALL AMERICAN DWARVES (12) $3.50
RAL12050 ALL AMERICAN ELVES (12) $3.50

FANTASYBOXEDSETS

With 1 - 10 25mm metal figures.

RAL10200 NINJA $19.95
RAL10210 GUARDIAN DRAGON $26.95
RAL10211 SILVER DRAGON $24.95
RAL10212 ROGOI BALROG DRAGON $24.95
RAL10308 HIGH CHIVALRY $29.95

RAL10309 SKELETAL LEGIONS OF LICHE KING $29.95
RAL10310 SILVER AND STEEL (10 FEMALES) $34.95

RAL10320 TITANS OF TER $39.95
RAL10412 RAL, LORD OF THE BALROGS $34.95
RAL10414 WARLORDS $26.95
RAL10416 DUELING DRAGONS $44.95
RAL10417 HYDRA LARGE $37.50

COLLECTORS’
MASTERPIECES

High Quality boxed sets with 25mm scale figures
RAL10419 ARMORED DRAGON BOXED SET $37.50
Huge dragon with lancer.

C ﬁTCH OF FEAR COLLECTOR SET  $44.95

RAL 10420
Dra two thieves stealing her eggs.
RAL10450 AN GON STS BOXED SE’T $59.95
Black dragon verses
RAL10451 BRIDGE OF SORR! S $69.95
Clash a; Imu dr on involvi
RAL10451P BRI ROWS (Blastic] Oct  $59.95

RAL10460 BLACK DRAGON FIRE & DARKNESS  $34.95
RAL10461 FEARLESS FROST DRAGON $34.95
RAL10462 RIDING THE WIND TO VALHALLA $49.95

Dwarves with ridi 3
RAL10463 T-CHAR DR' 8‘ FIR?FURY.DOM $49.95
RAL10464 NIDDHOGG THE WY $49.95
RAL10465 DUR DOOM $54.95
lboul to

Dra eat
RAL10602 MTD HERO FIGHTING GIANT Nov $64.95
From Larry Elmore’s P:
RAL 10603 AVALYN(E THE HEALE%I VIGNETTE Nov$99.95
From Larry Eimore’s Pain
RAL10661 FEATHERED SERPENgf (PLASTIC) Nov $54.95

RALPARTHAIMPORTS

Blisters with 1 or () 25mm metal figures.

RAL23614 ZOID, THE BARBARIAN PINHEAD
RAL23621 DWARF WITH RUNE-SPANNER
RAL31001 LORD OF DARKNESS

RAL31002 \gﬁéIST_IH RIDER ON WINGED MOUNT $

RAL31004 GHOUL
RAL31006 MINOTAUR
RAL31006 WEREWOLF
ZOMBIE
RAL31008 MEDUSA

MUMMY
RAL31010 MIND SLAYER
RAL31012 GIANT HALF TROLL CHAMPION
RAL31016 DRUID & BEAR
RAL31017 DEMON BEAST
RAL31020 WERERAT

I3 443 4
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RAL31021 EAGLE

RAL31022 WRAITH W/FLAMING SWORD

RAL31023 LIZARD MEN (N{

RAL31024 GREATER ANIMALS (6) $15.95
RAL31025 LESSER ANIMALS (7) $15.95
RAL31026 WYVERN $13.95




m Fantasy & Sci-Fi Miniatures

RAL31027
RAL31028

UNICORN $5.95
ARMORED CLOUD GIANT $14.95
ARMORED OGRES OF DOOM $13.

95
HUNTRESS AND HUNTER DRAGON 31 1.95
ROBIN HO! $3.50

SEVEN MAGIC ITEMS $8.95
EIGHT TREASURE ITEMS $7.50
SINBAD $3.50
WARRIOR MONKS $9.95
GLADIATORS $7.95
IVEA - BATTLE QUEEN & WARWOLF  $6.95
LOENAR & ORIK MASTER THIEVES $9.95
SHOGUN SKELETON LORD $3.50
GRM R $3.50

REAPER
LEGION OF HELL STANDARD BEARER $3.50
SKELETON RIDER ON HORSE OF HEL $7.95

ARMORED CLOUD GIANT $14.95

ARMORED OGRES OF DOOM $13.95
HUNTRESS AND HUNTER DRAGON  $11.95
ROBIN HOOD $3.50
SOOTHSAYER $3.50
WHITE KNIGHT $3.50
SEVEN MAGIC ITEMS $8.95
E:GHT TREASURE ITEMS g%
WARRIOR MONKS $9.95
GLADIATORS $7.95
IVEA - BATTLE QUEEN & WARWOLF  $6.95
LOENAR & ORIK MASTER THIEVES $9.95
SHOGUN SKELETON LORD $3.50
GRIM REAP $3.50
LEGION OF HELL STANDARD BEARER $3.50
SKELETON RIDER ON HORSE OF HEL $7.95

BUSHIDORANGE

Blisters with 1 - 3 25mm metal figures.

MOUNTED SAMURAI $12.95
SAMURAI & RONIN (3) $9.95
SAMUARI BUSHI (3) $9.95

INJA $9.95

N
BUDOKA & YAKUZA (3

$9.95
ORIENTAL FEMALE X[&VENTURERS 3 $9.95
GAKUSHO & SHUGENJA MAGICIANS 3 $9.95
TENGU 55:3 $9.95
ONI DE NS (3) $9.95
SHIKO! & $7.95
DAI-BAKEM NO (1) $9.95
AI-ONI (1 $10.95
ARMOR D NINJ lé\)vIE $9.9
NINJA W/GIMMICI APONS (3) $9.95
ARMORED SAMURA EA $9.9
SAMURAI ADVENTURERS (3) $9 95
TATSU DRAGON $16.50
MUKADE CENTIPEDE $11.95

FANTASY

ADVENTURERS

Blisters with 1 25mm metal figure.

BARD W/SWORD & LUTE

RANGER W/SWORD & BOW

PALADIN W/SWORD

NINJA ASSASSIN W/SWORD

ELVEN HERO W/SWORD

FEMALE FIGHTER W/TRIANGLE SHLD

HOURI W/DAGGER

EVIL CLERIC

EVIL PRINCESS

AMAZON W/SWORD

DWARF CHAMPION W/AXE

FEMALE RANGER

PALADIN W/FULL CHAINMAIL

GNOME WARRIOR THIEF

FEMALE PALADIN IN PLATE W/MACE

BARBARIAN HEROINE W/SWORD

MAILED WARRIOR W/DUNGEON APPRL
SORCERESS IN DUNGEON ATTIRE

SWASHBUCKLER THIEF

THIEF W/LONGSWORD IN AMBUSH

FEMALE DUELLIST W/2 SWORDS

DUELLIST W/2 SWORDS

TORQUEMADA, CHAOS CONQUEROR

ZORA, GYPSY SORCERER

BRAN MAC, KING OF THE PICTS

BELINDA, KNIGHT OF

DARLENE, WARRIORESS OF LIGHT

MELORIAN, RADIANT ADVENTURESS

CHAOTIC BARBARIAN ATTILA

HERCULES

HEROIC WIZARD

QUEEN OF EVIL

JUNGLE LORD

GALLINIR ELF KNIGHT

OBESS THE EXTREMELY ROTUND

SHOKMEISTER DWARF STORMTPR

ROEG BARABARIAN PRINCE

ELLANA, DRAGONMISTRESS

HOGAR ARMORED HALFLING

KIERAN MALE PITFIGHTER

KATARO FEMALE PITFIGHTER

SARLON DARK ELF WARRIOR

DENATALE YOUNG WANDERING WIZ

SIR MICHAEL - BOLD CAVALIER

CHI-LI YOUNG ENCHANTRESS

DORNA WARRIOR QUEEN

SURON-GYL DARK ELF PRINCESS

[3adadadadddqdqadagadadadadaqaqadadaddadaggadad
88388 BEBLBLEBEBLBBEBBEBLBL3BB3LBBL3L388BLB3BES

RAL61084 NOEGU PITFIGHTER CHAMPION $3.50
RAL61085 THORBAN DWARF CHAMPION $3.50
RAL61086 LANAH, BARBARIAN PRINCESS $3.50
RAL61087 ZACCAHRIUS CONNIVING CLERIC $3.50
RAL61088 FREA KOOLBLADE SHIELD MAIDEN $3.50
RAL61089 YOUNG PALADIN SIR GARTH $3.50
RAL61090 ELF ADVENTURESS VIVANIA $3.50
RAL61091 SAVAGE CHIEFTAIN MBONGA $3.50
RAL61092 DRAGON SLAYER AMBERLYNN $3.50
RAL61093 SWORDMISTRESS CIERA $3.50
RAL61094 ENCHANTRESS ARIANNA $3.50
RAL61095 ADVENTURING WIZARD ECHIBU $3.50
Blisters with () 25mm metal figures.

RAL10860 CORP DRAGON & HUMAN IMAGE $39.95
RAL20500 SHADOW RUNNERS (4) $13.95
RAL20501 DEC %E $10.95
RAL20502 HUMAN STREET SAMURAI (3) $10.95
RAL20503 Gl (3 EJ $10.95

L20504 DEMI-H MAN STREET SAMURAI (3) $9.95
RAL20505 ELVES (4 $12.95

L20506 CORPORATE CONTACTS &3& $9.95
RAL20507 GO-GANGERS gGUYS & 2BIKES) $16.95
RAL20508 RIGGERS AND $12.95
RAL20509 HUMAN STREET GA| TJ & $9.95
RAL20510 CORPO SECURI UARDS (5) $14.95
RAL20511 LONE STAR STREET COPS (5) $14.95
RAL20528 BLACK ICE IC! 10.95
RAL20529 WASP MALE SPIRITS 10.95
RAL20530 WASP QUEEN & HUMAN HOST $7.95
RAL20531 COMBAT MAGES 10.95

L20532 PIASMA PARANORMAL BEAR $9.95
RAL20533 DZOO-NOO-QUA TROLL $6.95
RAL20534 SPIRITS OF MANéF? $13.95
RAL20535 SPIRITS OF WAT| $13.95
RAL20560 MERCS MALE & FE ALE ég Nov $6.50
RAL20561 STREET MAGES MALE & MALE(2)NOV$G 50

STREET SAMURAI MALE & FEMALE Nov $6.50

RAL20563 MERCURIAL & KYLE MORGAN (2) Nov  $6.50
L20564 HARLEQUIN & EHRAN, SCRIBE 2 Nov  $6.50
Blisters with 1/285th scale metal vehicles.
RAL93001 N.A. COMBINE OGRE MKV $26.95
RAL93002 N.A. OOMBlNE OGRE MK Il $19.95
RAL93003 NA COM GEV $9.95
RAL93004 NA COMBINE HEAVY TANKS $9.95
RAL93005 NA COMBINE MISSILE TANKS $9.95
RAL93006 NA COMBINE LIGHT TANKS $9.95
RAL93007 NA COMBINE HOWITZER $9.95
RAL93008 COMBINE OGRE MK IV Oct $19.95
RAL93009 COMBINE MOBILE HOWITZER}?) Nov $8.95
RAL93010 COMBINE SUPER HEAVY TANK (1) Nov $8 95
RAL93011 COMBINE LIGHT GEV (4) Nov
RAL93012 COMBINE INFANTRY (24) Nov SB 95
RALS3013 PAN EUROPEAN LIGHT GEV g& $8.95
RAL93020 PANEUROPEAN FENCER OG| $24.95
RAL93025 PANEUROPEAN Gl i ‘E $9.95
RAL93026 PANEUROPEAN MISS LE TANK (3) $9.95
RAL93027 PANEUROPEAN LIGHT TANK (3 $9.95
RAL93028 PANEUROPEAN HEAVY TANK (3) $9.95
RAL93029 PANEUROPEAN HOWITZE { $9.95
RAL93030 PANEUROPEAN MOBILE HOW TZR (3) $9.95
RAL93031 PANEUROPEAN SPR HVY TANK (3) $9.95
RAL93032 PANEUROPEAN GEV-PC (3) 9.95
RAL93033 PANEUROPEAN INFANTR Fﬁ) $9.95
RAL93034 PANEUROPEAN MISSILE CRAWLER  $9.95

STARWARS

Blisters with 3 25mm metal figures.

