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wanted, whether a company of stalwart dwarves or a mixed force with
proud elves, noble men, and wild goblins standing shoulder-to-shoulder in
the battle-line. Fight through an integrated campaign system and develop
your realms from battle to battle, adding new territories, recruiting new
troop types, and growing to eclipse your rivals... or lose what you fought so
hard to gain and fall as so many would-be emperors before you.

Ronin-Craig Woodfield 2013-08-20 Set in an age of feuding samurai,
wandering swordsmen and fearless warrior monks, Ronin is a skirmish
wargame that captures the flavour and excitement of such Akira Kurosawa
films as Seven Samurai and Yojimbo. Whether they prefer the loyal samurai
retainers of a feudal lord or a horde of desperate bandits, players choose
from one of several factions and build forces to battle for dominance and
survival in 16th-century Japan. They may also recruit swords-for-hire to
supplement their forces – masterless ronin, martial arts masters and
secretive ninja will lend their skills to any commander who can afford them.
A full points system, incorporating a wide range of equipment and skills,
allows for detailed customisation of characters, while scenarios and a
campaign system permit them to gain experience and develop over time.
The fast-paced rules simulate the cut and thrust of hand-to-hand combat
and require the player to make tactical decisions in the middle of a fight,
immersing them in an era of war.

Reality's Edge-Joseph McGuire 2019-08-22 Hyper-reality. The area
between the thriving mass of humanity known as the Sprawl and the digital
refuge of Cyberspace. This is your playground. As a Showrunner, you can
see and manipulate the flow of digital data through the real world – for you,
reality is limitless. Welcome to Reality's Edge, a skirmish wargame set in a
dystopian cyberpunk future, where players take on the roles of
Showrunners – mercenary hackers who lead small teams of trusted
operatives and disposable freelancers. Funded by shadow backers, the
Showrunners accept jobs from faceless clients for profit, glory, and better
chrome... always better chrome. Battles take place in the concrete jungle
known as the Sprawl, but Showrunners must remain wary of the threat
posed by Cyberspace. Hacking is pivotal to the game, with data nodes,
robots, machines, and even enemy chrome presenting potential targets for a
cunning Console Cowboy. In an ongoing campaign, each skirmish offers you
the opportunity to earn experience and equipment, from advanced
weaponry and synthetics to cyber-implants, biological enhancements,
clones, and much more. This is a world obsessed with whether something
can be done, not whether it should.

Lion Rampant-Daniel Mersey 2014-09-20 Take Robin Hood, Richard the
Lionheart, Gamelyn, William Wallace and other legends from the colourful,
dangerous medieval period to the tabletop with Lion Rampant – a new set of
rules designed for fighting medieval skirmish games. Ideal for players who
wish to collect medieval miniatures and paint the pageantry without
wanting to muster huge forces or spend time learning complex rules, this
game allows players to game actual historical battles – or to delve into the
archives of Hollywood to embark on more over-the-top pulp style clashes.

Black Powder-Rick Priestley 2010 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.

Horrible Histories: Smashing Saxons (New Edition)-Terry Deary
2016-03-03 Discover all the foul facts about the Smashing Saxons, including
who got cow pats as Christmas presents, why wearing a pig on your head is
lucky and how to make a dead Saxon happy. With a bold, accessible new
look and revised by the author, these bestselling titles are sure to be a huge
hit with yet another generation of Terry Deary fans.

Ragnarok-Tim Korklewski 2019-05-30 The end of the Aesir has come, but
not as the prophecies foretold. The dread dragon Niddhoggr has devoured
the roots of the World Ash, Yggdrasil, and the great tree has toppled onto its
side, crashing the realms of mortal and supernatural together. With the
gods dead and the fires of ruin consuming the world, your war clan of
Viking warriors know what they must do to survive the destruction of the
Nine Realms and restore order: they must become the new gods! Ragnarok
is a campaign-driven skirmish game in which players form a Viking war clan
seeking to prove itself worthy of becoming the new pantheon. The use of a
mechanic called Godspark means that battles are no longer determined by
merely striking an opponent and dealing damage. Instead, warriors will be
pushing, throwing, and crashing their opponents around the battlefield,
making their very environment a weapon. As the war clans develop, they
may gain glorious new powers that will bring them closer to godhood, or
win the respect of the denizens of the realms, allowing them to bring dire
wolves, dwarves, and even the dreaded giants into their war clans. With
strategic gameplay and epic storytelling, players must write their own sagas
and tell of how their war clans have, through blood and steel, clawed their
way up from ruin to stand before the halls of Valhalla.

