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Guy Debord is known principally for being the chief instigator and theorist of the
Situationist International and as the author of The Society of the Spectacle. His
first volume of autobiography, Panegyric, revealed his interest in classical war
theory as espoused by Clausewitz, and A Game of War was written in
collaboration with his future wife Alice Becker-Ho. This is the first version of the
book to include a game board and counters, which allow the game to be played
according to the instructions enclosed.
A definitive guide to wargames covers the history of wargames, who plays them
and why, the design and production of commercial wargames, and the science
they rest on, providing a consumer's guide to games on the market
"The History and Theory of War Games throughout the United States and
Internationally"--Provided by publisher.
Over the past fifty years, many thousands of conflict simulations have been
published that bring the dynamics of past and possible future wars to life. In this
book, Philip Sabin explores the theory and practice of conflict simulation as a
topic in its own right, based on his thirty years of experience in designing
wargames and using them in teaching. Simulating War sets conflict simulation in
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its proper context alongside more familiar techniques such as game theory and
operational analysis. It explains in detail the analytical and modelling techniques
involved, and it teaches you how to design your own simulations of conflicts of
your choice. The book provides eight simple illustrative simulations of specific
historical conflicts, complete with rules, maps and counters. Simulating War is
essential reading for all recreational or professional simulation gamers, and for
anyone who is interested in modelling war, from teachers and students to military
officers.
Develop Intelligent Bots using Microsoft Bot framework (C# and Node.js), Visual
Studio Enterprise & Code, MicrosoftAzure and Cognitive Services. This book
shows you how to develop great Bots, publish to Azure and register with Bot
portal so that customers canconnect and communicate using famous
communication channels like Skype, Slack, Web and Facebook. You'll also learn
how to build intelligence into Bots using Azure Cognitive Services like LUIS,
OCR, Speech to Text and Web Search.Bots are the new face of user experience.
Conversational User Interface provides many options to make userexperience
richer, innovative and engaging with email, text, buttons or voice as the medium
for communication.Modern line of business applications can be replaced or
associated with Intelligent Bots that can use data/historycombined with Machine
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Intelligence to make user experience inclusive and exciting. With Developing
Bots with Microsoft Bots Framework, you'll see just how simple Bot building can
be. What You'll Learn Build Bots using MS Bot framework on Windows and NonWindows platforms Publish your Bot to the cloud in minutes Create rich
communication platforms between your application and users Apply Artificial
Intelligence and Machine Learning to your applications Who This Book Is For
Developers and Architects who design and build modern applications or
communication platforms using MS stack or open source technologies. Business
Analysts and UX Specialists interested in designing and building trendy user
interfaces/platforms using Bots and Azure ML
You will benefit from this book if you are a practitioner of the art of serious
wargaming. Done well, the simple act of putting players in an immersive
environment, asking them to make decisions and then face the consequences of
those in a dynamically evolving narrative generates astounding insights and
internalises learning objectives. Yet, as Clausewitz said of war, everything in
wargaming is simple, but doing the simplest thing is difficult. This book explains
the seemingly simple. It is a detailed guide to designing and delivering successful
wargames, whether you apply the technique to Defence, other government
departments, business, the emergency services, academia or humanitarian
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operations. This is important because good wargames save money but, first and
foremost, they save lives.
Why should radicals be interested in playing wargames? Surely the Left can have
no interest in such militarist fantasies? Yet Guy Debord placed such importance
on his invention of The Game of War that he described it as the most significant
of his accomplishments. Fusing together historical research on avant-garde
artists, political revolutionaries and military theorists, with narratives of five years
of public performances, Class Wargames provides a strategic and tactical
manual for subverting the economic, political and ideological hierarchies of
neoliberal capitalism.
The author discusses fundamental principles and techniques governing the
design and use of war games.
In August 1793 of the French Revolutionary Wars (1792-1802), Republican France
teetered on the brink of collapse. On every front her enemies' armies swept forward
across her borders – the very survival of the Revolution itself was at stake. In Toulon,
the strategically vital home port of France's Mediterranean fleet, a coup had overthrown
the Republican government and handed over the city to the blockading British navy. In
this, perhaps her darkest hour, France's saviour was at hand in the shape of a Captain
of Artillery whose name all Europe would soon know - Napoleon Bonaparte. This title
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describes the Republican victory at Toulon that not only saved the Revolution but also
saw the young Napoleon Bonaparte begin his meteoric rise to power.