LUKE, R2D2, C3PO (3

HAN, CHEWIE, LEIA (3)
STORMTROOPERS # 1 (3)
STORMTROOPERS # 2 (3)
REBEL TROOPERS # 1 (3)
REBEL TROOPERS # 2 (3)
USERS OF THE FORCE (3)
PILOTS & GUNNERS (3)
STORMTROOPERS #3 (3
IMPERIAL HVY BLSTR & CREW
IMPERIAL ARMY TROOPERS (3)
IMPERIAL NAVY TROOPERS (3)
REBEL TROOPERS # 3 (3)
REBEL COMMANDOS 53)
IMPERIAL OFFICERS (3)
STORMTROOPERS #4 (3)
REBEL COMMANDOS # 2 (3)
IMPERIAL ARMY TROOPERS # 2 (3)
IMPERIAL NAVY TROOPERS (3)
BOUNTY HUNTERS (3)

REBEL TROOPERS # 4 (3)
BOUNTY HUNTERS # 2 (3)
DROIDS (3

CLOUD CITY (3)

WEST END 6AMES

GRENADIE

Grenadier UK News

We are now sourcing most of our Grenadier kom the UK, and you will

find that their range has a much better mix.

GENERALFANTASY

Blisters with 1 - 3 25mm metal figures
GRE301  DJINNVEFRIT! :
GRE319 DEATH GIANT
GRE320 SYLVAN CREATURES

GRE3119

GRE4301
GRE4302
GRE4303

GRE701

GRE723
GRE724

GRE801

GREB137
GRE8138
GRE8139
GRE8140
GRE8141
GRE8142
GRE8143
GREB144
GREB145
GRE8146
GRE8147

DEMON

FROST PRINCESS
ARMORED BALROG
POND DRAGO!

MARSH DRAGON
HIPPOGRIFF

ORC DRAGON RIDER

F DRAGON
STERLING KNIGHTS
WOMEN OF
DAMSEL INTO WEREWOLF
LIGHTNING MASTER
DEMONSPAWN
MINOTAURS
TROLLS

HARPIES
LYCANTHROPES
ETTIN

HALF-ORC RAIDE& ?NFANTRY
HALF-ORC RAIDER COMMAND
HALF-ORC RAIDER CHAMPIONS
CURSED ELF INFANTRY

UNDEAD (3)
RAT PACK (4)
SPIDERS (4)

FANTASY
PERSONALITIES

Blisters with 1 - 3 25mm figures.

RANGERS/FORESTERS

FEMALE ELF WARRIOR

MTD DEATHLORD & WARHOUND
DEATH LORDS

ELVES

HIGH ELVES MTD & FOOT
MTD KNIGHT W/YEOMAN
PALADINS

GOBLIN WOLF RIDER
GIANT WERERAT

WOOD ELVES
DUNGEONEERS
MINOTAURS

FEMALE ADVENTURERS
SKELETONS

ROGUES

CHAOS BEAST HANDLER
HIGH ELVES

CENTAURS

FANTASY

CHARACTERS

Excellent range of single 25mm figures.

PALADIN

ANTI PALADIN

EVIL MAGE

NORTHMAN REAVER
WEAPONMASTER
ASSASSIN

DEATH LORD

CHAMPION WITH TWO H/'SWORD
GREY WIZARD

WHITE WITCH

BLACK SORCERESS
FIGHTING PALADIN

DWARF ADVENTURER
WIZARD ADVENTURER
FEMALE SNEAKTHIEF
RANGER WITH TWO SWORDS
MYSTERIOUS STRANGER W/ SWORD
DWARF WITH CRO

FEMALE WOOD ELF
ARMORED FEMALE CLERIC
NINJA

DARK HERO

SKELETON CHAMPION
MINOTAUR WARRIOR
SUCCUBUS II

LIZARDMAN 1l

LAWFUL DEFENDER
TRAVELLING WIZARD
FEMALE HALFLING Ui
SWORDSWOMAN 1|
ADVENTURING BARD
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Fantasy & Sci-Fi Miniatures

GREB148 DEATH KNIGHT $3.50
GRE8149 WARRIOR PRIEST $3.50
GRE8150 ADVENTURING RANGER $3.50
GRE8151 FIGHTER MAGE $3.50

GRE1401
GRE1402
GRE1403
GRE1404
GRE1405
GRE1406
GRE1407
GRE1408
GRE1409
GRE1410
GRE1411
GRE1412
GRE1413
GRE1414
GRE1415
GRE8133 GRE8134  GRE8135 GRE1416
GRE1417
it
GRE4101  KNIGHT (1 $3.50
GRE4102 BARBAR‘A)N (1) 360 ARz
GRE4103 $350  ApEass
GRE4104 WIZAR (1) $350  2pEia5s
GRE4105  THIEF (1 E( $350  ApEiasy
GRE4106 MASTER BARD (1) $350  Apeiase
GRE4107 FEMALE BARD (1 E & $350  ApEiase
GRE4108 FEMALE FIGHT (1) $350  Fpeiass
GRE4109 FEMALE $350  ApEiase
GRE4110 FEMALE WIZA ( ) $350  Epeiass
GRE4111 BARBARIAN WITH SWORD (1) $350  Zpeia%o
GRE4201  SKELETON (1) $350  AnE
GRE4202 ZOMBIE (1) $350  Zpeiads
GRE4203  MUMMY (1) $350  Apeiais
GRE4204 GHOST (1) $3.50  GpEiaza
GRE1435
FANTASY s
GRE1437
GRE1438
WARRIORSI GReiiae
GRE1440
Blisters with 1 - 3 26mm figures. GRE1441
GRE1442
GRE907  OGRE ARMORED $895  GRE1443
GRE908  OGRE BERSERKER $095  GRE1444
GRES09  OGRE MERCENARY $095  GRE1445
GRE910  ORC WOLF RIDER CHAMPION $995  GRE1446
GRE911  ORC WOLF RIDER ARCHER $895  GRE1447
GRE912  ORC WO $895 GRE1448
GRE913 DWARVEN URSINE CAV W/SPEAR $995  GRE1449
GRE914  DWARVEN URSINE CAV W/AXE i
GRE915  DWARVEN LEADER ;
GRE929  DWARF URSINE LEADER I
GRE930  DWARF URSINE CHAMPION i
GRE931  DWARVES WITH SPEARS $8.
GRE932  DWARVES W/2 HANDED WEAPONS :
GRE933  DWARVES WITH AXES $8.
GRE936  DWARVEN CHAMPIONS AND HEROES $8.
GRE938  TROLL WITH CUTTING WEAPONS $8.
GRE939  TROLL WITH SMASHING WEAPONS ]
GRE940  TROLL WITH STONE CLUB $8.
GRE941  WAR TROLL CHAMPION $9.
GRES42  ORCS WITH TWO HANDED WEAPONS  $8.
GRE943  ORCS WITH HAND WEAPONS $8.
GRES44  ORCS WITH POLE ARMS !
GRE945  ORCS WITH SCIMITARS |
GRE946  ORCS WITH SPEARS AND SHIELDS ]
GRE947  ORCS BOLT THROWER I
GRE948  ORCS WITH BOWS $8.95
GRE949  ORCS CHAMPIONS $895  GRE51001
GRE950  ORCS LEADERS $8.95 GRE51002
GRES1003
GRE51004
Boxed Sets GRES1000
Superb boxed sets with () 25mm figures.
4 o GRE51007
GRE9S001 DWARF GENERALS WARCOUNCIL $26.95  GRE51008
GRE9002 ORC BATTLE S $2695  GRE51009
GRE9003 DWARF BATTLESET $2695  GRE51010
GRE9004 ORC WOLF RIDER $2695  GRE51011
GRE9005 ORC GENERALS WAR CHARIOT $2695  GRE51012
GRE9006 $26.95  GRE51013
GRE9007 DWARF CAN $2695  GRES1014
GRES008 GOBLIN WAR BAND BOXED SET $26.95  GRE51015
GRES010  TREEMAN (1 $16.95  GRE51016
GRE9012 DWARVEN GIANT WAR BAT (1) $26.95  GRES1017
GRE9014 DARK ELF PALANQIN (1) $26.95  GRES51018
GRE9015 CYCLOPS BESERKER f( z‘ $16.95 GRE51019
GRE1601  BATTLE LORDS FOOT IGHTS $26.95
GRE1602 ORCS - BATTLE L $26.95
GRE1603 DWARVES - BATTLE LORDS $26.95
GRE1604 GOBLINS - BATTLE L $26.95
GRE1605 AMAZONS $26.95
GRE1606 WAR OGRES $26.95
GRE1607 OGRES OF THE EAST $26.95
GRE1608 CHAOS DWARVES $26.95

GRES51030

FANTASY WARRIORS
ARMYPACKS

GRES401 BARBARIAN ARMY (25) $59.95
King,Banner Bearer,herald,2 unit leaders,2 standard bearer

8 archers, 9 lnfant’?h

GRES402 NG MEN ARMY (37) $59.95
Battieleader, 6 foot knights, 10 polearms, 10 archers, 3
bearers, 2 ch arrggns 1 musician, 3 unit leaders, 1 hero
GRE9403 D ELF ARMY (33) $59.95
Battleader,7 swordsmen, 7 spearmen, 8 archers, 3 standard
bearers, 2 musicians, 3 unit leaders, 1 herald & hero.
GRE9404 UNDEAD ARMY (26| $59.95
Warchief, giant, 9 spearmen, 8 archers, 2 standard bearer
necromancer, musician, 2 unit leaders, chanwon

FANTASY
WARRIORSII

Excellent range of blisters with 1 - 6 25mm figures

WOOD ELVES WITH BOWS $12.95
WOOD ELVES WITH SPEARS $12.95
WOOD ELVES WITH SWORDS $12.95
FIGHTING MEN WITH LONG BOWS ~ $12.95
FIGHTING MEN WITH POLE ARMS ~ $12.95
FOOT KNIGHTS 12.95
WOOD ELF CHAMPIONS 12.95
FIGHTING MEN COMMAND $12.95
MOUNTED KNIGHTS $12.95
WOOQOD ELF COMMANDwé 12.95
BARBARIANS W/HAND WEAPONS ~ $12.95
MOUNTED PALAD 12.95
WOOD ELF EAGLE RIDERS $12.95
FIGHTING MEN CHAMPIONS $12.95
MEDIEVAL HANDGUNNERS (5 $12.95
BARBARIAN COMMAND (4 12.95
WOOD ELF HERO £ EAGLE RIDER $12.95
MEDIEVAL FOOT PALADINS (5 12.95
CI7Y GUARDSWITH PIKE & 1IALBRD $12.95
WOOD ELF CAVALRY 12.95
FIGHTING MEN WITH HALBERDS ~ $12.95
ELVEN LORDS 12.95
BARBARIAN WARRIORS 12.95
FIGHTING MEN W/CROSSBOWS $12.95
WOOD ELE CAVALRY COMMAND  $1295
BARBARIAN ARCHE 12.95
FICH ELVES WITH SPEARS 12.95
HIGH ELVES WITH LONG BOWS $1295
BARBARIAN GIANT $12.95
HIGH ELVES WITH 2 HANDED WEAPN $12.95
BARBARIAN HEROES 's& $12.95
HALF ORCS WITH HAND WEAPONS 5 $12.95
FIGHTING MEN:WIZARDS & PRIESTS $12.95
BARBARIAN BERSERKERS (5) $12.95
EVIL FOOT KNIGHTS (5 12.95
HIGH ELF CAVALRY W/ ICE (2) $12.95
HALF ORCS W/BOWS (5) 12.95
HIGH ELF CAVALRY $12.95
HALFLINGS $12.95
HALFLING HEROES $12.95

