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SPECIAL FORCE
Solution, 2003

IMPORTANT NOTICE

THE GAME “SPECIAL FORCE” IS BASED ON REALITY,
MEANING THAT THE GAME IS BASED ON EVENTS THAT
TOOK PLACE IN A LAND CALLED LEBANON.

LEBANON WAS INVADED BY “ISRAEL” IN 1978 & 1982
JAND WAS FORCED TO WITHDRAW AND DID WITHDRAW
IN THE YEAR 2000.

AFTER THAT WE DECIDED TO PRODUCE A GAME THAT
WILL BE EDUCATIONAL FOR OUR FUTURE
GENERATIONS AND FOR ALL FREEDOM LOVERS OF
THIS WORLD OF OURS.

THE MILITARY POSTS THAT ARE ATTACKED IN THE
GAME BY THE PLAYER ARE THE EXACT REPLICAS OF
THE POSTS USED BY THE “ISRAELIS” DURING THEIR
BRUTAL OCCUPATION. IN THE GAME THE PLAYER HAS
TO ATTACK THE MILITARY POST AND LIBERATE IT AS
DID THE LEBANESE ACTUALLY DID. THE PLAYER
ATTACKS MILITARY PERSONAL AND NOT CIVILIANS, THE
ATTACK ALSO TAKES PLACE ON LEBANESE SOIL.

UNDER THE GENEVA CONVENTION, IT IS THE LEGAL
RIGHT FOR ANY PEOPLE TO LIBERATE THEIR LAND
FROM ANY FOREIGN OCCUPATION, AS DID THE FRENCH
DURING THE NAZI OCCUPATION OF FRANCE.

IN THE GAME YOU WILL ALSO FIND PICTURES OF ALL
THE MARTYRS THAT DIED DURING THEIR STRUGGLE TO
LIBERATE THEIR LAND SO THAT OUR CHILDREN MAY
LIVE IN FREEDOM.

WE SALUTE OUR MARTYRS.




SPECIAL FORCE
Solution, 2003

In the Name of Allah, Most Gracious, Most Merciful

One time I was walking in Beirut, the capital that “defeated the greatest army of the world”. I stopped by one of
the computer game shops dispersed widely in Beirut and most Arab cities. I saw the children playing the game of
the invincible American hero, who’s never out of ammunition and continually wins. I asked one of the children, did
you like the game? He replied yes, but I wish I were playing as an Arab Moslem fighting the Jews as the Islamic
Resistance did in Lebanon! After that, he left to the alleys of Beirut roaming with heroes of the Islamic Resistance.

This is where the necessity emerged for a prompt action of designing the basic construction for the world of the games
that match with reality and illustrate battles executed by young men who never played an imaginary game; rather they
fought real battles that humiliated the Zionist enemy, giving it a lesson in combat to tell him:

This 1s how a battle should be
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« 3D action videogame
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TAHTA al-RAMAD, Dar al-Fikr, 2002




Atkar Media, Damascus




Our goal is to address people in the whole
world and to enable them to see the peaceful
truth coming out of our civilization and religion
and to thus stop the spreading of the negative

media image.

Our goal is to address Muslims and Arabs in a
way respecting their cultural heritage. We
want to help them to feel equal to other
nations so that they can develop into a
civilization which will enrich the surrounding
world and not only take from it.
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TAHTA al-HISAR, Atkar Media, 2005




TAHTA al-HISAR
Afkar Media, 2005

b S

“A bit like life realy

BEE News

Asigfimil ail ... Indg Juul vljiu in

dpgi=g ey - el B pmess e jan Aillsi L= Avilausl dAs=le

':_;' y = plal wna e Sl @Sl b gdee edam kg bme jEel] g5eke ol ool aledl sy fend cm
E v T T}
ww‘n.ﬁ;;.l::m = Tkl g e el aTpe Slpess s gl Lo pgin w i
@ v sy co| BB
A b gloal S e st ot
- H ROH
warvafkarmedia con :_bp‘#%f A0M| gy




l? o a .-‘-_‘.h-'ék
3\ 4 "..h-?,..\.lﬂ.-l (=]

1 . 'l(ﬁ\c"-’)—.lk)_!

3 ""‘i‘!l"l' .bLl-N‘A-- iLh';.' Pg‘l'.-\ﬁ'

UM“JI. i” 1

5-""‘-‘;-‘-"';}-’-‘-*""’*.‘}"‘}'(_;‘

TAHTA al-HISAR, Afkar Media, 2005
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Quraish

3D real time strategy (RTS) game
* Afkar Media, Damascus, Syria, 2006

* Primary sources
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QURAISH, Afkar Media, 2006
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QURAISH, Afkar Media, 2006
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QURAISH, Afkar Media, 2006
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Thank you for your attention.

vsisler@gmail.com




