


Lock ’n Load Publishing 2017
Over the last few years Lock ’n Load Publishing (LnLP) has been going 
through a rebirth. We have spent the time upgrading our designs and 
production quality, and making our games available as never before. 
Our new catalog is a guide to our products as well as those we have in 
the works. 

LnLP has enhanced its customer interaction and our forums, download 
resources, media areas, and customer service. Please keep the comments 
coming, and we will keep making improvements. Our LnLP store has 
been substantially upgraded; it now keeps your full ordering history, 
including any downloads, serial numbers, games in the works, and pre-
orders. A history of all of your orders, pre-orders, backorders and digital 
products is kept, too. At any time, you can re-download your purchases, 
look up your serial number, and review your pre-orders. 
 
Loyalty Has Its Privileges 
 Your loyalty to LnLP means a lot to us, and actions are always better than 

words. We now have an automatic customer loyalty 
system. Our customer loyalty system is 

simple; the store does all the work 
for you. Our loyalty system keeps 

track of your purchase history 
and applies a discount based on 
total orders and not just what is 
currently in your shopping cart. 
This discount is applied to all of 
your purchases, including your 
pre-orders. Your loyalty discount 
is visible right at checkout, and 
you never need to do anything. 
Over time, as you purchase 
more, your discount increases, 

giving you larger discounts—
and more value. 



 Pre-Order Done Right
Our Pre-Order System puts you, the customer, first, with NO risk or 
money outlay. The system allows you to place pre-orders with no need 
for a credit card or upfront payment. You can place pre-orders with any 
other type of order(s) at one time. 

Our Loyalty System automatically allows you to receive discounts on 
all purchases, including pre-orders. When the pre-order is ready for 
shipment, you will be sent an e-mail with a link to click-on and pay for 
the pre-order. You will have up to seven days to finalize your order. If, 
during the interval, you decide not purchase your placed pre-order, 
then you need not do anything; the order will be canceled, and you can 
order the game at any time at the current price. Your loyalty discount 
will always be applied to any orders you place. The pre-order will show 
up in your order history, allowing you to review or cancel it at any time.  
LnLP does not have a pre-order minimum to start production on a 
game, but it does help us gauge your interest in our games and in what 
order we will develop them. 

We have new games coming and we will keep updating this catalog as a 
way to keep you in the loop. If you are a fan of board games, card games, 
digital games, print-and -play games, or RPG games, we hope to be your 
gaming company of choice. We also promise we throw in a couple of 
surprises along the way as well.  

We are excited, and hope you are too. 
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My name is Jeff Lewis, and I am the lead developer of the Lock ’n 
Load Tactical (LnLT) series. LnLT is a dynamic squad-level tactical 
combat series centered on infantry combat from the 1930s to the 
present. With unparalleled artwork and an impulse-based game 
mechanic that keeps both players constantly involved, each 
action-packed scenario plays out cinematically. Decisions need to 
be made quickly. Tactical leadership is key. Unique Skills enhance 
effectiveness. And out of the intense fury of a firefight, a Hero may 
be spawned—a Hero who can turn the tide of a battle and save 
the day for your side. 

Infantry combat is central to LnLT, but besides Squads, Half-
squads, and Weapon Teams armed with mortars, heavy machine 
guns, and anti-tank guns, there are also tanks, armored and non-
armored vehicles, fixed-wing aircraft and, in the modern-era 
games, helicopters. Individuals such as Leaders, Medics, Snipers, 

and, of course, Heroes complete the 
forces available for each side. Our new 

v4.1 Core Rules manual provides 
numerous clarifications and more 
examples; we also have a new 
Starter Kit and free downloadable 
game walkthroughs, making the 
series more accessible to new 
players than ever. 

Whether you are a fan of 
World War II - era games or 

Modern-era games (from 
Vietnam to the present), 

the LnLT series 
has you covered, 



including an alternative history of the Cold War turned hot, in 
1985. Our games have been reorganized, too. Older games with 
multiple expansions have been combined into a single complete 
game. Going forward, all expansion games will only require one 
complete base game to play—and no other expansions. 

With LnLT the gaming never ends. It’s squad-level tactical combat 
at its best!















































My name is Sean Druelinger and I am the lead series developer. Nations 
at War (NAW) is a platoon level wargame set within the time frame 
of World War 2. NAW contains scenarios designed for both new, and 
experienced wargamers. The ease of play comes from the streamlined 
mechanics required to play the game. NAW use an activation system 
that determines when units in the game will perform actions. This 
ensures that no scenario will play the same way twice. Firing and moving 
your troops is simplified with all of the information needed is located on 
the playing piece (counter). This saves the player time from looking up 
information on charts. 

The Second Edition games White Star Rising and Desert Heat have 
been graphically redesign from the ground up with new manual art 
and layouts, new Map and Counter art, and new visual design to make 
reading information from counters easier. 