ALF ORC COMMAND $12.95
SHAMAN AND SORCERERS $12.95
WOOD ELF WIZARDS & DRUIDS $12.95
HIGH ELF COMMAND 12.95
BARBARIAN BEASTMASTER $12.95
BARBARIAN INDIVIDUALS (4) $12.95
FIGHTING MEN CANNON & CREW  $12.95
MEN W/GIANT HANDGUNS (4) $12.95
MOUNTED MEN-AT-ARMS (2) $12.95

GRE1431 Barbarian Heroes

UNDEAD W/HAND WEAPONS (5)
UNDEAD W/2 HANDED WEAPONS (5)
UNDEAD ARCHERS (5) $1
UNDEAD CAVALRY (2)

UNDEAD COMMAND (4)

UNDEAD BOLT THRO ERS (2)
NECROMANCERS

WRAITHS ON FiORSES @

SPECTORS, MTD & FOO

LICHES, MTD & FOOT $12.
AMAZONS WITH SWORDS & SHIELDS $12.95
AMAZONS WITH 2 HANDED WEAPONS $12.95
AMAZON ARCHERS $12.95
AMAZON GUARD $12.95
UNDEAD GIANT

UNDEAD TROLL

UNDEAD WARRIORS

UNDEAD CAVALRY COMMAND

AMAZON COMMAND

GIANTESS

AMAZON CAT RIDERS

AMAZON CAT ARCHERS

GOBLIN GIANT SPIDER RIDERS

HOBGOBLIN INFANTRY
HOBGOBLIN COMMAND
HOBGOBLIN HEROES (5
HORSE RAIDER WARRI

RS

HORSE RAIDER COMMAND
HORSE RAIDER HEROES

GRE51044 Dark Eif Warchief & Hero

GOBLIN SPIDER RIDER WIZARD §
GOBLIN SPIDER RIDER HERO

GOBLIN SPIDER RIDER LEADER
GOBLIN SPIDER RIDER GUNNER
UNDEAD FLYER

GOBLIN WARRIOR ON GARGOYLE

GRE51031
GRE51032
GRE51033
GRE51034
GRE51035
GRE51036
GRE51037
GRE51038 )
GRE51039 GOBLIN LEADER ON GARGOYLE )
DARK ELF CAVALRY

DARK ELF COM B&

DARK ELF W/AHQUE WS & &
DARK ELF WARCHIEF & HERO (2)

Weapons Packs

1" FANTASY BASES 10)
HORSES BASES ol

ELVEN WEAPONS
HUMAN WEAPONS
POLEARMS
MONSTERS WEAPONS
GOBLIN WEAPONS
FLYING BASES

Attillery

GRES201 STONE THROWER (1)
GRE9202 GIANT BALLISTA (1)

Boxed Sets

GRE3511 GOBLIN WAR GIANT $59.95
atfotml with bolt throwers

M? giant M obbos &
G E5301 EAD CHARIO $26.95
RES5302 AMAZON ATTACK CHARIOTS 6%R $29.95
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GRES51044

GRE401
GRE402
GRE403
GRE404
GRE405
GRE406
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GRE5401 JUGGERNAUT and GOBLlN RI $39.95
GRES350 THE FIEND ﬂ $24.95
GRE5901 ORCS (50 PLASTIC FlGURE $34.95
GRES902 DWARVES (50 PLASTIC FIGURES) $34.95

Clam-shell blisters with () 25mm figures.

GRESTO1  WOOD ELF CAVALRY (6)
GRE5702 WOOD ELF SPEARMEN (10)
GRES703  WOOD ELF ARGHERS (10

GRE5704  FIGHTING MEN ARCHERS (10)
GRE5712 ORC WOLF RIDERS (5)

GRE5713  ORC INFANTRY (10!

GRE5725 BARBARIAN ARCHERS (10)
GRE5726 BARBARIAN WARRIORS (10)
GRE5727 BARBARIAN INFANTRY (10)

GRE5728 BARBARIAN BODVGUA D(10)
GRE5729  HIGH ELF ARCHER b )

GRE5730 HIGH ELVES W/2HAND SWORDS (10)
GRE5731 HALFLING INFANTRY (15)

GRE5733  HALFLING ARCHERS (15)

RERSRRRSRRRRRL
8388888 TLLBBEY

Clam-shell blisters with () 25mm figures.

GRES301 DWARF SPECIALS (10) $22.50
GRES302 DWARF INDIVIDUALS (8) $19.95
GRES303 ORC SPECIALS (10) $22.50
GRES304  ORC INDIVIDUALS (® $19.95
GRES305 BARBARIAN SPECIALS (10) $22.50

FANTASY
WARRIORS
INDIVIDUALS

Blisters with 1 25mm figure.

RAGNAR THE BARBARIAN DESTROYER:
SIR BORS MIGHTY KNIGHT
GLORTHIENDEL WOOD ELF LORD
FRIAR TUCK HUMAN CLERIC
WILLOWSON DRUID

BADMAR EVIL MAGE

UZBUG HALF ORC CHAMPION

SIR RANULPH HUMAN PALADIN
LOTHANDOR WOOD ELF MUSICIAN
WULFGAR BARBARIAN BESERKER
NIMBRODEL WOOD ELF LEADER
BEOMUND BARBARIAN MUSICIAN
MERLIN WHITE WIZARD

DUKE RELMAR HUMAN BATTLELEADR
UZBUG HALF ORC LEADER
LOTHIENDEL WOOD ELF BARD

BISHOP WENDEL HIGH PRIEST HUMN
"(I'E&H_?N STOUT HALFLING HERO

VALLATAR
DUKE HAGLIN
TUTENDOOM
PINESTONE
DIREBLADE

GRES5201

2BBB8Y

WITCH

AMAZON WARCHIEF
AMAZON BATTLELEADER
ENCHANTRESS

VALKYRIE

WRAITH

UNDEAD CHAMPION
UNDEAD STANDARD BEARER
WOOD ELF

HIGH ELF

BARBARIAN

FIGHTING MAN

FOOT KNIGHT

WOQOD ELF MARKSMAN
BARBARIAN HERO
BARBARIAN BODY GUARD
BARBARIAN BATTLE LEADER
GOBLIN LEADER

UNDEAD BARBARIAN

GRES5614
GRES5615
GRE5616
GRE5617
GRES5618
GRES5619

e e e e e e g g A T e

9]

m

g
BRBBBBBBRBBBABABBBE BRBBLLLLLBLLB22288

=
&
aQ
®
N
w



m Fantasy & Sci-

Fi Miniatures

GRE1305  SKYSHARK HELIJET $1595  FANDAS URNS (5 $11.95
GRE1701  ASSAULT WALKER $i595  FANDB02 WOODENFLOORS (6 $14.95
GRE1702 ARACHNODROID $1595  FANDBO3 STONE STAIR $14.95
FANDBOA  RA/SED STONE WALKWAYS 14.95
FANDGC2 DOUBLE DOORS (5) 10.95
25mm Future Warriors FANDGO4 CYCLOPEAN PORTAL 19.95
FANFAO3 ADVENTURERS CAMPSITE (4) $11.95
GRE1501 SCAVENGERS (5) $1295  FANFTO!  DEVIL HEADED THRONE 14.95
GRE1S02  ROBO HUNTERS (5) 1295 FANITOl  BEDS (5 11.95
GRE1503 TROOPERS (TACTICAL SQUAD) (5) $1295  FANITO2  BARRELS (6) 11.95
GREISs  REBELS (6 1295 FANTOS  CRATES(6) 11.95
GRE1505 FUTURE SAVAGES (5) $1295  FANITO5  TAVERN ACCESSORIES 11,95
GRE1S06  LAWENFORCERS (6 $1295  FANITO6  TAVERN FURNITURE 14.95
GREISO7  TROOPERS WITH HEAVY WEAPNS (5) $1205  FANPCO1 ~ STONE PILLAR (3) 11.95
GRE1508 STREET BIKES (2) $1295 FANPCO2 MARBLE PILLAR (3) 11.95
GRES620 GRES621 GRE5623 SOLOMONIC PILLAR (3) 1195
T e e s
FIGHTING MAN MARKSMAN $3.50 CAVE ENTRANGE AND ROCK POOL  $11.08
ggg?é‘ﬁf:%vcf#{oa o s*g‘% BRIDGE AND STEPPING STONES $11.95
GIANT ORC WARRIOR # 2 $3.50 BAN SKUL ENJRANCE i
GIANT ORC WARRIOR #3 $%0
GRES629 onc MUSICIAIJ 1)) $3.50 KRYOMEK
Excellent skeletal monster series.
GRES501 WAR MAMMOTH $29.95 ; ;
S oA O 2 e
: FANKO!  ALIEN HELIONS (5 14.95
GRESS06  WAR RHINO $20.95 ALIEN WARR!OR(S) LIGHT WEAPONS $14.95
ALIEN WARRIORS - HEAVY WEAPONS $14 95
ALIEN WARRIORS - MASTER SWORDS$14.95
GENERALBOXEDSETS ALIEN WARRIORS - MOLECULAR BLD. $14 95
W e e HOTON LR R e
GRE4902  NINJA ASSASSINS BOXED SET $29.95 : :
GRE4903 DUNGEON DWELLERS BOXED SET  $29.95 AER FELIONG P ODERLANCE - $14.98
GRES000 FANTASY WARRIORS GAME $69.95 ALIEN HELIONS &3 g
(Game includes 51 v““ orcs & 51 plastic dwarfs) ALIEN HELIONS (3) 11'95
GRE7002 WOMEN OF ADVENTURE $19.95 ALIEN HELIONS (3 b
GRE2701 BATTLE GIANT SPECIALEDITION ~ $64.95 ALIEN HELIONS (2 1%
DRAGONS FANK15  ALIEN HELIONS (3) 11.95
FANKIO!  HIVE Locxst gCHEMlCAL SYNTHOTR $19.95
HIVE TUN 9.95
Superb boxed sets with 25mm scale dragons. HIVE FLOO é ?: 19.05
EGG CHAMBER FLOORS (4 19.95
GRE9601  BLACK DRAGON Il
e FANKIOS  HATCHING HELION, ALIEN $19.95
GRE9603 WHITE DRAGON II
GRE9604  BRASS DRAGON Il Human Nexus Marines
GRE9605 GREEN DRAGON Il
B e FANNO!  NEXUS MARINES (4) 11.95
i Eoony - Do e Y i FANNO2  NEXUS MARINES (4) 11,95
GRE9609 BRONZE DRAGON I FANNO3 NEXUS HEAVY APONS (3) 11.95
port e i FANNGS  NEXUS SWAT TEAM (4) 11,95
FANNO5  NEXUS SWAT TEAM (3) $11.95
GREs61 ]I PLATINUM DRACION if FANNOS  NEXUS SWAT TEAM (3 11.95
QREA6121 SPECTHAL DRAGON I FANNO?  NEXUS SWAT TEAM (3 11.95
FANNOS  NEXUS SWAT HEAW WEAPONS @ $1095
XS0 So% Wi e Stoniecsle disac Nexus Penal Troops
iy e s WVICT o FANCYO! ~CYLOS PENAL TROOPS (3) $11.95
GRE9905 CHAOS WAR DRAGON 825195 FANCY02 CYLOS PENAL TROOPS (3) 11.96
GRES006  GOLDEN WAR DRAGON $25.95 SIELS B Bsve FANGYO4  GYLOS PENAL TROOPS (3 1158
GEE%; E&RKAE?RRAAGGSN ggggS FANCY05 CYLOS PENAL HVY WPNS (3) 11.95
.95
GRE9908  WHITE ICE DRAGONS $25.95 Nexus Cybernetic Units
B Ef  I5SmmFANTASY
GRE1801  ORC INFANTRY (12) 15mm $895  FANHCO3 LOKISCOUT $11.95
CREROH B KO LRACON $2595  GREIS0? ORGARGLERS (12 jamm $805 FANTAOI TALOS CYBORG UNIT (2) $14.95
GRE1803 ORC COMMAND (10) 15mm $8.95  FANTAO3 TALOS CYBORG UNIT (2) $14.95
Gt Seleamiite 8BS A meosmitg
ot Giime muNcuauDnfiem - m
e = Nexus Vehicles
e $599%  GRE1B11  ELVEN CHARIOT 15mm $8.95
GRE2528 GIANT GRIFFIN $59.95 GRE1812 GOBLIN SKIRMISHERS 15mm $8.95
DOW DRAGON ' GRE1813  ORC BOLT THROWER 15mm $895  FANNVO!  TRACKED MEDIUM TANK RESIN $22.50
GRE2528  SHA! 59,96 FANNVO4 WHEELED RESIN $22.50
GRE2530 WAR MAMMOTH SPECIAL EDITION  $59.95 EANDL T ELER N GUN £ %
RE2531 THUNDER LIZARD W/LIZARDKING ~ $59.95 EANIDS . LOVER MBALLTOUN HEO) s
GRESS3  WAR RHING CANT FALCON 35405 FANNVOS  WHEELED ASSAULT GON RESN 82250
- T DK DRAGON e FANNV0S  TRACKED PERSONNEL CARR $22.50
. R N DA o] FANNVIO  HOVER PERSONNEL CARRIER RESIN 355,50
oo Bl Ll g FANNV14 HOVER ROCKET LAUNCHER RESIN = $22.50
T TR e s FANNV15 GRAV ROCKET LAUNCHER RESIN  $22.50
man Nex i
FANTASYMETALSCENERY  rancar FANTASY FORGE CATALOG Free
e : aximum of one per order. FANNH  AIRLOCKS(2),DOORS(3)HATCH $19.95
G e etcElinci, 8
GRE101  THE GATEWAY 19.95 3 19.95
GRE102 THE GUARDROOM :12.95 FANTASY FORGE FANNI4  POWERGEN & HEGULTR LIFE SUPRT 519 95
GRE103 gagnsrgggg :}ggg FANNIS CHRYOGENIC CHAMBERS (6)
GRE104 ,
GRE106  CORRIDORS sz RESINSCENERY _Human Nexus Buildings
GAE10?  THE BUNKHOUSE HEYS: Foiime Wil £Zchm, iy,
' FANNBO! COMMAND DOME SENSOR TOWER ~ $26.95
SRS e EEMELE s19 BattleField Scenery FANNBO2 COMMAND DOME LASER TURRET ~ $26.95
FANNBO3  HEAVY GUN BUNKER MISSILES $26.95
FUTUREWARRIORS  ouey ouscreomamecnen  sos ZMEE EMSHSMNEIOREN, | B2
A N I FANBGO3 ~STONE WALL DEFENCES B B D e e cLUSTER st ;25 -
FANBGO: SPIKED PALLISADES 5 FTLONG)  $3965 i el e it e e
25mm Resin Vehicles FANSOOS . AHCHERS STAKES RESIN SCENGHY. 31800 - caNNE0D SQUAD DURKER $2250
FANBGOG SPIKED PITS RESIN 25MM SCENERY 81505  Eannmoy OOUAD BUNKER @ HiCLE -5+
301 SCARAB ANTI-GRAV VEHICLE $15.95 FANNB12  LINKING CORRIDORS (2) $14.95
GRE102 STALET GANGHOT CAR $15.95 ner. n n FANNB13 3-WAY LINKING CORRIDOR $11.95
e =
GREIS08 L i ' AL PR $11.95  FANNB16  POWER DOME $19.95
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Fantasy & Sci-Fi Miniatures

