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L' Aigle
Donald Featherstone's classic wargaming book, War Games, was first published in
1962. It was largely responsible for turning a somewhat obscure hobby into a
popular pastime across the world. This revised edition includes new material
including a foreword by Paddy Griffith, the full version of the Lionel Tarr Modern
Wargaming Rules (modern being for Wordl War II) and a timeline of wargaming. It
is published as part of the History of Wargaming Project at
www.johncurryevents.co.uk

In Deo Veritas
Navwar Naval Wargame Rules for the Napoleonic Wars,
1793-1815
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 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.

Napoleon
Napoleon Conquers Austria
This Field of Glory Napoleonic companion gives players everything they need to
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recreate the French Revolutionary wars and the rise of Napoleon through to the
campaigns of the Grande Armée and the early Empire. In 1789, the French
Revolution acted as the spark that ignited the volatile powder keg of Europe,
pitching the continent into a conflagration of war and bloodshed that would last for
decades. Amidst this chaos rose Napoleon Bonaparte, under whose influence
France would become a dominant power, controlling, directly or indirectly, the
majority of Europe. Emperors and Eagles also includes full army lists for the
Peninsular Wars, where Britain and its Portuguese and Spanish allies slowly, but
surely, turned the tide of the war and pushed Napoleon's forces back to their own
borders.

Paddy Griffith's Napoleonic Wargaming for Fun
Emperors and Eagles
This eBook features the unabridged text of ‘Little Wars’ from the bestselling edition
of ‘The Complete Works of H. G. Wells’. Having established their name as the
leading publisher of classic literature and art, Delphi Classics produce publications
that are individually crafted with superior formatting, while introducing many rare
texts for the first time in digital print. The Delphi Classics edition of Wells includes
original annotations and illustrations relating to the life and works of the author, as
well as individual tables of contents, allowing you to navigate eBooks quickly and
easily. eBook features: * The complete unabridged text of ‘Little Wars’ * Beautifully
illustrated with images related to Wells’s works * Individual contents table, allowing
easy navigation around the eBook * Excellent formatting of the textPlease visit
www.delphiclassics.com to learn more about our wide range of titles

Wargaming
A fun and practical new approach to wargaming that lets you complete a game in
about 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.

Waterloo
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Napoleon's Wars is an exciting and well designed set of wargame rules for the
Napoleonic period. They allow you to take the role of Generals and re-fight battles
in miniature using any scale figures from 2mm to 28mm. Most importantly, they do
not require the use of dice. The mechanisms used to control your armies
encourage you to use the tactics of the period. The rules pit you very much against
your opponent in the combat process. Everything you need in one book to refight
your battles and campaigns including army lists, scenarios and campaign rules. A
Divisional sized battle can be completed within two hours and a Corps level battle
within three hours. The rules are flexible enough to allow players to fight solo, twoplayer as well as multi-player battles. Enjoy and have fun.

Grand Battery
The Seven Years' War was the pinnacle of 18th-century warfare, with dramatic
campaigns and battles, famous leaders, and wide variety of colourful uniforms.
Compared with the later Napoleonic Wars, tactics were simpler, armies more
professional, and battles tended to be smaller. Using these quick-to-learn rules,
players can bring this period to the tabletop, recreating anything from a small
skirmish to a major pitched battle. Although simple, the rules allow for a wide
range of tactics and reward historical play. That said, fog of war sometimes
produces unexpected results and units don't always obey their orders! The game
moves quickly, and players must be prepared to regroup and counterattack or to
press home an advantage – a lot can happen in one move!

