NEW GAME COMPONENT NOTES

Cards and Counters for Hornet Leader
and Thunderbolt + Apache Leader

This center section includes two new cards
for Thunderbolt+ Apache Leader, and five
new cards and twelve new counter s for
Hornet Leader:

Thunderbolt+Apache Leader
The Yugoslavian Campaign and Low
Intensity Combat Stuation are incorpo-
rated into the game without any special
considerations. Use these cards as
appropriate.

Hornet Leader

Treat Mk. 84s as Mk. 83s for the pur-
poses of Load Areas, Weight Points,
Special Conditions and Mission Events.
Mk. 84s, however, cannot be used for
Fuel Air Explosives. For the purposes of
Munition Shortage type cards, treat the
Mk. 84s as being part of the Mk. 83
counters available. Fold the Mk. 84
counters along the center line to form

counters which have a Mk. 84 on both
the front and back. Mk. 84s may be used
in any Hornet Leader Campaign.

The three Chinese Target cards are used
for the North Korea module included in
this issue. They are not used for normal
Hornet Leader Missions. The rules for
their usage are covered in the module
itself in the Chinese Support section.

The two F-117 Night Hawk Aircraft
cards are used to add more detail to the
F-117 Sealth Fighter Support Special
Condition card. These cards may be
used in all Hornet Leader Campaigns.
You now have a choice of several load
options for the F-117s. Both F-117s must
take the same load option. Select their
load during the Arm HornetS phase of the
Mission. The Rockeye munition was
introduced as an extra feature of
Thunderbolt+Apache Leader. If you do

not have the counters, a Rockeye scores
one Hit on a die roll of "2" or higher in
the same Area. Rockeyes have no chance
of scoring more than one Hit, or of
scoring damage from one or two Areas
away. The F-117 cards also list their
modifiers against enemy surface and air
attacks. These modifiers only apply to
"Lock-On" type die rolls, not "Result"
type die rolls (F-117s may be hard to
spot, but once you do, they get damaged
like any other aircraft). Note: You might
notice that the "SAM Lock-On" modifier
has been increased from the modifier
listed on the "F-117" Special Condition
card. After further consideration, we
decided that "-3" just wasn't good
enough for F-117s.

Now you can command
Union or Confederate
forces at the turning-point
of the American Civil War
— the critical year of 1863.
Face the challenge of
desperate, hard-charging
brawls and tense clashes of
subtle maneuver in a
dozen action-packed
scenarios spanning four
major battles:

Gcttysburg: The most famous
battle of the war and one of the most
decisive engagements in Western
history.

Fredericksburg I1: A handful of
Rebel brigades try to prevent Lee's
outnumbered army from being
crushed in a Union trap.

Gettysburg* Brandy Station
Fredericksburg 11+ Mine Run

Game Design by
Richard Berg & Rob Markham
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Brandy Station: A rejuvenated
Union cavalry corps surprises Jeb
Stuart in the largest cavalry battle in
the Western Hemisphere.

Mine Run: What could’ve been the
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sluggish Union army had caught Lee’s
exhausted Confederates

Game Features:

® Basic Rules that can be learned in
five minutes and played in less than
two hours.

® Special rules for: dismounting
cavalry, destroying bridges, clearing
woods, rout and rally, artillery
commanders, artillery and small-arms
differentiation, and more.

® Four 22x34 inch maps.

® 12 scenarios, including a Variable
Reinforcement version of Gettysburg.

® Plus all the rules you need to update

sister-game 1862. GMT

Price: $37.00 GAMES
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