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on a quick movement to avoid contact. His 
tired troops, having been on alert for three 
full days, were discovered anyway. A local 
village was burned, and two US POWs 
escaped their Communist captors, pulling 
search parties into McDade's path.
	 An hour later the head of the column came 
under fierce attack by the NVA 8th Battalion, 
66th Regiment (8/66) , fresh off the Ho Chi 
Minh Trail. The 8/66 was soon joined by 
elements of the battered 1/33, bringing the 
total NVA force to between 700 and 1,000. 
	 An NVA ambush cut the US column in 
two, while snipers in the trees targeted 
US officers and radiomen. The battle soon 
degenerated into a blind melee involving 
hand-to-hand fighting. US artillery support 
from nearby LZ Columbus was slow to come 
on target, and air support was sporadic 
due to smoke and heavy vegetation.
	 The fight continued into the night; both 
sides endured friendly fire incidents. NVA 
soldiers prowled the battleground hunting 
down and killing the American wounded. US fire 
support gradually made itself felt, with aricraft 
guided in by flares. Reinforcements were 
also dispatched. McDade's B Company was 
flown directly into Albany, while a company 
from 1-5 Cav marched out of Columbus.
	 The NVA withdrew at dawn. McDade's 
battalion lost 151 killed, 121 wounded, 
and four missing (later found dead at 
the site). NVA losses were estimated at 
403 killed and at least 150 wounded. 

1.0 Introduction
1.1 Scope of Game
LZ Albany depicts the ambush of the 
US 2nd Battalion, 7th Cavalry (2-7 Cav) 
by elements of the North Vietnamese 
Army (NVA) on 17 November 1965. 
	 The ambush took place during the Pleiku 
campaign, during which air cavalry tactics were 
introduced to the war. It was preceded by the 
three-day (14-16 November) struggle around 
Landing Zone (LZ) X-Ray, where 1-7 Cavalry, 
was beset by a large force of NVA. Other units, 
among them 2-7 Cav, were sent to help. The 
NVA was finally forced to break off the action.
	 The NVA retreat was to be 
followed up by massive B-52 strikes 
in the area, so the remaining US units 
were ordered away to other LZs. 
	 Lt. Col. Robert McDade's 2-7 Cav, less 
B Company, which had been flown out from 
X-Ray, marched toward LZ Albany. McDade 
declined a barrage to clear the route, counting 
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2.4 Counters
Most of the counters represent the combat 
units taking part in the action, each 
representing a platoon of 20 to 50 soldiers 
and their weapons. Other counters represent 
key officers, or are markers used to carry 
out or record certain game functions. The 
illustration on page R3 identifies each counter 
type and indicates the information found 
on each, and the rules explaining its use.

3.0 How to Play

3.1 Course of a Game
After deciding which player will command 
each side, set up the map and counters 
according to the instructions in rule 3.2. The 
game lasts up to 10 turns (see rule 3.3), each 
consisting of a number of sub-sections called 
phases. At the end of the last turn, or earlier 
if play is stopped by an event, determine the 
winner by counting victory points (rule 3.4).

3.2 Set Up
Place the map in a convenient location 
between the players. Sort the counters 
into their various groups and set them up 
according to the instructions below. 

A) Markers. Place the following markers 
in the locations indicated.

•	Turn Marker: on the "1" box 
of the Turn Track. 

•	Flares Markers: one each on the eight 
boxes of the Flares Available track.

•	VP Markers (both players): to the left 
of the "1" box of the Victory Point track.

•	Hit and Wounded Markers: within 
easy reach of the appropriate player. 

B) Action Chits. Place four NVA Fire/
Move chits in the action chit pool.

C) US On-Map Forces. The US Player 
places the units and officers listed 
below on any green circle continaing 
the number "1." Stacking limits apply.

•	 McDade (one counter)
•	 A/2-7 (six counters)
•	 C/2-7 (six counters)
•	 D/2-7 (six counters)

D) US Reinforcements. The following units 
and markers arrive on the turn indicated 

	 2-7 Cav survived, but it had been close 
and could have gone the other way.

2.0 Components

A complete game of LZ Albany consists of:

•	 This rules book (see rule 2.1).

•	 One 34-inch by 22-inch map (see rules 
2.2), which includes a number of charts, 
tracks, tables, and boxes (rule 2.3).

•	 One die-cut sheet containing 176 playing 
pieces, called counters (see rule 2.4).

Players must provide at least one six-sided 
die (more would be helpful) and a wide-
mouthed, opaque container (referred to 
as the action chit pool; see rule 2.3).

2.1 Rules
The rules are numbered for ease of reference. 
Each number has two parts, divided by the 
decimal. The number on the left indicates 
a section covering a major topic. The 
number to the right indicates a case within 
that section dealing with a specific point. 
Some cases are subdivided, with a letter 
indicating each sub-part. For example, rule 
3.2A is read as section 3 (How to Play), 
case 2 (Set Up), sub-case A (Markers).

2.2 Map
The map represents the area around LZ 
Albany, which itself was no more than 
a clearing. Most of the terrain is deep 
sawgrass or dense jungle. The east side 
of the map has an area representing LZ 
Columbus, an established US base including 
a battalion of artillery. Areas cover a space 
approximately 200 to 300 meters across. 

2.3 Charts, Tables, Tracks, & Boxes

Turn Track 

Flares Available Track 

Victory Point Track 

Choi Oi Table 

Action Chit Pool 

Unit Group Action Tracks 

at the locations specified. For simplicity, 
place the reinforcements on the turn 
track in the box indicated. Stacking limits 
apply at the moment of placement.

	 Turn 2 
•	 B/2-7 (six counters) on any green 

dot in a sawgrass area.
•	 The artillery (four counters) 

on LZ Columbus.
•	 Four US Fire/Move chits into 

the action chit pool.

	 Turn 3
•	 US adrenaline chit into the 

action chit pool.

	 Turn 4 
•	 Two Gunship markers into 

the action chit pool. 

	 Turn 5
•	 The Visibility chit into the action chit pool. 

	 Turn 6
•	 A/1-5 (six counters) on LZ Columbus.
•	 Two US Fire/Move chits, the 

Skyraider chit, and the Dust Off 
chit into the action chit pool. 

	 Turn 7
•	 B/1-5 (six counters) on LZ Columbus, or 

set aside for airlift by the dustoff chit.

E) NVA On-Map Forces. Place the 
following in areas marked with the 
tan #1 circles. Stacking limits apply.

•	 Commanders Man and An
•	 All platoons and officers from HQ, 

1st, and Mortar Companies, 1/33.
•	 All the platoons and officers for 6th, 

7th and 8th Companies of the 8/66.

F) NVA Reinforcements.

	 Turn 2 
•	 all remaining 8/66 units on tan #2 circled 

areas, subject to stacking limits.
•	 Two NVA Fire/Move chits and the NVA 

Adrenaline chit into the action chit pool.

Player Note. Both players have six additional 
Fire/Move chits not listed above. See 5.2.

3.3 Turns & Turn Sequence
The game lasts up to 10 turns, but may 
end earlier if certain victory conditions 
have been met (see 4.2).Each turn 

M24_LZ Albany_Rules_V6F   2 4/15/16   9:59 AM



	 Modern War 24  |  JUL-Aug 2016	 R3

(10.0) US 
Senior Officer

(10.0) US 
Officer

(7.5) US Artillery

(5.2) No Move(3.2) Turn Marker

(5.2) Fire

(7.6) Gunships

(5.2) No Fire 
or Move

(8.2) Hit Marker

(5.3) Adrenaline

(5.5) Dust off

(8.0) Wounded 
Marker

(5.6) Visibility

(11.2) Flare

(7.5) Artillery

NVA Heavy 
Machinegun

US Infantry Back (7.4) US MortarUS Infantry Front

(5.2) No Fire

(4.1) VP Marker

(5.2) Move

(7.7) Skyraiders

Reduced
(Strength shown in Yellow)

Full Strength

Fire Strength Melee Strength

M24_LZ Albany_Rules_V6F   3 4/15/16   9:59 AM



R4	 Modern War 24  |  JUL-Aug 2016	

LZ Albany
•	 Remove all flares (11.3) from the map 

(expended flares may not be reused). 

•	 Check for removal of wounded markers 
in areas with NVA platoons (8.4 C & D).

•	 Place all active action chits 
back in the action chit pool, 

•	 Advance the turn marker to the next 
turn on the track, and return to step 1.

4.0 How to Win

4.1 Victory Points
Each player is awarded victory points 
according to the schedules below. 
Keep track by advancing the player's 
VP markers along the VP track.

A) US VP Schedule
•	 2 VP - death of Commander Man
•	 2 VP - each eliminated NVA unit
•	 1 VP - each reduced NVA unit
•	 2 VP - each wounded marker evacuated
•	 2 VP - control of LZ Albany (see C below)
•	 3 VP - NVA retreat (see 5.2E)

B) NVA VP Schedule
•	 2 VP - death of LTC McDade
•	 1 VP - death of each other US officer 
•	 2 VP - each eliminated US unit
•	 2 VP - each reduced US unit
•	 2 VP - each Wounded marker destroyed 
•	 1 VP - each Wounded marker left on map
•	 2 VP - each air unit casualty
•	 2 VP - control of LZ Albany (see C below)
•	 2 VP - for initiating a melee 

in LZ Columbus

C) Control of LZ Albany. The player with the 
most combat strength in the LZ Albany area 
at the end of the game controls the area.

Note: Eliminated VP are in 
addition to reduced VP.

4.2 NVA Automatic Victory
The game ends in an NVA victory the moment 
the NVA player earns 35 VPs even if this is 
achieved after NVA forces have retreated.

4.3 Draws 
In case of a tie, the player controlling LZ Albany 
is the winner. If still tied, the player with the 
fewest officer casualties is the winner.

5.0 Action Chits

represents approximately 45 minutes 
of real time, and consists of the phases 
listed below. All activities must be 
conducted during the appropriate phase. 

	 1. Reinforcement Phase (see 3.4)

	 2. Event Phase (see 3.5)

	 3. Action Phase (see 3.6)

	 4. Rally Phase (see 3.7)

	 5. Administrative Phase (see 3.8) 

Turn 1 Special Rules. The game begins with 
the NVA ambush. The US player skips 
phases 2 and 4 (Event and Rally) on turn 1.

3.4 Reinforcement Phase
Reinforcements become available as detailed 
in 3.2. During the reinforcement phase, lace 
all reinforcement units, leaders, and chits 
as directed by the set up instructions.

3.5 Event Phase
The event phase allows both players to 
apply random events to the battle. During 
each event phase (but see the Turn 1 special 
rules), each player selects one enemy 
occupied area and rolls one die. Consult 
the Choi Oi (Surprise) Table on the map to 
determine the effect on the selected area 
or unit. If no eligible unit would be affected 
by the event, the event is not carried out.