FANNB17  ANTI-MISSILE SILO $11.95
FANNB18 OBSERVATION/SENSOR TOWER $26. 95
FANNB20 MISSILE DEFENCE TOWER $26.95

FANNB21 CLUSTER ROCKET DEFENCE TOWER $26. 95
FANNB22 AUTO-FLAK DEFENCE TOWER $26.95

FANNB23 ADVANCE GUN TOWER $14.95
FANNB24 ADVANCE ROCKET TOWER $14.95
FANNB25 AUTOMATED SENTINEL TOWER $11.95
FANNB26 AUTOMATED SECURITY TOWER $11.95

Miscellaneous Scenery

FANAO1 AIRLOCKS,| DlSHES ANTENNAE ETC $11 95
FANNTO1  ASTEROID CRATE $11.95
FANNT02 SHELL CRATERS $11.95
1/285th scale resin buildings. :
FANBTO1  INDUSTRIAL UNITS $17.95
FANBT02 RESIDENTIAL BLOCK $14.95
FANBTO3 TOWER BLOCK $22.50
FANBTO4 SCIENCE LAB $14.95
FANBTO6  LIBRARY $22.50

FANTASY
NOTE CHEAPER PRICES

Blisters with 2 - 6 25mm figures

ALTCM2  SIDHE HEROES

ALTCM3  SIDHE CLAN WARRIORS
MILESIANS (GAELS
MILESIAN COMMAND
MILESIAN HERO CHARIOT

FIONN MACCUMHAIL
FORORIAN BLADES
CU CHULAINN

THE ARD-RI

MOR & CONANN

FIR BOLG

FIR BOLG HEROES
THE

ALTCM22 DAGDI
ALTCM23 MILESIAN SKIRMISHERS

Blisters with 2 - 6 25mm figures

WIZARD PROGRESSION PACK
HALFLING WALKING PARTY
ADVENTURERS Ili

Multl-packs

ALTSPR001 SKELETON SPEARMEN (10)
ALTSPR002 DRESDAN INFANTRY (10)
ALTSPR004 ELF GUARD SPEARMEN (10)
ALTSPR005 ROYAL DWARF GUARD (10)
ALTSPR006 DRESDAN LONGBOWMEN (10)
ALTSPROO7 HIGH ELF BOWMEN (10)
ALTSPRO08 WOOD ELF BOWMEN (10)
ALTSPR009 DWARF CROSSBOWMEN (10)
ALTSPRO10 DWARF AXEMEN (10)

Various Nasty Things

CAHLABRINDON DWQRBAN

ALTCA1

THE ETERNAL GUARD
ALTVNT3  ORRID OGRES

THE RISEN DEAD
LIZARDMEN

GRIZZLY OWL

ETERNAL GUARD COMMAND
MORE ORRID OGRES

OGRE HEAVY CAVALRY
ANTI PALADINS

VAMPIRE LEGION

MANTICORE
SKELETON BOLT THROWER
ORC UNDEAD
ALTVNT25 CHIMERA
ALTVNT26 COCKATRICE
ALTVNT27 COATL
WRAITH

ALTVNT28

ALTVNT29 CAVI ERN MONSTERS
ALTVNT31 NECROMANCERS
ALTVNT27 COATL

15SmmFANTASY

Blisters with 6 - 15 or () 15mm figures.

DWARF COMMAND
DWARF BLADES
GOBLIN COMMAND
GOBLIN HORDES
GOBLIN WOLF RIDERS
GIANT SPIDERS (6)
GIANT (1
ALTHOT8 ELF MAND
ELF KNIGHTS
ALTHOT10 ELF SPEARMEN
ALTHOT11 ELF

BOWMEN
ALTHOT12 UNDEAD COMMAND
ALTHOT13 UNDEAD CAVALRY 2 cav + chariot

$12.95
$12.95
$12.95

RERSRRLRE
88882BELE

ALTHOT14 HORDES OF THE DEAD
\

~“ALTHOT14 Hordes of Dead

MITHRI

All figures are 25mm scale and come undercoated

MMM94 URUK-HAI ROYAL GUARDSMEN
MMM35 SAVIGA, THE KINGS CONSORT
MMMg6 AKARGIN THE WARLOCK
MMMa7 URUK-HAI IMPS

MMM100  MANNISH SLAVES

MMM101  ORC SERFS

MMM102  BRALG THE INSANE

MMM103  GIANT SPIDER

MMM104  BILBO AND TWO DWARVES
MMM105  HUINEN THE SEER

MMM106  ARIEN ELVEN MAGE

MMM107  LACHGLIN THE ANIMIST
MMM108  THE SILENT SHADOW
MMM109  WEREWOLF

MMM110  FEMALE WARRIOR

MMM112  NORTHMAN BARD

MMM113  STRIDER,FRODO, & SAM
MMM114  SEATED CARD PLAYERS
MMM115  SERVING GIRL & HOBBIT
MMM116  DRINKING COMPANIONS
MMM117  SEATED MEN DRINKING
MMM118  BILL FERNY & SOUTHRON SPY
MMM119  POT BOY AND DOG

MMM120  SEATED LUTE PLAYER & GIRL
MMM121  DRUNKEN MEN

MMM122  TABLES, CHAIRS, ETC
MMM123  FRODO AND SAM

MMM124  STRIDER

MMM125  GANDALF

MMM126  LEGOLAS

MMM127

GIMLI
MMM128  BOROMIR

MMM129  MERRY & PIPPIN

MMM130  LONGBOAT & CREW

MMM131  MASTER OF LAKETOWN

MMM133  LAKETOWN GUARDSMAN

MMM134  RAFT ELVES

MMM135  LAKETOWN ADVENTURER

MMM136  MIRROR OF GALADRIE

MMM137  CELEBORN

MMM138  SARUMAN AND THE PALANTI

MMM139  ARAGORN AND ARWEN

MMM140  THE GREAT EAGLE

MMM141  THE GREAT GOB

MMM143  ELROND AND THE RING OF AIR

MMM144  RIDDLES IN DARK

MMM145  MOUTH OF SAURON

MMM146  MOUNTED NAZGUL

MMM147  NAZGUL ON FOOT

MMM148  OLAG-HAI TROLL

MMM149  HALF-TROLL COMMANDER

MMM150  URUK

MMM151  ORCS OF MORDOR (2)

MMM152  VARIAG HORSEMAN

MMM153  HARADAN CAPTAIN

MMM154  HARADAN INFANTRY (2)
Durin’s Dwarves

MMM155  THORIN OAKENSHIELD

MMM156  THRAIN DWARVEN KING

MMM157  DWARVEN ROYAL GUARDSMEN

MMM158  DWARVEN CRAFTSMAN

MMM159  DWARVEN INFANTRY

MMM161  DIS, DWARVEN MAIDEN

MMM164  DAIN IRONFOOT & AZOG

MMM165  ERIBHEN AND RUIL

f3:3:3 3343
S883a33

eeapena
L2388

2828
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8833838
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3339394
8888838
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$10.95

MMM 166
MMM167
MMM168
MMM169
MMM170
MMM171

MMM174

MMM175
MMM176
MMM177
MMM178
MMM179
MMM 180

MMM183

MMM185

MMM214

MMM215
MMM216
MMM217
MMM218
MMM219
MMM222
MMM223
MMM224

MMM235

MMM236
MMM237

MMM247

MMM248

MMM257

MMM259

TUGHAIB OF THE SPIRITS $4.50
WALKING DEAD (2) $7.50
GHOULS $4.50
WIGHTS OF TUGHAID $4.60
SCAMMER, DUNLAND SCOUT $4.50
SOLOPHEN DUNLENDING SHAMAN  $4.50
LESSER GHOST/UNDER DEEP $4.50
SKELETONS OF UNDER DEEP $4.50
CAVE TROLL OF UNDER DEEP $10.95
SARUMAN AT ORTHANC

