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Introduction

Welcome to the second installment in the
Advanced Squad Leader Starter Kit series.
ASLSK #2—Guns will introduce you to the pri-
mary material necessary to add ordnance to the
ASLSK experience. Advanced Squad Leader
(ASL) is a detailed wargaming system that can
simulate any company level ground action from
any theater of World War II. The playing pieces
represent squads, half-squads, leaders, crews,
guns, and vehicles from every major and minor
combatant of World War II. The battlefields are
represented by geomorphic mapboards upon
which the counters are maneuvered. Starter Kits
provide the new player with an easy method for
becoming familiar with the basics of the ASL
system using entry-level scenarios, counters,
boards, and rules.

Squad counters represent approximately 9-15
men, depending upon nationality and type.
Individual leader counters represent combat
leaders historically present at the battle and also
help represent the overall combat independence
of the unit to which they are attached. Each
squad and each leader is given a morale level on
its counter; the higher the morale level, the bet-
ter it can stand up in combat and the quicker it
can recover from setbacks. Support Weapon
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counters and Guns represent individual weapons
beyond the organic small arms that are already
mcluded in the firepower values given each
squad and half-squad counter. Firegroups for
attacking enemy units are put together from the
combined firepower of individual units and
weapons. After totaling the firepower of the
attack, two six-sided dice are rolled and that
result (modified by various factors) is cross-
indexed with the applicable firepower column of
the Infantry Fire Table to determine the result of
the attack. Ordnance must first secure a hit
before checking for results. Results range from
no effect, to causing the enemy to check its
morale level to see if it breaks, to outright elimi-
nation of one or more enemy units. Units also
use their firepower in close combat. usually in an
all-or-nothing fight to the death.

Each ASLSK scenario simulates a historical
battle by providing both the Attacker and the
Defender with an order of battle containing spe-
cific units and weapons with which to maneuver
in an effort to achieve specified victory condi-
tions. The geomorphic boards can be arranged in
numerous different combinations to represent the
varied battlefields of Europe.

ASLSK #2—Guns is a complete game that
introduces the player to the ASL ordnance rules

Order of Presentation

Introduction 1
1.Game Components
1.1 Mapboard
1.1.1 Terrain Types
1.2 Counters
1.2.1 Single Man Counters (SMC)
1.2.2 Multi-Man Counters (MMC)
1.2.3 Broken Side
1.2.4 Support Weapons (SW)
1.2.4.1 Rate of Fire (ROF)
1.2.5 Smoke
1.2.6 Guns
1.3 Scenario Cards
1.4 Dice
2. Definitions -
3.Sequence of Play 6
3.1 Rally Phase (RPh)
3.2 Prep Fire Phase (PFPh) and Fire
Attacks
3.2.1 Line of Sight
3.2.2 Fire Attack
3.2.3 Effects
3.2.4 To Hit Process
3.2.5 Prep Fire Phase (PFPh)
3.3 Movement Phase (MPh)
3.3.1 Defensive First Fire
3.4 Defensive Fire Phase (DFPh)
3.5 Advancing Fire Phase (AFPh)
3.6 Rout Phase (RtPh)
3.7 Advance Phase (APh)
3.8 Close Combat Phase (CCPh)
3.9 Turn Record Chart
4. Weapons and Support Weapons (SW) ...... 15
4.1 Machine Guns (MG)
4.2 Flamethrowers (FT)
4.3 Demolition Charges (DC)
4 4 Light Anti-Tank Weapons (LATW)
44,1 Bazooka (BAZ)/Panzerschrek (PSK)
4.4.2 Backblast
4.5 Light Mortars
5.Experience Level Rating (ELR)
and Unit Distinctions 16
5.1 ELR
5.2 Nationality Distinctions
5.3 Field Promotions
5.4 Inexperienced MMC
5.5 Captured Equipment
6.0Ordnance 16
6.1 Critical Hit (CH)
6.2 Special Ammo and Depletion Numbers
6.3 Emplacement
6.4 Hidden Initial Placement (HIP)
6.5 Gun Movement
6.6 Gunshield
6.7 Guns as targets
6.8 Infantry Firepower Equivalent (IFE)
6.9 Mortars
6.10 Target Acquisition
6.11 Area Acquisition
6.12 Ordnance Breakdown
Chapter H Ordnance NOIES .ueusssesscsssessessasrsses 18
Nationality Chart 20

[38]




2

and includes squads, half squads, leaders, sup-
port weapons, crews, and crew served ordnance
weapons as well as simplified rules and terrain to
use with them. You may use this material to
expand your ASLSK options or it may tempt you

to enter the fantastically detailed world of tacti--

cal wargaming by venturing into ASL. In either
case, the material presented herein—rules,
boards, and counters—are designed to be fully
compatible with both the previous installment
of the Advanced Squad Leader Starter Kit
(ASLSK) and ASL. You will not need any other
product to play this game. it is completely self
contained; however, you can find additional
material for ASL and many other fine products
at www.multimanpublishing.com. Additional
ASLSK scenarios are available in OPERA-
TIONS magazine.

These rules have been color-coded to show
what has been revised from the ASLSK #1 mod-
ule. Any rules or wording highlighted in salmon
have been revised to either add rules necessary
for the use of ordnance or to correct errata from
ASLSK #1. This rule booklet takes precedence
over the rule booklet found in the ASLSK #1
module. Finally, note that Starter Kit #2—Guns
contains all the counters needed to play the eight
scenarios under average circumstances. ASL is a
game of wide possibilities, however, and excep-
tional circumstances in a given playing may
result in a shortage of a particular counter.

1. Game Components

1.1 Mapboard:

This ASL module contains two geomorphic
mapboards (w and x). These represent the battle-
field and can be butted end-to-end or side-to-side
together with others to form different playing
areas, Superimposed over the map is a hex grid
used to measure distance. Each hex contains a
specific type of terrain. Different types of terrain
have different effects on movement and combat.
Each hex also contains its own grid coordinate
that indicates its location on the map (e.g.. hex
K2). Listing the mapboard in front of the coordi-
nate (e.g., xK2) provides a unique identifier for
any hex in the system. Each hex contains a white
dot that marks the center of the hex. This is used
in determining Line of Sight (LOS). Half hexes
along the board edge are the equivalent of hexes,
although the grid coordinate and white center dot
may be missing.

1.1.1 Terrain Types:

The following describes the various types of
terrain found on the boards included in this mod-
ule. For aesthetic purposes, terrain symbology
may extend marginally out of a hex into an adja-
cent hex of another terrain type. but most hexes
are dominated by one specific terrain type and
are governed by the rules for that specific terrain
type. Usually the dominant terrain type includes
the hex center dot. but occasionally non-Open
Ground hexes have a hex center dot in Open
Ground. Some terrain is harder to move through
than other terrain: movement costs are expressed

in Movement Factors (MF). Terrain can also
block LOS or hinder LOS and can provide some
cover by modifying fire attacks, i.e., the Terrain
Effects Modifier (TEM).

Open Ground: Open
Ground is any hex devoid
of other printed terrain
features, generally cov-
ered uniformly in light
green such as hex wC3.
Open Ground presents no
obstruction or Hindrance
to LOS, and the only TEM for Open Ground is
the —1 First Fire Moving in the Open (FFMO)
Die Roll Modifier (DRM) vs. moving units.
Open Ground costs Infantry 1 MF to enter.

Buildings:  Buildings
represent man made
dwellings of various

sizes. Any hex that con-
tains a gray or brown rec-
tangular overhead build-
ing depiction is a build-
ing, such as wMS8. A
building is an obstacle to LOS. A building costs
Infantry 2 MF to enter. The TEM for a stone
(gray) building is +3 and for a wooden (brown)
building is +2.

Roads: Roads represent
either paved or dirt sur-
faces. A road represented
by a brown stripe, such
as xP9, is a dirt road
while one represented by
a gray stripe, such as
wWS8, is a paved surface.
A road is considered Open Ground for all pur-
poses. Additionally, Infantry that crosses onlys
throughout its entire MPh is entitled to one extra
MF (the road bonus).

‘Woods: Woods represent
a forested area with
dense undergrowth, such
as xT2. Woods are an
obstacle to LOS and cost
Infantry 2 MF to enter.
The TEM for woods is
+1. Mortar fire vs.
Infantry in a woods hex instead receives a —1
TEM due to Air Bursts,

‘Woods-Road: A moving
unit in a Woods-Road
hex, such as xC6, is not
eligible for the +1 Woods
TEM during Defensive
First Fire (and is subject
to FFMO or Interdiction)
if the LOS does not cross
a green woods symbol and the moving unit
entered the hex at the road movement rate.
Otherwise normal Woods TEM is in effect; a unit

may always choose to utilize the woods move-
ment rate and receive resultant TEM benefits.
The road portion does not obstruct LOS.

- Orchard: An Orchard
represents a thinly wood-
ed area devoid of under-
growth such as wX9, An
orchard is a Hindrance to
same level LOS and
therefore adds a +1
Hindrance DRM for
every orchard hex between the target and the
firer. Orchards cost Infantry | MF to enter. There
is no TEM for an orchard, but because it is not
Open Ground, FFMO does not apply, and
Interdiction is negated.

Orchards are in season during the months of
April through October. An in-season orchard is
an obstacle to any LOS drawn between units at
different elevations. Each out of season orchard
hex (November through March) adds a +1
Hindrance DRM to any LOS drawn between
units at different elevations.

Orchard-Road: A hex
containing both orchard
and road symbols such as
wCC6 is actually a tree-
lined road. Entrance of
such a hex through a road
hexside is identical to
movement along any
road. Hindrances do not apply to such hexes if
that portion of the LOS from firer to target never
leaves the confines of the road depiction regard-
less of elevation differences. In such cases, the

Orchard Example:

The orchards are in season. The German 4-6-7 is on
the level one hill while the British units are all at level
zero. The orchard in w3 blocks LOS between the 4-6-7
at level one and the 6-4-8 and 458 at level zero. If the
orchards were not in season the w3 orchard would
provide a +| Hindrance instead. The German 4-6-7
and the British 4-5-7 in hex W3 have an unhindered
LOS to each other regardless of the season,



—1 FFMO DRM applies to Infantry using the
road to move. Otherwise, orchard-roads are
identical to orchards in every respect

Grain: While in season,
Grain represents a culti-
vated field of a variety of
standing crops such as
XAA4, Grain is a Hind-
rance to same level LOS
AAS and therefore adds a +1
Hindrance DRM for
every grain hex between the target and the firer.
The season for Grain is during the months of
June to September (inclusive). Outside this sea-
son grain hexes are treated as Open Ground
instead. Grain costs Infantry 1.5 MF to enter.
There is no TEM for grain, but because it is not
Open Ground (unless out of season), FFMO does
not apply, and Interdiction is negated.

Hills: Hills represent ter-
rain elevations that rise a
full level above ground
level, and any terrain on
them rises normally from
this new level to form
new height equivalents.
All hills are terrain obsta-
cles to LOS involving a unit not on the hill. Any
hill hex devoid of other terrain is also an Open
Ground hex. FFMO and Interdiction will not
apply if a moving/routing unit is eligible for
Height Advantage (see below). A one-level
(building/woods/orchard) obstacle on a level-
one hill hex becomes a two-level obstacle. A hill
mass is depicted in a brown shade such as wJ6;
however for aesthetic purposes some hexes may
contain both the color of the hill mass and the
color of the ground level. Hexes (and any units
herein) are always considered to be at the eleva-
tion level containing the hex center dot.

Height Advantage and Hill LOS Example:

A Crest Line is formed in every hex where two
different full level elevations meet. such as wH9.
Crest Lines are important both for determining
movement costs and defining the slope of the hill
for possible LOS obstructions. When Infantry
crosses a crest line into higher terrain the unit
must expend double the Cost of Terrain (COT)
of the hex entered.

Any unit receiving non-Mortar fire from a
lower eclevation is entitled to a +] Height
Advantage TEM, provided that unit is not eligi-
ble to receive any other positive TEM. In addi-
tion, a unit eligible for the +1 Height
Advantage TEM is not subject to Interdiction or
FFMO from an attack to which that +1 TEM
applies. As an exception, a unit is not eligible for
the Height Advantage TEM during the MPh or
RtPh if in entering the target hex it crosses a
Crest Line through the same hexside that is inter-
sected by the firer's LOS.