3.6 Action Phase
Action chits are drawn from the action chit 
pool one at a time by either player. Each chit 
activates one group of units for one player, 
or allows a particular action by either player 
(see 5.0). Conduct the allowed action, then 
draw the next chit. The phase ends after 
the last chit has been drawn and played.

3.7 Rally Phase
During the rally phase, each player 
rallies eligible units (9.0; see also 
the Turn 1 special rules).

3.8 Administrative Phase
If the last turn has ended, determine 
the victor (4.0). If not, conduct the 
following steps in the order listed.

•	 Determine if the NVA player has met the 
requirements for an instant victory (4.2).

5.1 Chit Availability
Some action chits are placed in the action chit 
pool during set up. The remainder become 
available as reinforcements and are placed 
in the pool during the reinforcement phase 
of the arrival turn. Once in the pool, a chit 
remains in play for the rest of the game: it 
is drawn each action phase, and returned 
to the pool in the ensuing administrative 
phase. The action allowed by each chit 
are described in the following cases.

5.2 Fire/Move Chits
All combat units and most officers belong 
to a specified unit (see the unit counter 
examples of unit ID on page R3). Units are 
combined into unit groups, as listed in B and 
C below and on the Chit Draw Placement 
area for each player. Each Fire/Move chit 
activates all units belonging to a single 
unit group. Units belonging to different unit 
groups may mix in an area but are activated 
independently. Units not yet on the map are 
unaffected by activation. Each unit group may 
be activated twice per turn (but see 5.4).

A) Fire or Move. Each Fire/Move chit has 
Fire on one side and Move on the other. 
When drawn, it may be used to activate 
a unit group to conduct one or the other 
(see 6.0 and 7.0). Place the chit, with its 
chosen action showing, in an open box 
on the selected unit group's track in the 
owning player's Chit Draw Placement 
area. All affected units may, but are not 
required to, take part in the chosen activity. 

B) US Unit Groups. 
•	 A/1-5 and B/1-5
•	 A/2-7 and B/2-7
•	 C/2-7 and D/2-7

C) NVA Unit Groups. 
•	 33 (1, Mtr, HQ)
•	 66 (6, 7, 8)
•	 66 (10, HQ)

D) Senior Officers. US officer McDade, 
and NVA officers A, Ba, and Man, do not 
belong to any unit group. Each may be 
activated with any activating unit in the 
same area. Each officer may be activated 
twice per turn. The activations do not 
need to be with the same unit group.

E) NVA Retreat. The moment the US player 
reaches 30 victory points (4.0) the NVA 
must retreat. Remove the NVA adrenaline 
chit from the action chit pool (or do not 
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casualties (10.3). Its capacity may be 
increased or decreased as listed below.

•	LZ Albany adds two to the Dust Off 
capacity. An undamaged Dust Off chit 
may pick up three wounded markers; a 
damaged Dust Off chit may pick up two.

•	Sawgrass Areas add one to the Dust Off 
capacity; an undamaged Dust Off chit 
may pick up two wounded markers; a 
damaged Dust Off chit may pick up one.

•	Hot Zone Evacuation. If the Dust Off 
marker is placed in an area adjacent 
to any NVA units, roll one die for each 
unit. On a roll of 5-6, the Dust Off unit is 
damaged; its carrying capacity is reduced 
by one, but never to less than one. The 
damage lasts only for that dust off action.

6.4 Airlifting
US reinforcements may be placed at LZ 
Columbus or may be airlifted onto the map. 
Place the units in any area with no NVA 
units. One unit may be placed in a jungle 
area, two in a sawgrass area, and three 
in LZ Albany. The units are available to 
move or fight during the action phase.

•	Hot Zone Landing. If a unit is placed 
in an area adjacent to any NVA units, 
roll one die for each unit. On a roll of 
6, the landing unit suffers one hit.

6.5 Moving to & From LZ Columbus
NVA units may move from any area on the 
east edge of the map into the Transition 
Area and from there into LZ Columbus. 
Units of both sides may move from LZ 
Columbus into any east map edge area. US 
units may not leave LZ Columbus if NVA 
units are present in it. Opposing units in 
the transition area do not trigger combat. 

7.0 Combat

7.1 General Combat Description
All combat is conducted by identifying the 
firing units and target units, then rolling 
a specified number of dice. Combat is 
initiated ony by activated units, but the 
target units generally may return fire. The 
units taking part and the number of dice 
rolled vary by combat, as explained in 
the remaining cases of this section. In all 
combats, each die result of "6" scores one 
hit on the selected target(s). Hits are applied 
to the targets as detailed in section 8.0. 

return it if already drawn). All NVA action 
chits drawn from this time to the end 
of the game must be played as Move 
actions. NVA units must move closer to 
any board edge; units in a board-edge 
area move off the map and are out of the 
game but do not count as eliminated for 
VP purposes. They return fire normally. 

5.3 ADRENALINE Chit
When the adrenaline chit is drawn, place it 
in the owning player's adrenaline box. When 
a unit group's second action chit is played, 
the owning player may play the adrenaline 
chit on that unit group. The unit group may 
then conduct two actions back-to-back. 
Each action may be either fire or move. 

NVA Adrenaline Restriction. NVA 
units using the adrenaline chit may 
not move into LZ Columbus.

5.4 US Artillery Chit
When the artillery chit is drawn, place it in 
the Art box in the US Chit Draw Placement 
area. The US player may conduct one 
artillery attack per artillery platoon. 

A) Hit Artillery. Artillery platoons with 
two or more hits (8.0) may not fire. 

B) LZ Columbus Under Attack. If an NVA 
unit is present in LZ Columbus, and no US 
units from 2-7 Cav or 1-5 Cav are present, 
the artillery may not fire (see 7.5).

5.5 US AIR Chits
There are three types of air chits: Gunships 
(aka Choppers), Skyraiders, and Dust Off. 
Each has the specific capabilities listed 
below. Each chit may be used once per 
turn. After use, place it on the appropriate 
box in the US Chit Draw Placement area.

A) Gunships. Each gunship chit may be used to 
make one attack on an NVA unit (see 7.6). 

B) Skyraiders. The Skyraider may make 
one attack on an NVA-occupied area, 
with either bombs or napalm (see 7.7). 

C) Dust Off. The Dust Off may Evacuate 
Casualties (6.3) or Airlift (6.4). 

5.6 Visibility Chit
When the Visibility chit is drawn, place 
it near the air boxes in the US Chit Draw 
Placement area. If a gunship or Skyraider 
chit is drawn after the visibility chit, no 

airstrike may be made. Place the air chit in 
the appropriate box and make the next chit 
draw. The Dust Off chit may be used. 

6.0 Movement

6.1 Placement & Stacking
Each unit is considered to be in one 
area at a time while on the map. Each 
player may have up to three units and 
any number of officers and/or wounded 
markers in a single area without effect.

Over-stacking (more than three 
units from one side in an area) 
affects combat in two ways.

•	Maximum Firing Units. Subtract one 
die from the fire strength in an area 
for each friendly unit over three. For 
example, if four US platoons were 
in one area, only two could fire.

•	Massed Target. When friendly units 
fire into an over-stacked area, add 
one die to the total fire strength for 
each enemy unit above three.

6.2 Moving
Each movement action taken allows a 
player to move any or all of the officers and 
platoons in a chosen unit group. Each unit 
moves from an area into an adjacent area. 

A) Hit or reduced platoons may move only if 
the unit officer or a senior officer is present. 

B) Use of the adrenaline chit allows 
a unit group to move twice by using 
both actions to move (5.3).

C) US Artillery may not move 
out of LZ Columbus

6.3 Moving the Wounded
Wounded markers cannot move by 
themselves. On the map, any number of 
markers (including wounded officers; see 
10.3) may be carried by any US platoon (with 
any number of hits). Wounded markers are 
subject to elimination if in an area with 
an NVA unit (see 8.4 C & D). They may be 
evacuated by the Dust Off action chit.

Evacuating Casualties. The Dust Off unit 
may land in any area free of un-hit NVA 
platoons. It may pick up one Wounded 
marker and any number of officer 
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7.2 Melee Combat
Melee combat takes place whenever 
opposing units occupy the same area 
(called a disputed area). Opposing units in 
a disputed area must take part in melee. 

Melee Procedure. Conduct the following 
steps for each melee combat.

1. Attacker Strength. Total the melee 
strength of all activated attacking 
units in the disputed area. Modify 
the total for overstacking (6.1), and/
or the presence of officers (10.3).

2. Defender Strength. Total the melee 
strength of all defending units in 
the disputed area. Modify the total 
for overstacking (6.1), and/or the 
presence of officers (10.3).

3. Simultaneous Fire. Both players roll the 
number of dice determined above. The 
dice may be rolled and hits applied in any 
order desired, but all fire is considered 
simultaneous, so hits scored do not 
affect the opposing player's die rolls. 

3. Applying Hits. Each player applies the 
first hit to the opposition. Opposing 
officers may be targeted by both players. 
The defender may target unactivated 
attacking units. The owning player 
applies all subsequent hits (8.1).

4. Defender Retreat. The defending player 
may, but is not required to, retreat surviving 
units into an adjacent area or areas.

5. Attacker Retreat. The attacking player 
may, but is not required to, retreat surviving 
units into an adjacent area or areas.

6. Continued Melee. If the area remains 
disputed, the melee will continue the next 
time any units in the area are activated. 

A) No Fire Combat. Units in a disputed area 
may not fire out of it. Units outside the 
disputed area generally may not fire into it.

B) Melee in LZ Columbus. If NVA units 
are in LZ Columbus and the only US 
units are artillery units, the NVA 
units engage in melee normally. The 
artillery does not fire back and may 
not fire at targets outside the LZ. 

7.3 Ranged Infantry Fire
Activated infantry platoons in undisputed 
areas may fire at opposing units in 
adjacent undisputed areas. Fire is 
conducted by activated units in one area 
at a time; units in multiple areas may not 
combine their fire in a single combat.

Infantry Fire Procedure. Conduct the 
following steps for each fire combat.

1. Identify the Firing and Target 
Unit(s). All activated firing units in 
one area may fire. Opposing units in 
one or more areas may be targeted. 

2. Attacker Strength. Total the firing 
strength of all activated attacking 
infantry units in an area. Modify the 
total for jungle terrain (7.3) and/or the 
presence of officers (10.3). If multiple 
areas are targeted, the firing player is 
free to divide the total firing strength in 
any way desired, but one area must be 
designated the primary target area.

3. Jungle Areas. Reduce by one the fire 
strength of each infantry unit firing into a 

jungle area. Infantry in melee, and fire by 
mortar, artillery, or air units, is unaffected. 

4. Fire and Apply Hits. Roll the number of 
dice directed into each area separately. 
The firing player applies the first hit in the 
primary target area; officers may only be 
targeted during the first turn. All other 
hits are applied by the targeted player. 