Ancient & Medieval Wargaming-Neil Thomas 2007-06-21 Re-fight some
of the bloodiest battles of the ancient and medieval worlds! Seasoned
wargamer and author Neil Thomas brings historical perspective to the
hobby with a description and interpretation of significant military
developments from 3,000BC to AD1500. Wargaming is the simulation of
accurate historical battles using miniature figures to fight over three
dimensional terrain, their movement and combat being regulated by clearly
defined rules. Neil Thomas' new book provides specific coverage of ancient
and medieval wargaming, thanks to its division into biblical, classical, Dark
Age and medieval sections. Each section has its own set of rules and much
expanded army lists. The wargamer gains additional perspective from data
panels containing facts about weaponry, personalities and chroniclers, and
quotations from original document sources. Useful suggestions for further
reading are also included, while battle reports in each section provide
tactical insights for both novice and veteran wargamers.

As Told in the Great Hall-Martin Hackett 2013-10-15 The second in
Amberley Publishing's wargaming series covers the Dark Ages.

Oathmark-Joseph A. McCullough 2020-04-30 Empires have fallen, and the
land is broken. The great oathmarks that once stood as testaments to the
allegiances and might of nations have crumbled into ruin. In this lost age,
fealty and loyalty are as valuable as gold and as deadly as cold iron, and war
is ever-present. Created by Joseph A. McCullough, designer of Frostgrave
and Frostgrave: Ghost Archipelago, Oathmark is a mass-battle fantasy
wargame that puts you in command of the fantasy army you've always
saga-dark-age-skirmishes-rulebook-gripping-beast
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2016-05-05 Readers can discover all the foul facts about the Stormin'
Normans, including why Norman knights slept with a dolly and which pirate
hung up his eye-patch. With a bold, accessible new look and revised by the
author, these bestselling titles are sure to be a huge hit with yet another
generation of Terry Deary fans.

technology, and an undeclared and secret war rages between them all. This
is battleground of the Adventuring Companies. These clandestine agents of
the Great Powers operate in the shadows, matching skills and wits in
pursuit of the newest scientific formulae or powerful occult artifacts. In Her
Majesty's Name sets these adventuring companies against each other in
one-off encounters and in longer narrative campaigns. Companies are
usually comprised of just 4–15 figures and two players could easily play
three games in an evening, making an on-going campaign a highly viable
option. In Her Majesty's Name has been designed to allow maximum
versatility for the player – if you can imagine it, the system will help you
build it. There is, however, a wealth of material provided in the book,
covering weird science, mystical powers, and a range of pre-generated
adventuring companies, including the British Explorers' Club, the Prussian
Society of Thule, the US Marine Corps, the Légion Étrangère, the
revolutionaries of the Brick Lane Commune, ancient Egyptian cults, and the
mysterious Black Dragon Tong.

Hail Caesar-Rick Priestley 2011-07-15 Rick Priestley is a world-renowned
games designer having created Games Workshop's Warhammer and
Warhammer 40,000 game systems amongst others. Following on from his
highly acclaimed Horse & Musket rules, Black Powder, he has now turned
his attention to the ancient world with Hail Caesar which spans from 3000
BC through to around 1100 AD.

Last Days: Zombie Apocalypse: Seasons-Ash Barker 2019-09-19 Last
Days: Zombie Apocalypse: Seasons brings an all new campaign to the
skirmish-scale miniatures game of survival horror, taking players through
the changing seasons and the challenges this brings to their Groups of
survivors. As well as rival gangs and mindless zombies, your Group will have
to deal with hunger, thirst, warmth, and the many other problems that can't
be stopped with a well-placed bullet. Featuring a host of new character
types, scavenge tables, scenarios, and even rules for using bicycles,
motorbikes, and snowmobiles, this expansion is essential for a survivor
during the last days.

