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NEWfrom3W !

Publishers of The Wargamer

Four well-researched, fully tested
historical games of moderate complexity.

Army of
The Potomac

Top designers, careful development, and
colorful graphics combine to make the
publication of these games an exciting
moment for the hobbyist. All four games
are in book-case format, with mounted
mapboards. From 3W, producers of high
quality, exclusively historical games.

ARMY OF THE POTOMAC

Covers the eastern theatre of the Civil
War, with scenarios covering Bull Run,
the Peninsula, Gettysburg, and Grant
vs. Lee, plus a campaign game. Links
with Army of the Tennessee to cover the
whole Civil War. 34" x 22" mounted
mapboard, 400 counters.

Designer Mark McLaughlin.
Complexity 3.

KIROVOGRAD

Epic east front armor battle, January 5-16,
1944.34" x 22" mounted mapboard, 300
counters (battalion-regiment-brigade-
division). At the start of each turn players
secretly and simultaneously issue
"orders" to each of their formations

Kirovograd

(divisions, corps). These orders - assault,
retreat, defense, reserve, mobile —
determine what units may do in the
ensuing movement and combat phases,
and also which player has the initiative
(moves first).

A fast and playable game from top
designer Jack Radey. Complexity 4.

ARMY OF THE TENNESSEE

Covers the western theatre of the Civil
War, with scenarios covering Shiloh,
Vicksburg, Chattanooga and Atlanta, plus
acampaign game. Links with Army of the
Potomac to cover the whole Civil War.
400 counters, 34" x 22" mounted
mapboard.

Designer Mark McLaughlin.
Complexity 3.

LAWRENCE OF ARABIA
Lawrence captures the dramatic
Palestine campaign of 1918, in which the

Army of

The Tennessee

Lawrence
of Arabia

combination of airpower and mechanized
breakthrough foreshadowed the
Blitzkriegs of World War 11 A crucial
ﬂuerrilla role is played by the Arabs under

awrence. 34" x 22" full color mounted
mapboard, 260 counters.

Complexity 2, designer Roger Nord.

To Order:

Call 805-927-5439

or send $19.95 check or money order
only, to:

World Wide Wargames

P.O. Box F

Cambria, CA 93428-0295

California residents add 634% sales tax.
Trade Inquiries Welcome: 805-927-5624
Also watch for the latest issue of The

Wargamer, the independent wargaming
monthly.
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OPININQ LIMES

Most of you are probably aware
bynow that Task Force Games is cur-
rently changing directions somewhat.
More than a year ago, we took stock
of the company and realized that we
were in danger of becoming a "one
game" company. sure most of
you know that Star Fleet Battles was,
and still is, our bread-and-butter. Even
though that game and all of its pro-
ducts have been extremely success-
ful, we realized that that wouldn't
necessarily always be the case. For
various combinations of reasons
games lose theirpopularity and sales
begin to drop. While this is not the
case with Star Fleet Battles at this
time (and we hope not in the forsee-
able future), we certainly didn't want
to get caught with our "shields
down". We took stock of the major
companies in the industry and asses-
sed their strengths and weaknesses.
We then set a course of action for
Task Force that we hope will make us
viable in the Adventure Gaming indus-
try for many, many years to come.

First we realized that our pocket
game line was in many ways becom-
ing more of a liability than an asset.
When Task Force jumped into the in-
dustryin 1979, the pocket game was
what really established us. Since that
time, however, the complexion of the
industry has changed. The competi-
tion has become immense, both in
terms of quantity and quality. For var-
ious reasons, the market for the "fast
food" game has decreased. Hence,
several months ago we dropped our
pocket games from the line. (This
doesn't mean that some of them
won't reappear as re worked boxed
games. In fact, Battlewagon isnow in
the process of being re-done.)

The second thing we discovered
is that while a quality stand-alone
game can do well, it is much more
desirable to the company, as well as
the buying public, to publish "lines"
of games (i.e. the Star Fleet line and
the Starfire line). To this end, we are
currently working on some new lines.
Rather than a series of disjointed
games, Starfire is being turned into a
line of games. Also, we are about to
release a major historicalgame line on

. H. Liddell Hart's History of the Sec-
ond World War. (You can read more
about both of these in the Coming At-
tractions article in this issue.)

Continued on Page 34
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The source for Nexus subscriptions in Australia is:
Military Simulations Pty. Ltd.

18 Fonceca

Mordialloc, Vic. 3195

NEXUS is published quarterly by
Task Force Games, 1110 N. Fllmore,
Amarillo, TX 79107.

It is available at hobby shops and
bookstores or by subscription. Subscrip-
tion rate is $8 for four issues or $14.00
for eight issues. Overseas subscription
rates are available on request. Send all
subscription correspondence to the above
address.

All material is copyright © 1984 by
Task Force Games unless otherwise
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