Tacspiel - The American Army's Wargaming Rules for Vietnam
A set of simple, fast-playing rules for wargaming the conflicts that re-shaped
Europe in the period 1815-78. This important, yet often-neglected period includes
the Crimean War, the Italian Risorgimento, the wars of Bismarck's Prussia against
Denmark, Austro-Hungary and France and the Russo-Turkish war. Tactically it saw
armies struggle to adapt Napoleonic doctrines to incorporate important
technological advances such as breech-loading rifles, steel breech-loading cannon
and the first machine guns. The book includes brief analysis of the essential
strategic and tactical military developments of the period, a set of elegantly simple
rules which are fast-playing and easy to learn, yet deliver realistic outcomes. A
selection of generic scenarios, covering diverse situations such as flank attacks,
pitched battles and meeting engagements, is supported by army lists for 28
different armies. There are also 12 historical scenarios, ranging from the Battle of
the Alma in the Crimean War to Sedan in 1870, the decisive battle of the FrancoPrussian War, each with historical background, deployment map, orders of battle
and any special rules for that engagement. Useful appendices include a guide to
further reading, an overview and price guide to the many scales and ranges of
figures available, and a selection of useful addresses for the gamer.

Phil Barker's Napoleonic Wargaming Rules 1685-1845 (1979)
Field of Glory Napoleonic is being designed in an approachable and easy-to-learn
manner to allow players to concentrate on realistic deployments and battlefield
tactics of the early modern era. Our aim is to capture the atmosphere of battles
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ranging from the early wars of the French Republic through the rise of Bonaparte
and the Grande Armee, to the Empire's last stand at Waterloo. This period is an
ever-popular gaming period, and wargamers enjoy playing both historical battles
and 'what-if' scenarios. FOGN will cater for both types of player, with a full point
system allowing theoretical battles between balanced armies to be played out, as
well as accommodating factual scenarios. The rulebook will maintain the same
production values as previous FOG and FOGR releases and will be designed both to
explain the game and be a reference guide when playing. To make the rules easier
to follow, we will include examples, detailed descriptions and explanations of
unusual situations in a similar way to our Ancients and Renaissance rulebooks.

Navwar Quick Play Napoleonic Naval Wargame Rules
Black Powder
Many wargamers enjoy the challenge of skirmish games where, instead of the
strategy of vast armies portrayed by traditional wargames, the focus is on the
tactics of a small unit. However, skirmish rules are often so complex that it can
take hours of rolling dice, consulting tables and recording data to recreate what
would in reality be a fast and furious firefight lasting just minutes. Now these new
rules make it possible to recapture the speed and intensity of these actions where
every man, and every second, counts. The basic rules are supported by sections
which give special rules and scenarios to capture the flavor of a range of different
periods, from Napoleonic to Modern Warfare and beyond with Sci-Fi. From the 95th
Rifles scouting for Wellington, Western gunfights and WWI trench raids, through
WW2 parachute assaults or Special Forces strikes in Afghanistan, or even Space
Marines storming a space station, Squad Firefights elegantly simple system allows
you to focus on proper tactical decisions rather than rolling buckets of dice or
calculating masses of modifiers.

Honours of War
The Wargaming Compendium
Rebels and Patriots
Although the rise in computerized wargaming has transformed some aspects of the
hobby, the traditional table-based wargame continues to go from strength to
strength.

Corps D'armée
Terry Wise was one of the great early wargamers. This revised edition of this work
includes three of his previously unpublished set of rules, an account of his life and
a tribute by Stuart Asquith.
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The Portable Napoleonic Wargame
Chosen Men
Although the author is a late convert to the joys of Napoleonic wargaming, he soon
began to see why so many wargamers love the period. As a result, he set out to
write several sets of rules that would use similar game mechanisms to those in his
other PORTABLE WARGAME rules, and that would enable him to fight a range of
small, medium, and large battles on a relatively small tabletop. This book is the
result. Please note that all the rules have been designed to be used with a gridded
tabletop made up of squares or hexes.

Donald Featherstone's War Games
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 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.

Napoleonic Wargaming for Fun
This book describes how Napoleon suffered his first loss in battle and how he
recovered to conquer and dictate a favorable peace.