GANDALF IMPRISONED @ORTHANC
DUNLENDINGS OF ISENGARD

UGLUK URUK-HAI ORC

LRBBILIES
883588888

HALF ORCS

HALF ORC CAPTAIN

MANNISH CAPTAIN OF ORTHANC

WHITE HAND ORC WITH MERRY

WHITE HAND ORC WITH PIPPIN
TREEBEARD, MERRY & PIPPIN $10.95
QUICK! BE $8.50
SKINBARI $7.95
FIMBRETH|L ENTWIFE $7.95
ENT! $6.50
HUORN (KILLER TREE $6.50
HUNDIN GONDORIAN BANDIT CHIEF ~ $3.75
BANDITS OF TIR LIMLIGHT $3.75
DENETHOR, GONDOR STEWARD $11.95
PIPPIN & BERGIL IN GONDOR $7.50
GONDORIAN O $4.50
GONDORIAN INFANTR XZ& $8.95
GONDORIAN ROYAL GU DS (2) $8.95
FARAMIR AT OSGILIATH $4.50
GONDORIAN MOUNTED OFFICER $10.95
IORETH THE HEALER $4.50
GONDORIAN TOWNSFOLK (2) $8.95
GONDORIAN NOBLEMAN $4.50
ELF MAIDENS $5.95
LORIEN BOWMAN $4.50
NIMRODEL $4.50
LORIEN GUARDIAN/GUIDE $4.50
LORIEN SPEARMAN $4.50
LORIEN SWORDSMAN $4.50
TURIN THE OUTLAW $4.50
MORWEN AND NIENOR $7.50
THINGOL OF DORIATH $6.95
OUTLAW OF TE|GLIN $4.50
MIM AND IBUN $56.95
MORGOTH ORCS (2) $56.95
WOLF SENTINEL $5.95
GWINDOR $4.50
BILBO BAGGINS $3.50
GANDALF THE WIZARD $4.50
THORIN THE DWARF $4.50
MASTER ELROND $4.50
THE GREAT GOBLIN $4.50
GOLLUM $3.50
BEORN $4.50
ELVEN KING $4.50
BARD OF LAKE TOWN $4.50
THE HOBBIT BOXED SET $37.50
FELLOWSHIP OF THE RING BOXED  $37.50
TURIN THE BLACK SWORD MOUNTED $10.95
ORODETH OF NARGOTHROND $56.50
FINDULAS AND GWINDOR $8.50
BRODDA THE EASTERLING $4.50
HITHLUM EASTERLING WARRIOR $4.50
BRANDIR THE LAME $4.50
TURIN TURUMBAR $4.50
NIMIEL THE BRIDE $4.50
ANGBAND ORC-CAPTAIN $4.50
NOLDO ELVEN WARRIOR $5.50
GHAN-BURI-GHAN & SPEARMAN $6.95
WOSE WARRIOR & PRIESTESS $6.95
CORPSE CANDLE $4.50
UNDEAD WARRIOR $4.50
PUKEL MEN g) $6.95
SWAMP-STAI $4.50
MEWLIP $8.50
LESSER BARROW-WIGHT $5.50
BARROW-WIGHT LORD $5.50
BARROW-WIGHT KING $5.50
ROHIR WARRIOR WITH AXE $4.50
KING THEODEN ON HORSE $10.95
ROHIR WARRIOR & DUNLENDING $8.50
EOMER ON HORSE $10.95
ROHIR WARRIOR W/LONGSWORD $4.50
MTD ROHIRRIM WITH SPEAR $10.95
MTD ROHIRRIM STANDARD BEARER $10.95
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HAMA OF MEDUSELD $4.50
ROHIRRIM FOOT ARCHER $4.50
ROHIRRIM FOOT W/SPEAR $4.50
GIL-GALAD HIGH ELVEN KING $10.95
ELROND HERALD OF GIL-GALAD $10.95
ELENDIL THE TAL| $5.50
ISILDUR THE RING BEARER $4.50
CIRDAN AT GORGOROTH $4.50
ANARION $6.50
OROPHER ELVEN KING $4.50

NUMENOREAN INFANTRY $4.50
NUMENOREAN DUNNISH TRACKER  $4.50
NUMENOREAN INFANTRY (ISILDUR)  $4.50

MMM270 Eirond - Herald

MMM281

MMM295
MMM296

Moria

STRIDER FIGHTING ORC CHIEFTAIN  $8.
LEGOLAS & GIMLI $8.
BOROMIR & ORC $8.
CAVE TROLL $10
BALIN'S TOMB $8.
DOORWAY 10,
$5
$8
$5
$5

SAM & FRODO

ORC ARCHER & ORC W/ SPEAR
GANDALF CASTING SPELL
MERRY & PIPPIN

Gondor

GONDOR ROYAL ARMY SPEARMAN Nov
GONDOR ROYAL ARMY SWORDSMAN  Nov
HARADAN MOUNTED CHIEFTAIN Nov
HARADAN MAILED INFANTRYMAN Nov
MORDOR BLACK TROLL Nov
GONDOR ROYAL/PROVINCL SHIELDS ~ Nov

RAF

MEKTONII

1/285th scale Mekton mechs. Compatible with BattleTech

RAF1016

VECTOR EMA-104 $9.95
VIGIL EMA-105 $9.95
RAMPAGE 1MK-05 $9.95
TURBO EMA-216X $9.95
FIREBALL EMA-220X $9.95
HELLWING 1MK-11 $9.95
SHAITAN 1MK-17X $9.95
PARIAH $11.95
ROGUE $11.95
VANDAL $11.95

FANTASYBOXEDSETS

RAF2003
RAF2005
RAF2009

RAF3060
RAF3061
RAF3062

IRON BROTHERHOOD $22 50
ORC WAR TRICERATOPS
VASMILIAN VILE GUARDIAN DRAGON $44 95

FANTASY

GRAND MASTER MTD & DISMOUNTEDSSQ g(s)

HEAVENS FIST CAVALRY

MEN A $10.95
SWORDSMEN OF RED GAUNTLET $10.95
ARCHERS OF RAVENS LOFT $10.95
ARMORED WARRIORS $9.95
DEFENDERS ARTILLERY $10.95
Human Mercenaries
MOUNTED MERCENARY GENERAL ~ $12.95
FREELANCER MERC CAVALRY2 ~ $12.95

BUSHMASTER MERC SCOUTS(3) $12.95

RAF3924

RAF4001
RAF4002
RAF4003
RAF4004
RAF4005
RAF4006

MERCENARY BLACK SPEARMEN (3) $12.95
MERCENARY SWORDSMEN (3) $12.95

MERCENARY COMMAND (3) $12.95
THE IRON GAUNTLET $12.95
SMALL COLD DRAKE $13.95
GIANT $11.95
ARMORED MINOTAUR $9.95
SINISTER OGRE $10.95
THAFGARS BODY GUARD $11.95
THRAFGAR THE GIANT $12.95
NECROMANCERS $10.95
MINOTAUR $9.95
ORCS (3) $12.95
SPECTORS OF DARKNESS $9.95
FIGHTERS OF THE RING $11.95
ARMORED MINOTAUR $11.95
SAVAGE MINOTAUR $11.95
FOREST GIANT &SMALL COMPANION $11.95
CAVE GIANT ON HUNT $11.95
ICE DRAGON YEARLING $13.95
TROLL CHIEFTAIN $10.95
TROLL WARRIOR $10.95
UNDEAD TROLL $10.95
Wanderers & Warriors

TRAVELLING WIZARS WAGON $17.95
ADVENTURERS (3) $9.00
DWARVES (3) $9.00
Roeuss 3) $9.00
CLER X ) $9.00
ELVEN WARRIORS (3) $9.00
BOWMEN (3) $9.00
FEMALE ARRIORS @) $9.00
SOR é 3) $8.95

MORED FI TERS 3 $9.00
NORSE FIG $3.95
NORSE WARmon WITH AXE $3.50
NORSE WITH 2 HANDED SWORD $3.50
BERSERKER $3.50
MOUNTED NORSE WAR CHIEF $9.00
NORSE WAR WOLF & MASTER $9.00

High Elves

MOUNTED HIGH ELF LORD CHAMPION $9.00
HIGH ELF MASTER MAGIC USER $4.50
ELF LORD MASTER OF BEASTS $3.50
HIGH ELF WARRIOR PRINCESS $3.50
GRIM REAPER ON NIGHTMARE $8.50
UNDEAD WITH SWORD & SHIELD $3.50
UNDEAD WITH BATTLE AXE $3.50
UNDEAD WITH 2 HANDED SWORD $3.50
MOUNTED WARLOCK $9.00
UNDEAD CHIEFTAIN $9.00
GRAND MASTER OF DARKNESS $5.00
DORK CLERIC

NIGHTMARE ILLUSIONIST
MOUNTED GREAT NECRONANCER
820M CALL R

VAMPYRE WARLORD MOUNTED
KNIGHT OF THE DEAD
DEGENERATE VAMPYRE

GOTHIC VAMPYRE

QUEEN OF THE DAMNED
SPECTRE OF DOOM

r Char

Blisters with 1 25mm figure.

sagsae
8888888

r888
8883

FIGHTER WITH SWORD (MALE $3.50
FIGHTER WITH SWORD (FEM EB $3.50
FIGHTER WITH 2 HANDED SWOR! $3.50
WOMAN FIGHTER - 2 HANDED SWORD $3.50
MALE THIEF $3.50
FEMALE THIEF $3.50
MALE RANGER $3.50
FEMALE RANGER $3.50
MALE CLER $3.50
FEMALE CLER!C $3.50
MALE FIGHTER WITH AXE $3.50
FEMALE FIGHTER WITH AXE $3.50
DWARF FIGHTER WITH AXE $3.50
DWARF FIGHTER WITH HAMMER $3.50
ELF RANGER $3.50
ELF RANGER FEMALE $3.50
BARD $3.50
BARD FEMALE $3.50
HALFLING THIEF $3.50
GNOME ILLUSIONIST $3.50
DESERT WARRIOR $3.50
MAGE $3.50
MAGE FEMALE $3.50
Dark Elves
DARK ELF QUEEN ARACHNIA & PET $11 95
DARK ELF MAGE 95
DARK ELF FIGHTER $3 95
DARK ELF THIEF $3.95
DARK ELF FEMALE WARRIOR

$3.95
DARK ELF CURSED-ONE SPIDER MUT $11.95

MEDIEVALSIEGE

EQUIPMENT

Metal kits for use with 25mm fantasy.

RAF2011
RAF2908
RAF2935
RAF2936
RAF2938

CITADEL

MEDIEVAL CREW $10.95
ORGAN GUN $10.95
HOOPED BOMBARD $10.95
DART THROWER $9.95
MEDIEVAL BREACH LOADG CANNON $11.95
SCORPION BOLT THROWER $9.00
CARROBALLISTA BOLT THROWER $9.00
SMALL CATAPULT $12.95
MANTLETS - SIEGE SHIELDS $11.95
GREAT CTHULHU BOXED SET $64.95
HOLY SISTERS (3) $9.95
ELDER THING $10.95
TSUTHOGGUA $17.95
MANICS $9.95

Note: We now have much larger stocks & monthly

DECALS & BANNERS

C16060

Cl6180
Cle193

Cl880625D
CI880625€
Cl880625C
Cl880625H
C18806250
Clgg0625U

ORC BANNERS $8.95
DWARF BANNERS $8.95
HIGH ELF BANNERS &DECALS) $8.95
40K TRANSFERS $8.95
GOBLIN BANNERS $8.95
SPACE ORK DECALS $8.95
BRETTONIAN TRANSFERS $8.95
ELDAR RUNES $8.95
EPIC IMPERIAL TRANSFERS $8.95
EPIC TRANSFERS (MARINE) $8.95
CHAOS DECALS $8.95
DWARF MARAUDER SHIELDS (8) $0.45
DARK ELF MARAUDER SHIELDS (6) $0.45
CHAOS MARAUDER SHIELDS (4) $0.45
HUMAN MARAUDER SHIELDS (6) $0.45
ORC MARAUDER SHIELDS (7) $0.45

UNDEAD MARAUDER SHIELDS (7) $0.45

WARHAMMER40,000

Blisters with 1 - 5 25mm metal figures.