1.2 Counters:

There are four types of counters used in this
game: informational markers, personnel mark-
ers, Support Weapons (SW), and Guns. The
informational markers are used by both sides and
are generally memory devices. These include
such counters as Prep Fire, First Fire, Pin, DM,
and Smoke. Informational counters will be
described during the discussion of the sequence
of play. Personnel counters come in two main
types, Single-Man Counters and Multi-Man
Counters.

1.2.1 Single-Man Counters (SMC):

SMC (or leaders) are elite units, which bear a
single silhouette and represent just one man,
Leaders have a two number strength factor,
which consists of the leader’s morale (on the bot-
tom), and his leadership DRM (on the top).
These latter are expressed as a negative number
or a zero, or occasionally a +1. An unbroken,

The German 4-6-7 in E9 can see the American 6-6-6 in hex 17 unhindered by the grain in F8, although such an

1 5.‘.' >

attack by the 4-6-7 against the 6-6-6 would qualify for the +1 Height Advantage TEM. It costs the 5-3-6 in H7 2

MF to move to 17 (open ground 1 MF
doubled for crossing the crestline
uphill). The 5-3-6 would not qualify
for Height Advantage TEM for
attacks from the 4-6-7 during the MPh
because the moving unit crossed a
crestline that is intersected by the
firer’s LOS. The 4-6-7 has no LOS to
the 3-3-7 in wi6 (and vice versa). If
the 3-3-7 moves from 16 to 17 (1 MF),
then LOS would exist with the 4-6-7,
and the 3-3-7 would receive Height
Advantage TEM versus an attack by
the 4-6-7. If the 5-3-6 in H7 were
instead to move to G7, the cost would
be 4 MF (building COT of 2 doubled
for crossing a crestline uphill —requir-
ing the Green 5-3-6 to first declare
Double Time), and the 5-3-6 would
receive building TEM rather than
Height Advantage.

Leadership Modifier (-2)

apIs uayjoig

Good Order Side

Morale (9; box = self-rally capability)

Class (E,1,2,C/G)

Good Order Side
epIS uaxoig

Not used

Normal Range (4) (underline NA)

Smoke Exponent (3)

Firepower (7; underline = assault fire)

unpinned leader may use his leadership DRM to
affect the performance of other personnel in his
location. Leadership modifiers are not cumula-
tive. A leader may attempt only one action per
phase, and may use his leadership modifier (even
if 0 or +1) more than once in the same phase only
to attempt to rally more than one unit in a RPh,
to direct ROF and/or Defensive Fire attacks, and
to assist units with a MC.,

1.2.2 Multi-Man Counters (MMC):

MMC are units that bear the silhouette of more
than one man, There are three types of MMC
used in this game: squad, half-squad (HS), and
Infantry crew. A squad bears the silhouette of
three men, a HS that of two men, and Infantry
crew that of two men kneeling. Infantry crews
are always elite. The Squads and HS counters
are defined as either E (Elite), | (First Line),
2 (Second Line), G (Green), or C (Conscript)
which is noted in the upper right hand corner of
the counter. Two HS or crew counters equal one
squad in size.

Each MMC contains a three-digit number
called its strength factor that quantifies its capa-
bilities in the game. Firepower (FP) is the lefi-
most factor and represents the FP the MMC can
attack with prior to any modification. The mid-
dle number (its normal range) is the number of
hexes away that it can reach with its full FP. The
third strength factor is its Morale, the relative
rating of a unit's ability to withstand punishment
before breaking. Some squads have a Smoke
Exponent as a superscript to their FP strength to
indicate they can attempt to place smoke
grenades,

1.23 Broken Side:

The reverse side of each SMC and MMC is its
broken side. The large number in the lower right
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corner is its broken Morale Level. If the broken
Morale Level is encased in a square, that unit is
capable of self-rally.

1.2.4 Support Weapons (SW):

These 1/2" counters represent weapons that
must be possessed by MMC or SMC to be used
(see section 4). These include Machine Guns
(MG). Flamethrowers (FT), Demolition Charges
(DC), Light Mortars, and Light Anti-Tank
Weapons (LATW). These SW are possessed by
the unit stacked immediately beneath them. A
SW must be possessed to be fired or moved. SW
have a portage requirement (Portage Points or
PP) listed on the counter. SW have both a range
and a FP that is utilized like that of a MMC,
Some SW (e.g., MG) may malfunction, in which
case they are flipped over to their broken side.
The repair number is shown in the upper lett cor-
ner. The “6” in the lower right corner indicates
permanent removal if the original repair dris a 6.

1.24.1 Rate of Fire (ROF):

Some Weapons have multiple Rate of Fire
(ROF) shown by a number encased in a square.
If the colored die roll in a fire attack DR is less
than or equal to the ROF, such an unpinned SW
or Gun may fire again in that phase (except the
AFPh) until such time as the ROF is exceeded by
the colored die roll or the Weapon or its manning
Infantry is marked with a Final Fire counter
(e.g.. uses Subsequent First Fire).

1.2.5 Smoke:
Smoke

+2 waz| /2" Smoke is placed
~w=/| by Infantry during the
MPh (33) and is
removed at the end of that MPh. 5/8" Smoke is
placed by Ordnance at the start of the PFPh or
DFPh by securing a hit on the Area Target Type
and lasts longer. If done in the PFPh, place a +3
full Smoke counter (+2 if WP): if done in the
DEPh, place a +2 Dispersed Smoke counter (+1
if WP). At the start of the placing players next
PFPh, remove all Dispersed Smoke counters and
flip all full Smoke counters to their Dispersed
side. Smoke represents an inherent LOS
Hindrance; any fire traced through or into a
Smoke hex is subject to a Hindrance DRM per
hex (+3 for full 5/8” Smoke; +2 for 1/2” Smoke,
Dispersed Smoke, or WP: +1 for Dispersed WP);
fire traced out of a Smoke hex incurs an addi-
tional +1 DRM. Any movement into (but not out
of) Smoke costs one additional MF.

1 1.2.6 Guns:

)| Any Ordnance-capable Weapon
| depicted on a 5/8” counter is
,_'-Wﬁ' termed a Gun. A Gun must be
manned by an Infantry crew counter to fire with-
out the 42 Non-Qualified Use penalty. Guns are

possessed, transferred, recovered, and destroyed
as if a SW (4.0). There are five types of Guns.
The type is depicted on the counters in abbrevi-
ated form. They are: MTR = Mortar, AT = Anti-
Tank Gun, INF = Infantry Howitzer, ART =
Artillery, and AA = Anti-Aircraft Gun. These
roles should not be taken literally. An Anti-Tank
Gun is free to fire at Infantry, etc. The Gun

Smoke
+3 jevel 2

e

counter front will also indicate its caliber size (in
mm), its target size (6.7), its manhandling num-
ber (6.5) and, if any. its ROF. its Infantry
Firepower Equivalence (IFE; 6.8). and its 360
degree status (3.2.4). Some Guns are Quick Set
Up (QSU on back of counter), and thus able to
move yvia manhandling. Other Guns cannot move
during the course of an ASL scenario because
they must be limbered to move (as indicated by
Limbered on the back of the counter). Only
small target Guns and AT/INF Guns that are not
large targets may occupy a building hex.

1.3 Scenario Cards:

Each game begins with the scenario card which
depicts the information and components required
to play the game: the board(s), the units and
Weapons (with the quantity of each printed
beneath its depiction), where the units set up or
enter, game length, the victory conditions, the
historical setting, and any scenario special rules
(SSR) required to play the scenario.

1.4 Dice:

One six sided white die and one six-sided col-
ored die. Sometimes a dice roll (DR) of both is
required; sometimes a die roll (dr) of just one is
required. The colored die is used for determining
ROF.

2. Definitions:

Acquired Target: A To Hit DRM of either —1 or
—2 gained by a Gun or Mortar that fires at
the same targef again. Infantry Target
Type uses a 1/2" Acquisition counter. and
Area Target Type uses 5/8” Acquisition
counters. (6.10 & 6.11)

AFPh: Advancing Fire Phase (3.5).

Air Burst: Mortar fire vs. Infantry in a woods

hex receives a —1 (instead of a +1) TEM.
(1.1.1)

AP: Armor Piercing (6.2)
APh: Advance Phase (3.7).

Area Fire: The firepower of a non Ordnance-
attacking unit is halved for each case of
Area Fire (3.2).

Area Target Type: One of two general target
types used by Guns (sometimes) and
Mortars (always). Must be used whenever
Ordnance fires Smoke, cannot be used by
LATW or when firing AP. (3.2.4)

Assault Fire: An attack in the AFPh available to
MMC that have underscored firepower
factors (3.5).

Assault Movement: A type of Infantry move-
ment (3.3).

ATTACKER: The player whose Player Tumn is
currently being played.

B#: Breakdown number of a Weapon (Weapon
is repairable). (4.0/6.12)

BAZ: Bazooka, an American Light Anti-Tank
Weapon (4.4).

Casualty Reduction: A combat result that elim-
inates a HS or crew or wounds a SMC. A
squad is reduced to a HS. (3.2.3)

CA: Covered Arc, the direction a Gun is facing
as depicted by the gun barrel. (3.2.4)

CC: Close combat (3.8).

CCPh: Close Combat Phase (3.8).

Center Hex Dot: The white dot in the middle of
the hex from which LOS is determined
(1.1).

CH: Critical Hit. (6.1)

COT: Cost of terrain; the cost in MF to enter a
hex of a given type. The actual cost to
enter a hex may be higher (e.z., crossing a
Crest Line to a higher elevation).

Cowering: The penalty for MMC rolling dou-
bles on an IFT attack without leader direc-
tion (3.2.2). Does not apply to Ordnance
or IFE.

Control: A Good Order Infantry MMC gains
control of the hex or building it occupies
without the presence of an enemy unit.
This is often required for purposes of vic-
tory determination.

CX: Counter Exhausted; the status of a unit after

it declares Double Time (3.3) or uses all
its MF in the APh (3.7).

DC: Demolition Charges (4.3).

DEFENDER: The player whose Player Turn is
not presently being played.

DFPh: Defensive Fire Phase (3.4).

Defensive First Fire: Firing at moving units in
the MPh (3.3.1).

Direct Hit: A KIA/K Final DR (prior to
Gunshield DRM) result on the IFT after
an Ordnance hit against a Gun (6.7).

DM: Desperation Morale (+4 DRM on rally
attempts) (3.1,3.2.3. & 3.6).

dr: die roll; a roll of just one die (1.4).
DR: dice roll: a roll of two dice (14).

drm/DRM: Die roll (or Dice Roll) modifier; a
mathematical adjustment either positive
or negative to the original die roll or dice
roll.

Depletion Number: Number on the back of an
Ordnance counter that represents its sup-
ply of Special Ammo (6.2).

Double Time: an Infantry unit may add 2 MF to
its MPh by becoming CX (3.3).

Emplacement: A Gun that was not set up on a
paved road and has not moved receives a
+2 Emplacement TEM (6.3).

FFMO: First Fire Movement in Open Ground; a
—~1 DRM vs: moving Infantry in Open
Ground; does not apply if there is a LOS
Hindrance (3.3.1).

FFNAM: First Fire Non Assault Movement; a
—1 DRM vs. moving Infantry provided the
target is not using Assault Movement
(3.3.1).



FG: Fire group; two or more units and/or MG
joining together to make a combined fire
attack (3.2).

FP: Firepower: the strength with which a unit
(or FG) attacks (1.2.2).

FPF: Final Protective Fire (3.3.1).
FT;: Flamethrower (4.2).

Good Order: A personnel unit that is neither
broken nor marked with a Melee counter.

Gun: Any Weapon on a 5/8” counter (1.2.6 &
6.0).

Gunshield: protection (usually +2 IFT DRM)
sometimes available for a crew manning
an AT or INF Gun (6.6).

H: counter designation for HEAT.

HEAT: High Explosive Anti-Tank; used by
BAZ and PSK and as Special Ammo by
some Guns (4.4 and 6.2).

HE: High Explosive (6.2); standard Ordnance
ammunition,

Hazardous Movement: Type of movement
used by units manhandling a Gun (6.5).

Height Advantage: Protective TEM for units at
a higher elevation (1.1.1).

HIP: Hidden Initial Placement for Guns (6.4).

Hindrance: Some terrain types (orchard, grain)
are not substantial enough to completely
block Line of Sight (LOS). These are LOS
Hindrances and each one hinders fire
traced through it (but not into) and does
not block it completely. Each Hindrance
hex adds a +1 DRM to any IFT or To Hit
DR traced through it.

Hit: Ordnance must secure a hit (via the To Hit
process; 3.2.4) prior to resolying an attack
via the IFT.