5. Return Fire. After hits have been applied, 
all defending units in all targeted 
areas may return fire. Use the same 
procedure as above. The defending 
player applies the first hit, the original 
firing player all subsequent hits.

6. Advance. If the primary targeted area is 
emptied of enemy combat units (wounded 
markers do not count), the firing player 
may, but is not required to, move any or all 
firing units into it. This is not movement; 
it is part of the combat process.

7.4 Ranged Mortar Fire
Mortars in an undisputed area may fire on 
any area within six areas of their location and 
within the LOS of a friendly officer (7.8). 

Mortar Fire Procedure. Conduct the 
following steps for each mortar fire combat.

1. Identify the Target Area. Opposing units in 
one area may be targeted. US mortars may 
not fire into a disputed hex. NVA mortars 
may fire into a disputed hex (see #4 below).

2. Attacker Strength. Total the firing strength 
of all activated mortar units in one 
area. No modification is made for jungle 
terrain and/or the presence of officers. 

3. Fire and Apply Hits. Roll the dice. The 
targeted player applies all hits. Officers 
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may not be targeted separately, but see 
#5 below. No unit may suffer a third, 
fourth, or fifth hit from mortar fire. Any 
hits not able to be applied are lost. 

4. Check for Friendly Fire. If NVA mortars 
fire into a disputed hex, each roll of "1" 
scores a hit on a friendly unit in the hex. 
The targeted player applies the hits, but 
no unit may receive its third or fourth hit 
through friendly fire. Officers may not be 
targeted separately, but see #5 below. 

5. Check for Leader Casualty. If one or 
more hits were scored, even if not able 
to be applied, roll one die for an officer in 
the target area. If more than one officer 
is present, assign each a number and roll 
a die to determine which is affected. The 
officer becomes a casualty on a roll of "6."

7.5 Artillery Fire
US artillery units in LZ Columbus may fire 
at opposing units in any undisputed area 
within the LOS of a US officer (but see 5.5B 
and 7.2B). Each artillery unit fires alone.

Artillery Fire Procedure. Conduct the 
following steps for each artillery fire combat.

1. Identify the Target Area. One undisputed 
area occupied by NVA units may be 
targeted. More than one artillery 
unit may target the same area, but 
resolve each attack separately.

2. Check for Friendly Fire. Roll one die. 
On a result of 2 through 6, conduct the 
bombardment as below. On a result of 
"1," the fire is off-target and shifts to 
an adjacent area. If more than one area 
is adjacent, assign each adjacent area 
a number or range of numbers and roll 
one die. The fires shifts to the chosen 
area, even if US units are present.

3. Fire. Roll a number of dice equal to the 
fire strength of the artillery unit. No 
modification is made for jungle terrain 
and/or the presence of officers.

4. Apply the Hits Randomly. The fire affects 
one unit in the targeted area. If more 
than one unit is in the area, US and/
or NVA, determine which is affected 
by rolling a die (if two units, assign one 
to 1-3 and the other 4-6; if three units, 
assign 1-2, 3-4, 5-6, and so on). Officers 
may not be targeted separately, but see 

#5 below. An NVA unit may be reduced 
or eliminated by artillery fire. A US unit 
cannot suffer a third, fourth, or fifth hit.

5. Check for Leader Casualty. If one or 
more hits were scored, roll one die for 
each officer in the target area. The officer 
becomes a casualty on a roll of "6.

7.6 Gunship Attacks
Each gunship marker may attack one 
NVA unit when drawn. After the attack, 
place the marker in the Chopper box in 
the US Chit Draw Placement area.

Gunship Attack Procedure. Conduct the 
following steps for each gunship attack.

1. Identify the Target Unit. Place the 
gunship marker on any one NVA unit (not 
officer, but see #4 below). It may be in a 
disputed area, an area adjacent to any US 
unit, or within the LOS of a US officer. 

2. Check for Gunship Damage. Roll one die 
for each NVA infantry (not mortar) unit 
in the area. Any roll of "6" damages the 
gunship; flip it to its reduced side. Hits 
beyond the first have no effect. When 
the gunship is drawn in the following 
turn, it is drawn at full strength. 

3. Fire & Apply the Hits. Roll a number 
of dice equal to the fire strength 
of the gunship. No modification is 
made for jungle terrain (7.3.3). All 
hits are applied to the target unit. 

4. Check for Leader Casualty. If one or 
more hits is scored, check for a casualty 
to one NVA officer. If more than one 
officer is present, determine which is 
affected by assigning each a number and 
rolling a die. Roll the die again; the officer 
becomes a casualty on a roll of "6."

7.7 Skyraider Attacks
The Skyraider unit may attack when drawn. It 
may attack any undisputed NVA occupied area 
adjacent to a US unit or within the LOS of a US 
officer. The US player must decide whether the 
attack will be made with bombs or napalm.

A) Bombing Attack Procedure. Conduct 
the following steps for each bomb attack.

	 1. Fire & Apply the Hits. Roll six dice. 
No modification is made for jungle 
terrain (7.3.3). Hits are applied to any 

unit or units (not officer) in the area 
at the discretion of the NVA player.

	 2. Check for Leader Casualty. If one or 
more hits is scored, check for a casualty 
to one NVA officer. If more than one 
officer is present, determine which is 
affected by assigning each a number and 
rolling a die. Roll the die again; the officer 
becomes a casualty on a roll of "6."

	 3. Check for Collateral Damage. 
Select one adjacent area randomly by 
assigning each a number and rolling a 
die. If one or more units is present in 
the selected area, NVA and/or US, selct 
one randomly by die roll. Roll one die to 
determine if the selected unit is hit. 

B) Napalm Attack Procedure. Conduct the 
following steps for each napalm attack.

	 1. Apply the Hits. All units with two or 
more hits are unaffected. All units with 
one or no hits now have two hits. Any 
wounded marker in the area is eliminated.

	 2. Check for Leader Casualty. Roll one 
die for each officer in the area. The officer 
becomes a casualty on a roll of "6."

	 3. Check for Collateral Damage. Roll 
one die for each adjacent area containing 
US and/or NVA units. If more than one unit 
is present, select one randomly by die roll. 
A roll of "6" affects the unit as follows:

•	 A wounded marker is eliminated.

•	  Any other unit receives two hits 
(but not a third or more). 

7.8 Line of sight
An officer has a line of sight if a straight line 
can be drawn from any part of the officers area 
to the target area. The line may not enter more 
than three areas: count the target area, do not 
count the officer's area. The line may enter but 
may not cross (enter and exit) a jungle area.

8.0 Hits

8.1 Hit Distribution
Except as directed by a specific combat 
procedure, each player is free to distribute 
hits among the affected in any way desired.

8.2 Hit Effects
NVA units are able to absorb four hits; US 
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First Chit. An NVA player Fire/
Move chit is drawn. The NVA player 
elects to move the 6,7,8/6/88 Group. 
The advance threatens the line of 
A/2-7 in two adjacent areas.

Second Chit. A US Fire/Move chit is 
drawn. The US player elects to move the 
C,D/2-7 Group to reinforce A Company. 
4/C/2-7, that has suffered a previous 
hit, is able to move only because it is 
accompanied by its company commander.
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A

A

B

Third Chit. Another US Fire/Move chit is 
drawn. The US player contemplates a move 
by A,B/2-7 to initiate a melee with 3/1/1/33, 
but instead chooses to fire with A,B/2-7. This 
results in two potential ranged fire combats.

     Instead, all fire is concentrated on 3/1/1/33. Once 
the area is cleared, US units can move into it to reach 
a flanking position against the 8/66 platoons.

The US player resolves the mortar fire first, 
rolling one die. The result is a “3” meaning 
no effect. No return fire is possible.

The US player now rolls five dice for the infantry 
fire: two for 2/A/2-7 and three for 3/A/2-7, 
which is being assisted by its officer. The 
results are 2,4,6,1,6, scoring two hits on 
3/1/1/33; a “2” hit marker is placed on it.

The NVA player returns fire, rolling two dice. 
The results are 2 and 6, scoring one hit. The 
NVA player applies the hit to 2/A/2-7.

The US player must check for leader casualties. A 
die roll determines the C Company commander 
will be the target. The casualty die roll is a 
3, meaning no officer casualty is inflicted.

B

     1/A/2-7 and the A/2-7 mortar 
could fire straight ahead, but the US 
player decides against it because 
it will stir up too much return fire.
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units are able to absorb five. Each hit has 
the effects detailed below. Hit markers 
remain on a unit until rallied (see 9.0).

1 Hit: Place a 1 marker on the targeted 
unit. It may not move without 
an officer in the same area.

2 Hits: Place a 2 marker on the targeted 
unit. It may not move without 
an officer in the same area.

3 Hits: remove the hit markers and flip the unit 
to its reduced side (see 8.2). It may not 
move without an officer in the same area.

4 Hits: 
•	(NVA units): remove the unit from play. 

•	4 Hits (US units): remove the unit 
from play and replace it with a 
wounded marker (see 8.3). 

5 Hits (US wounded markers only): remove 
the unit/wounded marker from play. 

8.3 Reduced Effects
A reduced unit may not move without 
an officer and may not rally. Otherwise, 
with the exception of lower values, the 
reduced unit operates like a healthy unit.

8.4 Wounded Effects
A wounded marker may not move on its own. 
It may be carried by another US platoon 
(A) or evacuated by the Dustoff marker (B). 
Wounded markers in an area with an NVA 
marker may be eliminated (C and D).

A) Transporting the Wounded. A US platoon 
may carry one wounded marker (see 6.3).

B) Evacuating the Wounded. The 
Dustoff chit may be used to evacuate 
one or two wounded markers 
from a single area (see 6.3).

C) Eliminating Wounded Markers in 
Daylight. A wounded marker is eliminated 
and removed from play if at the end of a 
daylight turn action phase it is in an area 
alone or with only other wounded markers, 
and the area also contains one or more NVA 
platoons. A wounded marker stacked with 
one or more US platoons is unaffected.

D) Eliminating Wounded Markers at Night. 
A wounded marker may be eliminated and 
removed from play at the end of a night 

turn action phase if it is in an area with 
an NVA marker, even if it is also stacked 
with one or more US platoons. Roll one die 
for each wounded marker; it is eliminated 
on a roll of 1-3; on a 4-6 it survives. 

9.0 Rally

Units with one or two hits may 
recover during the rally phase.

9.1 Rallying Without an Officer
Roll one die for each hit unit. The hit level 
is reduced by one on a roll of "6."

9.2 Rallying With an Officer
Each officer may recover one hit for 
one unit in each rally phase. The officer 
must be unwounded and in the same 
area as the hit unit, and the unit must 
belong to the same organization. Senior 
commanders affect any unit.

