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lssue #4.2 visits the Great Northern War berween Sweden and Russia in a game that has both the barttles
of Narva and Poltava with Paul Rohrbaugh's design A Thunder Upon the Land. The Battle of Narva (1700
AD) has the Swedish forces of Charles XII arriving to relieve their besieged brethren in Narva. Poltava,
three years later, is the battle in which Peter the Great defeats the Swedish forces of Charles while defending
his newly built northern city of St. Petersburg on the Baltic Sea. Game turns are an hour in length.
Ground scale is approximately 500 yards to a hex. Forces represent regiments of infantry/cavalry, batteries
ufarti"er}r, and the important leaders in the battles. The game uses a chit pu]l activation system. Can you
as Charles XII defear the Russians and maintain your status as an Empire? Can you as Peter the Great
bring down the armies of Charles and end his l'u:rpe,s for Swedish Imperia] domination?

Issue #43 takes us forward to the Pacific Theater of WW1lin a package titled fslands of the Dammed with two
solitaire games designed by Steve Cunliff. The first game deals with the Japanese invasion of Wake Island,
ttled Paﬂ{ffﬁ' Alame, in which you act as the American defender and try to inflict as much dﬂ.mage on the
im'ading]apﬂnese before their forces ﬁna]]}r achieve the la.nd.ing force value needed to take the island. The
second game deals with the American invasion of the Japanese-held island of Peleliu, titled Hells Canldron.
In this game the player takes on the active role of the Americans and is under the pressures of time and
loss limits to congquer the island and achieve victory. These two games have indepeﬂdeﬂt game designs,
which elegantly use easy-to-play systems to reflect the different dynamics of each bartle. Each game takes
appmxim.ata]y 45 minutes to 1 hour to p]a].r Once a p]a].rer is experienoed with the individual ga.me’s system.

Issue #44 drops us back to the Gallic area of Europe in the
Ist Century B.C.E with Richard H. Berg’s Vercingetorix:
Tivilight of the Gauls. This isa 2-4 player game in which each
player attempts to control (unify) as much of Gaul under
his banner as they can while the Roman forces (controlled
for the turn |:-].r the p]a].ﬂer who draws the Roman activation
chit) continuously march into Gaul attempting to disperse
(conquer) the area s tribes. Each tumn a player gains VPs for
the number of areas the].r control or have suh}ugat&d with

a bonus if they fully control ene of the three main tribal
divisions that Caesar had divided the Gauls into (Aquirtani,
Belgae, or Celti). The game takes approximately 2 hours to

play

And there are more interesting items coming
up. Make sure that you check out our In
the Pipeline section of the Against vhe Odds
website at 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.
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