HS: Half-squad.

Inexperienced: Green MMC not stacked with a
Good Order leader and Conscript MMC
suffer Inexperienced penalties: 3 MF; B#
or X# lowered by one; cower two
columns, +1 ambush drm. (5.4)

IFT: Infantry Firepower Table.
Infantry: All SMC and MMC.

Infantry Target Type: One of the two general
target types used by Guns. Not available
to Mortars or LATW. HE and AP ammo
are both allowed (3.2.4).

Inherent terrain: Certain terrain depictions
(orchards) and counters (Smoke) desig-
nate the entire hex including the hexsides
as having the characteristics of that hex. A
LOS that enters such a hex (even if traced
along such a hexside) is affected by its
inherent terrain.

IPC: Inherent Portage Capacity (4.0).

Intensive Fire: After losing ROF a Gun may
make one final attack (3.2.4); adds a +2
TH DRM and lowers the B# by 2 (6.12).

Interdiction: A NMC suffered by a unit that
routs without using Low Crawl through

Open Ground in LOS of an enemy unit in
normal range if FFMO could hypotheti-
cally apply (3.6).

Known Enemy Unit: any enemy unit to which
the friendly unit in question currently has
LOS.

LATW: Light Anti-Tank Weapon; a type of SW
Ordnance that uses its own To Hit table
(4.4).

LLMC: Leader Loss Morale Check; an addi-
tional MC caused by the loss of a leader
with higher morale than the unit(s) he is
stacked with (3.2.3).

LLTC: Leader Loss Task Check; caused by the
breaking of a leader with higher morale
than the unit(s) he is stacked with (3.2.3).
LOS: Line of Sight (3.2.1).

Low Crawl: A rout of one hex in Open Ground
during the RtPh to avoid Interdiction
(3.6).

M#: Manhandling number; a DR required when
attempting to move a Gun (6.5).

Mandatory Fire Group: Units and MG in the
same hex that desire to fire at the same
target (or moving stack on the same MF
expenditure) must fire as a FG rather than
separately (3.2.2).

Melee: a condition existing between opposing
units in the same hex after being attacked
in Close Combat (3.8).

MF: Movement factor; a measure of movement
capability for Infantry units (3.3).

MG: Machine Gun; a type of SW designated as
light (LMG). medium (MMG). or heavy
(HMG) (4.1).

MMC: Multi-Man Counter (1.2.2); squad, half-
squad, or Infantry crew.

Mortars: An indirect fire type of Ordnance that
must use the Area Target Type. Light
Mortars (60mm or less) are SW and can
be manned by any Infantry, while all other
Mortars are Guns and must be manned by
an Infantry crew to fire without penalty
(4.5).

MPh: Movement Phase (3.3).
NA: Not allowed, or not applicable.

NMC: Normal Morale Check; requires a dice
roll less than or equal to the current
morale level of the unit to avoid breaking.
Leadership modifiers can apply (3.2.3).

NT: Non-Turreted Weapon including all Guns
except those with a 360-degree mount
(3.24),

Near Miss: Any hit vs. a Gun not resulting in a
KIA/K result prior to Gunshield modifica-
tion (6.7).

Non-Qualified Use: The use of a Gun by units
other than a crew (1.2.6); adds a +2 TH
DRM and lowers the B# by 2 (6.12).

Ordnance: A Gun or SW (Mortar or LATW)
that must first secure a hit via the To Hit
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process prior to resolving an attack via the
IFT (6.0).

PBF: Point Blank Fire; fire at a target in an adja-
cent hex. Total firepower is double the
normal firepower (3.2.2).

PFPh: Prep Fire Phase (3.2).

PSK: Panzerschreck, a German Light Anti-Tank
Weapon (4.4).
Player Turn: The eight consecutive phases that

is half of one game turn and during which
the ATTACKER can move his forces.

PP: Portage Points represent how difficult a
weapon is to carry, and are assessed vs. a
unit’s [PC (4.0).

PTC: Pin Task Check (3.2.3).

QSU: Quick Set Up Gun. This gun may be
moved during play via the manhandling
process (6.5)

Residual FP: Firepower left in a hex as a result
of Defensive First Fire. (3.3.1).

ROF: Rate of Fire: a MG, Mortar, or Gun may
be able to attack more than once in aturn.
The ROF number is encased in a square
(4.0).

RPh: Rally Phase (3.1).

RtPh: Rout phase (3.6).

Self Rally: The capability of a unit to rally itself
without a Good Order leader present as
indicated by a broken side morale encased
in a square (3.1).

SMC: Single Man Counter (1.2.1).

Smoke: Smoke grenades placed by an Infantry
squad (1/2" counter; 3.3) or smoke shells
placed by Ordnance (5/8" counters 6.2),
which provide protective cover (1.2.5).

Smoke Exponent: a superscript to a unit’s FP
strength indicating the ability to attempt
to place smoke grenades (3.3).

Squad Equivalent: Two HS or crews are equiv-
alent in size to one squad (1.2.2). A crew
manning a Gun is equivalent to one squad.

SSR: Scenario Special Rule (1.3).

Stacking Limits: Each side may have up to
three MMC Squad Equivalents per hex
plus up to four leaders (3.3).

Subsequent First Fire: Firing again in
Defensive First Fire, but as Area Fire
(3.3.1).

SW: Support Weapon (4.0).

TEM: Terrain Effects Modifier; an IFT or TH
DRM caused by the terrain of the wnit
being attacked (3.2).

Target Size: A Gun’s size as indicated by the
color of its M# (6.7).

TH: To Hit; Ordnance must secure a hit (via the

To Hit process) prior to resolving an
attack on a unit via the IFT (3.2.4).

Weapon: Either a Support Weapon (1.24) or a
Gun (1.2.6).
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WP (White Phosphorous): a type of Smoke
that provides lessened cover (1.2.6) and
also inflicts NMC when it Hits (6.2).

X#: Breakdown number of a FT, DC, or LATW
(Weapon is not repairable) (4.0).

3. Sequence of Play:

There are eight distinct phases in each Player
Turn:

3.1 Rally Phase (RPh):

During the RPh both players attempt to rally
their eligible broken units, fix broken equipment,
or transfer equipment to another unit in the same
location. Other than leaders rallying (themselves
and other units) each unit may undertake only
one action per RPh. These actions must be done
in order:

a) ATTACKER rolls for any provisional (SSR)
reinforcements and sets up off board all forces
due to enter this Player Turn.

b) Good Order units may attempt to recover an
unpossessed SW in the same hex by making a dr
less than 6 (+1 drm if CX) (ATTACKER first).

¢) Repair of Broken Weapons: A Good Order
unit possessing a Weapon of its own nationality
(i.e., color) may attempt to repair the Weapon by
making a dr less than or equal to the repair num-
ber on the back of the counter (ATTACKER
first). A dr of 6 eliminates the Weapon perma-
nently.

d) Transfer of Weapons: Stacks may be freely
rearranged to change possession of all Weapons
between Good Order units in the same location
(ATTACKER first).

) Self Rallies: Both sides may attempt to Self
Rally (ATTACKER first) eligible units (those
with a box around their broken side morale level,
e.g., leaders and crews). The ATTACKER only
may attempt to Self Rally one other MMC. A
leader attempting to self-rally may not apply his
leadership modifier, and any unit attempting to
self-rally also suffers a +1 DRM.

Russian Rally Phase Example:

The broken 5-2-7 in Q6 attempts an MMC self-rally.
It must add +1 to its rally attempt for self-rally, but
may subiract one for being in a building hex. The orig-
inal DR is a 7, with the modifiers negating each other,
the 5-2-7 rallies and is flipped to its unbroken side.

Next, the leader attempts to rally both broken
squads. The broken 5-2-7 must add +4 to the DR
because it is currently DM, The leader’s —| DRM
applies as does a -1 for being in building. The broken
4-4-7 is not under DM and does not have to apply the
additional +4 for DM. The total DRM is for the 5-2-7
is 42 and -2 for the 4-4-7. The original DR for the
5-2-7 is 6; after adding the +2 DRM the final DR is
8. Since this is greater than the 5-2-7's broken morale
level of 7, the squad does not rally. The original DR
for the 4-4-7 is 9; after adding -2 the final DR is 7.
Since this is less than or equal to the 4-4-7's broken
morale level of 7, the 4-4-7 rallies and is flipped over
to its unbroken side.

Line of Sight Example
The 4-6-7 can see 4-4-7a in F3 because a string drawn from the center dot in 12 to the dot in F3 does
not hit any woods depiction (it goes “down the road”) and can see 4-4-Tb in J5 with a +1 hindrance

f) Unit Rallies: Both sides (ATTACKER first)
may attempt to rally broken units stacked with a
Good Order leader. In order to rally a unit must
make a DR less than or equal to the morale num-
ber on its broken side. There is a +4 DRM if the
unit is suffering from Desperation Morale (DM),
a—1 DRM if the unit is in woods or buildings,
and a DRM equal to the leadership modifier of
the unit attempting to rally the broken unit. If the
only leader present in a stack of broken units is
broken, he may attempt to rally the other units if
he himself self rallies first. There is no penalty
for failing a rally attempt, unless the unit rolls an
original 12, in which case it suffers Casuvalty
Reduction. No unit may attempt to rally more
than once per Player Tum: however, a Good
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Order leader may attempt to rally all the units he
is stacked with.

g) Marker Removal: All DM counters are
removed at the end of the RPh unless the DM
unit is adjacent to a Known Enemy Unit. A bro-
ken unit may opt to keep its DM status unless in
woods or building.

3.2 Prep Fire Phase (PFPh) and Fire Attacks

Fire attacks are the main process by which a
unit attacks enemy units. No unit may fire at full
strength more than once per Player Turn, except
with Weapons maintaining ROF. Otherwise a
player may fire all, some, or none of his units in
any applicable fire phase. Fire attacks ordinarily
affect all units in the target hex, except during
the MPh when a Defensive First Fire attack only
affects units moving together.

3.2.1 Line of Sight (LOS):

A unit may only fire at an enemy unit if it has
a Line of Sight (LOS) to it. Units at the same
level can trace a LOS to each other barring inter-
vening LOS obstacles. This can be determined
by stretching a sewing thread taut between the
center of the firing hex and the center of the tar-
get hex, and cannot apply to offboard units. If the
thread does not cross the depiction of a LOS
obstacle (building, woods, or hills) with the
obstacle visible on both sides of the string there
is a LOS between the two hexes. Similarly, if the
thread does not cross a LOS Hindrance depiction
(e.g.. grain) or intersect an inherent Hindrance
hex (e.g.. orchard or Smoke). the LOS is unhin-
dered. The terrain in the firer’s hex or the target
hex does not block LOS to the center dot
(although Smoke in the firer’s hex or the target
hex does hinder LOS). Attacks may be traced



Prep Fire Phase Example (assuming German ELR of 3):

During the American PFPh one 7-4-7 in hex N5 performs a multi-location Fire Group with the 6-6-6 in
hex O6 to fire at the German units in hex P5. The total firepower is 19 (6 FP for 6-6-6 in 06 is doubled
for Point Blank Fire plus 7 FP from 7-4-7 in N5). and the attack occurs on the 16 FP column of the IFT.
The DRMs include a +3 for the TEM of the stone building and a +1 for the orchard hindrance for a total
DRM of +4. The original DR is 6: after adding 4 the final DR is 10. Cross referencing 10 on the 16 col-
umn of the IFT results in a Normal Morale Check (NMC). Thus, each unit in hex PS5 undergoes a NMC.
One 4-6-7 rolls an original 9 and the other rolls a 7; neither DR is modified. The 4-6-7 that rolled a 9 is
flipped to his broken side with a DM counter is placed on top. The 4-6-7 that rolled a 7 has a PIN count-
er placed on top since it rolled equal to its morale on a morale check. Finally, the American units have a
Prep Fire counter placed on them. '

Next the remaining American 7-4-7 and 9-1 in N5 attack the 4-6-7 in P1 with 2 FP (7 FP at Long Range
Fire is 3.5 FP. use the 2 FP column) and a +2 DRM (+3 stone building, -1 Leadership Modifier). The orig-
inal DR is a 2 (“snake eyes!” double ones, the attack does not cower because it was directed by a leader)
and the final DR is a 4. Cross referencing 4 on the 2 column of the IFT results in 4 +1 Morale Check (1MC).
The 4-6-7 makes an original DR of 5, modified 1o a 6, so the 4-6-7 is unaffected, The American units have
a Prep Fire counter placed on them.

