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Round
Number

Roll to End

Combat Round Track

1 2 3 4 5 6 7 8 9

0

Artillery Point Track

Game Turn Record Track

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16

27-29 Dec 1944
Rein: Sov 36GRD,

151 Rd (see 12.5)

30-31 Dec 1944-
1 Jan, 1945

2-4 Jan, 1945
Soviet Withdrawals

(See 12.4); Hungarian

Desertions start
(See 12.3)

5-7 Jan, 1945
Rein: 108 GRD

(See 12.5);
Soviet Withdrawals

(See 12.4)

8-10 Jan, 1945
Soviet Withdrawals

(See 12.4)

11-13 Jan, 1945 14-16 Jan, 1945 17-19 Jan, 1945
Soviet Withdrawals

(See 12.4)

20-22 Jan, 1945
Soviet Withdrawals

(See 12.4)

23-25 Jan, 1945
Soviet Withdrawals

(See 12.4); Sov Player

receives -1 DRM on all

Initiative DRs; Ger units

begin -1 DRM penalty

on all Fire Combat

26-28 Jan, 1945 29-31 Jan, 1945 1-3 Feb, 1945
Sov Player receives +2 DRM

on all initiative DRs; German

units begin -2 DRM penalty

on all Fire Combat; -1 DRM

for all Assault Combat,

-1 DRM on all German

disruption recovery DRs

4-6  Feb, 1945 7-9 Feb, 1945 10-12 Feb, 1945

• Each Area entered costs 1 MP

• To enter a vacant but enemy controlled area costs 2MP (this applies to all units

entering the area in that Movement Segment, not just the first unit entering the

area).
• It costs +1 MP to enter an area containing only disrupted enemy units

• It costs +2 MP to enter an area containing any undisrupted enemy units.

• It costs +1 MP to leave an area containing enemy units as long as any friendly

unit(s) remains in the area. This is determined at the instant of movement (e.g.

a friendly unit can enter an area first, thereby allowing another friendly unit that

was already there to leave at a +1 MP cost).

• It costs+2 MP to leave an area containing enemy units if no friendly unit(s)

remains in the area.

• It costs +1 MP to cross a bridge.

(4.6) Danube Bridges

Movement across a bridge over the Danube costs an additional MP. Note, however,

that such movement is only permitted into adjacent areas as delineated on the

map.

Movement Costs
Area

Number

Terrain
Modifier

German
Supply Area Map Graphics: Joseph Youst
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  works in progress
     Lembit Tohver,
        staff developerO oA

Issue #32 takes us back to late June of 
1862 in the Richmond area of Virginia 
with the game Birth of a Legend. 
General Robert E. Lee is taking over 
command of the Confederate army and 
launching his Seven Days Campaign 
to attempt to bag the Union Army in 
the peninsula area. Based on the Not 
War But Murder game system, Michael 
Rinella has designed a medium level 
challenging new game to recreate this 
decisive campaign of the American 
Civil War. The game comes with a 22”x 
34” map, 176 counters, 10 pages of 
rules, and 2 pages of charts and tables. 
Included with this issue will be the last 
part of the Peiper Pocket Battle Games, 
A Peiper Dream? — to finish the “quad” 
set. Also included will be an expansion 
kit with counters for There Must Be a 
Victory.

After Issue #32 we will be heading to 
the American beaches of Normandy 
with John Prados’ game Bradley’s 
D-Day in our Campaign Study #3. The 
game is a companion game to his earlier 
release in the 80s of Monty’s D-Day. 
The game has a 22”x 34” map, 400 
1/2” counters, 16 pages of rules and 
2 Player’s Aid Charts. The system is of 
medium complexity and is based on his 
earlier Monty’s D-Day with adjustments 
for the American Sector. 

Issue #33 moves us to the year 1975 
and within 60 miles of Saigon. The 
end of South Vietnam is near, but the 
18th ARVN Division decides to show 
the NVA and VC what they are made 
of. The game in this issue deals with 
their heroic defense at Xuan Loc, which 
held up the North Vietnamese advance. 
Meatgrinder: The Battle of Xuan 
Loc comes with a 22”x 34” map with 
oversized hexes, 240 1/2” counters, 12 
pages of rules and 2 Player Aid Charts. 
Perry Moore has designed a medium 
complexity level operational/tactical 
simulation that will allow you to explore 
if you could have done better than the 
historical commanders. Also included 
are an expansion kit with counters 
for The Pocket at Falaise and a small 
solitaire game called Bloody Hunlikely! 
designed by Neil Zimmerer and myself. 
It covers Attila the Hun’s Frankish and 
Italian Campaigns of 452 and 453.

And there are more interesting items coming up. Make sure that you check out our In the Pipeline 
section of the Against the Odds website at www.atomagazine.com to see our current game proposals 
and then vote on the ones you would like to see appear in a future issue of ATO.				  
					                       				         			     -Lembit 
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