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Dear Retailer,

Decision Games publishes magazines and games on military history. It 
has six major game lines: three are magazine game editions published 
through Strategy & Tactics Press (Strategy & Tactics, World at War, and 
Modern War), a boxed game line, and two come in a zip-lock format. The 
magazine game editions are described separately. 

The boxed game line includes traditional “bookcase” boxed games with 
medium complexity games in a range of topics and large boxed games 
(known as “monster” games due to the large size of the map sheets that form the 
playing surface) on major campaigns and battles (such as World War II, World War I, American Civil 
War, and the Battle of Waterloo). Most are the traditional hex and counter games, some include cards, and 
a few are card games. For 2014, we are publishing D-Day at Tarawa and Atlantic Wall. 

Tarawa is a sequel to the very popular D-Day at Omaha Beach. It is a solitaire-cooperative game 
(meaning it can be played solo by one player or two players playing together against the game system). 
The two player cooperative element is ideal for a more experienced gamer to teach and play along with a 
less experienced gamer or a gamer new to military history games. 

Atlantic Wall is a “monster” game covering the World War II Normandy Campaign from the D-Day 
landings to Patton’s Breakout (6 Jun to 15 Aug 44) at a highly detailed level. In addition to the campaign 
scenario, there are numerous shorter/smaller scenarios for players to learn the various game systems and 
enjoy playing a portion of the campaign. 

The other two lines are our Folio and Mini lines. These game lines are geared to the new gamer as well as 
the experienced gamer looking for shorter, smaller games. Both lines feature Standard Rules (meaning the 
basic rules are the same from one game to the next in a series so after the fi rst game in a series players 
do not have to learn a new set of Standard Rules), and an Exclusive Rule sheet that explains the set-up 
and any special rules or exceptions to better simulate a particular battle. Some of the Mini games include 
cards. Both are presented in economic zip-lock format so their price points are low ($10-15 for Minis, $20-
30 for Folios) making them ideal starting points for customers wanting to try out military history gaming.

Recent releases include the Battle of Scheldt in the World War II series and Saalfeld in the Musket & 
Saber Quick Play series. 

We have several programs for getting started with these games and we would be happy to discuss your 
unique customer base so we can recommend a mix with high performance potential.
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A FOLIO SERIES GAME
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Minutes to learn.  Quick to play.  Historically Accurate. 
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Battle of the Scheldt

The Devil’s Moat

SCHELDT 

 WORLD WAR II BATTLES

FOLIO GAME SERIES 

The Devil’s Moat

The Allied breakout from Normandy had cleared the 

Germans out of France and most of Belgium, but 

bogged down as it reached the German and Dutch 

borders. Partly this was due to supply overstretch as 

the Allies still depended on truck convoys from the 

invasion beaches. The key to restarting the offensive 

was opening the port of Antwerp to Allied shipping, 

which entailed clearing the Germans out of the Scheldt 

estuary. The task, assigned to the First Canadian 

Army in November 1944, was no mere mopping up 

operation. The German Fifteenth Army had channeled 

the attack by fl ooding low-lying areas around the 

estuary, covering the remaining approach routes with 

carefully sited artillery, snipers, and mines to batter 

the attackers before they reached the main German 

line. The fi ghting to capture the largest port in Europe 

would be brutal but vitally necessary to the Allied 

campaign in Western Europe.

Battle of the Scheldt uses the popular Fire & 

Movement combat system. The movement and 

combat systems are designed around the realities 

of mechanized warfare, giving motorized formations 

clear advantages over foot-borne units. Players can 

augment units at the instant of combat with support 

fi re, provided by weapons ranging from mortars 

through cannon and light ground attack aircraft to 

heavy bombers. A seemingly predictable assault can 

be overturned at the last minute by heavy defending 

fi res, while even small units may develop tremendous 

offensive punch with the assistance of a heavy 

bombardment. Winning the battle is a matter of 

maneuver, fi repower and asset management.

Not surprisingly, the Allies have greater resources 

at every level, plus the capability to launch seaborne 

attacks behind the German line. For their part, the 

Germans have good defensive positions, and plenty of 

room for retreats to gain time. Victory will go to the 

player who best balances force utilization and losses 

with ground won or lost. 

Game Contents:

• 17”x 22” terrain map

• 100 die-cut counters

• One Standard Rules booklet for this series

• One Exclusive Rules booklet for this title

Scheldt
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Each counter represents an individual historic 

formation from among the Canadian, British, American, 

and German forces that fought in and around the 

Scheldt estuary, including armor brigades, engineer 

regiments, fallschirmjaeger regiments and more.

Battle of the Scheldt

The Devil’s Moat

Minutes to learn.  Quick to play.  Historically Accurate. 
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Saalfeld
Prelude to Jena

10 October 1806

MINI GAME SERIES 