The American player then elects to fire the 5-3-6 in hex N4 at hex 05, The total firepower is 10, and the
attack occurs on the 8 FP column. The DRM is 40, as Orchard is a +1 hindrance but is +0 as a terrain effects
modifier. The original DR is a 4 (double twos so the attack cowers two columns since the unit is
Inexperienced) and the final DR is a 4. Cross referencing a 4 on the 4 FP column (two shifts to the left of
the 8 FP column) results in a IMC, The 4-6-7 makes an original DR of 12 (boxcars) with a final DR of 13,
The 4-6-7 is Casualty Reduced for rolling an original 12 and replaced with a 2-4-7. That 2-4-7 is replaced
by a 2-3-7 half squad as the final DR was greater than the morale of the unit plus that unit’s ELR, so it expe-
riences unit substitution. The 2-3-7 is flipped to its broken side and marked with a DM counter. The 5-3-6

has a Prep Fire counter placed on it

through units in intervening hexes without
affecting them. Neither player may make a LOS
check until after an attack has been declared.
Should a LOS check reveal that a LOS obstacle
blocks the fire, the fire attack is not resolved. but
the units which declared the attack are still con-
sidered to have fired for all purposes, including
possible breakdown. Any combination of Smoke
or terrain LOS Hindrance DRM greater than or
equal to +6 blocks that LOS completely.

A unit may trace a LOS to a lower elevation

(and vice versa) only if the higher unit traces its

LOS through a Crest Line as it leaves its hex and
this LOS never crosses another Crest Line, A
unit on a higher elevation may not see past LOS
obstacles although they may see into them. A
unit on a higher elevation may see over lower
level Hindrances (grain) without Hindrance.
3.2.2 Fire Attacks:

The FP of an attacking unit/MG is doubled for
Point Blank Fire (PBF), which occurs when a
unit fires at an adjacent hex. A unitMG/FT may
attack beyond its Normal Range, at a distance up
to and including double that range, but does so at
half FP. Fractions of halved FP totals are not
dropped, but rather retained and subject to fur-
ther modification, or added to the FP totals of
other units involved in the same attack. FP mod-
ifications are cumulative; attackers FP can be
both doubled and halved and can be halved again
several times. A unit may not split its FP between
different targets but a squad may opt to fire its
own FP at one target and any possessed Weapon
at a different target. Whenever a non-leader
directed MMC attack rolls original doubles as
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the IFT resolution DR, it cowers and is resolved
on the next lower column on the IFT and results
in the Cowering unit being marked with a Prep
Fire or Final Fire counter (as appropriate). If an
Inexperienced MMC is involved in such an
attack, the attack shifts two columns to the left
rather than just one. Any shift below the lowest
column results in no effect. Cowering does not
affect Ordnance, CC, DC or Residual FP attacks.

Two or more units may join together fo make a
combined fire attack and are termed a Fire Group
(FG). A FG may consist of units from more than
one hex only if each participating unit occupies a
hex in or adjacent to another participating unit of
the same FG. A leader alone cannot be a FG link.
Ordnance may not firegroup. All members of the
FG must be able to trace a LOS (3.2.1) to the tar-
get. A multi-hex FG that discovers that part of
the FG does not have a LOS to the target forfeits
the participation of that unit. The FG with valid
LOS may still attack the target but as a smaller
FG or as separate attacks at the firer’s option. If
units in the same hex are going to attack the
same unit, they must do so as a Mandatory FG;
they may not make separate attacks.

A leader may use his leadership DRM to mod-
ify the [FT DR of any one attacking unit or FG
per Player Turn, provided all units of the FG are
in the same hex. A leadership DRM may be
applied to a multi-hex FG only if a leader direct-
ing that attack is present in every hex; the lead-
ership DRM in effect in this condition is that of
the lowest quality participating leader. A leader
directing fire is treated as if he were attacking.

Hally:
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3.23 Effects:

Fire attacks are resolved by cross-referencing
the combined FP total of the attacking unit(s)
with a DR on the Infantry Firepower Table (IFT).
The attacker uses the rightmost column of the
IFT whose listed FP does not exceed the total
adjusted FP of the attack (thus an attack total of
9 is resolved on the 8 column); excess FP factors
have no effect. The DR is modified by adding
any applicable DRM due to leadership, Terrain
Effects Modifier (TEM), or LOS Hindrance
between (but not in) the firer’s hex and the target
hex. The results are applied as follows:

#KIA: As many targets as the number indicat-
ed (#) are eliminated (randomly determined); all
remaining targets are automatically broken and
DM, or suffer Casualty Reduction (below) if
already broken. :

K/#: One unit suffers Casualty Reduction and
all other target units (including any just reduced
HS) must take a morale check (MC) adding the
indicated number (#) to the MC DR. Which of
multiple targets suffers Casualty Reduction is
randomly determined. Casualty reduction elimi-
nates a HS or a crew, reduces a squad to a HS,
and wounds a SMC. A wounded SMC must
immediately take a wound severity dr; a 1-4 indi-
cates a light wound (place a Wound counter), and
a 5-6 eliminates the SMC.

A wounded SMC is reduced to three MF, has
an IPC of zero, and cannot Double Time. If
wounded again he must add a single +1 drm to
his wound severity dr — the only penalty for
being wounded more than once. His morale level
and leadership modifier are reduced by one, e.g.,




a wounded 8-0 leader has a morale level of 7 and
a leadership modifier of +1.

NMC: Each target unit must attempt to pass a
Normal Morale Check (NMC) by making a DR
less than or equal to the unit’s morale level. The
best leader in a hex must check first. Units that
fail are broken and inverted and have a DM
counter placed on them. A unit that rolls an orig-
inal 12 on a MC suffers Casualty Reduction in
addition to breaking. An already broken unit that
fails a MC suffers Casualty Reduction; an
already broken unit that rolls an original 12 on a
MC is eliminated. An unbroken unit that fails a
MC by more than its ELR (See 5.1) might be
replaced by a lesser quality unit.

Broken units use the morale level printed on
their broken side for all MC and rally attempts
until they are rallied and returned to their normal
side. Broken units may only rout and attempt to
rally. An unpinned. Good Order leader will apply
his leadership DRM to other units (including
lower morale leaders) in the target location if he
passes his MC unharmed, but not to himself.

Furthermore, if a leader is eliminated, all units
with a lower current morale level stacked with
him and not in CC must take a NMC after resolv-
ing the initial attack, with any negative leader-
ship DRM added to the DR rather than subtract-
ed from it. This is a Leader Loss Morale Check
(LLMO).

If a leader breaks, all Good Order units with a
lower current morale level stacked with him
must take a PTC after resolving the inifial attack,
with any negative leadership DM added to the
DR rather than subtracted from it. This is a
Leader Loss Task Check (LLTC).

If a unit passes a required MC by exactly the
highest number by which that unit could pass the
MC (after all modification), then that umt is
pinned, and a Pin counter is placed on that unit.
This unit may not move further this Player Turn
and fires at half his normal FP.

#MC: The number before the MC is a positive
DRM that must be applied to the MC DR.

PTC: Pin Task Check; each target unit must roll
less than or equal to his current Morale
Level or be pinned. Leadership DRM
may apply if the leader that is part of the
target group first passes his own PTC.
Units that fail their PTC have a Pin count-
er placed on them: during that turn they
may not move, their FP is halved, ROF is
lost, and a pinned leader may not use his
leadership DRM. Units cannot be pinned
more than once per Player Turn.

A broken unit not under DM that becomes
adjacent to a Known Enemy Unit or is attacked
by enough FP (taking the possibility of Cowering
into account) to possibly inflict a NMC is placed
under DM.

3.2.4 To Hit Process:

Ordnance (Guns, SW Mortars, and LATW; 6.0)
must first secure a hit; on either the Infantry
Target Type, the Area Target Type, or (if a

In its PFPh the German 88mm AA Gun fires at the 7-4-7 in xJ5 (within its Covered Arc) using the Infantry Target
Type. The range (o the target is 4 hexes, and grain is in season. Cross referencing the Target Type, range. and Gun
Type on the To Hit Chart gives us the To Hit number of 8. This is.a black To Hit #. None of the grounds for using
red To Hit #s apply to this shot; furthermore, at range 6 on the Infantry Target Type there are only black To Hit #s
to consider. The dice roll is modified as follows: Woods TEM is +1, the grain hex Hindrance of L3 is +1, and the
total To Hit (TH) dice roll modifier (DRM) is +2. The German player rolls a 7 (colored die of 1) and adds the +2
DRM for a final DR of 9. This is higher than 8, so the attack misses; place a—I Acquired Target counter on the tar-
gel unit in xJ5.

The German has kept Rate of Fire (ROF) on the 88 and decides to fire again. In addition to the previous DRM a
—1 Acquired Target DRM also applies for a total DRM of +1. The German player rolls a 3 (colored die of 1) and

‘adds the +1 DRM for a final DR of 4, which is < 8. resulting in a hit. The German now rolls on the IFT column

appropriate for an $8mm Gun; the 16FP column applies to weapons of at least 80mm but less than 100mm. No
DRM apply (TEM was applied to the To Hit DR). The German rolls a 7 which becomes the final IFT DR and
results in a 2MC. The 7-4-7 takes a 2 morale check, fails, and breaks: the —1 Acquired Target counter is flipped to
its -2 side.

The German has kept ROF with the 83 again and now attacks the 6-6-6 in O4, but must first change its Covered
Arc (CA). The Gun changes its CA to M4/N3, a 1 hexspine change. The range is 2 hexes, and the TH number is
now 9. The DRM are grain Hindrance of +! in N3 and a 1 hexspine CA change of +1 (for 360° Gun) for a DRM
total of +2. The DR is 8 (colored die of 5) and adding the +2 DRM provides a final DR of 10, a miss. The Gun has
lost ROF and is marked with a Prep Fire Marker. The —2 Acquired Target counter is removed from xJ5 and a -1
Acquired Target counter is placed on the 6-6-6 in O4.

The Gun now Intensive Fires at the 6-6-6. The CA change DRM no longer applies. There is a +2 DRM for
Intensive Fire, a—1 Acquired Target DRM. and the grain Hindrance for a total DRM of +2. The German rolls anoth-
er 8 (colored die of 2) for a final DR of 10 and another miss. ROF was previously lost. and the Gun is marked with
an Intensive Fire counter and has no more attack opportunities this player turn. The Acquired Target counter is
flipped to its -2 side.

The 88 could have originally fired at the 7-4-7 on the Area Target Type instead, and may have done so if the
7-4-7 were in a stone building, even though at range 4 the To Hit # is lower on the Area Target Type than it is
on the Infantry Target Type. On the Area Target Type the TEM does not modify the To Hit DR but instead mod-
ifies the IFT DR after a hit, thus making the 7-4-7 easier to hit on the Area Target Type. but at reduced effect.

LATW) its own To Hit Table by using the To Hit
procedure. Then, if a hit is secured, roll for an
effect on the IFT. Not all the occupants of the
hex will always be hit. Some units may not be hit
because they are not moving during Defensive
First Fire or because of relevant DRM that may
not affect all targets equally.

Infantry Target Type:

firing HE ammo, but not HEAT or AP ammo.
Fire on the Area Target Type by other than a
Mortar consumes all of the Gun’s ROF for that
turn, thus non-Mortars cannot fire again after
using the Area Target Type. TEM does not apply
to the To Hit DR but will apply to the [FT DR.

To Hit Procedure:
Ordnance may fire during the Prep Fire,

Shots using the Infantry Target Type typically
use High Explosive (HE) ammo but can also use
HEAT or AP types of ammo. All enemy targets in
the target hex can be affected by a Hit. TEM
applies to the To Hit DR but not the IFT DR.