The piston engines that powered Second World War fighters, the men who designed
them, and the secret intelligence work carried out by both Britain and Germany would
determine the outcome of the first global air war. Advanced jet engines may have been
in development but every militarily significant air battle was fought by piston-engined
fighters. Whoever designed the most powerful piston engines would win air superiority
and with it the ability to dictate the course of the war as a whole. This is the neverbefore-told story of a high-tech race, hidden behind the closed doors of design offices
and intelligence agencies, to create the war’s best fighter engine. Using the fruits of
extensive research in archives around the world together with the previously
unpublished memoirs of fighter engine designers, author Calum E. Douglas tells the
story of a desperate contest between the world’s best engineers – the Secret
Horsepower Race.
Examinations of wargaming for entertainment, education, and military planning, in
terms of design, critical analysis, and historical contexts. Games with military themes
date back to antiquity, and yet they are curiously neglected in much of the academic
and trade literature on games and game history. This volume fills that gap, providing a
diverse set of perspectives on wargaming's past, present, and future. In Zones of
Control, contributors consider wargames played for entertainment, education, and
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military planning, in terms of design, critical analysis, and historical contexts. They
consider both digital and especially tabletop games, most of which cover specific
historical conflicts or are grounded in recognizable real-world geopolitics. Game
designers and players will find the historical and critical contexts often missing from
design and hobby literature; military analysts will find connections to game design and
the humanities; and academics will find documentation and critique of a sophisticated
body of cultural work in which the complexity of military conflict is represented in ludic
systems and procedures. Each section begins with a long anchoring chapter by an
established authority, which is followed by a variety of shorter pieces both analytic and
anecdotal. Topics include the history of playing at war; operations research and
systems design; wargaming and military history; wargaming's ethics and politics;
gaming irregular and non-kinetic warfare; and wargames as artistic practice.
Contributors Jeremy Antley, Richard Barbrook, Elizabeth M. Bartels, Ed Beach, Larry
Bond, Larry Brom, Lee Brimmicombe-Wood, Rex Brynen, Matthew B. Caffrey, Jr., Luke
Caldwell, Catherine Cavagnaro, Robert M. Citino, Laurent Closier, Stephen V. Cole,
Brian Conley, Greg Costikyan, Patrick Crogan, John Curry, James F. Dunnigan, Robert
J. Elder, Lisa Faden, Mary Flanagan, John A. Foley, Alexander R. Galloway, Sharon
Ghamari-Tabrizi, Don R. Gilman, A. Scott Glancy, Troy Goodfellow, Jack Greene, Mark
Herman, Kacper Kwiatkowski, Tim Lenoir, David Levinthal, Alexander H. Levis, Henry
Lowood, Elizabeth Losh, Esther MacCallum-Stewart, Rob MacDougall, Mark Mahaffey,
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Bill McDonald, Brien J. Miller, Joseph Miranda, Soraya Murray, Tetsuya Nakamura,
Michael Peck, Peter P. Perla, Jon Peterson, John Prados, Ted S. Raicer, Volko
Ruhnke, Philip Sabin, Thomas C. Schelling, Marcus Schulzke, Miguel Sicart, Rachel
Simmons, Ian Sturrock, Jenny Thompson, John Tiller, J. R. Tracy, Brian Train, Russell
Vane, Charles Vasey, Andrew Wackerfuss, James Wallis, James Wallman, Yuna Huh
Wong
In this volume, people of diverse backgrounds talk about tabletop games, game culture,
and the intersection of games with learning, theater, and other forms. Some have
chosen to write about their design process, others about games they admire, others
about the culture of tabletop games and their fans. The results are various and
individual, but all cast some light on what is a multivarious and fascinating set of game
styles.
This book gives a complete introduction to the hobby of wargaming with miniatures,
especially suitable for the newcomer but also containing sufficient depth and breadth of
information to attract the more experienced gamer. Packed with color photographs,
maps and diagrams, the book is a visual treat, but one built on the solid foundations of
a highly literate and engaging text that does not dumb down the hobby. Every aspect is
explained clearly and in a way that both informs and entertains, with plenty of
personality, gentle humor and a lightness of touch. The contents include a brief history
of the development of wargaming, choice of periods from ancients to sci-fi, the question
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of scale (not only of miniatures, but the size of game from the smallest skirmishes to
epic battles), terrain, buying and painting miniatures, creating scenarios for wargames,
running a campaign, solo wargaming and so on. It also incorporates simple wargaming
rules covering all periods of history as well as fantasy and science fiction gaming.