Space Marines

RAFSE13  MEDIEVAL CANNONS . $6.95
RAFSE15  SCALING LADDERS $10.95
RAFSE16  GREEK FIRE PROJECTOR .95
RAFSE17  PETRARY CATAPULT $12.95
RAFSE2 LARGE CATAPULT $14.95

CI70008 SPACE MARINE WOLF LORD P $14.95
CI70011 SPACE MARINE WOLF PRIES (1) $14.95
CI70015 SPACE WOLF GUAR $7.50
CI70023 SPACE WOLF RUNEP &g $14.95
CI70030 SPACE WOLF GREY HUNTE 3 $11.95
CI70035 IRON PRIESTé $11.95
CI70040 SPACEWOLF BLOODCLAWS (3) $11.95
CI70045 SPACE WOLF LONG FANGS (1) $8.95
CI70050 WOLF GUARD TERMINATOR (1) $8.95
CI70060 DEATHWING TERMINATORé& $8.95
CI70099 SPACE MARINE DEVASTATOR (1) $8.95
Cl70106 MARINES - TACTICAL (3) $11.95
CI70119 MARINES - ASSAULT (: ) $11.95
Ci70122 LEMAN RUSS $11.95
Cl70123 IMPERIAL COMMANDER $11.95
Cl70134 TECH MARINES (3) $11.95
CI70135 MEDIC MARINES (3, $11.95
Cl70146 LIBRARIAN MARINES (3) $11.95
CI70147 MARINE HEROES (3 $11.95
CI70158 MK.6 SPACE MARINES (3) $11.95
Cl70162 MARINES ON JETBIKES $11.95
Cl70172 MK 7 SPACE MARINES $11.95
Ci70186 & $15.95
CI70197 SPACE MA INE VARIANTS,&Q) $12.95
Cl70262 MARINE CAPTAIN VE $7.50
CI70263 MARINE CAPTAIN BLOOD ANGELS $7.50
CI70264 SPACE WOLF CAPTAIN (1) $7.50
Cl70265 MARINE CAPTAIN DARK ANGELS $7.50
Cl70266 MARINE CAPTAIN ULTRA MARINE $7.50
CI70270 MARINE ARMOR VARIANT $11.95
CI70295 SPACE MARINE SCOUTS $14.95
CI75153 MARINE MOLE MORTAR $11.95
Blisters with 2 25mm Terminators.

CI70200 INQUISITOR TERMINATORS $14.95
CI70205 GREY KNIGHT TERMINATORS $14.95
CI70206 CYCLONE TERMINATORS $14.95
Cl70208 LIGHTNING CLAW TERMINATORS $14.95
CI70209 THUNDER HAMMER TERMINATORS $14.95
CI70393 ASSAULT CANNON TERMINATOR $14.

CI70394 TERMINATOR CAPTAIN & TROOPER 514 95
CI70395 TERMINATOR LIBRARIAN & TROOPER $14.95
CI70396 HEAVY FLAMER TERMINATORS $14.95
CI70397 TERMINATORS TROOPERS $14.95

Chaos

CI70185 CHAOS DREADNOUGHT (1 g& $14.95
CI70244 HEAVY CHAOS TERMINA RS $14.95
Cl70245 CHAOS TERMINATORS $14.95
Cl70246 CHAOS FLAMER TERMINATORS $14.95
CI70302 KHORNE RENEGADES $11.95
CI70378 TRAITOR MARINES RMD(EJ 2) $11.95
CI70437 MARINE ON JUGGERN. && $25.95
CI70400 CHAOS RENEGADE ON HORSEBACK $14.95
Cl70413 WORLD EATER MARINES (Sg $11.95
Cl70425 BLOOD SLAUGHTERER ROBOT (1) $14.95
Ci79729 NOISE MARINE (2) $11.95
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CI70510
CI70535
Cl70540
Cl70541
CI70542
CI70559
Cl70561

CI71572D
CI71572R
CI71597

CIRTB25

Ci76071

Space Orks

SPACE ORKS 11.95
ORK HEAVY WEAPONS BOYZ $11.95
ORK WAR TRACK & CREW $26.
ORK SUPPORT WEAPON & CREW $26.95
ORK WAR BUGGY & CREW {
GRETCHIN $11.95
ORC NOBLES $11.95
NOB WARBIKE & CREW $11.95
CY-BOAR $11.95
CYBOARS A/F $15.00
ORC BOYZ $11.95
ORK MADBOYZ $11.95
ORK MEK BOYZ (3-4) $11.95
ORK PAI & $11.95
ORK RUNTHERD YZ (3-4) $11.95
ORK DREADNOUGHT $20.95
WEIRD BOYZ “$11.95
ORK WARBOSS $7.50
ORK RUNTBOTZ 11.95
ORK SHOKK ATTACK GUN $17.95
SOUI S $11.95
UNTZ $11.95
GOFIK ROK BAND $14.95
ORK BIONIK BOYZ $11.95
ORK KUSTOM WEAPONS $11.50
ORK SUPER CYBOAR $20.95
ORK WARLORD GHAZGHKULL (1) $14.95
ELDAR WARRIORS $11.95
HARLEQUINS 1.95
BANSHEE ELDAR DREADNOUGHT $14.95
WAR DAEMON DREADNOUGHT $14.95
WARCRY ELDAR DREADNOUGHT 14.95
SPIRIT WALKER DREADNOUGHT 14.95
ELDAR WAR WALKER 14.95
GHOST WARRIORS 11.95
ELDAR D-CANNON 1.95
ELDAR GUARDIANS (ARMLESS) 11.95
DARK REAPERS $11.95
EXARCH AVENGER:! X 4.95
EXARCH HOWLING B NSHEES 2) 14.95
EXARCH DRAGONS 4.95
EXARCH REAPER (2) 14.95
ELDAR ATAR 1.95
ELDAR WARLOCKS & FARSEERS 11.95
ELDAR HOVER G 1.95
ASPECT HOWI.ING BANSHEES (5) 14.95
ASPECT SWOOPING AW 4.95
ASPECT FIRE DRAGO & 4.95
ASPECT STRIKING SCOR IONS (5) 14.95
ASPECT DIRE AVENGERS $14.95
ELDAR ASPECT WARRIOR (MIX) $14.95
ELDAR SCOUTS (3) $14.95
IMPERIAL SERVITORS'SZ) $11.95
IMPERIAL GUARDSME $11.95
THUDD GUN $20.95
RAPIER LASER DESTROYER $20.95
ROUGH RIDER $15.00
OGRYN $14.95
IMPERIAL GUARD COMMAND $11.95
COMMISSARS $9.95
RAPIER MK II $14.95
TARANTULA $14.95
COMMISSAR YARRICK (1) $11.95
ARBITES $6.95
ADEPTUS MECHANICUS $11.95
GENESTEALER HYBRIDS $11.95
SITTING GENESTEALER PATRIARCH $20.95
GENESTEALER PATRIARCH (1) $11.95
GENE STEALER HUNCHBACK $16.95
TYRANID HUNTER-SLAYERS $11.95
TYRANID SQUIGS $11.95
PURESTRAIN GENESTEALER REG'T  $42.95
SPACE MARINE SQUAD (10 PLSTC) $19.95
SPACE WOLF LONG FANGS (5) $29.95
SPACE WOLF BLOOD CLAWS (10) $38.95
BLOOD ANGEL TACTICAL SQUAD $38.95
DEATHWING TE RM INATORS (5) 338 95
SPACE DWARVES BOXED $38.50
ELDAR GUARDIANSéZO METAL FIGS) $38.50
MK 7 DEVASTATOR .95
ULTRA MARINE TACTICAL SQUAD $38.95
SPACE WOLF GREY HUNTERS $38.95
SPACE WOLF TERMINATORS (5, $38.95
DARK ANGEL DEATHWING SQUAD  $38.95
EPIC40,000
1/285th scale metal figures.
REAVER TITAN (1 T( h $14.95
WARHOUND TITA $14.95
LEMAN RUSS TANKS (2-3) $11.95
PREDATOR T $11.95
VINDICATOR TANKS 11.95
GORGON TANKS 11.95
LAND RAIDERS 11.95
RHINO TANKS 1.95
HELLHOUND FIRE THROWERS 11.95
IMPERIAL WHIRLWIND 11.95
BANEBLADE HEAVY TANK 11.95
SHADOWSWORD HEAVY TANK 11.95
STORMHAMMER HEAVY TANK 11.95
MANTICORE ARTILLERY 11.95
DEATHSTRIKER ARTILLERY 11.95
DROP PODS 11.95

CI76095
CI76100
CI76113

Ci76211
Cl76223
Cl76248

Cl76404
Cl76417
Cl76420
Cl7e421
Cl76422
Cl76423
Cl76424
Cl76431
ClI76470

CI76502
CI76503
CI76504
CI76505
Cl76506
Cl76514
Cl76521
Cl76531

CI76708
CI76709
CI76710
Ci76722
CI76734
CI76746

Cli763
Ci7e4
Cl765
Cli7e6
Cl767
Ci7es
Ci769
Ci770
Ci771
Ci772

CI773
Cls43

Cl73083
CI73103
CI73116
Cl73128
CI73130
CI73142
CI73155
Cl73167
CI73195
CI73196
Cl73201

TERMITES ASSAULT VEHICLES $11.95
ROBOTS & DREADNOUGHTS $11.95
THUNDERHAWK ASSAULT VEHICLES $11.95
TARANTULAS & RAPIERS $11.95
HELLBORE $50.95
CAPITAL IMPERIALIS $50.95
IMPERIAL BASILISK ARTILLERY $17.95
IMPERIAL MANTICORE ARTILLERY ~ $17.95
IMPERIAL WHIRLWIND ARTILLERY ~ $17.95
IMPERIAL BOMBARD ARTILLERY ~ $17.95
IMPERIAL DEATHSTRIKE MISSILE ~ $17.95
IMPERIAL KNIGHTS 1195
LEVIATHAN 95
SLASHA GA $20.95
MEKBOY GARGANT " $20.95
GIBLET GRINDA 11.95
SKULL HAMMA 11.95
LUNGBURSTA 11.95
GUTRIPPA 11.95
BOWELBURNA $11.95
GOBSMASHA 11.95
SPLEENRENDA 11.95
WARTRACK ORK VEHICLE 11.95
SCORCHER ORK VEHICLE 11.95
TINBOTS ORK VEHICLE 11.95
SQUIG CATAPULT 11.95
ORK PULSA ROKKITS 14.95
MEKBOY SPEEDSTARS $11.95
WEIRDBOY TOWER 14.95
BRAINCRUSHA 17.95
GUTRIPPA $17.95
BONE CRUNCHA 17.95
BONE BREAKA $17.95
GREAT GARGANT (NEW) $44.95
ELDAR TITANS $14.95
ELDAR WARLOCK TITAN $14.95
TEMPEST ELDAR TANKS $11.95
WAVE SERPENT ELDAR TANKS $11.95
WARP HUNTER ELDAR TANKS $11.95
DEATHSTALKER ELDAR TANKS $11.95
DOOMWEAVER ELDAR TANKS $11.95
ELDAR WAR WALKER $11.95
ELDAR KNIGHTS $9.95
EPIC DEMONS OF NURGLE $11.95
DEMONS OF KHORNE $11.95
DEMONS OF TZEENTCH $11.95
DEMONS OF SLAANESH $11.95
DEMONS PRIMARCH $11.95
KHORNE LORDS OF BATTLE $17.95
CANNON OF KHORNE $11.95
TZEENTCH FIRE LORD (1 ) $11.95
TZEENTCH SILVER TOWER (1) $11.95
TZEENTCH DOOM WING (1) $11.95
TOWER OF SKULLS $7.50
CAULDRON OF BLOOD $7.50
DEATHDEALER $7.50
BRASS SCORPION (1) $8.95
DOOM BLASTER (1) $8.95
BLOOD REAPER (1) $8.95
SQUAT LANDTRAIN $14.95
BATTLECARS FOR LANDTRAIN $14.95
SQUAT GYROCOPTERS (3) $11.95
SQUAT coLossus ¢ 95
SQUAT MEGACA ¢ $11.95
SQUAT OVERLORD AIRSHIP ) $11.95