Burrows & Badgers-Michael Lovejoy 2018-04-19 The Kingdom of
Northymbra is a land in turmoil. King Redwulf is missing, and his son rules
as regent in his stead, facing threats from within and without: growing
dissention among the knights and nobles of the realm, whispers of
revolution from the Freebeasts, Wildbeasts encroaching on the borders, and
bandits of all stripes making the most of the chaos. Burrows & Badgers is a
tabletop skirmish game set in the ancient realm of Northymbra, a kingdom
where mice, badgers, toads and other animals wear armour, wield swords,
and cast magic spells. Your tabletop becomes part of the Kingdom of
Northymbra, whose ruined villages, haunted forests, and misty marshes
play host to brutal ambushes and desperate skirmishes. Lead your warband
from battle to battle, and uphold the name of your faction, whether you
stand with Reinert's Royalists, the Freebeasts of the Fox Families, or simply
for your own glory or survival. Each model in Burrows & Badgers
represents an individual character, and can be selected from a wide range
of species – from the humble mouse to the mighty badger – and armed and
equipped as desired. Scenarios link into ongoing campaigns, where heroes
and villains may make their names and the assistance of infamous
mercenaries might mean the difference between victory and defeat.

The Art & Making of Fantasy Miniatures-Jamie Kendall 2020-02-19
“Copiously and brilliantly illustrated with fine examples of what can be
achieved in the realms of fantasy and dungeons and dragons wargaming.”
—Books Monthly The Art and Making of Fantasy Miniatures is a showcase
of some of the best talent in the industry. Compiled with the cooperation of
eleven of the most innovative companies from Europe, the UK and USA, it
shows what goes in to the creative process of taking an initial concept from
two-dimensional sketches and translating it into a three-dimensional
figurine ready for collectors and tabletop gamers. Game designers, artists
and sculptors explain their part in bringing these miniature works of art to
life. The book is lavishly illustrated with over 1,000 images, including
concept art, work-in-progress sculpts and beautifully painted miniatures.
The book features miniatures from games and companies such as Aradia
Miniatures, Alkemy (Alchemist Miniatures), Avatars of War, Godslayer
(Megalith Games), Guild Ball (Steamforged Games), Relicblade (Metal King
Studio), WARMACHINE and HORDES (Privateer Press), RUMBLESLAM
(TTCombat), Drakerys (Don’t Panic Games), Kings of War (Mantic Games)
and Freeblades (DGS Games). “So if you’re interested in learning more
about the miniature design process from innovative wargame companies,
make sure to grab this book and start exploring the great artistic journey
your miniatures undergo on their way to the tabletop!” —Wargame News
and Terrain “Hobbyists can glean tips about making and painting large or
smallscale figures or just sit back and enjoy the show.” —Toy Soldier &
Model Figure “If you are collecting the various models then this has to be
the best guide to see what is out there.” —SF Crowsnest

Fallout Wasteland Warfare Roleplaying Game Licensed, Full Color,
Hardback-Modiphius 2019-08-27 The Fallout: Wasteland Warfare
roleplaying game builds on the narrative wargame experience of the
tabletop miniatures game and will include new rules for character creation
and creating adventures in the wasteland. Delve into abandoned Vaults,
ruined cities, strange facilities, and antiquated military bases. Encounter
Super Mutants, Raiders, Survivors, Vault Dwellers, the Brotherhood of
Steel, the Institute and the Enclave, and many more! Will you roam wide
and far, or build up and protect your settlement? For those who want to
create your own unique characters or use the faction based Archetype cards
to start your own hero and see them grow from adventure to adventure.
Includes: Complete rules for tabletop roleplaying in the wasteland, based on
the popular Fallout: Wasteland Warfare miniatures game. Full rules for
character creation, archetypes and original player ideas alongside existing
characters from the Fallout universe. Packed with lots of full colour
photographic scenes of the Fallout: Wasteland Warfare range to inspire
your adventures! Interact with familiar characters and creatures drawn
from the world of Fallout. Background on the locations and factions that
players can encounter. 3 free adventures in a linked campaign or for use as
one-shot missions to support GM's. Guidance for players to build their
settlement as a base of operations. Advice and tools to help GM's create and
run exciting new adventures in the Fallout universe. Every copy of the
Fallout: Wasteland Warfare Roleplaying Game Expansion will come with a
printed code to get you a set of free downloadable files: PDF copy of the
rulebook, Character cards from Fallout: Wasteland Warfare, Weapon cards
from Fallout: Wasteland Warfare, Character Archetype cards, Character
Playmat. Can be played as a standalone product using free downloadable
cards and a set of the Fallout: Wasteland Warfare Dice (MUH051279) sold
separately. Made in the UK.