These rules will have optional mechanisms allowing them to be used for very small
games with just a few figures, or much bigger games with several regiments or
brigades on each side.
"In Matrix Games, knowledge, imagination, and persuasiveness dominate. Matrix
Games boil down the art of gaming to its essence". Peter Perla Since the book Matrix
Games for Modern Wargaming was first published in 2014, they have made a massive
impact on professional military education, operational analysis and training. This book
was written in response to requests for a more comprehensive account of the
methodology, plus more examples of such games from the active edge of their
professional application in the UK. Included are 6 scenarios to demonstrate different
aspects of the method: NATO/Russian Posturing in the Baltic Sea Russian/NATO
Posturing in the Black Sea and Eastern Mediterranean Incidents in the South China
Sea An election game Conflict on the Korean Peninsula De Valera's War: Irish
Neutrality in WW2 This book is published by the History of Wargaming Project as part
of its ongoing work to document current practise in wargaming.
A fun and practical new approach to wargaming that lets you complete a game in about
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an hour—includes rule sets and scenarios for most popular periods. One of the biggest
problems facing wargamers is finding the time to actually play. Most commercially
available games require several hours to set up and see to a conclusion; some can
even take a whole day or weekend to complete. Apart from time, lack of space can also
keep wargamers from enjoying their favorite pastime. In One-hour Wargames, veteran
gamer and rule-writer Neil Thomas has addressed both problems. Now it is practical to
play a satisfying game in around an hour on a normal dining table or living room floor.
The book contains 8 all-new sets of very simple rules for various periods—from Ancient
to WW2—and thirty stimulating scenarios which can be played using any of them. All the
rules and scenarios are intended to be played on a 3ft x 3ft battlefield. The rules only
require a small number of miniatures, so this really is an ideal way for new gamers, or
veterans trying a new period, to get started with minimal investment of time and money.
Also ideal for a quick game in the evening with a friend. Also included are sections on
campaigns and solo games.
Fundamentals of War Gaming provides an in-depth introduction to the basics of military
gaming, and offers historical insights into the devewlopment of war gaming
methodologies. It covers the evolution of gaming tools such as the ancient adaptations
of chess and the development of Kriegspiel to teach military tactics to Prussian officers.
The employment of gaming by various military powers, before and during the World
Wars, is explored and culminated with the introduction of computer support and
Page 9/22

Acces PDF Spi Wargames Wordpress
simulations in the U.S. Navy.

The authors evaluate wargaming tools as the U.S. Marine Corps invests its nextgeneration wargaming concept. The authors describe wargaming processes,
facilities, and skill sets and recommend courses of action.
This handbook collects, for the first time, the state of research on role-playing
games (RPGs) across disciplines, cultures, and media in a single, accessible
volume. Collaboratively authored by more than 50 key scholars, it traces the
history of RPGs, from wargaming precursors to tabletop RPGs like Dungeons &
Dragons to the rise of live action role-play and contemporary computer RPG and
massively multiplayer online RPG franchises, like Fallout and World of Warcraft.
Individual chapters survey the perspectives, concepts, and findings on RPGs
from key disciplines, like performance studies, sociology, psychology, education,
economics, game design, literary studies, and more. Other chapters integrate
insights from RPG studies around broadly significant topics, like transmedia
worldbuilding, immersion, transgressive play, or player–character relations. Each
chapter includes definitions of key terms and recommended readings to help
fans, students, and scholars new to RPG studies find their way into this new
interdisciplinary field.
As the wars of Napoleon ravage Europe, chaos and fear reign and the darkness
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that once clung to the shadows has been emboldened. Supernatural creatures –
vampires, werewolves, ghouls, and worse take advantage of the havoc, striking
out at isolated farms, villages, and even military units. Whether they are pursuing
some master plan or simply revelling in their newfound freedom is unknown.