SPACE MARINE TACTICAL COMPANY

120 rines & 24 rhinos
SPACE MARINE LEGION
145 marines, 10 termites, bikes, etc
SPACE MARINE LAND RAIDERS
120 marines & 12 land raiders
ELDAR LEGION
120 eldar & 12 grav-tanks
ELDAR WAR HOST
125 eldar,20 jetbikes, 10 cannons, etc
IMPERIAL GUARD
135 |nfann5 10 bikes,5 sentinels,etc
CHAOS HORDE

105 inIantrB 30 beasts, 10 minotaurs,
ORK

120 ork boyz, 18 banlewagons
SQUAT WARRIORS

130 mfantry 20 bikes, 5 thud guns, etc
ORK INVASION

150 infantry 5 warbukes buggies, etc
STOMPERS (64 in total)

CHAOS TITAN OF KHORNE (1)

WARHAMMER

FANTASY
Chaos

CHAOS KNIGHTS (1 IJEIN

CHAMPIONS OF KHORNE
CHAMPION OF SLAANESH
CHAMPION OF TZEENTCH
CHAMPIONS OF NURGLE
CHAOS TENDERISER
CHAOS WHIRLWIND
WARRIORS OF CHAOS

$17.95
$17.95
$17.95
$17.95
$17.95
$17.95
$17.95

etc
$17.95
$17.95
$17.95

$17.95
$29.95

Ci73210

CI73701
CI73703
CI73704
Ci73713
Cl73715
Ci73725
Ci73737
Cl73741
CI73749
CI73752
CI73754
CI73764
Cl73766
CI73776
Ci73788
CI73792
CI73796
CI73797

CIELFO1
Cis16
Cig18
Cle22
Clig2s

GREATER DAEMONS OF KHORNE $20
GREATER DAEMONS OF TZEENTCH  $20
GREATER DAEMONS OF SLAANESH  $20.
GREATER DAEMONS OF NURGLE $20
PLAGUE BEARERS OF NURGLE 3
DAEMONETTES OF SLAANESH 1

BLOODLETTERS OF KHORNE 1
PINK & BLUE HORRORS 1
NURGLINGS 1
FLESH HOUNDS OF KHORNE 1
FLAMERS OF TZEENTCH 1
FIENDS OF SLAANESH 1
SERVANTS OF CHAOS MIX 1
BEASTS OF NUR

S OF S
FLYING DISKS OF 'IZEENTCH
CHAOS DWARVES

CHAOS SORCERER

CHAOS DWARF HALBERDIERS (3)

CHAOS DWARF COMMAND IE)

CHAOS DWARF ARQUEBUS RS{&
R

CHAOS DWARF BULL CENTAUR
BULL CENTAUR STANDARD BEA
CHAOS DWARF ROCKET LAUNCHER
HOBGOBLIN WARRIORS (4)
HOBGOBLIN ARCHERS (4]
HOBGOBLIN COMMAND &
HOBGOBLIN WOLF RIDE &A

BGOBLIN WOLF RIDER MMAND 1
CHAOS DWARF HERO

P AR PNhh
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CHAOS DWARF ON ((SREAT TAURUS
EARTHSHAKER MORTAR
CHAOS DWF SORCERER ON LAMASU

Empire & Bretonnian

MOUNTED JADE BATTLE WIZARD
MOUNTED LIGHT BATTLE WIZARD
MOUNTED AMBER BATTLE WIZARD
BLAZING SUN KNIGHTS (1
GRANDMSTR BLAZING SUN KNIGHTS
IMPERIAL STANDARDS

IMPERIAL OUTRIDER g&

KISLEV HORSE ARCHERS COMMAND
KISLEV HORSE ARCHERS (1)

KISLEV WINGED LANCERS (1
KISLEV WINGED LANCERS
KNIGHT OF WHITE WOLF (1 L
GRANDMASTER WHITE WOLF (1)
IMPERIAL PISTOLIER (1)
REIKSGARD KNIGHTS (1)

GREY BATTLE WIZARD

LIGHT BATTLE WIZARD (1)

AMBER BATTLE WIZARD (1)
ACOLYTES

ICE QUEEN OF KISLEV ON HORSE
IMPERIAL MORTAR

IMPERIAL GREAT SWORDS
KNIGHTS PANTHER (1 '&2'
GRANDMASTER KN TS PANTHER
IMPERIAL HALFL

IMPERIAL VOLLEY GUN

IMPERIAL FOOT SOLDIER

IMPERIAL SOLDIERS WITH CROSSBW
IMPERIAL SOLDIERS WITH HALBERD $14.95
IMPERIAL SOLDIERS SWORD/SHIELD $14.95
IMPERIAL SOLDIERS 2 HANDED SWD $14.95

333
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IMPERIAL COMMAND GROUP $11.95
REIKSGARD $11.95
IMPERIAL CANNON $25.95
IMP GENERAL RETINUE $17.95
FOOT KNIGHTS $11.95
SOLDIERS OF EMPIRE $11.95
ROGUES & RANGERS $11.95
BRETTONIAN MOUNTED KNIGHT $8.95
CHASSEUR DE LA MORT BOW $8.95
CHASSEUR DE LA MORT SPEAR $8.95
BRETTONIAN MTD MEN AT ARMS $8.95
BRETONIAN FOOT KNIGHTS $11.95
BRIGANDS $11.95
RAPSCALLIONS $14.95
BRETONNIAN WAR MACHINES $20.95
SMALL FANTASY CART $11.95
EMPIRE BAGGAGE CART $19.95
HALBERDIERS (10 PLASTIC) $14.95
IMPERIAL HERO ON PEGASUS $44.

KARL FRANZ ON WAR GRIFFON $44.95
EMPIRE WAR WAGON $69.95
IMPERIAL STEAM TANK $44.95
KNIGHTS PANTHER (4 III) $29.95
KNIGHTS OF WHITE WOLF (4) $29.95
IMPERIAL WAR ALTAR $44.95
HEROES OF THE EMPIRE $29.95
ELECTOR COUNTS (4) $29.95
HIGH ELF SPEARMEN (4) $11.95
HIGH ELF COMMAND( ) $11.95
HIGH ELF BOWMEN $11.95
HIGH ELF SILVERHELMS MTD.(1) $8.95
SILVERHELMS CAPTAIN MTD (1) $8.95
REPEATING BOLTTHROWER $11.95
HIGH ELF MAGE _&) $14.95
HIGH ELF MOUNTED PRINCE 31) $17.95
HIGH ELF PHOENIX GUARD (4 $14.95
WHITE LIONS OF CHRACE (4, 14.95
LION GUARD HIGH ELF COMMAND 3  $11.95
SWORDMASTERS OF HOETH (4) $11.95
SHADOW WARRI! g $11.95
REAVER KNKEHT HER (1) $8.95
HIGH ELF DRAGONLORD $44.95
HIGH ELF REAVER KNIGHTS (4) $29.95
HIGH ELF SILVER HELMS (4) $29.95
HIGH ELF WAR GRIFFON $44.95
HIGH ELF ATTACK CHARIOT $29.95
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Cl830 HIGH ELF HERO ON PEGASUS $44.95
Cig41 DRAGON PRINCES OF CALEDOR (3) $29.95
Ci754 HIGH ELVES (10 PLASTIC) $14.95
CI74311  NORSE DWARF $11.95
Ci74323 RF CLANSMEN $11.95
Ci74335  IMPERIAL DWARF $11.95
Ci74349 ARF CROSSBOWS $11.95
Ci74350  DWARF SAPPERS $11.95
Ci7436¢4  DWARF BOLT THROWER $14.95
Ci74374  BUGMANS CART $14.95
Ci74375  BUGMANS TROOPERS $11.95
CI74380  GOTREK & FELIX (2) $14.95
Cl74381  KAZADOR DWARF KING $14.95
Ci74382  UNGRIM IRONFIST 14.95
CiB051  MM15 DWARF CROSSBOWS (4) $11.95
Clasoga  MM16DWARE IRONSREAKERS )  $11.95
Clegos4  MM16 DWARF LONGBEARDS (4 ( ) $11.95
Clobgss MM 10 DWARE HAMMERERSLS $11.95
Clgg0ss  MM16 DWARF THUNDERER! (4) $11.95
CIMM10  DWARFS () 11.95
CIMM11  DWARF COMMAND GROUP (3-4) $11.95
CIMM12  DWARF CANNON 14.95
CIMM13  DWARF SIEGE GUN $17.95
Ci762 DWARFS (10 PLASTIC $14.95
Clg28 DWARF THRONE OF POWER $38.95
Ci83s DWARF ANVIL OF DOOM $38.95
clg37 DWARF FLAME CANNON $44.95
Ci840 BUGMANS BREWERS $38.95
Ciga2 DWARF GYROCOPTER (1) $23.95
UNGRIM IRONFIST

CI74406  SKAVEN 34 2‘ $11.95
Cl74406A SKAVEN ANI AL HANDLERS $11.95
CI74406R  SKAVEN RAT OGRES (2) $11.95
Cl74406S  SKAVEN SLAVES (5.4 $11.95
CI74406W SKAVEN WEAPONS TEAMS (2-3) $11.95
CI74748  ORC SAVAGE BOYZ 11.95
CI74751  ORC CHUKKAS & DOG CART $19.95
Cl74753  BOLT THROWER 19.95
Cl74763  GOBBOS $14.95
CI74775  GOBBOS STICKAS $14.95
Cl747%0  GIANT BLACK ORCS $11.95
CI74807S SNOTLING ATTACK CART $24.95
Ci74810  SNOTL NGS $11.95
Ci75200  SAVAGE ORC 4L 4 11.95
CI75210  SAVAGE ORC ARNE OYZ (4) $11.95
Cl75220 ORC BOYZ (4 4, 11.95
CI75230  ORC BIG ‘UNS (2) $11.95
Cirs23s  ORC COMMAND (3) 1.95
CI75240 GORFANG ROTGUT ORC CHIEFTAIN $11.95
Cl75250 AGE ORC COMMAND GROUP (3) $11.95
Cl75405 NIGHT GOBLINS @) $11.95
Ci75418 NIGHT GOBLI MMAND (4) $11.95

175420 GHT GOBLINS FANATICS (4) $11.95
Cl75432 GOBLINsSg~ ) $11.95

75440  GOBBO SQUIG HOPPERS $8.95
Ci75444  GOBLIN DOOM DIVERS (1) $8.95
Cl75457  GOBLIN NET TEAM $11.95
CI75469  NIGHT GOBLIN souse HERDERS  $11.95
CI75470  FOREST 5)&/« 11,95
Ci75480  FOREST GOBLIN COMMAND Q) $11.95
Cl75490  FOREST GOBLIN SPIDEH RIDER (1)  $8.95
Ci755 GOBLINS (10 PLA! $14.95
Ci760 ORCS (10 LASTIC% $14.95
Cle31 GOBLIN WOLF RIDERS (5) $29.95
Clea4 GROMS CHARIO $38.95
Cle8260  GOBLIN WOLF BOYZ ) $8.95
CIORC1  ORC ROCK LOBBERS $44.95
CIORC2  ORC WAR WYVERN $59.95