‘Area Target Type:

The Area Target Type is always used by
Mortars and whenever Ordnance attempts to fire
Smoke; otherwise, it may be selected whenever

Defensive First Fire, Final Fire. or Advancing
Fire Phases, but must be possessed by a MMC
‘manning it, The firing player must declare both a
target and a target type. Determine the range to
the target and find the To Hit number (TH) on the
To Hit Tables found on the Player Aids by cross-
referencing the Ordnance type, the target type,
and the range. This number is the maximum
number on two dice that can be rolled to obtain a
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The 75mm AT Gun in E8 has the 7-4-7 in its CA but not the 6-6-6. During the Gun’s PFPh it fires on the 7-4-7 using the Infantry Target Type (ITT) at a range of 2. Cross-
referencing the Target Type, range, and Gun type on the To Hit chart gives us the black To Hit (TH) # of 9. (No red TH # applics at range 2 on the ITT even if there were a
cause for using the red TH#s.) The dice roll is modified only by the +3 TEM of the stone building. The German rolls a 7 (colored die of 1) and adds the +3 DRM for a final
TH DR of 10. This is higher than 9, so the attack misses. A —1 1/2" Acguired Target counter is placed on C7. The AT Gun kept Rate of Fire (ROF) and fires again. In addi-
tion to the +3 TEM, the —1 Acquired Target DRM applies for total DRM of +2. The German rolls a 7 (colored die of 2) and adds the +2 DRM for a final TH DR of 9, result-
ing in a hit with ROF. The German now rolls on the IFT column appropriate for a 75mm Gun; the 12FP column applies to weapons of at least 70mm and less than 80mm. No
DRM apply to the IFT DR (TEM was applied to the TH DR). The German rolls a 7, which becomes the final DR and results ina 1 MC. The 7-4-7 takes a IMC, fails, and
breaks; the —1 Acquired Target counter is flipped to its -2 side. The AT Gun could have fired on the 7-4-7 using the Area Target Type (ATT) with a TH # of 7 (red. since it is
on the ATT). The TEM would not modify the TH DR, making the 7-4-7 slightly easier to hit on the ATT than the ITT, although foregoing any chance for ROF. The results
after a hit would be less effective than on the ITT. however, since the FP would be halved and the +3 TEM would to the IFT DR. Having kept ROF again, the AT Gun now
fires on the ITT at the 6-6-6 in B7, changing its CA to D7/D8, a 1 hexspine change. The range is 3 hexes, so the TH # is 8. The TH DRM are +3 for the first hexspine change
and +1 for the woods TEM for a total of +4. (The acquisition in C7 does not apply.) The Gun’s ROF is reduced by 1 due to its changing of its CA. The German rolls a 4 (col-
ored die of 2) and adds the +4 DRM for a final DR of 8. a hit. The resulting attack on the 12FP
column has no DRM and the IFT DR of 7 results in a IMC on the 6-6-6 that the squad passes,
The —1 Acquired Target counter is moved from C7 to B7. The AT Gun, having lost ROF, declines
to Intensive Fire at this time.

The §lmm MTR in E9 now fires on the 7-4-7 in C7, changing its CA 2 hexspines to D8/ES.
Because it is a Mortar, it must use the ATT, and its ROF is not reduced due to changing its CA.
The TH# at range 3 is 7. The TH DRM are +3 for changing CA 1 hexpsine and +1 for changing
CA another hexspine for a total of +4. The German rolls a 4, resulting in a final TH Drof 8, a
miss, and placing a 5/8" —1 Acquired Target counter. Having kept ROF the 81mm MTR fires at
the 7-4-7 again, this time with a total DRM of —1. ADR of 8 (colored die 3) results in a final DR
of 7, a hit, with ROF. The IFT attack occurs on the 8 FP column (half of the 16 FP column) with
+3 DRM for the TEM of the stone building. The German rolls a 7, modified to a 10, for no effect.
The 81mm NTR now changes target to the 6-6-6 in B7, The TH# remains 7, but there are no
DRM. The German rolls a 6 (colored die 4), resulting in a hit (but no ROF), and an attack on the
& FP column, this time with —1 DRM for Air Bursts. The German rolls an 8, modified to 7, result-
ing in a IMC on the 6-6-6 (which passes). Having lost ROF, the 81mm MTR declines to Intensive
Fire.

The 50mm MTR now fires at the 6-6-6 in B7. Being a SW, the S0mm MTR does not have a
defined CA and need not worry about changing CA. At range 2 on the ATT its TH# is 7. (Note
that if this were the American 60mm Mortar firing, it could not attack B7 at range 2.) No TH DRM
apply. and the MTR hits when the German rolls a 6, losing ROF with a colored die of 4, and plac-
ing a second 5/8" —1 Acquired Target counter. The MTR attacks on the 2FP column (half of 6FP)
with a —1 DRM for Air Bursts. An original DR of 2 is modified to 1, resulting in a 1KIA, elimi-

N To Hit Eple

“hit,”" Each TH entry has a black #, a red #, or
both. Fire on the Area Target Type always uses
red TH #s. Fire on the Infantry Target Type uses
black TH#s unless firing a Russian, Italian,
Allied Minor, or pre-1944 American Gun, or if

subject to Non-Qualified, Captured, or
Inexperienced use. If the entry has no red #. use
the black TH#. Add to the DR both the Firer-
Based Hit Determination DRMs (such as CX sta-
tus, Covered Arc change, and Non-Qualified
Use) and the Target-Based Hit Determination
DRMs (such as FFMO, FFNAM, Target
Acquisition, Hindrances, and if using the
Infantry Target Type, TEM) found on the refer-
ence card for the target type being used. If the
DR is equal to or less than the modified To Hit
number then a hit has been achieved on the tar-
get. If firing in the Defensive First Fire Phase,
Defensive First Fire principles apply and only
moving targets may be affected.

Some Guns have a ROF indicated by a number
encased in a square (1.24.1), There are some
instances however in which a Guns ROF can be
lowered, These are: Infantry Firepower
Equivalence (IFE) use, Captured/Non-Qualified
use, and changing its Covered Arc change during
the phase. Each of these instances cumulatively
reduces a Guns normal ROF by one for that Fire
Phase. Most Guns do not list a range limit; how-
ever, if two numbers appear, the first is its mini-
mum range and the second is its maximum
range.

A Gun has a facing that is determined by its
Covered Arc (CA). A Covered Arc is indicated
by placing the Gun counter with the depicted
Gun barrel pointing directly at one of the six
hexspines of its hex. The Covered Arc compris-
es the two hexes joined by that hexspine, all the
hexes and hexspines of the two diagonal rows of
hexes that pass through those hexes while con-
verging on the unit’s hex, and all the hexes
between those two converging diagonal
hexrows. A Gun may only fire within its CA but
may change its CA prior to firing (and suffer the
resulting To Hit Firer Based penalties). A Gun
may also change its CA without firing at the end
of a friendly fire phase (not MPh) but only if its
manning Infantry has not fired its inherent fire-
power. If a Gun counter has a white circle around
the Gun depiction, it is a 360° mount and has
reduced To Hit penalties when changing its CA
before firing. All other Guns are Non-Turreted

(NT) Weapons.

=T Intensive Fire:
Ji | A Gun (not SW) that has fired and
B# ~2 | lost ROF can still fire again once in

the same phase by using Intensive
Fire. Mark it with an Intensive Fire counter to
indicate that it cannot fire again that Player Turn.
There is a +2 TH DRM for Intensive Fire, and
the Gun’s B# is reduced by two. An original TH
DR of 12 for a Gun using Intensive Fire results
in permanent removal of the Gun. A Gun with no
ROF shown on its counter that changes its CA is

nating the 6-6-6. Since the 50mm MTR is a SW, it cannot Intensive Fire.

marked with an Intensive Fire counter after that
shot and cannot fire again that Player Turn.

Non-Qualified Use:

A Gun (not SW) fired by a squad or HS must
add a +2 TH DRM, has its B# reduced by 2, and
is permanently removed on an original TH (or
IFT if using IFE) DR of 12.

Effect:

If a hit is secured (i.e., a Final DR less than or
equal to the To Hit number), a new DR is made
on the IFT to determine the effect. Use the FP
column for the Ordnance’s caliber size if using
the Infantry Target Type or the column repre-
senting half of that FP if using the Area Target
Type (see 6.2 if using AP, HEAT, or WP). When
using the Infantry Target Type TEM does not
modify the TH DR, The Area Target Type must
apply the TEM to the IFT DR. Ordnance does
not double its IFT FP for PBF, has no long range
fire, and is not halved when firing in the AFPh.
PREP 3.2.5 Prep Fire Phase (PFPh):

FIRE | The ATTACKER conducts fire
i 4 | attacks in the PFPh. After resolving
each attack during the PFPh, the fir-
ing unit (and Weapon) is marked with a Prep Fire
marker.

3.3 Movement Phase (MPh):

During the Movement Phase (MPh) the
ATTACKER may move all, some, or none of his
units provided they did not fire during the PFPh
and are neither broken nor held in Melee. Units
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can be moved in any direction or combination of
directions up to the limit of their Movement
Factor (MF) allotment. Units may move over
and stack on top of friendly units but may not
move into a hex containing enemy units during
the MPh. A unit may not voluntarily leave the
map unless it is in Good Order and exits as part
of the Victory Conditions. Any unit otherwise
forced to do so is eliminated.

A SMC has 6 MF and a MMC has 4 MF (or 3
if Inexperienced). A MF bonus of one can be
earned if the unit travels along a road throughout
the MPh. Any MMC that begins and ends its
MPh stacked with a leader in the same hex
receives a 2 MF bonus during the MPh, provid-
ed it moves with the leader in a combined stack.
MF cannot be transferred between units nor
accumulated between turns. Units expend MF
based on the terrain that is entered, subtracting
that amount from their remaining total until they
reach zero, or choose not to move further.
Whenever a player moves a unit he states out
loud the MF expended by that unit in entering
each hex or in performing any other activity in
that hex. If a unit is going to end its MPh there
he must state so before moving another unit. The
player is not allowed to take the unit back to a
previously occupied hex and begin again unless
it does so as part of its movement. Once a unit
moves, stops, and another unit moves. the origi-
nal unit may not move again in that MPh.

For each side up to three MMC Squad
Equivalents and 4 SMC may be in a hex at a
time. A crew or HS possessing a Gun is equiva-
lent to a full squad for stacking purposes,

Units are usually moved one at a time unless a
MMC is using bonus MF gained by moving with
a leader. Units may choose to move as a stack
and may break up the stack during the MPh to
continue to move separately, but all members of
that moving stack must end their MPh before a
unit not in that stack may move.

A unit that moves only one hex during the MPh
may use Assault Movement if the player declares
that he is using Assault Movement and the move
does not take all of the unit’s MF. Assault
Movement reduces the unit’s vulnerability to
Defensive First Fire by avoiding the First Fire
Non-Assault Movement (FFNAM) —1 DRM.

Any Infantry capable of movement and neither
broken, pinned, wounded. nor CX may Double
Time if the player announces the option at the
beginning of that unit's MPh and places a CX
counter on it. Double Time increases the unit’s
MF by two. CX units must add one to any attack
(IFT, TH, CC) DR (maximum +1) they make or
direct and to the dr for recovery, ambush, and
smoke grenade checks. A CX unit has its IPC
reduced by one and any unit making a CC attack
against a CX unit has its CC DR reduced by one.
A CX counter is removed at the start of the unit’s
next MPh and does not affect that unit during
that MPh other than prohibiting its use of Double
Time during that MPh,

Unit Movement Factor Chart

Base

Unit MF
First/Second/Elite MMC 4
Inexperienced (Conscript) MMC 3
sMC 6

MF Double Time Double Time

w/Leader No Leader w/Leader
6 6 8
6 (5) 5 8(7)
6 8 8

A unit with a Smoke Exponent (1.2.2) may
check for 1/2” smoke grenade placement during
the MPh by declaring so, expending one MF to
place Smoke in its own hex or two MF to place
Smoke in an adjacent hex, and making a dr less
than or equal to its Smoke Exponent number. A
CX unit must add a +1 drm. No unit may attempt
to place smoke grenades more than once per
MPh. If the Smoke placement dr is a 6, the unit
must immediately end its MPh in its current
location. See 1.2.5 for the effect of Smoke: how-
ever, recall that any movement into (but not out
of) Smoke costs one additional MF. A 1/27
Smoke grenade counter is removed at the end of
the MPh.

Weapon recovery is allowed during the MPh
by expending one MF and making a dr less than
6 (+1 drm if CX). The recovering unit must be in
the same hex as the unpossessed Weapon.

Units enter from off-board-either at the start of
a scenario or as reinforcements-as directed by
the scenario card. including turn and location of
entry. Units are set up offboard along the speci-
fied edge(s) of the map at the start of their RPh
in the turn of entry, They may not perform any
action while off board except move during the
MPh per normal Open Ground movement costs.
They must enter during the MPh or APh of their
turn of entry or be eliminated. Roads are consid-
ered to extend off board for purposes of road
bonus.