Most people dismiss reports of these slaughters as the rantings of madmen or
the lies of deserters, but a few know better... The Silver Bayonet is a skirmish
wargame of gothic horror set during the Napoleonic Wars. Each player forms an
elite band of monster hunters drawn from the ranks of one of the great powers.
Riflemen, swordsmen, and engineers fight side-by-side with mystics, occultists,
and even those few supernatural creatures that can be controlled or reasoned
with enough to make common cause. The game can be played solo, cooperatively, or competitively, with players progressing through a series of
interlinked adventures with their soldiers gaining experience and suffering
grievous wounds, and their units triumphing... or falling in the face of the
shadows. It is a game of action and adventure, where musket and sabre meet
tooth and claw.
The Portable Wargame has been developed over the past ten years to meet the
needs of wargamers who want a fast, easy to learn, simple to use set of
wargames rules that don’t require the player to purchase and paint a large
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collection of figures and that can be staged on a small dinner table, a large coffee
table, or something even smaller. The rules are designed to be used with a
gridded tabletop made up of squares or hexes.
"This book covers battle tactics at sea from the age of fighting sail to the present,
with emphasis on trends (factors that have changed throughout history),
constants (things that have not changed), and variables (things pertinent to each
individual battle). The third edition highlights advances in unmanned vehicles,
artificial intelligence, cyber warfare in peace and war, and other effects of
information warfare and how they are changing the ways that battles at sea will
be fought and won. It also describes the interaction between naval operations,
wartime campaigns, and coalition tactics and their effects on war at sea and
points out the growing interaction between land and sea in littoral
combat."--Provided by publisher.
Hacker Techniques, Tools, and Incident Handling, Third Edition begins with an
examination of the landscape, key terms, and concepts that a security
professional needs to know about hackers and computer criminals who break
into networks, steal information, and corrupt data. It goes on to review the
technical overview of hacking: how attacks target networks and the methodology
they follow. The final section studies those methods that are most effective when
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dealing with hacking attacks, especially in an age of increased reliance on the
Web. Written by subject matter experts, with numerous real-world examples,
Hacker Techniques, Tools, and Incident Handling, Third Edition provides readers
with a clear, comprehensive introduction to the many threats on our Internet
environment and security and what can be done to combat them.
The Sandhurst Kriegsspiel Wargaming for the Modern Infantry Officer Training
for WarVolume 1
Zona Alfa is a set of simple, fast-play skirmish rules for scavenging, exploring,
and surviving in a near-future, post-apocalyptic Eastern European setting.
Players take on the role of bandits, mercenaries, and military units fighting over
the blasted Exclusion Zone and its abandoned artefacts. Customise your fighters
with a variety of weapons and specialisms to create your ideal warband. With
extended rules for campaigns, character progression, terrain, and environmental
hazards, Zona Alfa contains all the tools required to engage in blistering firefights
within the Exclusion Zone.
Men of Bronze is a wargame that allows you to play out Classical Greek hoplite battles on the
tabletop. Players are Strategoi (generals) leading phalanxes of bronze-clad warriors in pursuit
of fame, glory, and the honor of their city-states. To win such prizes, however, you must prove
your mettle, display your valor, and bring the other Strategoi to their knees! Designed to
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recreate small battles or larger skirmishes with 50–80 figures per side, each army will have its
own unique mix of rules, advantages, backgrounds, and abilities. Strategoi must understand
and appreciate the strengths and weaknesses of their forces in order to win glory on the
battlefield. Of course, there's no telling what tricks a rival Strategos might have up their tunic
sleeves...
As more and more vulnerabilities are found in the Mac OS X (Leopard) operating system,
security researchers are realizing the importance of developing proof-of-concept exploits for
those vulnerabilities. This unique tome is the first book to uncover the flaws in the Mac OS X
operating system—and how to deal with them. Written by two white hat hackers, this book is
aimed at making vital information known so that you can find ways to secure your Mac OS X
systems, and examines the sorts of attacks that are prevented by Leopard’s security
defenses, what attacks aren’t, and how to best handle those weaknesses.