Dark Age-Pierce Brown 2019-07-30 NEW YORK TIMES BESTSELLER • The
bestselling author of Morning Star returns to the Red Rising universe with
the thrilling sequel to Iron Gold. “Brown’s plots are like a depth charge of
nitromethane dropped in a bucket of gasoline. His pacing is 100% him
standing over it all with a lit match and a smile, waiting for us to dare him
to drop it.”—NPR (Best Books of the Year) He broke the chains. Then he
broke the world…. A decade ago Darrow led a revolution, and laid the
foundations for a new world. Now he’s an outlaw. Cast out of the very
Republic he founded, with half his fleet destroyed, he wages a rogue war on
Mercury. Outnumbered and outgunned, is he still the hero who broke the
chains? Or will he become the very evil he fought to destroy? In his
darkening shadow, a new hero rises. Lysander au Lune, the displaced heir
to the old empire, has returned to bridge the divide between the Golds of
the Rim and Core. If united, their combined might may prove fatal to the
fledgling Republic. On Luna, the embattled Sovereign of the Republic,
Virginia au Augustus, fights to preserve her precious demokracy and her
exiled husband. But one may cost her the other, and her son is not yet
returned. Abducted by enemy agents, Pax au Augustus must trust in a Gray
thief, Ephraim, for his salvation. Far across the void, Lyria, a Red refugee
accused of treason, makes a desperate bid for freedom with the help of two
unlikely new allies. Fear dims the hopes of the Rising, and as power is
seized, lost, and reclaimed, the worlds spin on and on toward a new Dark
Age. Don’t miss any of Pierce Brown’s Red Rising Saga: RED RISING •
GOLDEN SON • MORNING STAR • IRON GOLD • DARK AGE

Women in the Viking Age-Judith Jesch 1991 Through runic inscriptions
and behind the veil of myth, Jesch discovers the true story of viking women.

Medieval Warfare-Terry L. Gore 2008 A strategic guide to miniature
wargaming set in the Middle Ages.

Saxon, Viking and Norman-Terence Wise 1979-03-22 If there is one thing
we can be sure of concerning the Saxons, Vikings and Normans who
inhabited the medieval world, it is that they were a good deal more
advanced than some writings would have us believe. This fascinating book

In Her Majesty’s Name-Craig Cartmell 2013-05-20 It is 1895 and the
world is in turmoil. The Great Powers compete for resources and the latest
saga-dark-age-skirmishes-rulebook-gripping-beast
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by Terence Wise explores the history, organization, clothing, equipment and
weapons of Saxon, Viking and Norman peoples, covering wide-ranging
topics such as Anglo-Saxon shields, Viking raiding ships and the
organization of Norman armies.The absorbing and readable text is enriched
by numerous illustrations and museum photographs with commentaries,
plus eight superbly drawn full page colour plates by renowned military
artist Gerry Embleton.

and dramatic games are the order of the day. With core mechanics based on
Daniel Mersey's popular Lion Rampant rules, The Pikeman's Lament
captures the military flavour of the 17th Century, and allows you to recreate
skirmishes and raids from conflicts such as the Thirty Years' War, the
English Civil Wars, and the Great Northern War.

Chosen Men-Mark Latham 2016-12-15 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 6sided dice, this game combines a classic wargaming feel with modern
wargame mechanics.

Red Rising-Pierce Brown 2014-01-28 NEW YORK TIMES BESTSELLER •
Pierce Brown’s relentlessly entertaining debut channels the excitement of
The Hunger Games by Suzanne Collins and Ender’s Game by Orson Scott
Card. “Red Rising ascends above a crowded dystopian field.”—USA Today
NAMED ONE OF THE BEST BOOKS OF THE YEAR BY ENTERTAINMENT
WEEKLY, BUZZFEED, AND SHELF AWARENESS “I live for the dream that
my children will be born free,” she says. “That they will be what they like.
That they will own the land their father gave them.” “I live for you,” I say
sadly. Eo kisses my cheek. “Then you must live for more.” Darrow is a Red,
a member of the lowest caste in the color-coded society of the future. Like
his fellow Reds, he works all day, believing that he and his people are
making the surface of Mars livable for future generations. Yet he toils
willingly, trusting that his blood and sweat will one day result in a better
world for his children. But Darrow and his kind have been betrayed. Soon
he discovers that humanity reached the surface generations ago. Vast cities
and lush wilds spread across the planet. Darrow—and Reds like him—are
nothing more than slaves to a decadent ruling class. Inspired by a longing
for justice, and driven by the memory of lost love, Darrow sacrifices
everything to infiltrate the legendary Institute, a proving ground for the
dominant Gold caste, where the next generation of humanity’s overlords
struggle for power. He will be forced to compete for his life and the very
future of civilization against the best and most brutal of Society’s ruling
class. There, he will stop at nothing to bring down his enemies . . . even if it
means he has to become one of them to do so. Praise for Red Rising “[A]
spectacular adventure . . . one heart-pounding ride . . . Pierce Brown’s
dizzyingly good debut novel evokes The Hunger Games, Lord of the Flies,
and Ender’s Game. . . . [Red Rising] has everything it needs to become
meteoric.”—Entertainment Weekly “Ender, Katniss, and now
Darrow.”—Scott Sigler “Red Rising is a sophisticated vision. . . . Brown will
find a devoted audience.”—Richmond Times-Dispatch Don’t miss any of
Pierce Brown’s Red Rising Saga: RED RISING • GOLDEN SON • MORNING
STAR • IRON GOLD • DARK AGE