Terry Wise's Introduction to Battle Gaming Including His
Unpublished Wargaming Rules
From the first shots at Jumonville Glen to the surrender at Appomattox, Rebels and
Patriots allows you to campaign with Wolfe or Montcalm, stand with Tarleton at
Cowpens or Washington at Yorktown, or don the blue or grey to fight for Grant or
Lee. From the French and Indian War, through the War of Independence and the
War of 1812, to the Alamo and the American Civil War, these rules focus on the
skirmishes, raids, and small engagements from this era of black powder and
bayonet. Your Company is commanded by your Officer during these tumultuous
conflicts. Each battle that your Officer faces allows him to develop new and
interesting traits. Does he perform heroically and earn a nom de guerre? Or falter,
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to be forever known as a yellow-belly? Designed by Michael Leck and Daniel
Mersey, with a core system based on the popular Lion Rampant rules, Rebels and
Patriots provides all the mechanics and force options needed to recreate the
conflicts that forged a nation.

Wargaming
Chosen Men is a set of fast-action skirmish rules detailing the bloody skirmishes
between light troops in the Napoleonic Wars. The primary focus of the game is on
soldiers and NCOs in light 'flank' companies, as they scout ahead of larger forces
and take part in man-to-man actions against enemy skirmishers. Although the
game allows for the formation of accurately sized companies of light infantry and
cavalry if you wish, these formations are broken down into small groups of up to a
dozen men. For the most part, officers are not swashbuckling super-heroes, but
staunch commanders who rally and direct their men to achieve the battlefield
objectives. Although the game uses an alternating action turn sequence, officers
can use their influence on multiple units at the same time in an effort to steal the
initiative. With all rolls resolved using standard 6-sided dice, this game combines a
classic wargaming feel with modern wargame mechanics.

Tomorrow’s War (Science Fiction Wargaming Rules)
A set of mass battle rules for wargaming in the Napoleonic Wars, allowing players
to refight the battles that shaped Europe. From the late Revolutionary Wars and
Egyptian campaign, to the battles of Austerlitz, Borodino, Leipzig and Waterloo,
Absolute Emperor is a mass battle wargame that provides all the rules needed to
play during this period of grand armies and sweeping campaigns. Players' armies
are composed of multiple corps, with command and control being of the utmost
importance, all influenced by the elan of your general. Do you follow in the
footsteps of Napoleon and be crowned the Absolute Emperor or stand against
tyranny as Wellington and Blücher.

One-hour Skirmish Wargames
First published in 1971, with a second edition in 1979, these rules were
revolutionary for their time. They were written to allow wargamers to replay even
the largest battles from the horse and musket era 1685-1845. This popular set of
rules were in use primarily for Seven Years War and the Napoleonic Wars for over
25 years. The approximate ratio was 1 figure representing 40-50 men. This scale
made it feasible to recreate historical battles upon the table top at the grand
tactical level. Wargamers used them for Marlborough's battles, the Highland
rebellions, the battles of Frederick the Great, in addition to the Seven Years War,
the War of American Independence, campaigns in India, the French Revolutionary
Wars and Napoleonic Wars. They rules included three pages of specimen army lists
for Marlburian era, the Seven Years War and the early Indian Wars. The rules are
published by the History of Wargaming Project as part of its work to make key
developments in the hobby available again.

Absolute Emperor
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The wargaming rules in this book have been designed by the well-known military
historian, Paddy Griffith, and combine simplicity with fun and speed. No less than
seven types of wargame are explained: the traditional skirmish and Divisional
games, the brigade game and army level game, which all involve the use of model
soldiers in battles of varying scales; the generalship game, which is concerned with
how a general on campaign divides his time; and finally, a map kriegsspiel and a
tactical exerise without troops.

The Portable Wargame
Wargame Tactics
In 1812, after a period of considerable victories, Napoleon found himself fighting
on two fronts, suffering setback after setback. With his forces in Spain being
pushed back, Napoleon launched an invasion of his former ally, Russia, leading the
half-million-strong Grande Armée to Moscow and a brutal defeat at the hands of
Russian forces and the bitter winter. On the defensive, Napoleon was defeated and
exiled, but returned to lead his loyal armies against a coalition of European nations
in a final campaign that culminated at Waterloo. Triumph of Nations, a companion
for Field of Glory Napoleonic, provides players with all the army lists and details
they need to recreate the battles of the later Empire, from the disastrous invasion
of Russia to the glorious Hundred Days.