10.0 Officers

10.1 Officer Activation
Unit officers are activated with their unit 
group. Senior officers are activated with any 
unit they accompany and may be activated any 
number of times per turn. If not stacked with 
any friendly unit, each officer may be activated 
once per turn when any friendly chit is drawn. 

10.2 Officer Movement
Officers move just like combat units; unit 
officers do not have to accompany activated 
units. They have no effect on stacking. 

10.3 Officer Capabilities
Officers may:

•	Enable Movement by allowing hit or 
reduced units to move. The officer 
must accompany the enabled unit.

•	Enhance Combat Power by adding 
one (+1) die to one unit's combat 
strength. Only one officer may affect 
a single unit's combat strength.

•	Rally 1 hit from a unit in the same area. 
Unit officers may rally only platoons in the 
unit. Senior officers may rally any unit.

•	Spotting. An officer enables mortar, 
artillery, and air attacks on any 
enemy unit in his LOS (7.8).

•	Night Action. A US officer may call for a 
flare on his area or any adjacent area. 

10.4 Officer Casualties 
Officer casualties may occur during combat 
(see 7.0). The first time an officer is hit, flip 
the counter to its reverse side. The officer is 
wounded and loses all special abilities. It must 
be carried like a wounded marker, and may 
be evacuated (see 6.3). If a wounded officer 
is hit again, he is killed (removed from play).
 
11.0 Night

Turns 9 and 10 are night turns. Night 
turns reduce visibility, affecting 
combat, artillery, and airstrikes.

11.1 Night Effects
All rules remain in effect except 
as modified below.

A) LOS is reduced to adjacent areas.

B) Attacks are reduced by 
one die (but see 11.2).

C) No air or artillery attacks may 
be made (but see 11.2).

D) US Spotting. A US platoon in an NVA 
occupied area may not be able to attack. 
Roll one die before beginning the melee 
combat. On a roll of 1-3 the NVA troops 
have been spotted and combat takes 
place. On a roll of 4-6 the NVA have not 
been spotted; no combat takes place, 
but place the Melee marker on the 
hex. NVA units always spot US units in 
the same area (but see 8.4 regarding 
Wounded markers in the same area).

11.2 Flares
The US player has eight available flare 
markers. Every time a US Move/Fire chit is 
drawn during a night turn the US player may 
employ up to two flares. Remove the chosen 
number of flare markers from the Available 
Flares boxes. Place each in an area occupied 
by or adjacent to a US unit or officer. The flare 
negates the night effects listed in 11.1 (for 
both sides) during that action only. Leave the 
marker in the area until the administrative 
phase. If at the end of the action phase an 
NVA unit and a US wounded marker are in an 
area with a flare marker, the wounded marker 
is eliminated without the die roll required by 
8.4D. Each flare may be used once per game.
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3W	 Battle Cry	 45
3W 	 Dark Crusade	 45
3W 	 Never Call Retreat	 50
ACIES	 Braccio da Montone	 70
ADTCH	 Fighting Gen Patton	 150
ADV	 Brigadier	 20
AEG	 Abandon Ship	 25
AEG	 Arcana	 15
AEG	 Monkey Lab	 25
AEG	 Straw	 15
AH	 Foreign Exchange	 35
AH	 Rocketville	 20
AH	 Tac Air	 30
AH	 Tac Air (punched)	 20
APL	 AirLines (card game)	 20
APL	 AirLines 2 (card game)	 20
APL	 Avalanche: Invasion Italy	 38
APL	 Bitter Victory: Sicily	 20
APL	 Digging  (card game)	 15
APL	 Granada	 40
APL	 GWAS: Med (2nd ed)	 60
APL	 GWAS: Med, vol I	 60
APL	 GWAS: Plan Gold	 60
APL	 Napoleon in the Desert	 35
APL	 Op. Cannibal	 30
APL	 Panzer Grenadier	 40
APL	 PG: Beyond Normandy	 65
APL	 Red God of War	 30
APL	 Red Vengence	 20
APL	 Res Publica (card)	 15
APL	 Soldier Emperor	 60
APL	 SWWAS: Great Pacific War	 65
APL	 Strange Def-France 44	 20
ASM	 Frontiers: Liberty or Death	 30
ASM	 Werewolves-Millers	 13
ATG	 Beer Money	 20
ATG	 Lunch Money	 20
ATG	 Lunch Money Sticks Exp	 10
ATG	 Recess	 25
ATTX	 Fight for the Sky	 25
AYG	 1812	 70
AYG	 Co Heroes Russia 1941-42	 80
BRO	 The Cossacks are Coming	 60
BTL	 Alpha Omega	 30
CAF	 Tempus	 55
CB7	 Dr Who card game	 30
CG	 EuroFront	 35
CG	 MasterFront	 25
CG	 MedFront	 40
CG	 Mid-East Peace	 20
CG	 Sam Grant	 49
CG	 Victory Pack	 49
CG	 WestFront	 50
COA	 Admiral Triology Russo Japan	 60
COA	 Amateurs to Arms: 1812	 98
COA	 Baltic Arena	 35
COA	 BAR Primer (booklet)	 36
COA	 Baron's War	 40
COA	 Borodino 41	 34
COA	 Bywater's War	 40
COA	 Devil to Pay (zip)	 18
COA	 Fear God/Dreadnaught	 95
COA	 Fires of Midway	 65
COA	 Flight of the Eagle	 40
COA	 Flint & Steel (booklet)	 32
COA	 Fontenoy	 80

COA	 Hell of Stalingrad	 65
COA	 La Bat D' Orthez	 45
COA	 La Bat. Lutzen	 70
COA	 La Bat. Moscowa	 150
COA	 Landships	 46
COA	 Legion of Honor	 75
COA	 Lobositz	 50
COA	 Mighty Midgets (booklet)	 30
COA	 Monmouth	 64
COA	 No Sailor But a Fool (booklet)	 32
COA	 Operation Spark	 45
COA	 Painter's Guide  
	 WW2 Camo (booklet)	 20
COA	 PanzerKampfe (booklet)	 16
COA	 Persian Incursion (Harpoon)	 65
COA	 Prague	 88
COA	 Sea of Dragons (Booklet)	 25
COA	 SFE: Brute Force	 70
COA	 SFE: Mediterranean	 60
COA	 Shattered Armada (booklet)	 40
COA	 So Atlantic War (booklet)	 32
COA	 Speed of Heat	 60
COA	 Supermarina I-Vol II	 56
COA	 Supermarina II (booklet)	 20
COA	 War Without Mercy	 64
CONQ	 The New Science	 50
CSM	 Beda Fomm	 38
CST	 Algeria	 20
CST	 Marcher Lords	 23
CST	 The Final Frontier	 23
CST	 War Plan Crimson	 23
DOW	 Ticket to Ride Dice Expan	 20
EGD	 Armada 	 40
EGD	 China Moon	 25
EGD	 Europa	 50
EGD	 Knights Brave & Bold	 25
EGD	 Savanah Cafe	 15
EGD	 Tony & Tino	 15
EGL	 Age of Mythology	 60
EGL	 Attack! 	 30
EGL	 Conquest of Empire 	 90
EGL	 Lord of Rings Children’s	 20
FBI	 Berserker	 30
FFG	 BSG: Daybreak Expan	 40
FFG	 Cold War: CIA vs KGB	 25
FFG	 LOTR Trivia	 20
FFG	 Netrunner Core Set	 40
FFG	 X-Com Boardgame	 60
GAL ATC  Moonshot 	 25
GIBSON  Great Western Rails	 30
GMT	 Africanus (zip)	 20
GMT	 Battle for Normandy Exp (Zip)	 59
GMT	 Blackbeard 	 60
GMT	 Blue Cross White Ensign	 60
GMT	 Bomber Command	 40
Command & Colors
GMT	 C&C Ancients Exp 4	 60
GMT	 C&C Napoleonic Basic	 70
GMT	 C&C Nap. Austrian Army exp	 55
GMT	 C&C Nap. Prussian Army exp	 55
GMT	 C&C Nap. Russian Army exp	 55
GMT	 Caratacus (zip)	 20
Combat Commander
GMT	 CC: Europe	 79
GMT	 CC: Fall of West Pack (zip)	 30
GMT	 CC: Resistance	 55

GMT	 CC: Sea Lion Pack (zip)	 27
GMT	 CC: Stalingrad Pack (zip)	 35
GMT	 Clash of Monarchs	 65
GMT	 Crown of Roses	 79
GMT	 Dead of Winter	 79
GMT	 DiF Fighters (ziplock)	 10
GMT	 DiF Sqdrn Pack#2: Bombers	 10
GMT	 Dominant Species Card Game	 29
GMT	 Enemy Coast Ahead	 55
East Front Series
GMT	 EFS: Crimea 	 79
GMT	 EFS: Kiev to Rostov 	 85

GMT	 Fading Glory 	 60
GMT	 Fire in the Lake	 85
GMT	 Flagship: Coyote (cards)	 15
GMT	 Flagship: Promo. (cards)	 15
GMT	 France '40	 55
GMT	 Gathering Storm	 105
GMT	 Genesis	 69
GMT	 GD: Fighting Formations	 85
GMT	 Grand Illusion	 35
GMT	 Hellenes	 69
GMT	 Iron & Oak	 59
GMT	 Ivanhoe (Reprint)	 25
GMT	 Kutuzov	 65
GMT	 Leaping Lemmings	 35
GMT	 Manifest Destiny	 55
GMT	 Medieval	 45
GMT	 Mr Madison's War 	 57
GMT	 Navajo Wars	 69
GMT	 Newtown	 65
GMT	 Next War India-Pakistan	 85
GMT	 Next War Korea	 85
GMT	 Next War Taiwan	 85
GMT	 Night Fighter	 35
GMT	 No Retreat Italy	 65
GMT	 No Retreat North Africa	 65
GMT	 Nothing Gained but Glory	 65
GMT	 Pacific Typhoon	 40
GMT	 Pax Baltica 	 55
GMT	 PQ-17	 69
GMT	 Prussia’s Glory 2	 35
GMT	 Rebel Raiders	 69
GMT	 Risorgimento	 65
GMT	 Roads to Moscow	 55
GMT	 Samurai	 64
GMT	 Silver Bayonet	 45
GMT	 Stalin's War 	 55
GMT	 Sun of York	 55
GMT	 Talon	 59
GMT	 The Supreme Commander	 65
GMT	 Tyrant (zip)	 10
GMT	 Twilight Struggle Deluxe	 60
GMT	 US Civil War	 75
GMT	 Unconditional Surrender	 70
GMT	 Unhappy King Charles!	 65
GMT	 Virgin Queen	 89
GMT	 Winds of Plunder	 45
GMT	 Wing Leader	 69
GMT	 Won by the Sword	 55
GMT	 Zero	 45
GREN	 Journey	 25
HAN	 Time the Game	 10
HEX	 Sparatcus Imperator	 51
HJ 	 Norway 1940	 50