Sagas of Midgard Corebook-Nick Porter 2018-11-03 Sagas of Midgard is
a story-driven tabletop RPG that has been developed with cinematic action
sequences and the ability to easily tell memorable stories at its core. With a
simple yet engaging ruleset, stunning art, and innovative gameplay, Sagas
of Midgard has something to offer any gaming group with a story to tell.The
Sagas of Midgard Corebook features: A simple, intuitive rules system that
values and encourages player creativity and storytelling over numbercrunching and rules reference A rich, fully developed and brutal world in
which character death is a feature, not a bug An intuitive, simple character
creation system featuring over 27 Surnames and Titles allowing you to
make the kind of Viking warrior YOU want to be Over 120 Character
Powers, including the universal "With Joy I Cease" that allows you to
sacrifice your character gloriously to kill any foe A unique Raiding and
Player Settlement system that allows player skill and creativity to overcome
challenges and capture cities for their own 24 Runes derived from the Elder
Futhark that allow for the use of powerful one-off magics as well as
devastating chained effects 39 Savage Monsters, with proprietary "Horde"
and "Champion" Templates allowing for epic, large-scale battles in which
your Heroes fight through a hundred foes (or more!) 18 Artifacts: powerful
magical items that sometimes have a mind of their own Four beautifully
written prefabricated Adventures to take you from your first very raid to the
literal end of the world

Tomorrow’s War (Science Fiction Wargaming Rules)-Ambush Alley
Ambush Alley Games 2011-10-20 A miniatures wargame of gritty futuristic
combat, Tomorrow's War projects the 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.

Konflikt '47: Defiance-Warlord Games 2018-07-26 Delving deeper into the
weird world of Konflikt '47, this supplement presents a range of new
material for the game, including: - New units: Options for troops and
technology that can be added to the armies presented in the rulebook. Special characters: Field the best of the best, elite men and women who
may singlehandedly be the crucial element between victory and defeat. New background: The history of the world of Konflikt '47 is detailed in more
depth. - New rules: All-new means of waging war, including material
previously published online.

Wargame the American Civil War-Peter Dennis 2017-12-19 In the 'Battle
in America' series well-known historical illustrator Peter Dennis breathes
life back into the 19th century paper soldier, supplying all the artwork
needed to create the armies which fought for and against the Union across
the United States. Here the blue and the grey regiments can clash again,
using simple rules from Veteran wargamer Andy Callan. Although the
figures can be used with any of the commercial sets of wargame rules, an
introduction to wargaming and a simple set of rules by veteran wargamer
Andy Callan is included, along with buildings, trees and even artillery along
with daring rebel cavalry and colorful Zouaves.

Dux Bellorum-Daniel Mersey 2012-08-20 The Dark Age of Britain, from the
middle of the 4th century to the end of the 8th, was a time of violence and
warfare, when charismatic warlords such as the fabled King Arthur could
gather together armies and carve out their own kingdoms. With this new set
of wargames rules, players can take on the role of these warlords and
command their own armies on the tabletop. Written by the author of the
popular Glutter of Ravens rules set, Dux Bellorum is an element-based
system, where each base of figures represents 50 fighting men. Each player
has a specific number of points with which to construct his force and can
choose a Late Roman, Romano-British, Welsh, Saxon, Pictish, Irish, or Sea
Raider army, amongst others. The game is then played out following a set of
simple, fast-paced rules. A completely self-contained gaming system, Dux
Bellorum is perfect for gamers who are looking for a way into fighting Dark
Age battles without investing a lot of time or money in larger rulesets.