Trolls

CI75385  RIVER TROLL (1) $20.95
Ci75398  STONE TROLL (1) $20.95
Cl74504  SKELETON ARCHERS $11.95
Ci74505  SKELETON WARRIORS $11.95
Cl74531  MUMMIES $11.95
Ci74532  GHOULS $11.95
Cl74533  ETHERIALS $11.95
Cl74542  NIGHT HORRORS $11.95
Ci74567  SKULL CHUCKER $14.95
CI74579  ZOMBIE 11.95
C74581  FLYING NASTIES/PLAGUE CART $11.95
Cl74594  SKELETON CAVALRY $8.95
CIMM50  SKELETONS $11.95
CIMM51  UNDEAD CHARACTERS $11.95
CIMM52  CARRION $14.95
CIMM65  SKELETONS $11.95
CIPBS1  SKELETON HORDES $14.95
CIPBS5  SKELETON ARMY $34.95
Cl74601  GIANT OGRES $11.95
Ci74626  MINOTAURS $9.95
Ci74640  MINOTAUR LORDS $11.95

CI74918  FANTASY ZOATS $14.95
Cl74930  ARMOURED MERCENARY OGRE (1) $14.95
Ci75113  DUNGEON SCENERY $11.95
CIMM43  WAR GRIFFON & RIDER $17.95
CIMM48  TREEMAN $22.95
CIMM98  HIPPOGRIFF (1) $20.95
Cl756 FANTASY FIGHTERS (30) $34.95
Cls29 GIANT (1) $59.95
9
MANO’WAR

Cl11 IMPERIAL GREATSHIP 14.95
Cld12 IMPERIAL WAR GALLEY (3) $14.95
Cl413 IMPERIAL WOLF SHIP (3) $29.95
Cl1a DWARF IRONCLAD (3) $29.95
Cl415 DWARE NAUTILUS (3) $14.95
Cld16 DWARF MONITOR (3) 14.95
CH17 OWARE DNEADNOURHT ™) $14.95
Ci78001  HIGH ELF EAGLE SHIP (3) $29.5
CI78002  HIGH ELF HAWKSHIP (3 314.95
CI78003  HIGH ELF DRAG i 14.95
Ci78011  BRETTONIAN BUGCANE ) 14.95
CI78012  BRETTONIAN CORSAIR (3) $29.95
Ci78013  BRETTONIAN GALLEON (1) $14.95
CI78021  DARK ELF BLA {_ ) $29.95
CI78022  DARKELF DEATH ok ESS (3) $29.95
Cl7a023  DARK ELF DOOMREAVER (3 14.95
Ci78031  ORC HULK 14.95
Ci78032 ORC DRILLA KILLA 29.95
Ci78033  ORC BIG CHUCKA 14.95
Giraosr oS PLAGUESHIP 14.95
Ci78042  CHAOS PLAGUE CRUSHER $29.95
CI73309  ELVES $11.95
CI73312  ORKS $11.95
Ci73324  GOBLINS $11.95
Ci7333  HUMANS $11.95
Cl73348  DWARVES $11.95
CI73351  DARKELVES $11.95

173364  OGRES $11.95
C73365  TROLLS $11.95
Ci73366  TREEMAN $11.95
Cl73367  MINOTAUR $11.95
CI73375  SKAVEN $11.95
Ci73387  STAR PLAYERS $11.95
CI73390  LITTLE ‘UNS HALFLINGS) $11.95
CI73407  DWARF DEATH ROLLER $11.95
Cl73498  CHAOS $11.95
Ci73531  UNDEAD $11.95
CI73410  ELF BB TEAM $44.95
Ci73422  ORK BLOODBOWL TEAM $44.95
Ci73434 BB GOBLIN TEAMS $44.95
Clzaass  HUMAN BLOOD BOWL TEAM $44.95
Ci73459 BB DWAR $44.95
Gi72461  DARKELE TEAMS B8 $44.95
Ci73473  SKAVEN TEAM BB $44.95
CISB1 SLOTTA BASES 20mm $2.95
CISB2 SLOTTA BASES 25M $2.95
CISB4 SLOTTA BASES HORSE BASE $2.95
CISB5 SLOTTA BASES MONSTER BASE $2.95
CISB6 SLOTTA BASES FLYING STANDS $2.95
CISB7 SLOTTA BASES ROUND BASE $2.95
CISB8 EPIC SLOTTA BASES $2.95
CI137290 WARHAMMER BATTLE DICE $4.95
CI137300  EPIC BATTLE DICE $4.95
Cl137310  ARTILLERY BATTLE DICE $2.95
Clg7002  SMALL F|GURE CASE $34.95
Cl97003  FIGURE CAS $34.95
CIP1 COLOUR PAINT SET $29.95
ciP2 CREATURE PAINT SET $29.95
CIP3 MONSTER PAINT SET $29.95
ClPa PAINT SET - EXP INKS $29.95
CIPs PAINT SET - SPACE MARINE $29.95
Clps PAINT SET - ORC & ELDAR $29.95
CIP7 METALLIC PAINT SET $29.95
CiPg EPIC PAINT SET $29.95
CITADELPAINTPOTS20ml
CITP1 SKULL WHITE $2.95
CiTP2 CHAOS BLACK $2.95
CITP3 BLOOD RED $2.95
CITPa BRONZED FLESH $2.95
CITPS WOODLAND GREEN $2.95
CITP6 ENCHANTED BLUE $2.95
CITP7 SUNBURST YELLOW $2.95
CITP8 MITHRIL SILVER $4.50
CITP9 SHINING GOLD $4.50
CITP10  ROTTING FLESH $2.95
CITP11  GOBLIN GREEN $2.95
CITP12  ELF GREY $2.95
CITP13  WORM PURPLE $2.95
CITP14  HOBGOBLIN ORANGE $2.95
CITP15  ORC BROWN $2.95
CITP16 SPEARSTAFF BROWN $2.95
CITP17  SWAM $2.95
CITP1a  CLANMAL. $4.50
CITP19  GHOUL GREY $2.95
CITP20  BILIOUS GREEN $2.95
CITP21  RED GORE $2.95
CITP22  ELECTRIC BLUE $2.95
CITP23  BRAZEN BRONZE $4.50
CiTP24  MOODY BLUE $2.95
CITP25  TITILLATING PINK $2.95
CITP26  BESTIAL BROWN $2.95
CITP27  IMPERIAL PURPLE $2.95
CITP28  SMELLY PRIMER $2.95
CITP29  BLUE GREY $2.95

CITP30 SPACE WOLF GREY $2.95
CITP31 MARINE DARK BLUE $2.95
CITP32 ULTRAMARINE BLUE $2.95
CITP33 BLOOD ANGEL ORANGE $2.95
CITP34 SALAMANDER BLACK $2.95
CITP35 SALAMANDER GREEN $2.95
CITP36 TERRACOTTA $2.
CITP37 BOLT GUN METAL $4.50
CITP38 GO FASTA RED $2.95
CITP39 BAD MOON YELLOW $2.95
CITP40 SNAKE BITE LEATHER $2.95
CITP41 HAWK TURQUOISE $2.95
CITP42 FIRE DRAGON CRIMSON $2.95
CITP43 SCORPION GREEN $2.95
CITP44 ORK FLESH $2.95
CITP45 BLEACHED BONE $2.95
CITP46 TIN BITZ $4.50
CITP47 POLISHED BLUE $4.50
CITP48 BURNISED GOLD $4.50
CITP49 DWARF BRONZE $4.50
ITPS0 AMATHYST PURPLE $4.50
CITPS1 BEATEN COPPER $4.50
CITPS2 GLISTENING GREEN $4.50
CITPS3 FIRE ORANGE $2.95
CITP54 SULPHER DESERT YELLOW $2.95
CITPSS BATTLE GREEN $2.95
CITP56 ASH GREY WASTE $2.95
CITPS7 NIGHTWORLD BLUE $2.95
CITPS8 JUNGLE GREEN $2.95
CITP59 CODEX GREY $2.95
CITP60 IMPERIAL STRIKE GREEN $2.95
CITP61 HORIZON BLUE $2.95
CIINK1 RED INK $2.95
CIINK2 ORANGE INK $2.95
CIINK3 YELLOW INK $2.95
CIINK4 GREEN INK $2.95
CIINK5 BLUE INK $2.95
CIINKE PURPLE INK $2.95
CIINK7 BROWN INK $2.95
CIINK8 CHESTNUT BROWN INK $2.95
CIINK9 BLACK INK $2.95

radl partha paints

RAL7773O PARTHA FANTASY PAINTS $26.95

te, biue, green, red, yellow, brush & figure.
RAL7 40 AUTUMN C LOURS $17.95
Autumn gold,khaki brown woodbrown,pine green,armor grey.
RAL77741 SUMMER COLOURS $17.95
Flaxen yellow,adobe & dunkel brown,evergreen armor grey, olive.
RAL77750 CHAOS WAR COLOURS $17.95
Mold slate buggund ,metallic blue, green &

AND SATINS D&D $17.95

al blus lavindar, blue, royal red, white,

RAL77791 NATURAL COLORS Al D $17.95
Werefur brown,yellow,pink,elemental orange,moss green,blue.
RAL77725 SPRAY PRIMER
RAL77726 SPRAY CLEAR MATTE S .95
RAL77727 DRAGONSCALE METALLIC CREMES 322 50
RAL77728 BRUSH $17.95
RAL77729 SPONGE APPLICATOR BRUSHES $3.00
RAL77701 GOLD METALLIC $3.50
RAL77702 SILVER METALLIC $3.50
RAL77703 BRONZE METALLIC $3.50
RAL77704 STEEL $3.50
RAL77705 FLESH $3.50
RAL77706 WHITE $3.50
RAL77707 GRAY $3.50
RAL77708 BLACK $3.50
RAL77709 SHAMROCK GREEN $3.50
RAL77710 FOREST GREEN $3.50
RAL77711  DUN $3.50
RAL77712 LEATHER $3.50
RAL77713 RED BROWN $3.50
RAL77714 DARK BROWN $3.50
RAL77716 IVORY $3.50
RAL77716 YELLOW $3.50
RAL77717 ORANGE $3.50
RAL77718 RED $3.50
RAL77719 SKY BLUE $3.50
RAL77720 TRUE BLUE $3.50
RAL77721 DARK BLUE $3.50
RAL77722 COPPER METALLIC $3.50
RAL77723 PURPLE $3.50
RAL77731 KHAKI $3.50
RAL77761 AGED METAL AD&D $3.50
RAL77762 FROST GIANT WHITE AD&D PAINT $3.50
RAL77763 MINOTAUR FUR BROWN $3.50
RAL77764 HELL HOUND BROWN AD&D $3.50
RAL777656 DAMSEL FLESH AD&D $3.50
RAL77766 MAINCORE MANE YELLOW AD&D $3.50
RAL77767 MOLD YELLOW $3.50
RAL77768 GOBLIN FLESH TANGERINE $3.50
RAL77769 DRAGON SCALE RED $3.50
RAL77770 TENTACLE PINK $3.50
RAL77771 DRAGON TONGUE PURPLE $3.50
RAL77772 SEMBIA RED $3.50
RAL77773 CORMYR BLUE $3.50
RAL77774 MIND FLAYER MAUVE $3.50
RAL77775 PALADIN BLUE AD&D $3.50
RAL77776 DRAGON SCALE BLUE $3.50
RAL77777 BULETTE BLUE AD&D $3.50
RAL77778 REMORHAZ BLUE AD&D $3.50
RAL77779 STORM GIANT GREEN $3.50
RAL77780 BEHIR BLUE AD&D $3.50
RAL77781 TROLL FLESH GREEN $3.50
RAL77782 ELVEN GREEN $3.50
RAL77783 GHOUL FLESH LIME $3.50
RAL77784 BULLYWUGS BELLY GREEN $3.50
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