JKL	 Scanderoon	 30
JKL	 Treasure Island	 40
Lion Rmp   Challenge	 25
LOO	 Chrononauts: Lost Identities	 5
MAT	 Desert Bazaar	 25
MB	 Battleship (1971)	 15
MB	 Pathfinder	 25
MDG	 Space Junkyard	 35
METGM Dimension Demons (zip)	 10
METGM  Hot Spot (zip)	 15
MFG	 1856	 45
MFG	 Alexander & Cheops	 20
MFG	 British Rails	 38
MFG	 Domaine	 40
MFG	 Eurorails	 35
MFG	 Express	 13
MFG	 Five Points: Gangs of NY	 35
MFG	 Freight Train	 20
MFG	 Hell Rail	 20
MFG	 Lunar Rails	 38
MFG	 More Cosmic Encounter	 15
MFG	 Pack N Stack	 49
MFG	 Pyramids	 20
MFG	 Quo Vadis Roman Senate	 20
MFG	 Silverton (2nd ed)	 45
MFG	 SoC/Candamir 1st Settlers	 49
MFG	 SoC/Elasund 1st City	 49
MFG	 SoC/Event cards	 5
MFG	 SoC/Fisherman of Catan Exp	 4
MFG	 SoC/Great River Exp	 3
MFG	 SoC/replacement cards	 9
MFG	 Station Master	 20
MFG	 Streetcar	 30
MIH 	 Lodz 1914 (zip)	 49
MIH 	 Pierce the Reich	 35
MIH 	 Turning the Tables (zip)	 30
MIH 	 White Ensign (zip)	 35
MMP	 A Fearful Slaughter	 95
MMP	 A Most Dangerous Time	 65
MMP	 Screaming Eagles	 50
MMP	 So. Mountain	 44
MMP	 Storm Over Stalingrad	 44
MMPG	 April's Harvest	 60
MMPG	 Black Wednesday	 60
MMPG	 Force Eagles’ War	 65
MMPG	 GD 40	 45
MMPG	 Hunters from Sky	 43
MMPG	 In Their Quiet Fields (2nd ed)	 60
MMPG	 No Better Place to Die	 40
MMPG	 Strike Them A Blow	 49
MMPG	 This Terrible Sound	 132
OMGA	 1864	 35
OMGA	 Desert Victory	 35
OMGA	 Main Battle Area	 40
OSG	 1806: Rossbach	 36
OSG	 Air Cobra	 40
OSG	 Devils Den	 25
OSG	 Last Days -Grand Armee	 35
PB	 Risk (1993)	 20
PHA	 Chicago Poker	 30
PHA	 Go West	 45
PHA	 Heart of Africa	 35
PHA	 Justinian	 45
PHA	 Mesopotamia +card	 45
PHA	 Nero	 45
PHA	 Sutter's Mill	 45

MFG	 Title	 Price MFG	 Title	 Price MFG	 Title	 Price MFG	 Title	 Price

desert fox games
Many titles now available on the Decision Games online shop in the Desert Fox tab. 

Some games are one of a kind, list of alternate games is appreciated.
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PHA	 Waterloo	 45
PWG	 Kanev	 40
QD	 Incredible Victory	 50
QD	 Royal Navy	 85
QD 	 Ironbottom Sound	 75
QNG	 Alhambra	 40
QNG	 Alhambra Dice Game	 40
QNG	 Alhambra Gardens	 40
QNG	 Alhambra Power Sultan (#5)	 30
QNG	 Aqua Romana	 60
QNG	 Architekton	 25
QNG	 Chicago Express	 60
QNG	 Chicago Express Expansion	 40
QNG	 Eketorp	 60
QNG	 Enuk	 35
QNG	 Flandern	 25
QNG	 Fresco	 63
QNG	 Fresco: The Glaziers Exp	 40
QNG	 Fresco: The Scrolls Exp	 25
QNG	 Highland Clans	 35
QNG	 Inka	 30
QNG	 Lucky Loop	 35
QNG	 Metro	 35
QNG	 Montego Bay	 60
QNG	 Robber Knights	 30
QNG	 Samarkand	 63
QNG	 Shogun: Tennos Court Exp	 25
QNG	 The Thief of Baghdad	 40
QNG	 Thebes	 60
QNG	 Tombouctou	 60
QNG	 Turbo Taxi	 25
RALP	 Caverns Deep	 75
RALP	 Final Frontier	 55
RGG	 20th Century	 60
RGG	 20th Century Limited	 45
RGG	 Adam & Eva	 15
RGG	 Albion	 40
RGG	 Alexandros	 33
RGG	 Andromeda	 40
RGG	 Assyria	 60
RGG	 Asteroyds	 55
RGG	 Augsburg 1520	 40
RGG	 Australia	 40
RGG	 Bausack	 50
RGG	 Bean Trader	 38
RGG	 Big Manitou	 25
RGG	 Black Friday	 45
RGG	 Bohnanza	 20
RGG	 My First Bohnanza	 20
RGG	 Bohnanza Ladies & Gangsters	 25
RGG	 Bohnanza Princes & Pirates Exp	25
RGG	 Bolide Tracks 1	 25
RGG	 Boxcars	 50
RGG	 Cabale	 35
RGG	 Canyon	 25
RGG	 Cape Horn	 33
RGG	 Caprice	 35
RGG	 Capt'n Clever	 25

Carcassone
RGG	 Abbey & Mayor	 18
RGG	 Castle	 30
RGG	 Traders & Builders	 18

RGG	 Cartegna II	 28
RGG	 Castle For All Seasons	 55
RGG	 Caylus Magna Carta	 30

RGG	 Celtica	 40
RGG	 Coloretto	 15
RGG	 Concordia- Germania expan	 25
RGG	 Copy Cat	 45
RGG	 Corsairs	 30
RGG	 Credit Mobilier	 35
RGG	 Cuba	 60
RGG	 Cuba: El Presidente Exp	 45
RGG	 Darjeeling	 50
RGG	 Dawn Under	 40
RGG	 Doge	 40
RGG	 Doge Ship	 50
DOMINION
RGG	 Dominion	 45
RGG	 Dominion Big Box	 100
RGG	 Adventures Expansion	 45
RGG	 Alchemy Expansion	 30
RGG	 Base cards	 18
RGG	 Dark Ages Expansion	 45
RGG	 Guilds & Cornucopia Expansion	 45
RGG	 Hinterlands Expansion	 40
RGG	 Intrigue Expansion	 45
RGG	 Prosperity Expansion	 45
RGG	 Seaside Expansion	 45

RGG	 Dragonland	 35
RGG	 Duell	 20
RGG	 Edison & Co	 30
RGG	 El Cabellero	 35
RGG	 Evergreen	 20
RGG	 Famiglia	 12
RGG	 Fast Flowing Forest Fellers	 40
RGG	 Fifth Avenue	 38
RGG	 Forgotten Planet	 60
RGG	 Formidable Foes	 40
RGG	 Fossil	 30
RGG	 Friday	 20
RGG	 Friedrich, Anniversary Edition	 75
RGG	 Funny Friends	 35
RGG	 Furstenfeld	 60
RGG	 Galaxy Trucker Expansion	 55
RGG	 Gloria Mundi	 45
RGG	 Gnummies	 12
RGG	 Goblins Inc.	 50
RGG	 Gracias	 20
RGG	 Guatamala Cafe	 50
RGG	 Hambergum: Antverpia	 15
RGG	 Hanging Gardens	 35
RGG	 Hare & The Tortise	 30
RGG	 Havana	 45
RGG	 Heavens of Olympus	 45
RGG	 Hermagor	 40
RGG	 IDO	 44
RGG	 If Wishes Were Fishes	 35
RGG	 In the Shadow of the Emperor	 28
RGG	 Key Harvest	 50
RGG	 Khronos	 55
RGG	 Krysis	 30
RGG	 Leader 1	 60
RGG	 Lost Cities Board game	 40
RGG	 Lowenherz	 80
RGG	 Magna Grecia	 45
RGG	 Mall World	 33
RGG	 Masons	 40
RGG	 Maya	 28
RGG	 Medieval Merchant	 40
RGG	 Merchant of Amsterdam	 40

RGG	 Meridian	 40
RGG	 Message to the Czar	 25
RGG	 Ming Dynasty	 40
RGG	 Mogul	 35
RGG	 Mousquetaires du Roy	 60
RGG	 Myrmes	 55
RGG	 Navegador	 60
RGG	 Nefertiti	 50
RGG	 Nefertiti Expansion	 25
RGG	 Niagara	 50
RGG	 Olympos	 50
RGG	 Pantheon	 40
RGG	 Phoenicia	 50
RGG	 Pinata	 30
RGG	 Ponte del Diavolo	 25

Power Grid
RGG	 Power Grid	 45
RGG	 Power Grid: Factory Manager	 45
RGG	 Power Grid: The First Sparks	 45
Power Grid Expansions
RGG	 Australia/India	 15
RGG	 Benelux/Central Europe	 15
RGG	 Brazil/Spain & Portugal	 25
RGG	 China/Korea	 15
RGG	 Italy/France	 15
RGG	 No. Europe/UK/Ireland	 20
RGG	 Quebec/Baden-Wurtetemberg	 15
RGG	 Russia/Japan	 15
RGG	 The Robots	 10
RGG	 Pressure Cooker	 35
RGG	 Quilt Show	 35

Race for the Galaxy
RGG	 Race for the Galaxy	 35
RGG	 Alien Artifacts Exp	 25
RGG	 Brink of War Exp	 25
RGG	 Gathering Storm Exp	 25
RGG	 Rebel vs Imperium Exp	 25

RGG	 Race the Wind	 60
RGG	 Rails to New England	 60
RGG	 Ranking	 40
RGG	 Rattlebones	 60
RGG	 Rio de la Plata (Dings & Dents)	 50
RGG	 Roll for the Galaxy	 60
RGG	 Roll to the South Pole	 35
RGG	 Samuari Card Game	 30
RGG	 Siesta	 40
RGG	 Soccer Tactics World	 30
RGG	 Sole Mio	 12
RGG	 Space Alert: Next Frontier Exp	 30
RGG	 Space Dealer	 60
RGG	 Strozzi	 35
RGG	 Surf's Up Dude	 45
RGG	 Techno Witches	 30
RGG	 Temporum	 50
RGG	 Those Pesky Garden Gnomes	 30
RGG	 Thurn & Taxis: Power & Glory	 30
RGG	 Thurn & Taxis: Roads to Rome	 30
RGG	 Tichu	 15
RGG	 Tikal	 45
RGG	 Time Pirates	 40
RGG	 Toppo	 15
RGG	 Torres	 45
RGG	 Toscana	 30
RGG	 Traders of Genoa	 40