Field of Glory Napoleonic
This book describes the creation of a wargames' army and provides essential
guidance for someone starting out in wargaming through to the more experienced
gamer. With over 290 colour photographs, it describes how the armies of the main
nations - France, Britain, Russia, Prussia and Austria - were organized. It illustrates
the uniforms and battle formations using computer-aided plans. Practical modelling
techniques are demonstrated from basic to more advanced. It provides detailed
painting guides with accompanying step-by-step photographs, and finally, there is
a chapter on the flags carried by these five armies during the wars.

Napoleonic Wargaming
One-Hour Wargames
How would you have fared as one Napoleon's marshals, or in command of a
division of redoutable British redcoats under Wellington? Grand Battery offers you
the chance to find out. This book includes all the rules you need to play miniature
wargames set in the Napoleonic Wars, plus plenty of useful background
information you need to get started. The book provides a concise historical
overview of the events and battles of the period, and includes sections on the
weapons and tactics of the various armies. The buyer's guide gives an up-to-date
survey of the wealth of ranges of miniatures available and advice on which are
compatible with which. Organizational tables give a breakdown of typical
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formations for all the major combatants and most of the minor ones (any one for a
Wurttemburg infantry division?), allowing you to structure your collection and also
to organize hypothetical games quickly with 'off the peg' orders of battle. Three
historical scenarios are also included, each with their own specific orders of battle,
maps, objectives and victory conditions. The rules themselves, which utilize an
innovative card-driven turn sequence to simulate the unpredictable ebb and flow of
battle, are designed for playability, while still giving 'realistic' results and rewarding
sound tactics. Though designed primarily for division level games with 25 or 15mm
figures, the command and control system takes account of corps or even the
largest army level games and they are easily adaptable to any figure scale. Get
ready to march to the sound of the guns!

Creating A Napoleonic Wargames Army 1809-1815
Following the success of his previous publications "Wargaming: An Introduction
and Ancient and Medieval Wargaming," Neil Thomas presents a new volume
devoted to the intricacies of Napoleonic wargaming. Thomas sets out his wargame
rules, the principles behind them, extensive army lists, how to set up a game and a
battle report describing a war game in progress. The appendices provide a full
range of support material such as figure sizes. "Napoleonic Wargaming" also
includes historical background and the art of Napoleonic warfare to provide
essential contextual information for players. This book is an invaluable tool for
wargamers and coincides with the bicentenary of the wars themselves.

Napoleonic Rules for Large Scale Wargames (15mm & 6mm
Figures)
"To Ur is Human" is a set of table top rules written specifically for games set in the
period of the Mesopotamian city-states, such as Akkad and Ur. Using a gridded
playing area and easy to learn innovative rules, "To Ur is Human" allows for quick
play games with a unique feel and approach. The author is a historian, wargamer
and blogger who has written several sets of wargames rules and games. He
produced several games for by the Society of Ancients as re-subscription
incentives, when there was such a thing. His blog, "Wargaming for Grown Ups"
contains more information on these rules, with photographs and reports of games
in play.He also wrote "Northampton 1460" a board game of the Wars of the Roses
battle of that name, which was published by the Northamptonshire Battlefields
Society. He can usually be found on their stand at many wargames shows. More
recently he went back to his roots as a historian and published "The Battle of
Edgcote 1469 - Re-evaluating the evidence" to mark the 550th anniversary of the
battle. It went on to win the Northamptonshire History Forum Award for best
publication in 2019.

To Ur Is Human
The aim of these rules is to help gamers recreate the challenge and uncertainty of
European battle during the seventeenth century.