Cutting-edge techniques for finding and fixing critical security flaws Fortify your network and
avert digital catastrophe with proven strategies from a team of security experts. Completely
updated and featuring 13 new chapters, Gray Hat Hacking, The Ethical Hacker’s Handbook,
Fifth Edition explains the enemy’s current weapons, skills, and tactics and offers field-tested
remedies, case studies, and ready-to-try testing labs. Find out how hackers gain access,
overtake network devices, script and inject malicious code, and plunder Web applications and
browsers. Android-based exploits, reverse engineering techniques, and cyber law are
thoroughly covered in this state-of-the-art resource. And the new topic of exploiting the Internet
of things is introduced in this edition. •Build and launch spoofing exploits with Ettercap •Induce
error conditions and crash software using fuzzers •Use advanced reverse engineering to
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exploit Windows and Linux software •Bypass Windows Access Control and memory protection
schemes •Exploit web applications with Padding Oracle Attacks •Learn the use-after-free
technique used in recent zero days •Hijack web browsers with advanced XSS attacks
•Understand ransomware and how it takes control of your desktop •Dissect Android malware
with JEB and DAD decompilers •Find one-day vulnerabilities with binary diffing •Exploit
wireless systems with Software Defined Radios (SDR) •Exploit Internet of things devices
•Dissect and exploit embedded devices •Understand bug bounty programs •Deploy nextgeneration honeypots •Dissect ATM malware and analyze common ATM attacks •Learn the
business side of ethical hacking
The aim of this book is the first of a series to provide off the shelf wargames that may be of
immediate use in military training. This book contains 4 ready to use wargames: Game 1: The
Sandhurst Kriegsspiel aims to allow officers to test the plan they devised in a TEWT on the
actual ground using the tool of wargaming. Game 2: The Battlegroup Kriegsspiel is next level
up game. While still a kriegsspiel, dependent on sound military judgement by the umpire (and
players), it includes some hard operational research based tables to help arbitrate the combat
outcomes. Game 3: Current Ops: the Modern Infantry Battle is a more rigid kriegsspiel, with
more detailed rules to govern movement, combat, suppression and ammunition expenditure.
Game 4: Counter IED Kriegsspiel is an excellent example of using some of the recent
developments in wargaming to create an engaging game about when faced by an IED threat.
This book is part of a series documenting current practice in professional wargaming.
In a galaxy torn apart by the Last War, vast pirate fleets roam from system to system, robbing,
extorting, and enslaving. Amidst this chaos, thousands of independent operators – smugglers,
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relic hunters, freedom fighters, and mercenaries – roam the dead stars in small ships,
scratching out a living any way they can. In Stargrave, players take on the role of one of these
independent operators, choosing from a range of backgrounds each with their own strengths,
weaknesses, and associated powers. Next, players must hire a crew for their ship, recruiting a
lieutenant with a unique skill-set and a handful of soldiers, mechanics, hackers, and other
specialists. Some captains may even recruit strange alien lifeforms with abilities no humanoid
could ever possess. Once the players' crews are assembled, they are ready to dive into a
campaign. Over a series of games, their crews will have the chance to carry out a variety of
missions – recovering lost technology, stealing data, freeing slaves, and fighting back against
the pirate fleets. In time, as the crews gain experience, they will become more powerful and
hire more talented specialists. The more they grow, however, the more likely it is that a pirate
fleet will take note of their activities and come after them!
It is 1875, and Count Dracula is President of the United States of America. In the wake of the
Civil War, with the country struggling to regain its balance, Dracula seized power. The Count's
thralls assassinated President Lincoln and his entire administration in a single night and, in the
ensuing chaos, their master made his move. Dominating the Senate, he declared himself
President-for-Life, and now rules the Union with fear and an iron fist. His vampiric progeny, the
Coven of the Red Hand, infest every strata of society, and enforce Dracula's will with ruthless
efficiency. Drawn by the shadows gathering across the nation, secretive cults and evil
creatures emerge from their lairs to thrive in the darkness of the new regime. Fleeing from the
oppression and menace of the East, hordes of pioneers head to the West, hoping for a new
life. Dracula's greed, however, knows no bounds, and his reach is long... Dracula's America:
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Shadows of the West is a skirmish game of gothic horror set in an alternate Old West. Secret
wars rage across the country – from bustling boom-towns to the most remote wilderness – as
cults and secret societies fight for power and survival. Players will throw their support behind
one of these factions, and will lead a Posse in fast-paced, cinematic battles for dominance and
survival.