RGG	 Tzolk'in: Tribes Exp	 40
RGG	 Unexpected Treasures	 20
RGG	 Upon a Salty Ocean	 50
RGG	 Ur	 40
RGG	 Utopia	 60
RGG	 Vino	 40
RGG	 Where's Bob Hat?	 12
RGG	 Women & Men	 30
RGG	 Yeti Slalom	 23
RGG	 Ystari Treasure Box	 35
RGG	 Zooloretto Gorilla Expansion	 10
RGG	 Zooloretto Polar Bear Expansion	10
RGG	 Zooloretto XXL Expansion	 35
RGI	 Maj Battles Gen Patton	 40
RHG	 Legend Begins (zip)	 30
SDI	 1862	 20
SFG	 Red Dragon Inn	 30
SFG	 Tiki Mountain	 25
SG	 Allenby's Blitzkrieg	 30
SG	 Czechoslovakia Defiant	 30
SG	 Eureka Stockade	 25
SG	 Fall of France	 30
SG	 First Strike '62	 50
SG	 Hamel 1918	 30
SG	 Illusionary Fortress	 30
SG	 Iwo Jima	 25
SG	 Kaiapit	 25
SG	 Milne Bay	 25
SG	 Poland Crushed	 30
SG	 Russo-Georgian War	 30
SG	 Somlia Intervention	 25
SG	 Struggle for New France	 35
SG	 Switzerland Must Conquered	 35
SG	 Yelnia	 25
SJG	 Cowpoker	 12
SJG	 Frag Gold Ed	 50
SJG	 Munchkin Blender	 17
SJG	 Munchkin Fu 2: Monky Biz	 17
SJG 	 Munchkin Mission Impossible	 25
SJG 	 Ninja Burger 2: Sumo Size	 17
SJG 	 Revolution Palace Exp	 25
SJG 	 Snits Revenge	 20
SJG 	 Super Munchkin	 18
SLS 	 Bells of War	 20
SMCN	 Battle Ship (zip)	 25
SMCN	 Battlestations (zip)	 25
SMCN	 Divine Wind (zip)	 25
SMCN	 Line of Battle (zip)	 25
SMCN	 Man of War (zip)	 25
SMCN	 Naps Last Triumph	 25
SMCN	 Ortona	 30
SMCN	 Power & Resolution (zip)	 25
SMGC	 Origins plus Age Reason exp	 68
SMTC 	 Sagunto	 80
SMG 	 Greenland (2nd ed)	 35
SMG 	 Neanderthal	 35
SMG 	 Pax Pamir	 35
SMG	 Pax Porfiriana Collector's Ed	 55
STGM	 Starship Captain	 35
TF	 History 2nd World War Part 1	 40
TF 	 Grand Army of the Republic	 30
TF 	 Viceroys	 25
TILSIT	 Courtisans of Versailles	 48
TILSIT	 Gnome Tribes	 25
TILSIT	 Grand Alchemist	 20
TILSIT	 Joan of Arc	 50
TILSIT	 Snails Pace	 25
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MFG	 Title	 Price MFG	 Title	 Price MFG	 Title	 Price MFG	 Title	 Price

TILSIT	 Space Pigs	 25
TILSIT	 Thieves of Bagdad	 48
TILSIT	 Vox Populi	 32
TLC	 Award Show	 10
TLC	 Easter Island	 25
TLC	 Zombie Town 	 40
TLC	 Zombie Town 2: Road Rage	 10
TLC	 Zombies! 6.66 Fill in _______	 10
TLC	 Zombies! 9 Ashes to Ashes 	 18
TLC	 Zombies! 11Death Inc 	 30
TLC	 Zombies! 12 Zoo 	 25
TLC	 Zombies! 13 Defcon Z 	 25
TPS	 Battle of Marne	 35
TPS	 Battle of Midway	 35
TPS	 Battle of Stalingrad	 30
TPS	 Battle of Tours	 35
TPS	 Joan of Arc's Victory	 30
TPS	 Metaurus: Italy 207BC	 35
TPS	 Poltova’s Dread Day	 30
TPS	 Saratoga 1777	 35
TPS	 Siege of Syracuse 415BC	 35
TPS	 Valmy Campaign 1792	 35
TPS	 Victory of Arminius	 35
TSK	 Hob Lepoard II	 50
TSR	 Buck Rogers	 30
TSR	 Field Marshal	 45
TSR	 Moscow 1941	 40
TSR	 WWII	 40
UBR	 New England	 30
UBR	 Sunken City	 40
UGG	 Assyrian Wars	 66
UGG	 Blitzkreig General (2nd ed)	 47
UGG	 Morse Code	 79
UGG	 Pasaran	 21
UGG	 Triumph & Fall Desert Fox (zip)	 30
VaeV	 Lion & the Sword (zip)	 27
VG	 Open Fire	 40
VG 	 Gulf Strike (1st ed)	 50
VPG 	 Vanished Planet	 25
WARF	 Perikles	 50
WDG	 Anzio: Fight Beachhead 1944	 25
WDG	 At Neuve Chapelle	 30
WDG	 Bosworth Field 1485	 38
WDG	 Confederate Rebellion	 35
WDG	 Don't Tread on Me	 35
WDG	 Lodz	 30
WDG	 Mollwitz	 30
WDG	 Pavia	 30
WDG	 Red Menace	 35
WDG	 Shield Wall: Hastings 1066	 25
WDG	 Vietnam Solo	 30
WDG	 We Shall Fight on the Marne	 33
WE	 Fire Team	 45
WOG	 Blood of Noble Men	 40
WOG	 Chainmail	 50
WOG	 Cowboys	 50
WOG	 For Honor & Glory	 50
WOG	 Forged in Fire	 50
WOG	 Hold the Line	 60
WOG	 MedWar Sicily	 45
WOG	 Prussia’s Defiant Stand	 60
WOLF	 Swords of Glory	 20
XTR	 Back to Iraq (zip)	 20
XTR	 Black Gold (zip)	 20
XTR	 Miss. Banzai (zip)	 50
XTR	 Wahoo! (zip)	 20

YAQ	 Fast Attack Boats	 50
YAQ	 Neck & Neck	 30
YAQ	 Superiority	 40
YAQ	 Timeship	 20
YAQ 	 Beastlord	 25
YAQ 	 Raider	 40
ZMG	 Ares Project	 50
ZMG	 Camelot Legends (card)	 25
ZMG	 Making President 1960	 50
ZMG	 Middle Kingdom	 15
ZMG	 Pandemic Lab Expan	 40
ZMG	 Pandemic On Brink Expan	 35
ZMG	 Pandemic State of Emergency	 40
ZMG	 Pandemic The Cure	 50
ZMG	 Pandemic The Contagion	 30
ZMG	 Pocket Battles: Celts vs Romans	15
ZMG	 Pocket Battles: Confederacy	 15
ZMG	 Pocket Battles: Orcs vs Elves	 15
ZMG	 Silent but Deadly Night	 25
ZMG	 Take Stock	 15
ZVE	 Barbarossa 41	 70
ZVE	 Battle for Danube	 50
ZVE	 Samuari Battles	 83
ZVE	 Samuari Ninja Attack	 44 ZVE	
Starter Kit	 70
ZVE	 Tank Combat	 30

MAGAzines with games

ARES (OSS 2014)
1 	 War of the Worlds	 30
2 	 Invasive Species	 30

Against the Odds
2	 Khe Sanh	 35
3	 Kesselschlacht	 35
4	 Napoleon at Ibe Berezina	 35
8	 North Wind Rain	 35
8	 Fortress Berlin 	 35
9	 Suleiman Magnificent	 35
12	 Chennault’s First Fight	 35	
13	 Bittereinder: 2nd Boer War 	 35
14	 War in Aegean	 35
15	 Cactus Throne	 35
18	 Golden Horde	 35
20	 Fatal Attraction: Galilipoli	 35
21	 Kadesh	 35
22 	 Paukenschlag	 35
23 	 Guerra de Muerta	 35	
27 	 The Pocket at Falaise 	 35
28 	 Tarleton’s Quarter	 35
30 	 Lash of the Turk	 35
31	 Hungarian Nightmare	 35
32 	 Birth of a Legend	 35
33 	 Meatgrinder: Vietnam 1975	 35
34 	 Right Fierce & Terrible	 35
35 	 Boudica: Warrior Queen	 35
36 	 Defeat to Victory: Burma 1944	 35
37 	 Bloody Honor: RCW	 35
38 	 Guns of Askari	 35
39 	 Brave Fellows: Durrenstein 1805	 35
40 	 Liliburlero: Battle of Boyne	 35
41 	 Circle of Fire: Siege Cholm 1942	 40
42 	 Thunder Upon the Land	 40
43 	 Islands of the Damned	 40
ANN #2 Look Away!	 45

ANN #3 Op. Cartwheel	 45
ANN #5 Four Roads Moscow	 45
ANN #6 Beyond Waterloo	 45
ANN #7 Folorn Hope	 45
ANN #8 La Bataille de Vauchamps	 50
Camp Study #1: Wintergewitter	 45
Camp Study #3: Bradley's D-Day	 45

Ares (SPI)
1 	 World Killer (Punched)	 30
7	 Rescue from the Hive	 25
8	 Ragnorak (Punched)	 25
9	 Delta Vee	 40
11	 Albion	 P45
Special Editions 1 & 2	 20 ea
Mag w/incomp game: 1, 2, 8-11	 10

Command
1	 Blitzkrieg ’41	 P85
2	 Sunrise of Victory	 100
5	 Hamburger Hill	 P75
6	 Krim	 P30
8	 Jutland	 80
9	 Inchon	 P40
11	 Hougoumont	 25
12	 Chaco	 50
15	 I Am Sparatcus	 P50
16	 Storm in West 1918	 P60
18	 Tet	 30
19 	 Port Arthur	 30
21	 Blood & Iron	 40
22	 Antietam	 40
23	 Sekigahara	 45
24	 Czech ’38 	 P40
26	 When Tigers Fight	 50
29	 1914: Glory’s End	 40
32	 Bunker Hill	 35
37	 Mukden & Moscow Option	 P25
38	 Great War in Near East	 35
39	 World War 1862	 25
40	 Buena Vista & Moscow Burning 	 35
42	 Hell B4 Night/Blitz 40	 35
43	 Chattanooga	 35
44	 Dark Victory & 2nd Front	 35
45	 Ironclads at Hampton Rds	 35
46	 End of Empire	 35
47	 Perfidious Albion & Attila	 35
48	 1812 War in Canada	 35
49	 Waterloo: Retreat to Victory	 35
50	 Back to Iraq (2nd)	 25
53	 Iron Dream	 35
Command Game Only-No mag
39	 World War 1862	 15
44	 Dark Victory & 2nd Front	 25
50	 Back to Iraq (2nd)	 15
51	 Meuse-Argonne	 15
Warmaster Chess vol 1-3 (one set)	 25