FIRST 3.3.1 Defensive First Fire:

FIRE, | Defensive Fire can occur during the
& e enemy MPh and DFPh. The portion
occurring during the enemy MPh is
called Defensive First Fire and can be used only
versus a moving unit(s). Defensive First Fire
attacks affect only the moving unii(s) regardless
of other units that occupy the same hex at the
instant of attack. Any time a unit or stack
expends MF in the LOS of a Good Order
Defender unit, the DEFENDER has the option to
temporarily halt movement while he fires at it in
that location with as many attacks as he can
bring to bear. The DEFENDER must place a
First Fire counter on top of any unit or Weapon
that has fired and exhausted its ROF. Defensive
First Fire must be resolved before the moving
unit or stack leaves the intended target hex. The
DEFENDER may not request that a moving unit
or stack be returned to a previous position to
undergo attack, however, the ATTACKER must
give the DEFENDER ample opportunity to
declare his fire before moving on, and must
declare the end of that unit’s movement before
moving another unit. Once another unit begins
movement or the MPh is declared over, previ-
ously moved units are no longer subject to

Defensive First Fire attacks. Any action that
requires the expenditure of a MF in a location
qualifies it as a target for Defensive First Fire
even though it might not have entered that loca-
tion during-the MPh. Examples of such expendi-
tures include Smoke grenade attempts, Weapon
recovery, and DC placement.

Defensive First Fire attacks are resolved in the
same manner as other fire attacks. Defensive
First Fire attacks can also benefit from a —1 First
Fire Non-Assault Movement (FFNAM) DRM
against Infantry moving without using Assault
Movement, and a —1 First Fire Movement Open
Ground (FFMO) DRM if the target is moving in
Open Ground. Note that FFMO DRM is not
applicable to a unit that has a LOS Hindrance in
the LOS between the target and the firer, even if
the moving unit is in Open Ground.

A DEFENDING Infantry unit already marked
with a First Fire counter may Defensive First
Fire again with its own FP and/or MG during that
MPh provided that the target is not at a range
greater than that to the closest enemy unit in
LOS, nor outside the firer’s normal range. A unit
thus using Subsequent First Fire has its FP
halved, After the attack is resolved, flip the First
Fire counter over to its Final Fire side for the unit
and all its Weapons (whether or not they all
fired).

A DEFENDING Gun already marked with a
First Fire Counter may Defensive First Fire
again as Intensive Fire (3.2.4) regardless of the
presence of a closer enemy unit. Flip the First
Fire counter to its Final Fire side for the manning
unit and all its Weapons. See 6.8 if using IFE.

FINAL Final Protective Fire (FPF):
FIRE Is an option available to a
22 0Ffh | DEFENDING unit already marked

with a Final Fire counter which wish-
es fo fire at a unit moving adjacent to it during
the MPh. FPF is treated as Subsequent First Fire
(with the FP also doubled due to the effects of
PBF) with an additional penalty; immediately
after normally resolving the attack. the original
IFT DR (modified only by applicable leadership
DRM) is used as a NMC against the units using
FPF (including any directing leader). Provided it
does not break, there is no limit to the number of
FPF attacks a unit may make, other than the
number of moving units and the MF they expend
moving adjacent to the firer’s hex. A unit using
FPF must use all its FP and usable MG (or IFE)
and may form a FG with units not using FPF, but
only those units using FPF are affected by its
adverse affects.

A unit that survives a Defensive First Fire
attack can be fired upon again in that same loca-



tion during its MPh before expending additional
MF, but only by different attackers or if it
expended at least 2 MF in that hex. The same
unit or Weapon can never Defensive First Fire or
Subsequent First Fire or Final Protective Fire on
a moving unit in the same location more times
than the number of MF expended in that location
during the MPh.

A unit broken or pinned by Defensive First Fire
can be fired upon again in its current location by
other Defensive First Fire attacks but is attacked
in its broken or pinned state. A moving unit sub-
ject to FENAM or FFMO that breaks is still sub-
ject to those DRM in that location for subsequent
attacks until its MPh ends. A unit that is pinned
is not subject to any further FFNAM or FEMO
while pinned; however if Subsequent First Fire
or other Defensive First Fire vs. the pinned unit
breaks that unit, it loses that pinned status and is
again subject to FFNAM or FFMO DRMs (if
previously applicable) for further Defensive
First Fire attacks against it during that MPh
(keeping in mind that its MPh ends as soon as
another unit moves). A unit using Assault
Movement which breaks is no longer using
Assault Movement and is subject to the -l
FFNAM DRM for the remainder of its MPh.

When a unit is attacked by Defensive First
Fire, Subsequent First Fire or FPF, the location
in which the attack is resolved is marked with a
Residual FP counter equal to half (up to a maxi-
mum of 12; round fractions down) of the IFT FP
column used for that attack (including an
Ordnance Hit), although a Weapon that malfunc-
tions or retains ROF leaves no Residual FP.
Thereafter, any unit entering (or expending MF)
in that same location in the same MPh is attacked
on the IFT with the FP represented by that count-
er. a new IFT DR, TEM of the target location,
and any applicable FENAM or FFMO DRM. A
unit expending MF to leave a location is not sub-
ject to Residual FP attack in the location it is
leaving. After the amount of Residual FP left by
any attack has been determined, it is reduced by
one IFT column for each positive IFT or To Hit
DRM caused solely by conditions outside the
target hex (including TH DRM). This could
include positive leadership modifiers, CX status,
and LOS Hindrances. Height Advantage and
negative leadership DRMs never affect Residual
FP.

Residual FP can never form a FG; il must
always attack alone. Residual FP is always the
first Defensive First Fire attack allowed against a
moving unit in its current location during its
MPh and is resolved before the DEFENDER has
to declare an attack. No more than one Residual
FP counter can be placed in a location, but a larg-
er Residual FP counter subsequently earned from
a larger qualifying IFT attack will replace a
smaller Residual FP counter; thus Residual FP
counters from different qualifying attacks are not
combined.

A unit can ordinarily be attacked by Residual
FP only once per location; MF expended simul-
taneously (e.g., two MF to enter a building) do

not cause multiple Residual FP attacks. A unit
can be attacked by Residual FP again in the same
location if the unit expends additional MF in that
location and by so doing the unit is subject to
more negative DRM or less positive DRM.

Remove all Residual FP counters at the end of
the MPh.

FINAL 3.4 Defensive Fire Phase (DFPh):

FIRE That portion of Defensive Fire that
4 0fth | occurs strictly during the DFPh is
called Final Fire. During Final Fire
any of the DEFENDER’s units and MG (or IFE
Gun) that are not marked with a First or Final
Fire counter may fire (including MG that main-
tained ROF in the MPh). Any of the
DEFENDER’s units and MG (or IFE Gun) that
are marked with a First Fire counter may also
fire again. but only at units in an adjacent hex,
and they must then flip the First Fire counter to
its Final Fire side. A unit marked with First Fire
has its and its Weapon's FP halved (and doubled
due to the effect of PBF). A Gun marked with a
First Fire counter may Intensive Fire (3.2.4) at
units in an adjacent hex. A unit already marked
with Final Fire cannot fire during Final Fire.
Final Fire attacks affect all enemy units in a tar-
get location, not just those that have moved, but
FFNAM and FFMO do not apply.

Leader direction used during Defensive First
Fire can be used again in Subsequent First Fire,
FPF, or Final Fire, but only for one firing unit or
FG, and that unit or FG cannot include different
firers than those he directed during First Fire. If
forming a new FG during that Player Turn, the
leader cannot direct its fire (even during FPF).

Remove all First and Final Fire counters at the
end of DFPh. .

See page 12 for a comprehensive example.
3.5 Advancing Fire Phase (AFPh):

The ATTACKER’s units and Weapons that did
not fire in the PFPh may fire at half FP;

‘Ordnance instead adds a +2 TH DRM. A squad

with an underlined FP factor may use Assault
Fire. Assault Fire capability allows any squad
using its own FP during the AFPh to add one FP
to its attack after all modification to the squad’s
own FP; any fraction is then rounded up. The
assault fire bonus is not applicable to any fire
beyond a unit’s normal range. Neither medium
machine guns (MMG), heavy machine guns
(HMG), Mortars, nor Guns may fire in the AFPh
if they moved in the MPh. Weapons may not fire
more than once in the AFPh.

Remove all Prep Fire counters at the end of the
AFPh.

3.6 Rout Phase (RtPh):
Em During the RtPh a broken unit not
+4 in Melee may not end a RtPh adjacent

to or in the same location as an unbro-
ken Known Enemy Unit and may not remain in
the same Open Ground location in the normal
range and LOS of a Known Good Order enemy
unit that would be able to interdict it if it were
routing in that hex (see below). Such a unit is
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placed under a DM counter. Broken units not in
Melee under DM must rout away (ATTACKER
first- one unit at a time) during that RtPh or be
eliminated for failure to rout. All broken units
have 6 MF for use in the RtPh; this amount can
never be increased. A broken unit may rout into
an Open Ground hex in the LOS and Normal
range of a Known Enemy Unit without
Interdiction (see below) only if it has used Low
Crawl, but it still may not be adjacent to an
unbroken Known Enemy Unit at the end of the
RtPh or it will be eliminated for failure to rout.
Low Crawl is a rout of one hex that requires the
entire MF allotment of the routing unit. A routing
unit using Low Craw| cannot be interdicted. All
other rout provisions apply unchanged to Low
Crawl.

A routing unit must move to the nearest (in
MF) building or woods hex within 6 MF. In so
doing, a routing unit may not rout toward an
enemy unit (even if it is broken) while in that
enemy’s LOS, in any way which decreases the
range in hexes between the routing unit and the
Known Enemy Unit. nor may it move towards
such a unit after leaving its LOS during that
RtPh; nor if adjacent to an enemy unit may it
move to another hex adjacent to that same enemy
unit, unless in doing so it is leaving that enemy
unit’s location. Otherwise a touting unit may
move towards an enemy unit.

Defensive Fire Summary

Defensive First Fire:

+ Occurs during opponent’s MPh

affects only moving unit(s)

can leave residual FP

place First Fire Counter

1a. Subsequent First Fire:

* Occurs during opponent’s MPh

« affects only moving unit(s) within normal
range

* can leave Residual FP

= available to units that have already been
marked with First Fire Counter but have
no closer target

« flip counter to Final Fire side

1b. Final Protective Fire:

» Occurs during opponent’s MPh

« affects only adjacent moving unit(s)

« can leave Residual FP ]

= available to units that are already marked
with a Final Fire counter and acts as a
NMC vs. firing unit

* Occurs during DFPh

* FENAM and FFMO do not apply

= affects all units in target location

* not available to units already marked
with a First Fire counter unless they are
firing at an adjacent hex

» place (or flip to) Final Fire counter
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Movement Phase (MPh) Example (fig 1):

In the Russian MPh. the 4-4-7 in I5 spends two MF
to enter I5; because this is a move of only one hex that
does not require all the 4-4-7°s MF allotment, it may
Assault Move. The 4-4-7 in H3 spends two MF to enter
13 and another two MF to enter J2; because the LMG's
PP (1) does not exceed the squads IPC (3), the LMG
does not affect movement. The 5-2-7 in F3 declares
Double Time and spends one MF to enter G3, one MF
to enter H2, two MF to enter [3, and then 2 MF to enter
J3 for a total of six MF, ending CX. The 9-1 and 4-4-7
in F4 move together and spend two MF to enter G4,
then H4. then 14 for a total of six MF using the leader
bonus. The 8-1 and 4-4-7 in E3 declare Double Time
and spend two MF to enter E4, then ES, then F5, then
G5 for a total of 8 MF, ending CX.

Movement Phase and Defensive Fire Phase
Example (fig 2):

The 4-4-7 with MMG in I4 spends 2 MF to enter J3;
because the five-PP MMG reduces the squad’s MF by
two, the squad cannot Assault Move to J3, The 4-4-7
could declare Double Time which would increase its
MF by two but reduce its IPC by one for a net of one
extra MF allowing it to enter K3 after J3. Assume this
is the move the Russian player makes. The German
4-6-7 with MMG in K5 fires only the 4-6-7 at the
moving unit in J3 on the 4 FP column with a +2 DRM
(+3 stone building, -1 FFNAM), does not cower (i.e.,
doesn’t roll “doubles™), leaves two residual FP in hex
J3, and the squad (only) is marked with a First Fire
counter. When the Russian 4-4-7 continues moving to
K3, the German player then fires the K5 MMG on the
4 FP column with a -2 DRM (-1 FFMO, -1 FFNAM).
Assuming the MMG neither malfunctions, cowers,
nor retains Rate of Fire (i.e., the original DR is nei-
ther 12 nor doubles and the colored die is 3 or more),
the MMG is marked with First Fire counter (use the
same marker covering the 4-6-7 to cover the whole
German stack) and leaves two residual FP in hex K3.