In addition to all of that, we ‘ve introduced a new set of scenario creation 
rules to allow player to form a force of their choosing and battle it out 
in different scenario types found in the core manual. Each game comes 

with its own unique set of point values required 
to play with units from that setting and can be 

used directly with the core rules Build Your 
Own Scenario section.

Grab your counters and prepare for 
battle because the Nations are at WAR!









Hey there, my name is Paul Lell. Together with Chris McCown and 
Blackwell Hird, We created the Falling Stars Roleplaying and Tactical 
System.

What sets this system apart from other system is the core dice mechanic 
of Opposed D10. Instead of players atempting to roll higher than a 
set number, every roll is made against an opposing roll, meaning that 
players are always engaged in the game, from combat to tests of skill.

We wanted to create a compelling galaxy of motivations and choices 
for players to become part of. We worked to create 

a realistic yet extraordinary sci-fi galaxy where 
humanity has taken its first steps into the galaxy, 
only to be met by an enigmatic alien race 
called “Psy’ryllions”. Now players must used 
the Opposed D10 mechasnics to navigate the 

tense waters of 5 different factions all trying 
to direct the future of our species amoung 

the stars.

Separate from the roleplaying 
elements, we also created a fully 
function tactical combat system, 
using cover, facing, action points and 
skills to engage in combat with the 
forces against you. Its also completely 

stand alone, meaning if all you 
want is to have a thrilling sci-
fi battle on a burning space 
ship against legions of alien 

creatures or fight your way into 
the heart of a secret R&D asteroid 

base, you can play Falling Stars the 
way you want. Paul Lell













My name is Blackwell Hird, Associate Producer here at Lock ’n 
Load Publishing. The entire team here at LnLP have worked hard 
to bring you some of the best artwork and production quality to 
our board games. We are now extending our efforts to the digital 
frontier with games like Command Ops 2, Falling Stars – War of 
Empires and Tank on Tank Digital.  

We are working hard on bringing the award winning All Things 
Zombie, Nations at War, World At War 85 and of course Lock ‘n 
Load Tactical franchise. All our games will offer Windows, Mac 
operating systems and also iOS. We are also working on a few 
digital only designs.  

We have updated our Vassal modules and are adding new 
editions.  We are are expanding our Print ‘n Play lines with new 
designs bringing additional gaming experiences to you.

These projects and many more are a 
long term projects of expanding our 
games.  We hope you are excited by 
the opportunities and possibilities of 
bringing new and established games 
and digital games realm with the 
same level of graphical polish and 
production quality we’re become 
known for.

Thank you all and, as our leader said,

GAME ON





























My name is Keith Tracton, and I am the developer of the World at War 
85 series, along with Matt Lohse. What is the World at War 85 series 
composed of? Each game in the series is a COMPLETE and STAND-
ALONE Volume of fast and furious platoon-level combat. 

The series is set in 1985, in an alternate history timeline of World War III, 
when the Warsaw Pact armies storm across the East German border in a 
powerful attempt to seize West Germany, the Low Countries, Denmark, 
and eventually, France; attempt an invasion of the U.S. mainland; and 
expand the conflict into Scandinavia, the Middle East, sub-Saharan 

Africa, and the Far East.

World at War 85 features 
a unique combat system 

that involves die-rolls by 
both attacking units and 
defending units, which 
keeps both players 
engaged throughout 
the game. Die-rolls 
are compared and hits 
applied quickly, as all the 

information you need to 
fight your units is on the 

counters. No combat results 
table is necessary. Initiative, 

formation activation, random 
turn length, close air support 
and air cover are all smoothly 
integrated.

Here are some of the 
changes that have been 
made:



• New, larger counters feature a bigger, clearer typeface along with 
reorganized and color-coded values, to make them easier to see 
and use.

• The Maps have been completely redrawn with amazing new art, and 
are larger and fully geomorphic, with bigger hexes to accommodate 
the increase in counter size. 

• The Orders of Battle in the scenarios now feature real-world military 
formations present in 1985 in the various battle areas around the 
world. 

• The series’ Core Rules have been re-codified and either streamlined 
or expanded as necessary. They are applicable to all Volumes, while 
Volume and Scenario Special Rules will be minimized and, in many 
cases, incorporated into the Core Rules.

Rules include:

Direct, Indirect, and Opportunity Fire; Move & Direct Fire; Overrun 
and Assault Attacks; ATGM and SAM minimum Range and expanded 
ammo checks; Point Blank and Long Range Fire; Soft, Unarmored, 
Light and Heavy Armor Targets; Helicopter Transports; Artillery Strikes; 
Mortars; Support Weapons; Flying, Nap-of-Earth, Hovering and Landed 
Helicopters; Close Air Support; Air Cover; Electronic Warfare; Random 
and Placed Minefields; streamlined Battlefield Events Table, including 
Weather Effects; Parachute Drops; revised Line of Sight and Concealment 
rules.

It’s 1985, and the World is at War! Keith Tracton

























SECOND EDITION