Wargamer Vol.1
12	 Aces High	 50
17	 Nap at Austerlitz (punched)	 35
18 	 Birth of a Nation	 P40
19	 Sturm Nach Osten	 P50
22 	 No Trumpets No Drums	 P50
23	 Decision @ Kasserine  
	 (punched)	 40

24 	 Lawrence of Arabia	 P50
25 	 Never Call Retreat	 P30
26 	 Race to the Meuse	 P15
27 	 Peter the Great	 20
28	 Port Stanley 	 P40
29 	 Lodz: Blitz in the East	 P15
31 	 Clash of Steel	 P25
32 	 Napoleon at Lutzen	 P30
33	 Holy Roman Empire 	 P30
34 	 Khyber Rifles	 P40
35 	 West Wall	 P25
36 	 Unconditional Surrender	 P30
37 	 China Incident	 25
38 	 Hath No Fury	 P25
39 	 Hellfire Pass	 P35
40 	 Fight on the Beaches	 P15
41 	 O’Conner’s Offensive	 25
43 	 Wellington	 20
44 	 MacArthur	 P30
45	 Custer’s Luck	 P45
46 	 House of Sa’ud	 P15
47 	 Struggle for Stalingrad	 P45
48 	 The Red Baron	 P45
49	 Napoleon vs. Charles	 30
50	 Knights of Justice	 50
51 	 Duel in the Desert	 25
52 	 Glory Road	 20
53	 Dunkirk	 P30
54 	 Condottieri	 15
55	 Okinawa	 P45
57 	 Race for Tunis	 25
58 	 Empires: 1914	 P20
59 	 Bloody Keren	 15
60 	 Anvil-Dragoon	 P25
61	 Camp of Marlborough	 P75
62	 Fallen Eagle	 P55

MAGAzines
Fire & Movement
1 	        	 40
2-10, 21    	 25
12-20, 37, 38, 41, 45, 48, 53, 83, 
137-139, 143, 145   	 15   
22-27, 29, 31, 32, 36, 39-40, 42-44, 
46-47, 49-52, 54-56, 59, 73,77    	 10
33-35, 60-67, 68-76, 78-79, 80-93,
95-108, 110, 111, 113-115, 116    	 6
121-127, 136     	 7
149, 150    	 8

The General
12.4-6; 13.5,6	 20
14.1-6; 15.1-6; 16.1-6	 15
17.1-6; 18.1-6; 19.1-6; 20.1-6; 21.1-2,
21.1 4-6; 22.1-6; 23.2,3,6; 24.1-6;  
25.2-6; 26.1-6; 27.1-6; 28.1-6; 30.6,  
31.3-5, 32.1 	 10

MOVES
33, 34, 39, 49,56	 20
89, 90		 12
6-8, 12-29, 31-32, 35-38, 40-48,  
50-55, 57-59, 62	 10
61, 63-77, 79-88	 6
91-98, 101-108	 7

Desert Fox Games • PO Box 21598 • Bakersfield CA 93390 • 661/587-9633 • Fax- 661/587-5031 • shop.decisiongames.com

desert fox games
Many titles now available on the Decision Games online shop in the Desert Fox tab. Some 

games are one of a kind, list of alternate games is appreciated.

M24_LZ Albany_Rules_V6F   13 4/15/16   10:00 AM



3M	 Challenge Football	 1972	 20
3M	 Challenge Golf Pebble Beach	1972	 20
3M	 Challenge Golf Pebble  
	 Beach (MKD)	 1972	 20
3M	 Executive Decision	 1971	 20
3M	 Foil	 1968	 30
3M	 High Bid	 1965	 20
3M	 Image	 1972	 20
3M	 Mr. President	 1967	 20
3M	 Point of Law	 1972	 20
3M	 Quinto	 1968	 20
3M	 Stocks and Bonds	 1964	 20
3M	 Win Place Show	 1966	 30
AH	 Star Wars: Queens Gambit	 2000	 250
Amway 	Sly	 1975	 30
Aristo	 Land Ho!	 1990	 30
Cadaco	 Your America	 1970	 35
CGS	 Babylon 5: Component 
	 Game System	 1998	 50
CHG	 The Voyage of Mayflower	 1996	 30
Createk	 Duplicate Chess	 1968	 20
DGA	 Battlecards: Western Europe  
	 starter kit	 2001	 20
EEG	 Street Paintball	 2008	 30
ELG	 Concentration 40th Anniv Ed	 1998	 40
FFG	 Through the Desert	 1998	 80
FXS	 Seeschlacht (Battle At Sea)  
	 incl English rules	 1975	 45
Gabrial	 Point Blank	 1979	 35
GDW	 Heavy Weapons Handbook	 1992	 30
GDW	 Infantry Weapons World  (bk)	1990	 30
GDW	 Twilight: 2000 (Version 2.2)	 1990	 20
GGI	 Kangaroo	 1977	 40
Hasbro	 Just Became A Millionaire 	 1991	 20

MFG	 Title	 Year	 Price MFG	 Title	 Year	 Price MFG	 Title	 Year	 Price

HMI	 Hex-Meister	 1980	 20
Ideal	 Deduction	 1976	 30
KentExp	Bin'Fa: The Tao of War (tube)	1980	 40
Lionel	 Double Cro$$ing	 1988	 80
MB	 Billionaire 	 1973	 30
MB	 Campaign	 1961	 30
MB	 Doubletrack	 1981	 60
MB	 Hotels	 1987	 120
MB	 Jet World	 1975	 20
MB	 L.I.F.E.	 1960	 20
MB	 Mission Command: Air	 2003	 60
MB	 Mission Command: Land	 2003	 60
MB	 Oh What a Mountain	 1980	 20
MB	 Prize Property 	 1974	 75
MB	 Rack-O	 1961	 20
MB	 Screaming Eagles	 1987	 40
MB	 Swords and Shields	 1970	 20
MB	 Lost World Jurassic Park	 1996	 90
MB	 Trump: the Game	 1989	 10
Media	 Space Shuttle 101	 1978	 10
MLB	 MLB Showdown 2000:  
	 2 player starter kit	 2000	 10
MWF	 Master of Wars	 1995	 20
PB	 Coup d' etat	 1966	 20
PB	 Finance & Fortune English Ed	1958	 30
PB	 Flinch	 1976	 10
PB	 Game of State Capitols 	 1954	 20
PB	 HeroQuest	 1989	 120
PB	 Monopoly (box damaged)	 1961	 20
PB	 Option	 1982	 20
PB	 Orbit	 1966	 30
PB	 Pollyanna: Dixie (1954 art)	 1954	 20
PB	 Shadowlord!	 1983	 20
PB	 Sorry!	 1958	 30

PB	 Star Wars: RotJ 
	 Battle at Sarlaccs Pit	 1983	 80
PB	 Tennis	 1975	 10
PEG	 The Last Crusade	 1995	 20
PGI	 Power	 1981	 20
QNG	 Muckenstich/Danger/Zwickern  
	 3-in-1 (English rules)	 2012	 30
RGG	 El Grande +El Caballero	 1996-98	 180
RGG	 Elfenland	 2000	 30
RGG	 Medevil Merchant	 1998	 40
RGG	 Taj Mahal	 2000	 30
RGG	 Tikal	 1999	 60
RGG	 Vikings	 2007	 60
S&R	 Mr. Reel: Fireside Detective	 1937	 50
S&R	 The Cattlemen	 1977	 20
S&R	 Upperhand	 1981	 20
SKI	 That’s Truckin'	 1976	 30
SMG	 Material World	 1995	 50
TC	 Space Hop	 1981	 30
TC	 Star Hop	 1981	 30
TGK	 W.C. Fields:  
	 How to Win at Poker	 1972	 20
TLC	 Award Show	 2005	 10
TSR	 1991 Trading Cards Prem. ed.	1991	 40
TSR	 Buck Rogers:  
	 Battle for the 25th Century	 1988	 100
TSR	 Castles: (AD&D)	 1990	 30
TSR	 Greyhawk Adventures: 
	 Howl from the North (AD&D)	 1991	 50
TSR	 The Forgotton Realms:  
	 Kara-Tur (AD&D)	 1988	 30
WGG	 Crazy Creatures of Dr. Gloom	 2012	 15
WGI	 Expedition	 1980	 30
WPC	 Quicksand	 1981	 30

Game Supplies

Blank  Mapsheets & Counters
The maps (22 x34) are large (19mm) hex in long (length of paper) or 
short grain (width of paper) or small hex (16mm) long only. (Please 
specify the style you want. Additional shipping charge for mailing in 
a tube). 

$6 each or 4 maps for $20

Counters are 1/2 inch (280) - Limited Supply, 5/8 inch (176) and 
9/16 inch (228) per sheet on white only.	
     

4 sheets for $10 sold in packs of 4 only.

Storage 
Counter Ziplock Bags
 3 x 5 inch ziplock counter bags. Holds up to 100 counters 
per bag. 

Only $7.95 for a roll of 100 bags.

4 x 8 inch ziplock counter bags. Holds up to 200 counters 
per bag. 

Only $8.95 for a roll of 100 bags.  

Magazine Ziplock Bags
10  x 12 inch ziplock bags. 	

 Only $14.95 for a roll of 50 bags

Box Bands
4-way rubber bands. Extra thick for your game boxes. Sizes: 

Small (4"/8 pack); Large (10"/6 pack); Regular (8"/6 pack). 
$5.00 each 

MUG
 (26oz, 0.77L)
DECISION GAMES

White print on Black  
(special shipping required)

$9.95 

Tweezers
Stainless steel blunt curved tip tweezers, 6".   $7.95
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Strategy & Tactics  
magazine w/ Games