Now the Russian player moves on to the next unit, the
5-2-7 in hex G35, with the intention of using 4 MF to get
to K4. Note road bonus would not apply as the entire
move isn’t across road hexsides. The 5-2-7 enters HS and
15. At this point, the German player declares that he will
Subsequent First Fire with the 4-6-7 (already marked First
Fire) since the Russians are within Normal Range and no
Known enemy unit is closer. The squad also uses the
MMG (although its B# will be lowered by 2) because the
MMG will be marked with a Final Fire counter regard-
less of whether or not it fires. The 9 FP of the 4-6-7 and
MMG is halved and they attack on the 4 FP column with
-2 DRM (-1 FENAM, -1 FFMQ), The attack will leave 2
residual FP unless the shot cowers or the MMG mal-
funections (in which case it leaves 1 residual FP) or it
cowers and the MMG malfunctions (in which case it
leaves 0 residual FP). Assume the 5-2-7 breaks and 2
residual FP are left in the hex. Flip the First Fire counter
on the German stack to a Final Fire counter.

The Russian player then moves the 4-4-7 in hex F6.
It moves G6, H5, and 15 where it undergoes a 2 resid-
ual FP attack with a -2 DRM (-1 FFMO, -1 FFNAM),
assume this attack has no effect. The German player
would like to shoot again with the units in K5, but
under & Final Fire marker they can only fire at adjacent
units. The 4-4-7 continues to move to 16 for 4 MF and
uses the road bonus to move to 17,

The Russian 9-2 and 4-4-7 with MMG in hex F5
moves to G6, HS, I6, and J5 for 5 MF. The leader’s one
IPC is added to the MMC's three IPC for a total of four
IPC which is subtracted from the MMG’s 5 PP. The
difference is subtracted from the 6 MF provided by the
leader bonus. Upon entering J5, the German player
declares Final Protective Fire. The FG's FP (the MMG
must attack with the 4-6-7) is halved (due to

Figure 1

Subsequent First Fire) and doubled due to Point Blank
Fire and attacks on the 8 FP column with a 42 DRM
(+3 stone building. -1 FFNAM). On an original DR of
7 the 4-6-7 passes its FPF NMC by the highest possi-
ble amount, so it Pins, and the Russians must take a
PTC (a9 on the 8 FP column), with the attack leaving
4 Residual FP.

Finally, the Russian 4-2-6 in H6 moves 16, J6, and
K6 where the German player again declares Final
Protective Fire. The FG’s FPis halved (due to
Subsequent First Fire), halved again (due to being
Pinned), and doubled due to Point Blank Fire and
attacks on the 4 FPcolumn with a -1 DRM (-1
FFENAM). The German’s luck runs out, however. as
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.Figure 2 .

they roll an original DR of a non-doubles 10 which
means the 4-6-7 fails its FPF NMC by 3 (becoming
replaced by a 4-4-7 2nd line unit if the German ELR is
2 or less) and is flipped to its broken side and marked
with a DM counter. Additionally, the MMG malfune-
tions and is flipped to its malfunctioned side. The shot
still occurs, however, but results in no effect as the
final result is a 9 on the 4 FP column. A | residual FP
marker is placed (the MMG malfunctioned so it leaves
no residual FP).

Figure 2 after all results except FPF attack
versus 4-2-6 moving into hex Ké6.



Upon reaching the nearest legal woods or
building hex not adjacent to an enemy unit, a
routing unit must stop and end its RtPh in that
building or woods hex unless the unit can imme-
diately enter another building or woods hex. A
broken unit may always rout out of a building in
which it begins its RtPh. A routing unit must
ignore any building or woods hex that it cannot
enter due to stacking limits and may also ignore
a building or woods hex if that hex is no further
away from a Known Enemy Unit than its present
hex.

If no building or woods can be reached during
that RtPh, a broken unit may rout to any hex con-
sistent with the above restrictions.

A broken unit may rout if under DM. A leader
already stacked with a broken unit before it routs
may elect to rout with the broken unit even
though he is not broken. If the leader does so, he
is eliminated if the broken unit he is stacked with
fails an Interdiction MC. He must remain with
the unit throughout the RtPh but is not consid-
ered broken and may add his leadership DRM to
its Interdiction NMC.

Interdiction occurs whenever a routing unit
enters an Open Ground hex without using Low
Crawl while in the normal range and LOS of an
unbroken, unpinned enemy unit capable of firing
on it in that hex with at least one FP or hitting it
via the TH process at under 17 hexes. A unit in
Melee cannot interdict, nor can a CX unit, a lone
leader with a MG, or a Gun that must change its
CA. If Interdiction occurs, then the routing unit

Rout Phase Example:

It is the RtPh and each of the broken units is under
DM and therefore eligible to rout. The zM9 unit may
opt 10 remain stationary or rout to the woods in N9
(and then possibly to 010 or N10); it cannot rout to L8
or M8 as doing so would take it closer to a Known
enemy unit; it could ignore the woods in N9 (which are
no farther from 06 than M9 is) and rout instead to N10
or L10.

The N7 unit must rout; it cannot stay in Open Ground
within Normal Range of the possible interdictors in
06, M6, or L7 and would automatically become DM at
the start of the RtPh. Tt can rout to OB or it can ignore
08 (which is no farther from O6 than N7 is) and rout
towards N9 (or M9), either Low Crawling to N8 or suf-
fering interdiction therein on the way to N9 (or M9).

The N6 unit muost rout to N7. It can Low Crawl safe-
ly. or it can suffer interdiction in N7 and continue rout-
ing to OR. If the 4-6-7 in M6 were in M5 instead, the
N6 unit could rout 1o M7 but could not stay there and
would then have to suffer interdiction on its way to O8
where it would have to stop.

The NS unit is eliminated for failure to rout (and
would be even if the 4-6-7 were in M5 instead of M6.

is subject to a NMC and everything that normal-
ly entails. A routing unit that fails its Interdiction
NMC suffers Casualty Reduction, although any
remaining HS may continue to rout thereafter.
Interdiction does not affect other units in the hex
and units are capable of Interdiction even if they
have exhausted all other fire options for that
Player Turn. An interdicted unit that suffers a pin
result on its NMC may not rout further that RtPh
and, if still adjacent to a Known Enemy Unit, is
eliminated for failure to rout. A broken unit may
not be interdicted more than once per Open
Ground hex entered, regardless of the number of
enemy units that can claim Interdiction.

An Open Ground hex for purposes of
Interdiction is any Open Ground hex that any
interdictor could apply during a hypothetical
Defensive First Fire opportunity, the —1 FEMO
DRM. The FFMO DRM is negated if there is a
Hindrance between the routing unit and the inter-
dictor. Note that First Fire does not actually
occur during the RtPh.

3.7 Advance Phase (APh):

The ATTACKER may transfer SW between
Good Order units and move any of his unpinned
and Good Order Infantry units to an adjacent hex
(even if enemy Infantry units occupy the hex
moved into).

A unit advancing into a hex that requires all its
MF must become CX. For example. a Russian
squad carrying a five-PP MMG has only two MF
and therefore must become CX to advance into a
hex requiring two MF to enter during the MPh
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(woods or building), unless accompanied by a
leader who adds two MF and one IPC to the
squad, thereby leaving it with five MF. A CX
unit may not advance into a hex that would cost
all its MF to enter. For example, a CX German
squad possessing a four PP HMG would have
only two MF left after deducting for two excess
PP (its IPC is reduced to two due to being CX)
and cannot advance into a building hex, unless it
is accompanied by a leader.

Place a CC counter on units that advance into
an enemy occupied hex.

3.8 Close Combat Phase (CCPh):

Close Combat is a type of attack that occurs
during the CCPh between opposing units in the
same hex. There are no TEM modifications to a
CC attack DR, and neither Weapons nor PBF
apply. Unlike fire attacks, CC is considered
simultancous, unless an ambush occurs, so both
sides attack the other even if one or both is there-
by eliminated.

The ATTACKER specifies the order in which
multiple hexes containing CC situations are to be
resolved; each hex’s CC for that turn must be
completely resolved before resolving CC in
another hex. Each side must designate all of its
attacks in that hex prior to the resolution of any
of them (ATTACKER designating his first). The
DEFENDER then designates all of his attacks,
after which the ATTACKER resolves all of his
previously declared attacks. The DEFENDER
then resolves all of his attacks—even if those
units have been eliminated or reduced. Units
may attack any unit or combination of units in
the same hex, so long as no unit attacks or is
attacked more than once per CCPh. All units in
the hex do not have to be attacked, nor do all
units have to make an attack. Only unbroken
units may attack, but even broken units defend,
although they suffer a -2 DRM to CC attacks
against them.

Rout Phase Summary

* Routing may use 6 MF.

* Must rout if adjacent to an enemy unit.

* Must rout from its starting hex if a hypo-
thetical unit routing through that hex
would be subject to Interdiction.

* May rout if under a DM counter.

« When routing, must rout towards the
‘nearest building or woods that is not clos-
er to a Known Enemy Unit. The routing
unit may ignore any building hex that is
part of a building they are already in.

« [nterdiction can occur if routing in Open
Ground. normal range, and unhindered
LOS of enemy unit without using Low
Crawl.

» Low Crawl is a rout of one hex consistent
with above rules that protects against
Interdiction.

= Units that must rout but cannot are elimi-
nated.
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The FP of attacking units is compared to the FP
of those enemy units being attacked in order to
achieve a ratio of attack to defense FP strength
called odds. Once odds have been determined, a
DR is made for each attack. If the final DR is less
than the number listed on the Close Combat
Table (CCT) under the applicable odds column,
the attacked units are eliminated. A final DR that
equals the Kill number listed on the CCT results
in Casualty Reduction of one of the attacked
units (randomly determined). A final DR greater
than the kill number has no effect.

Any SMC in CC has an attack and defense of
one. A SMC may attack alone but if it does it
must also defend alone. Any number of SMC
may combine with MMC or other SMC to make
a CC attack by adding their FP together. A SMC
defends in CC as part of the group it attacks with
by adding its one FP to the FP of the unit it is
stacked on top of (players are free fo rearrange
their stacks prior to commencement of CCPh). A
leader may direct the CC of the MMC it attacks
and defends with (and any other unit which joins
that MMC in a combined CC attack) by applying
his leadership DRM to modify the CC DR, in
addition to adding his FP to the strength of the
attack. A leader may not use his leadership DRM
to modify an attack he makes alone.

Whenever Infantry advances into CC in a
woods or building hex (unless reinforcing a
Melee), an ambush can conceivably occur. Prior
to declaring CC attacks in such a case, each play-
er makes one dr. If either player rolls at least
three less than the other, he has succeeded in
ambushing his opponent. The side that has the
ambush status in a CC is entitled to a—1 DRM to
its CC attacks and a +1 to CC attacks against it
until that CC becomes a Melee at the end of the
CCPh. Ambush dr are subject to drm even if only
a portion of a player’s CC force is qualified to
use it; drm include +1 for being CX, +1 for being
pinned, +1 for being Inexperienced, and any
leadership drm (unless the leader is alone). The
ambushing side resolves all of its attacks in that
CCPh first; only surviving enemy units may
attack back after being ambushed.

If Infantry from both sides (amy of which is
unbroken) remain in the same location after all
initial CC attacks have been resolved at the end
of the CCPh. they are considered to be locked in
Melee and may not conduct any activity other
than CC, e.g., leave that location, make a fire
attack, interdict routing units, etc. Place a Melee
counter on such a stack. New units may advance
into a Melee hex but must engage in CC. Non
Melee units may attack the Melee units during a
fire phase but all friendly and enemy units in the
hex must be attacked. Remove the Melee count-
er as soon as no unbroken unit remains.

Remove all Pin counters at the end of the
CCPh.
TURN 3.9 Tarn Record Chart:

O* The previous DEFENDER now
@ becomes the ATTACKER and inverts
the turn counter and, if he was already

Close Combat Phase Example:

All Advances (shown by yellow arrows) have been
completed. The close combats are resolved in the order
chosen by the ATTACKER (German).

