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INTRODUCTION

Congratulations! You have selected a book of TWELVE newly designed games intended to be played by ONE person. The games are complete including the instructions, game boards, and tokens.

Now you can have the personal experience that comes from the thrill of the chase, participate in the action of a battle, or be active in sports. You can have daring encounters with the unknown or share in the excitement of making the important life-death decisions. The fun and challenge of these new games is based only on your own ingenuity and individual effort as you do not require another person as an opponent. Your opponent is designed into each game.

This world of Solo games includes Historical and Contemporary Battles of Famous Encounters, Fantasy Role Playing, Sports, and Science Fiction. The games are for the newcomer and the experienced player.

Each of the games in this book fits into one of the following descriptions. These descriptions will assist you to understand and locate the games that may be of special interest to you. They vary in complexity for the beginning and experienced players. The first games in each group are the easier-to-play games and they increase in complexity as you proceed through each group.


Historical and Contemporary Battles of Famous Encounters

The shelves of many book and game stores are well stocked with traditional war games that attempt to recreate famous historical battles that were fought in the past and in the present. Using the games in this book the arenas of conflict in the air, on the land, and at sea can be refought to prove that history was correct and/or attempts can be made to change the actual outcome of a particular battle or set of events. In many cases the participants and the battle situations can be altered to understand the effects on the battle and history when specific “What if the condition had been different?” questions are asked or new circumstances established. Many of the questions follow the pattern of “What if the army had moved in the other direction, or what if the fleet had completed a different maneuver, or what if the airplanes had bombed another target, etc.?” There are numerous changes of this type that can be made to any battle or encounter.

Several World War II and Civil War battles are included in this book.




Fantasy Role Playing (FRP)

These games are the newest and fastest growing area of combatant encounters. The games are played with and without a game board. The only restrictions for these games are the proper use of the rules by the opponents and a detailed set of steps to be followed. In the games that ordinarily require more than one player, the opponents are allies united against a common foe. Each of the allies assumes the various physical and mental attributes of one of the characters in the game. These attributes are used to assist the player in traversing various hypothetical lands, castles, or dungeons as they are more commonly known. The dungeon is set up and monitored for the game by a referee who is known as the Dungeon Master. In many games, spells and magic are a part of the contest in addition to the more conventional knives, swords, and spears.

This book includes “Dungeons” for those who have the courage.




Science Fiction Games (Si-Fi)

This group of games is for the Si-Fi fans. These players are the ones who have their eyes and minds riveted upon the future and wish to simulate “What will come to pass,” rather than the “What might have been.”

Exploration into deep space, alien encounters, and command of a spaceship are only a few of the activities that can be simulated. The manufacturer of Si-Fi games looks at every potential game situation and usually chooses a subject that is based on the most popular science fiction movie or TV series of the moment.

Games are included in this book for the Si-Fi interest.




Sports Games

Another area of interest is the excitement of the competition in the sports arena. These games allow the player to compete with all the vigor and energy but without the danger or pain of a physical injury.

Sports games are included in this book.

 



All of the games in this book are designed for your interest, fun, excitement, and relaxation. Because the games are played solo, your only opponent or enemy is yourself. With this individual player situation there will be failures and successes. The failures should be only a stimulus and a challenge to try again using different tactics. The successes should be used as a challenge to follow the suggestions included for making the games more difficult and then played again.

In many of the games that are available on the market there are the problems of excessive time required to play the games, more difficulty in understanding and playing the games, and greater initial cost per game. The games in this book eliminate these problems. Although some of these games or gambits are more involved than others, none are of the size that requires the personal involvement of the larger, individually packaged games. As a result they are easily adapted to being played conveniently under any conditions. As for complexity, the rules for all the games in this book were made easy to understand at any level from the junior high school student to the mature adult. For the playing time that is required, any game can be played at one sitting and none of the games requires more than one hour of playing time.

As you proceed through these games, you will obtain an appreciation for Solo gaming, a sense of accomplishment in conquering the unknown, and a feeling of joy from the entertainment that is provided.




Basic Directions for Playing the Games

Each of the games in this book has a scenario or description of the game to help you to play the game. The center section of the book contains the boards that are required to play the various games. Also included are the tokens or markers required for each game.

This center section was designed to be removed from the book. Pull it out at the binding, cut out the game boards, and cut out the tokens or markers.

You now have everything required to play the games except for the one die or up to three dice used to play some of the games. If you do not have the dice available for playing these games you may use the “Dice Markers” included with the other markers. These Dice Markers are intended to be cut out. They are used by placing them face down near the board, mixing them, and drawing the appropriate number of markers for playing each turn. After each turn they should be returned face down and mixed for the next turn. The Dice Markers should be used as substitute dice until you obtain the conventional type of dice. Also, some games suggest the use of paper and pencil, for record keeping, which are not included.

 



Now turn the page and begin the fun and challenge!







ANIMAL


Scenario

A group of animals has escaped from a zoo. It is your job as zoo-keeper to bring them back. To accomplish this return you send out some of the remaining animals from the zoo to bring back the escapees. However, some of the rescuers that you send out may defect with the escapees. The winner is you or your opponent (the escaped animals)—whoever is the first to obtain all the animals.




Equipment Required

10 Elephant Markers 
10 Lion Markers 
10 Kangaroo Markers 
No board required




Setup

Put five each of elephants, lions, and kangaroos face down to one side away from the playing surface. The markers should be mixed. This group is the escaped-animal compound. The rest of the markers are placed face up on the other side away from the playing surface. These markers represent the remainder of the zoo. The animals in the zoo must bring back the animals in the escaped-animal compound.
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