Napoleon's Campaigns in Miniature
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If you are interested in painting, collecting or war-gaming with model soldiers, or
interested in the Napoleonic era any way, then this book is for you; it has many
articles that set the scene and mood for ensuing battles by detailing the historical
background and build up to the many Napoleonic wars and campaigns that took
place. For the miniature painters and collectors Matthew Fletcher has written a
section showing how to speed paint an army that any wargamer would be proud
of, and Kevin Dallimore reveals his secret of painting outstanding Napoleonic
models using his world renowned three color method. For the gamer, Matthew
Fletcher has created a truly unique set of rules that are simple to understand and
play; rules that will provide an evening of fun and entertainment for all. In short,
this book contains everything you will need to enjoy yourself painting and
collecting miniatures and gaming in the Napoleonic era. I first met Matt Fletcher
when he was employed by a well known fantasy games company based in
Nottingham; he was an 18 year old, wide eyed, fresh faced teenager looking like
he had found Aladdin's Cave as he scanned all of the models, games and books
stacked on the warehouse shelves. Two of Matt's childhood dreams had been
realised; he was not only involved in a rapidly growing company making and
selling the products he loved, he was also heavily involved with the team
responsible for the play testing and development of games and the writing of
books. Everyone was impressed by Matt's energy, enthusiasm and knowledge; he
had a great knowledge of all things fantasy and, as I was later to find out, an even
greater knowledge of all things historical. Matt soon realised that these new
experiences might lead to the fulfillment of yet another childhood dream; to write a
book that combined his extensive historical knowledge of all things Napoleonic
with the new experiences gained in the creation and development of books, games
and game mechanics. Little did he realise how much time it would take for this
dream to be fulfilled. Eighteen years have since passed and I think Matt has been
very surprised (and sometimes frustrated) with the length of time that it has taken
to produce the book that you now hold; not only for the time it has taken him to
produce and structure a script suitable for submission, but also for the time it has
taken for his script to be edited and augmented to reach the high standard
expected from any Foundry publication. If you are interested in painting, collecting
or wargaming with toy soldiers, or interested in the Napoleonic era any way, then
this book is for you; it has many articles that set the scene and mood for ensuing
battles by detailing the historical background and build up to the many Napoleonic
wars and campaigns that took place. For the miniature painters and collectors,
Kevin Dallimore has added his own article on painting Napoleonic models using his
unique and world renowned three color method. For the wargamer, Matt has
created a truly unique set of rules that have been amended and developed many
times over the years to provide an evening of fun and entertainment; he has also
written his own article on how to speed paint an army to a standard that any
wargamer would be proud of.Matt is very proud of this book and wants everyone
who reads it to experience the great fun and pleasure he gets from painting and
playing games with toy soldiers.For Matt, the book you now hold is another dream
come true.

Napoleon's Wars
A miniatures wargame of gritty futuristic combat, Tomorrow's War projects the
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tactics and technology of today's military conflicts hundred's of years into the
future. While robot drones, anti-gravity vehicles, and advanced battle-suit
technology have changed the face of warfare, the essentials of combined-arms
tactics have remained constant. Using the popular Force on Force rules as a basis,
Ambush Alley Games has created the most realistic and tactically challenging
science fiction wargame on the market. The rulebook includes a detailed optional
'future history' and a campaign system so that individual battles can be linked into
an ongoing storyline.

Triumph of Nations
Solo-wargaming
Black Powder is Warlord Games' first publication. It is a beautiful book in its own
right with hundreds of color photographs taken by the Perry brothers of the most
exquisitely painted model soldiers from their world-renowned
collection.returncharacterreturncharacterThe rule book's intention is inspire a
collector to play gentlemanly games with their own collections of soldiers with
friends where the emphasis is on the spirit of the age of musket, not the letter of
the rule. With decisive battles from the key wars of the period, such as El Teb, from
the Sudan War, Ntombi River from the Zulu Wars, Alma from the Crimean War and
Freemans Farm from the American War of Independence, as well as two fictional
scenarios from the American Civil War and Napoleon's Wars, there really is
something to keep everyone happy. It is a hearty publication and not for nitpickers
or miseries. There are some good gags in it, but it also plays well and enables
players to conduct a very big battle in a civilized period of time, leaving them more
time to chat about the highs and lows and what
ifs.returncharacterreturncharacterRick Priestley is best known as the famous
Warhammer and Warhammer 40000 author, the world's best selling table top
miniatures game and Product Director for Games Workshop. He lives in
Nottingham. Jervis Johnson is also an internationally renowned games writer and
luminary in the gaming world. Jervis also lives in Nottingham but has a very posh
voice.

Little Wars by H. G. Wells - Delphi Classics (Illustrated)
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