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ABOUT THE DESIGNER
Perry Moore is a very pro-
lifi c designer, and Into a 
Bear Trap: the Battle for 
Grozny is the second game 
of his to appear in Against 
the Odds (Kesselschlacht 
appeared in issue #3). Mr. 
Moore has earned degrees 
in Environmental Sci-
ence and a Jurisprudence 
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Degree in Law. He recently 
published a book Stamping 
Out the Virus: Allied Inter-
vention in the Russian Civil 
War, 1918-20 (Schiffer 
Books). His fi rst game, 
Operation Pegasus, was 
published by Task Force 
Games in 1968. He has 
published games with The 
Wargamer magazine, West 

End Games (Operation 
BADR, one of my personal 
favorites), Clash of Arms 
(Landships, another favor-
ite), Strategy & Tactics and 
Close Simulations, among 
others. Perry also has self-
published many Desk Top 
Published (DTP) games, 
including several others on 
the war in Chechnya. Those 

who enjoy Into a Bear Trap 
should look into Valor and 
Vengeance: the Battle of Ulus 
Kurt and Little Stalingrad: 
the Battle of Ulus Kurt. 
These games use the same 
design as the game in this 
issue, and you can learn 
more about them at Mr. 
Moore’s web site (http://
pweb.jps.net/~perrya/).

INCLUDES:
Rulebook
22”x34” Map
280 Counters
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