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AUTHORS' NOTES

Since SSG began inviting scenario

[ \ Roger Keating submissions (mostly by way of

competitions in our Run 5
magazine) a couple of years ago,
one of the most prolific
contributors has been Dan
Antolec.

Well, we couldn’t let all that talent
go to waste. Dan has come up with
eight action-packed scenarios
from the Korean War spanning
the first, mobile year of conflict.

The Keating-Trout team have
adapted the flexible Battlefront
Dan Antolec system to accommodate the
battles of MacArthur's War and
the resultant package is sure to
excite everyone with an interest in
the Korean conflict.
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MacArthur's War recreates the great battles of the war. You can command either United Nations
or Communist forces against human or computer opponents in the battles of. . .

‘Across the 38th’ Taejon Naktong Bulge Unsan

Chongchon Chosin Reservoir Chipyong Imjin

The Ba tﬂeﬁmt Game System mechanics are so simple to use, you will be issuing orders like a
veteran within ten minutes of assuming command:

control over the computer battlefield when you use the comprehensive
our unique graphics editor, WarPaint™.