62	 South Africa	 45
70	 Crusades	 45
72	 Armada	 50
81	 Tito	 40
90	 Monmouth	 50
94	 Nordkapp	 45
98	 Central Command	 40
102	 Monty's D-Day	 60
109	 Target: Libya	 45
113	 Battle of Abensberg	 40
115	 Kanev	 35
116	 Manchu	 35
117	 No German Plain	 55
118	 The Tigers are Burning	 50
121	 Indian Mutiny	 40
124	 Fortress Stalingrad	 35
127	 Rush for Glory	 20
128	 Africa Orientale 	 40
131	 Donau Front	 40
133	 Baton Rouge	 20
137	 Men at Arms	 60
138	 Eylau	 25
140	 Objective Tunis	 20
142	 Red Beach One:Tarawa	 20
143	 Rio Grande:Valverde	 20
144	 Chad: The Toyota Wars	 20
146	 Italian Camp: Sicily	 25
147	 Holy War: Afghanistan	 35
148	 Cropredy Bridge 	 15
150	 Italian Camp: Salerno	 50
151	 Vittoria/Friedland	 35
152	 Case Green	 25
153	 Felix/ZAMA	 30
155	 Italian Camp: Anzio	 25
156	 White Eagle Eastward	 40
157	 Roman Civil War	 85
159	 Zeppelin	 60
160	 Italian Camp: MedWar	 25
162	 Clontarf/Saipan	 25
167	 Austro-Prussian War	 85
169	 Battles of Atlanta I	 55
175	 Germania	 85
179	 First Afghan War	 20
180	 Reinforce the Right!	 35
181	 Fall of Rome	 100
199	 Forgotten Axis: Finnish	 45
201	 Crimean War (SPI)	 45
208	 Back to Iraq	 25
212	 Rough & Ready: Mex-Am. War	 25
214	 Marathon & Granicus	 30
216	 Asia Crossroads: Great Game	 35
218	 Chancellorsville/Plevna	 22
219	 Span. Civil War Bat, vol 2	 25
221	 7 Years World War	 70
222	 The Ottomans	 75
223	 1918	 40
224	 Sedan Campaign	 30
225	 Twilight's Last Gleaming 2	 50
226	 Middle East Battles	 22
227	 CBI: Vinegar Joe's War	 75
228	 Old Contemptibles	 22
230	 Downfall: Op Olympic	 30
232	 Catherine the Great (solitaire)	 23
235	 Cold War Battles:  
		 Angola & Budapest	 30
236	 They Died w/Boots On!: Vol I 
		 Custer & Quebec	 30

237	 No Prisoners! Camp Lawrence	 23
239	 Winged Horse: Vietnam 65	 23
240	 1066: End of Dark Ages	 23
241	 Twilight of Ottomans	 24
242	 They Died w/Boots On!: Vol 2 
		 Pershing & Mad Anthony	 24
244	 SE Drive on Moscow	 125
245	 Triple Alliance War	 24
246	 Manila 45	 24
248	 First Blood, Second Marne	 24
249	 Nap Forgot Btls: EC & RSW	 24
252	 New Mexico Campaign	 25
254	 Hannibal's War	 25
255	 First Battle Britain	 25
256	 Marlborough's Bat:  
		 Ramillies & Malplaquet	 25
257	 Chosin	 26
258	 San Juan Campaign	 25
259	 Battle for China 1937	 25
260	 Black Prince: Crecy & Navarette	 25
261	 Kaiser's War	 30
262	 Frederick's War	 30
263	 Cold War 2: Wurzburg & Kabul	 30
264	 Shiloh: Bloody April	 30
265	 Operation Jubilee	 30
266	 Julian	 30
267	 SE Russian Civil War 	 50
268	 When Lions Sailed	 30
270	 American Revolution	 30
271	 Second Kharkov	 45
272	 Battle of Lepanto	 30
273	 Reichswehr & Freikorps	 30
274	 SE Sun Never Sets II	 50
275	 Koniggratz (M&S folio system)	 30
276	 Op. Anaconda 2002	 30
277	 Ticonderoga: NY Campaigns	 30
278	 Tobruk	 30
279	 Reconquista	 30
280	 Soldiers: Trenches 1918	 30
281	 SE In Country: Vietnam	 50
282	 War of the Pacific	 30
283	 Fail Safe	 30
284	 Jackson: Shenandoah Valley	 30
285	 Duel on the Steppe	 30
286	 Sparta V Athens	 30
288	 SE Hindenburg's War	 50
289	 War of Austrian Succession	 30
290	 Angola	 30
291	 Warpath	 30
292	 North Cape	 35
293	 1066: Three Battles	 35
296	 Korean Battles	 35
297	 1863	 35
298	 Balkan Gambit	 35

S&T MINT Game Only- 
No Mag
159	 Zeppelin	 60
117	 No German Plain	 55
137	 Men at Arms	 50
150	 Italian Camp: Salerno	 50
200	 SE French Foreign Legion	 50
227	 CBI: Vinegar Joe's War	 40
253	 Drive on Kursk	 35
	267, 274, 288	 44
	166, 168, 203, 204, 225	 30
	291, 292, 295, 297	 28
	64, 152, 160, 191, 195, 217,  
	223, 224, 228 	 25

	241-243, 245, 248, 264-266, 268,
	271, 273, 275, 276, 278,
	282-286, 289, 290   	 24
	226	 Middle East Battles	 22
	140, 199, 208, 236, 247,  
	252, 256, 257	 20
	212, 214, 216, 219, 234, 249	 18
	218	 Chancellorsville/Plevna	 17
	143, 148, 153, 192, 201, 235	 15
251V	 Variants: 227, 241, 243	 8 

S&T Punched-No Magazine
 64	 Raid!	 25   
 		 71, 76, 98	  15
	138	 Eylau	 10

S&T Punched w/Magazine
	152	 Case Green	 10
		 56, 59, 64, 	 20
		 63, 76, 114, 136	 25
		 49, 69, 77, 105	 30
	118 	 The Tigers Are Burning	 35
	185 	 First Arab-Israeli War	 50
	202 	 Invasion Taipei	 85

S&T magazine w/o Games*
236, 246, 248, 254, 255	 5
260-262, 264-266, 269, 270, 273-277	 6
279-281, 286-291, 293, 295-296	  7
293 with Waterloo Map	 10
*Not all issues available.

Modern War magazine  
w/ Games
	1	 SE: Red Dragon/Green Crescent	 50
	2	 Oil War: Iran Strikes	 30
	3	 Somali Pirates	 30
	4	 Six Day War	 30
	5	 Drive on Pyongyang	 30
	6	 Decision Iraq	 30
	7	 Vietnam Battles: Iron & Snoopy	 30
	8	 SE: Holy Land	 50
	9	 War by Tv	 30
10	 Target Iran (solitaire)	 30
11	 Greek Civil War	 30
12	 Dragon V Bear	 30
13	 Next War in Lebanon	 30
15	 SE Red Tide West	 50
16	 Visegrad: Coming War-Europe	 35
17	 Dien Bien Phu (solitaire)	 35
18	 Green Beret: Vietnam (solitaire)	 35
19	 Red Dragon Falling	 35
20	 Race to Baghdad (solitaire)	 35
21	 Kandahar (solitaire)	 35
22	 New World Order	 35

MW MINT Game Only-No Mag
	8, 15	 44
	19 	 30
	3, 17 	 24
	8V Holy Land Variant counters 	 8

MW magazine w/o Games*
		 3, 6-15, 17-19, 21-22	 7
	*Not all issues available.

World at war magazine w/ 
Games
	7	 Greek Tragedy	 25
	8	 Arriba España!	 25
	9	 Destr Army Grp Center	 25
 10	 Coral Sea Solitaire	 30
	11	 Afrikakorps: Decision in Desert	 30
	12	 1940 What If?	 30
	14	 Invasion Pearl Harbor	 30
	15	 Soft Underbelly: Italy 1943	 30
	16	 Partizan!	 30
	17	 Leningrad 41	 30
	22	 East Front Battles, vol II: Minsk	 30
	23	 Pacific Battles I: Guadalcanal	 30
	24	 Sedan	 30
	25	 Keren, East Africa	 30
	28	 Green Hell: Battles in Burma	 30
	29	 Norway 1940	 30
	30	 Hinge of Fate, Pol & Fr 1939	 30
	31	 EFB, vol III: Crisis Ukraine: Dubno	 30
	32	 Pacific Battles 2: Nomonhan	 30
	33	 Op. Shingle: Anzio	 30
	34	 SE Guards Armoured	 50
	35	 Strike North	 30
	36	 EFB vol IV: Winterstorm	 30
	37	 Bloody Ridge: Guadalcanal	 30
	38	 Ghost Division	 30
	39	 France Fights On	 30
	40	 Stalingrad/Rampage	 35
	41	 SE Mare Nostrum	 60
	42	 Pacific Battles 3: Shanghai	 35
	43	 Patton's Third Army (solitaire)	 35
	44	 Night Fight (solitaire)	 35
	45	 Panzers East (solitaire)	 35
	46	 Yamato Unleashed	 35
	47	 Crete 1941	 35
	48	 Duel in the North	 35

WAW MINT Game Only-No Mag
	41				   53
	27, 34				  44
	42, 43, 46	 30
 	7, 31, 32, 35, 39	 24

WaW magazine w/o Games*
	1, 6 				   5
	10, 15, 22, 23, 26, 28	 6
	29, 30, 32-36, 38-46	 7
	37 with Normandy Map	 10
*Not all issues available.

Iss #	 Title	 Price

Desert Fox Games • PO Box 21598 • Bakersfield CA 93390 • 661/587-9633 • Fax- 661/587-5031 • shop.decisiongames.com

Iss #	 Title	 Price Iss #	 Title	 Price Iss #	 Title	 Price

Collectible Magazines
Many titles now available on the Strategy & Tactics Press online shop. 
Some games are one of a kind, list of alternate games is appreciated.
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ORDER FORM  

Please print legibly. All prices in US $ and subject to change. 	

NAME __________________________________________________________________________________________________________________________________________________________

ADDRESS _______________________________________________________________________________________________________________________________________________________

CITY, STATE (PROVINCE) __________________________________________________________________________________________________________________________________________

ZIP (POSTAL CODE), COUNTRY _____________________________________________________________________________________________________________________________________

PHONE _________________________________________________________________________________________________________________________________________________________

EMAIL _ ________________________________________________________________________________________________________________________________________________________

 /  /  #  (VISA/MC/Discover ONLY)                                                                                                                                                             EXP.                                                   

SIGNATURE                                                                                                                                                                                                                      CVV.                                                                                                                

Some items are one of a kind; please list alternates whenever possible. Credit memos will be issued on items that are out of stock. 

03/31/16

                                                               

                                                               

                                                               

                                                               

ORDER SUBTOTAL

+  TAX  (CALIFORNIA  RESIDENTS ONLY — PLEASE ADD  7.5% TO ORDER SUBTOTAL)

+  SHIPPING  (FOR ALL ORDERS; PLEASE USE THE TABLES BELOW) 

  ORDER TOTAL

MAGAZINE SHIPPING CHARGES  —  Each shipment is limited to 2 copies maximum (sent via USPS Priority Mail).

USA (1-2 COPIES) CANADA (1-2 COPIES) INTERNATIONAL (1-2 COPIES)

First Unit $8 $25 $34

Additional Unit N/A N/A N/A

Shipping Charges

USA ships UPS Ground, International ships USPS only. 
Please add $5 for shipping via USPS Domestic Priority Mail.

USA CANADA EUROPE, AUSTRALIA, ASIA SOUTH AMERICA

First Unit $16 $33 $47 $37
Additional Unit $2 $4 $9 $8

desert fox games
Many titles now available on the Decision Games online shop in the Desert Fox tab. 

Some games are one of a kind, list of alternate games is appreciated.

QTY. MFG Name TITLE  ( MAG #/ GAME  TITLE / ETC.) PRICE  $ ITEM TOTAL
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