The story of the arcane table-top game that became a pop culture phenomenon and the longrunning legal battle waged by its cocreators. When Dungeons & Dragons was first released to
a small hobby community, it hardly seemed destined for mainstream success--and yet this
arcane tabletop role-playing game became an unlikely pop culture phenomenon. In Game
Wizards, Jon Peterson chronicles the rise of Dungeons & Dragons from hobbyist pastime to
mass market sensation, from the initial collaboration to the later feud of its creators, Gary
Gygax and Dave Arneson. As the game's fiftieth anniversary approaches, Peterson--a noted
authority on role-playing games--explains how D&D and its creators navigated their successes,
setbacks, and controversies. Peterson describes Gygax and Arneson's first meeting and their
work toward the 1974 release of the game; the founding of TSR and its growth as a company;
and Arneson's acrimonious departure and subsequent challenges to TSR. He recounts the
"Satanic Panic" accusations that D&D was sacrilegious and dangerous, and how they made
the game famous. And he chronicles TSR's reckless expansion and near-fatal corporate
infighting, which culminated with the company in debt and overextended and the end of
Gygax's losing battle to retain control over TSR and D&D. With Game Wizards, Peterson
restores historical particulars long obscured by competing narratives spun by the one-time
partners. That record amply demonstrates how the turbulent experience of creating something
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as momentous as Dungeons & Dragons can make people remember things a bit differently
from the way they actually happened.
Video games can be "well played" in two senses. On the one hand, well played is to games as
well read is to books. On the other hand, well played as in well done. This book is full of indepth close readings of video games that parse out the various meanings to be found in the
experience of playing a game. 22 contributors (developers, scholars, reviewers and bloggers)
look at video games through both senses of "well played." The goal is to help develop and
define a literacy of games as well as a sense of their value as an experience. Video games are
a complex medium that merits careful interpretation and insightful analysis
This major revision updates Wayne Hughes's 1986 landmark study that is credited with
providing decision makers a sound foundation for battle planning and tactical thinking. The
book integrates the historical evolution of tactics, analysis, and fleet operations, and today it
can serve as a primer for anyone who wants to learn how navies fight and win. This second
edition includes much new material on combat in the missile age and reflects the
reconfiguration of many tactics for littoral operations after the fall of the Soviet Union. Hughes
recreates famous battles to show how tactics have changed through the ages and the ways in
which they have remained unchanged. He covers tactical interaction between land and sea,
the sensory revolution of WWII, secret weapons and maritime surprise, the role in battle of
leadership and morale, and the importance of surface warships in today's U.S. fleet. He
suggests that naval tactics, unlike ground combat, are dominated by the offense and
concludes that the great tactical maxim must be attack effectively first. A new chapter traces
the evolution of missile tactics at sea and includes details of attacks on ships. Many changes
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emphasize joint operations and coastal combat. The already extensive appraisal of command
and control and information warfare is further expanded to cover modern naval operations and
the character of modern salvo warfare. In the tradition of Mahan and Clauswitz, this classic text
incorporates literature, politics, and a knowledge of human nature. Indispensable reading for all
those interested in naval tactics, it is also a valuable reference for wargamers
CISSP Study Guide, Third Edition provides readers with information on the CISSP certification,
the most prestigious, globally-recognized, vendor-neutral exam for information security
professionals. With over 100,000 professionals certified worldwide, and many more joining
their ranks, this new third edition presents everything a reader needs to know on the newest
version of the exam's Common Body of Knowledge. The eight domains are covered completely
and as concisely as possible, allowing users to ace the exam. Each domain has its own
chapter that includes a specially-designed pedagogy to help users pass the exam, including
clearly-stated exam objectives, unique terms and definitions, exam warnings, "learning by
example" modules, hands-on exercises, and chapter ending questions. Provides the most
complete and effective study guide to prepare users for passing the CISSP exam, giving them
exactly what they need to pass the test Authored by Eric Conrad who has prepared hundreds
of professionals for passing the CISSP exam through SANS, a popular and well-known
organization for information security professionals Covers all of the new information in the
Common Body of Knowledge updated in January 2015, and also provides two exams, tiered
end-of-chapter questions for a gradual learning curve, and a complete self-test appendix
Paddy Griffith (1947- 2010) was a leading British military theorist and historian, who used
wargaming as part of his tool set to critically analyse operational and tactical military history.