Ender's Game-Orson Scott Card 2017-10-17 "The classic of modern science
fiction"--Front cover.

The Pikeman’s Lament-Daniel Mersey 2017-01-26 Recreate the action
and drama of 17th Century warfare on your tabletop with The Pikeman's
Lament. Start by creating your Officer – is he a natural leader raised from
the ranks, the youngest son of a noble family, or an old veteran who has
seen too many battles? As you campaign, your Officer will win honour and
gain promotion, acquiring traits that may help lead his men to victory.
Before each skirmish, your Officer must raise his Company from a wide
range of unit options – should he lean towards hard-hitting heavy cavalry or
favour solid, defensively minded infantry? Companies are typically formed
from 6–8 units, each made up of either 6 or 12 figures, and quick, decisive,
saga-dark-age-skirmishes-rulebook-gripping-beast

Moth-Daniel Arenson 2013-10-22 They say the world used to turn. They say
that night would follow day in an endless dance. They say that dawn rose,
dusk fell, and we worshiped both sun and stars. That was a long time ago.
My people are the fortunate. We live in daylight, blessed in the warmth of
the sun. Yet across the line, the others lurk in eternal night, afraid... and
alone in the dark. I was born in the light. I was sent into darkness. This is
my story. Moth -- an epic fantasy for fans of The Hobbit and The Lord of the
Rings.
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star ship with thousands of people aboard. He soon discovers he is about to
become the richest man in the universe, but not without considerable
enemies trying to capture both him and the Solbidyum cargo. Tibby finds
himself thrust into a role of hero and falls in love with a beautiful woman,
but he soon finds that some of his decisions result in the loss of thousands of
lives. Thus begins the Solbidyum Wars Saga with Book 1 -Battle of the New
Orleans.

13th Age RPG-Jonathan Tweet 2013-08-01 13th Age is the highlyanticipated new rules-light fantasy RPG from two legendary game designers
- Jonathan Tweet and Rob Heinso of Dungeons & Dragons fame, combining
an old-school approach with indie story game design. Players take the roles
of fortune-seeking adventurers in a world where powerful individuals called
Icons pursue goals that may preserve an ancient empire, or destroy it.. By
defining each characters relationship to the Icons, along with a rich
background and a trait that makes him or her unique in the world, 13th Age
lays the groundwork for epic stories that emerge through play.

Orconomics-J. Zachary Pike 2014-11-23 Professional heroes kill and loot
deadly monsters every day, but Gorm Ingerson's latest quest will be
anything but business as usual.The adventuring industry drives the
economy of Arth, a world much like our own but with more magic and fewer
vowels. Monsters' hoards are claimed, bought by corporate interests, and
sold off to plunder funds long before the Heroes' Guild actually kills the
beasts. Of course, that's a terrible arrangement for the Shadowkin; Orcs,
Goblins, Kobolds, and their ilk must apply for to become Noncombatant
Paper Carriers (or NPCs) to avoid being killed and looted by heroes.When
Gorm Ingerson, a Dwarven ex-hero with a checkered past, stands up for an
undocumented Goblin, he inadvertently singles himself out for recruitment
by a prophet of the mad goddess to undertake a suicidal quest. But there's
more to Gorm's new job than an insane prophecy: powerful corporations
and governments have shown an unusual interest in the quest. If his party
of eccentric misfits can stop fighting each other long enough to recover the
Elven Marbles, Gorm might be able to turn a bad deal into a golden
opportunity.

Imperial Handbook-Daniel Wallace 2014 "This rare glimpse into the
military governance and philosophy of the Empire offers a unique
perspective no matter which side of the rebellion you're on"--Back of box.

On the Edge of the Dark Sea of Darkness-Andrew Peterson 2020 Janner,
Tink, and Leeli Igiby experience many fantastic adventures while looking for
a lost treasure.