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This book includes two previously unpublished COunter-INsurgency (COIN) wargames from
1976 to 1980 and an example of a British Army live-roleplaying COIN from 1980. The first
COIN game, Longreagh Village, is about a security force base facing a particularly challenging
week of supporting the local police in a border village. The second COIN game, summer in
Dogem-on-Sea, is set in ORANGELAND. The local police are facing a two pronged threat
against the local population. The third COIN game is an outline of a British Army liveroleplaying exercise, to allow the officer cadets of Sandhurst to gain practical experience of
COIN. The foreword is by Brian Train, a well-known current game designer, who specialises in
producing games about irregular warfare.
An in-depth look at a Confederate general and the first blood spilled at Gettysburg, with maps,
photos, and a guide to historic sites. This book examines the key role played by Lt. Gen.
Richard Ewell’s Second Corps during the final days in June. It is the first in-depth study of
these crucial summer days that not only shaped the course of the Gettysburg Campaign but
altered the course of our nation’s history. In two powerful columns, Ewell’s Corps swept
toward the strategically important Susquehanna River and the Pennsylvania capital looming
beyond. Fear coursed through the local populace while Washington and Harrisburg scrambled
to meet the threat. One of Ewell’s columns included a veteran division under Jubal Early,
whose objectives included the capture and ransom of towns and the destruction of railroad
bridges and the Hanover Junction rail yard. Early’s most vital mission was the seizure of the
Columbia Bridge, which spanned the Susquehanna River between Wrightsville and Columbia.
To capture the longest covered bridge in the world would allow the division to cross into
prosperous Lancaster County and move against the capital in Harrisburg. Flames Beyond
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Gettysburg vividly narrates both sides of Ewell’s drama-filled expedition, including key
Southern decisions, the response of the Pennsylvania militiamen and civilians who opposed
the Confederates, and the burning of the Columbia Bridge. It also features detailed driving
tours of the various sites discussed in the book. Based upon extensive primary source material
and featuring original maps by cartographer Steven Stanley, this fast-paced and gracefully
written history is a welcome and important addition to the Gettysburg literature.
These rules have been designed to enable wargamers to fight operational-level World War II
Eastern Front/Great Patriotic War battles on a tabletop using 20mm-scale figures and vehicles.
The end of the Aesir has come, but not as the prophecies foretold. The dread dragon
Niddhoggr has devoured the roots of the World Ash, Yggdrasil, and the great tree has toppled
onto its side, crashing the realms of mortal and supernatural together. With the gods dead and
the fires of ruin consuming the world, your war clan of Viking warriors know what they must do
to survive the destruction of the Nine Realms and restore order: they must become the new
gods! Ragnarok is a campaign-driven skirmish game in which players form a Viking war clan
seeking to prove itself worthy of becoming the new pantheon. The use of a mechanic called
Godspark means that battles are no longer determined by merely striking an opponent and
dealing damage. Instead, warriors will be pushing, throwing, and crashing their opponents
around the battlefield, making their very environment a weapon. As the war clans develop, they
may gain glorious new powers that will bring them closer to godhood, or win the respect of the
denizens of the realms, allowing them to bring dire wolves, dwarves, and even the dreaded
giants into their war clans. With strategic gameplay and epic storytelling, players must write
their own sagas and tell of how their war clans have, through blood and steel, clawed their way
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up from ruin to stand before the halls of Valhalla.
Thaw of the Lich Lord is a complete campaign for Frostgrave that will challenge both new and
veteran players. Through a series of linked scenarios, players discover the existence of a new
power in the Frozen City, one who was old when the great city was still young, and who saw
both its rise and its disastrous fall. Warbands will confront the Lich Lord's minions, race against
his agents to seize possession of mysterious artefacts, and brave the perils of Frostgrave in
search of his lair. Eventually, they will need to muster all their courage to venture into the
depths of the city and face the Lich Lord himself. Not all wizards will seek to stop the Lich Lord,
however, and full rules for giving into his corruption and following the dark road to becoming an
undead lich are presented for those who crave power and immortality above all else. While the
campaign presents many new threats against which wizards and their warbands must test
themselves, including an expanded bestiary, it also offers additional resources, such as new
henchmen that can be recruited and unique magical treasures that can spell the difference
between survival and oblivion.
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