Tribes of Legend-Jake Thornton 2012-01-15 There are many writings
about ancient cultures lurking in the dusty books of academia, but few
capture the imagination like the legends and myths of the ancient Greeks
where heroes and monsters live or die in struggles for survival, honor and
glory – all under the watchful gaze of their meddlesome gods. These tales
not only evoke images of warriors in gleaming bronze armor and beautiful
women dressed in flowing white robes, but relate many wondrous stories of
heroism and adventure, death and glory; the noble sacrifice of the 300
Spartans, the famous deception of the wooden horse and the voyage of
Jason and the Argonauts to name but three. This book contains not one, but
three separate games set in this ancient world of myth, magic and monsters,
ranging from full scale battles to a game for a single hero having to
overcome all of the obstacles that mortals and gods in their whim and
wisdom devise. However, this book is much more than a collection of games
for it also includes guides for building terrain on your tabletop and a series
of step-by-step instructions on how to paint the models you might want to
play with - the photographs in this book show the models at their best, in
their natural habitat: heroes and monsters locked in honorable combat. So
what will be your first foray into this ancient realm? Are you a lone hero or a
leader of armies? Decide, and then summon your courage, offer your prayer
and, whichever game you play, may the gods smile on you.

Irregular Wars-Nicholas Wright 2014-11-27 Irregular Wars: Conflict at the
World's End provides a fun and easy, fast-play, set of rules for engagements
on the fringe of the European world - Ireland, the Americas, the East Indies
and the vast steppes of Central Asia. The lands discovered by European
explorers seeking easy access to the trading wealth of the Indies exposed
untold avenues for expansion. The sixteenth and seventeenth centuries saw
successive waves of self-aggrandising traders, raiders, conquerors and
colonists leave Europe for new lands beyond the sea. Some pursued the
freedom to practice persecuted religions or the opportunity to convert the
heathens, others sought raw resources in the form of gold, furs or exotic
spices or plants, like nutmeg or tobacco. The game is designed for
engagements between two forces of from 500 to 2,500 fighting men per
side. Each player represents a leading conquistador, noble, governor,
daimyo, chief, cacique or petty monarch. These leaders are given the
umbrella title of 'lords'. The key to success in Irregular Wars is the lord's
ability to harness the enthusiasm of volunteer or militia soldiers which,
together with the effective use of terrain, counts for more than sheer
numbers alone. The uncertain nature of army recruitment and variable level
of centralised command and control make the rules ideal for small scale,
localised and asymmetrical warfare. The game could quite easily be
expanded to cover earlier or later conflicts anywhere in the world prior to
the establishment of reliable and professional armies. This second edition of
Irregular Wars continues the fun and fast approach of the original rules.
More background information and explanations are provided and the phase
sequence has been streamlined. Additional changes throughout the rules
make the randomised aspects of the game more realistic... in a random sort
of way. This edition includes army lists for 48 different sixteenth and
seventeenth century armies belonging to the major European colonial
powers and the indigenous populations of Ireland, the Americas, East Indies
and Eurasian Steppe.

Solaris Strays-Janet McNulty 2015-07-10 Sometimes the real enemy is you.
Left to die on the planet of Sunlil, Rynah and her crew find themselves
alongside the one man they had thought was their enemy, Klanor, but who
had been betrayed by Stein, a man he once trusted. They must abandon old
hatreds and find a way off the volcanic planet before it erupts. Their
salvation comes from an old enemy: the Fragmyr Pirates. Knowing that
Stein has set his sights on Earth, Rynah decides to pursue him there, but
doing so means accepting Klanor’s help, a man she had vowed to kill. But
accepting the help of an ardent enemy is the least of Rynah’s problems. She
discovers there is a seventh crystal.

Solbidyum Wars Saga Book 1-Dale C. Musser 2013-10 Thibodaux James
Renwalt, or Tibby, as he was called by his friends, was just your typical
Earthman. Recently discharged from his service in the United Stated Navy
and working as an engineer for the city of New Orleans maintaining the
pumps that kept the city dry, Tibby decides to spend some time at fishing
hole in the swamp shown to him by his grandfather when he was a small
boy. His trip turns out to be more than he expects when he discovers an
ancient alien spaceship buried in the mud of the swamp. After entering the
craft, Tibby accidentally engages an autopilot, causing the ship to take off
with him aboard as it navigated through space to its preset destination.
What follows are adventures beyond Tibby's wildest dreams, as the ship
contains a cargo of the rarest and most valuable substance in the universe,
Solbidyum. Tibby arrives in the Federation space and is greeted by a large
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War and Conquest-Rob Broom 2012-06 Become a great commander from
history and shape destiny! Taking an army of models soldiers, you can
recreate a famous battle, or simply enjoy a relaxing game with friends
across the tabletop.

Dark Ages Cappadocian-Andrew Bates 2002-11-01 Fantasy-roman.
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