When the German 4-6-7 in G6 advances into CC
with the Russian 4-2-6 in F5, Ambush can occur
because it is & building location. The Ambush drm of
the 4-2-6 is +1 (conscript) while the German drm is
zero. No ambush occurs when the Russian dr is a 3 and
the German dr is a 2. The German attacks at 1:1 odds,
as does the Russian, The DRM for both attacks is zero.
The German DR of 5 causes casualty reduction but
does not change the odds. The Russian DR of 9 has no
effect. The Russian 4-2-6 is replaced with a 2-2-6 and
the location is marked with a Melee counter.

The German 8-1, 9-1 and 4-6-7 in HS advance into
G5 with the Russian 4-4-7. Ambush is possible with a
German drm of —1 (one leader's modifier) and a
Russian drm of zero. The German dr is 6: the Russian 3
s0 no ambush occurs. The 4-6-7 contributes four FP
factors and each of the leaders contributes one FP fac-
tor for odds of 6:4 or 3:2. The Russian must attack at
1:2; because the leaders are attacking with the squad,
they cannot be attacked separately. The Germans have
—1 DRM (one leader’s modifier), and the Russian DRM
is zero. The German DR of 6 is modified to a 5 and
eliminates the Russian 4-4-7. The Russian DR is a 3 and
all the Germans are eliminated as well. The hex is now
empty and no informational markers are placed.

The three German 4-4-7s advance into the H4 build-
ing location with the two Russian 4-5-8s. Both sides
have Ambush drm of zero, and their respective Ambush
drs of 3 for the German and 5 for the Russian result in
no ambush. The German must declare all his attacks
first. Each of his squads may only attack once and each
of the Russian squads may only be attacked once, The
German options are: one big attack of 12 to 8 (3:2); two
squads on one Russian and one squad on the other for
one attack at 2:1 and one attack at 1:1: or all three
squads on one of the Russian squads, this is one attack
of 3:1 without an attack on the second Russian squad.
The German announces two attacks; one at 2:1 and one
at |:1. The Russian must now announce attacks, The
options are: one big attack of 8 to 12 (1:2); one 4-5-8
attacks two 4-4-7s (1:2) and the other 4-5-8 attacks the
third 4-4-7 (1:1); the two 4-5-8 attack two 4-4-Ts as
one I:1 attack while the third 4-4-7 is not attacked:
each 4-5-8 attacks one 4-4-7 (two 1:1 attacks) while

the third 4-4-7 is not attacked; both 4-5-8s attack one
4-4-7 (2:1) while the other two 4-4-Ts are not attacked.
The Russian announces two attacks: one 4-5-8 attacks
two 4-4-7s (1:2) and the other 4-5-8 attacks the remain-
ing 4-4-7, All the attacks have zero DRM. The German
rolls a 6 on the 2:1 attack, eliminating the squad, and
rolls a 9 on the 1:1 attack for no result. The Russians
roll a 4 on the 1:2 attack (casualty reduction) and a 7
on the 1:1 attack for no result. Randomly determine
which 4-4-7 suffers casualty reduction. After the
attacks the location contains two German 4-4-7 squads,
one German 2-3-7 half squad, and one Russian <-5-8,
all marked with a Melee counter.

In I3 the German 4-6-7 is in melee with the Russian
4-4-7 and 5-2-7 from the previous turm, and the wound-
ed German 9-2 leader in K4 advances in to reinforce the
melee. There is no ambush possibility since melee
already exists. The German declares a 1:1 attack against
the 5-2-7. The 4-4-7 is not being attacked. The Russian
attacks at 3:2 against both the squad and the leader, The
German attack has a DRM of —1 (leadership one less
than normal due to the wound). The Russian attack
DRM is zero. The German CC DR is 7, as is the
Russian CC DR. Both result in no effect, and the melee
continues.

The German 4-6-7 advances into the I4 building loca-
tion with the Russian 4-4-7. Ambush is possible. The
drms are zero for both sides. The German dr is 4 and the
Russian dr is | which results in the Russians ambushing
the Germans. Close combat in this location is now
sequential. The Russian will declare and resolve his
attack(s). The German will declare and resolve attacks
with his survivors. The Russian declare a 1:1 attack. The
DRM is —1 (ambush). The DR of 6 results in Casualty
reduction and the 4-6-7 is replaced by a 2-4-7. The
Germans now declare a 1:2 attack. The DRM is +1
(being ambushed), The DR of 5 is no effect. The loca-
tion is marked with a melee counter. The melee will
continue next player turn, but the CC DRM caused by
the ambush will no longer be applicable.

The CX German 5-4-8 advances into E6 with the
Russian 4-4-7. There is no possibility of ambush. The
German attacks at 1:1 with a +1 DEM, and the Russian
attacks at 1:2 with a -1 DRM, with the DRM due to the
5-4-8 being CX. The German DR is a 9 and the Russian
DR is a 2, invoking the possibility of Field Promotion.
The Russian makes a dr on the Leader Creation table
with a +1 drm (Russian), His original dr of 1 is modi-
fied to 2, creating an 8-0 Russian leader. The CC odds
are then recalculated. The German attack remains at 1:1
(5:5) with no effect. The Russian attack changes to 1:1,
although the CC DR of 2 kills the 5-4-8 at either 1.2 or
1:1 odds.



the ATTACKER this game turn, advances the
turn counter one box on the Turn Record Chart.
When the turn counter is placed on the END box
the scenario is over. If a Turn Box is halved diag-
onally and printed in red, it indicates that only
the first side to move has a Player Turn that final
game turn. Nationality symbols in a Turn box are
reminders to check for reinforcements that game
turn.

Portage Points (1) Repair dr (1)

Rate of Fire (1)

Good Order Side

apIs pauopounyep

Elimination dr (6)

Firepower (3) - Range (8; ignore underline)

4. Weapons and
Support Weapons (SW):

A unit can possess any number of Weapons
(SW/Guns). A Weapon may not move by itself; a
SW must be carried by a unit at some cost in PP
(see 1.2.4); a Gun must be manhandled (6.5). An
unbroken unit may pick up and drop a Weapon at
any point in its move provided it has sufficient
MF to do so. although no Weapon can be moved
more than once per MPh, An unbroken unit may
drop possession of a Weapon at no MF cost dur-
ing its MPh or APh. If a unit drops possession of
a SW/Gun at the start of an allowed phase prior
to expending MF, that Weapon is assumed to
have been unpossessed (and hence not moved by
any unit) at the start of that phase. Units must
drop Guns and SW in excess of their IPC before
they can rout, If a unit drops possession or is
climinated, its Weapon is left unattended in the
same location and must be recovered to be pos-
sessed. Good Order Infantry may claim posses-
sion of an unpossessed Weapon in their hex at
the start of their RPh as their sole action during
that RPh, provided they make a recovery dr of
less than 6 (+1 drm if CX). A Weapon cannot be
transferred during the same phase it is recovered.
Moving Infantry may also make a recovery
attempt at a cost of 1 MF.

Portage is assessed per item carried against the
Infantry Portage Capacity (IPC) of a MMC or
SMC. Weapons may be dropped at any time dur-
ing the MPh. No item can be portaged more than
once per MPh. A MMC has an IPC of three PP.
and a SMC has an IPC of one PP. An Infantry
unit loses one MF for each PP carried in excess
of its IPC, and a SMC may never carry more than
two PP. One Good Order SMC may add its IPC
to that of one Good Order MMC in order to
increase the TPC of the latter by one provided
that they start the MPh together and move as a
stack.

Weapons may be voluntarily destroyed by their
possessing unit during PFPh or DFPh, but such

an action counts as use of a Weapon. Weapons
may also be destroyed when a final IFT DR
results in a KIA of the possessing unit (see 6.7
for Ordnance Hits). Make a subsequent dr on the
same column as the IFT attack for each Weapon
possessed by that unit. If the Final dr is a KIA,
that Weapon is destroyed, if it is a K then that
SW is malfunctioned. A captured Weapon has its
ROF lowered by one and its B# or X# lowered
by two, and a Weapon used by an Inexperienced
MMC has its B# or X# lowered by one (both
effects cumulative with other penalties).

A squad may fire any one Weapon at no cost to
its own FP, or any two Weapons at the cost of
forfeiting its own FP for the current and any
remaining fire phases in that Player Turn. A HS
or crew may fire only one Weapon, and in so
doing forfeits its own FP for any remaining fire
phases in that Player Turn (CCPh is not consid-
ered a fire phase). A SMC may use one SW, but
he loses any leadership DRM he may have oth-
erwise exerted during that fire phase.

Weapons may not set up unpossessed.
4.1 Machine Guns (MG):

Each MG has a two-number
hyphenated strength factor; the num-
ber on its left is its FP and the number

on its right is its normal range as measured in
hexes. A single SMC may fire one MG as Area
Fire, while two SMC stacked together may fire
any one MG at full FP. If a MMC is going to fire
its own FP and a MG at the same target (at both
the same hex and the same unit) during the same
phase, they must form a FG; they may not attack
separately unless the MG retains ROF (or the
MMC attacks in Subsequent First Fire without
using the MG).

MG fire is limited to a 16 hex maximum range
unless directed by a leader. Such attacks at a
range greater than 16 hexes are halved as Area
Fire vs. unbroken Infantry (in addition to the
effects of firing at long range).

A MG with no B# shown on the counter has an
inherent B# of 12. If the original IFT DR of any
attack using a MG is greater than or equal to its
B#, the MG is malfunctioned and flipped over
after making its attack. The B# of a MG using
Subsequent First Fire or Final Fire when marked
with a First Fire counter is lowered by two.

=] 4.2 Flamethrowers (FT):

A FT is a SW with a normal range
of one hex and a FP factor of 24. A
pinned unit cannot fire a FT. A FT
may attack at long range (two hexes) at half FP.
A FT is never increased for PBE. FT FP is not
halved during the AFPh but is affected by
Cowering. FT attacks are resolved on the IFT but
receive no DRM for leadership or TEM.
Applicable DRM for Hindrances (including
Smoke) and the +1 DRM for CX may apply. A
unit may not use 2 FT, but a full squad may make
a separate attack with its own FP. A FT may not
combine with any other attack, nor may it form a
FG. Any unit possessing a FT must deduct one
(per FT possessed) from the IFT resolution DR
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of any attack against it. If the original IFT reso-
lution DR of any attack made by a FT is greater
than or equal to 10 (its X#), the FT is removed
from play after making its attack. Non-elite
MMC that use the FT lower its X# by two.

4.3 Demolition Charges (DC):

ADC is a SW that attacks in the tar-
I | get location in the AFPh with 30 FP

" factors on the IFT. It is not subject to
FP modification due to PBF or AFPh use. The
defender’s TEM does apply to the resolution of
the attack, as does the CX status of the placing
unit. A squad attacking with a DC may use its
own FP in the AFPh. Non-elite MMC using a DC
lower its X# by two.

An Infantry unit possessing a DC attempts to
place it on an adjacent target during its MPh by
expending extra MF (in the hex the DC is placed
from) equal to the number of MF it would
require that unit to enter that target location were
it to do so in that MPh. The act of placing the DC
is considered movement in the location occupied
by the placing unit, not in the location in which
the DC is actually placed. A unit may not place a
DC if it prep fired or was pinned or broken prior
to completing the placement attempt. Should a
placing unit survive all resultant Defensive First
Fire, Subsequent First Fire, and FPF then the DC
is operably placed. If the placing unit was CX,
the CX +1 DRM is applied to the DC attack res-
olution DR. A DC that is operably placed during
the MPh attacks in the AFPh on any original IFT
DR less than 12 (its X#; 10 for non-elite use) and
is removed from play.

44 Light Anti-Tank Weapons
LATWs are Ordnance SW, includ-
ing Bazooka (BAZ) and Panzer-
schreck (PSK). These SW must secure a hit on
the To Hit table on the back of the counter. Upon
securing a Hit, effects are resolved on the IFT.
BAZ and PSK are Shﬂ.}‘nﬂ Charge anpoﬂg
(SCW) firing HEAT (High Explosive Anti-
‘Tank), not HE, Thus, these Weapons may only be
fired at Infantry if the target can receive building
TEM benefits. SCW may also be fired at Guns.
The s FP, range, X #, and PP values are
Bhownenﬂzeﬁomdﬁ:ecunﬂter.AHLATWTa
Hit DR are modiﬁednarmaﬂy for TEM. etc.

4.4.1 Bazooka (BAZ)
Panzerschreck (PSK):
| Bazookas are only available begin-
~ ning in November 1942 (use BAZ 43
counters). Better models are available in 1944
(BAZ 44) and 1945 (BAZ 45). Any unbroken
Infantry MMC can fire a BAZ and such use con-
stitutes the use of a SW. Any two SMC may fire
a BAZ at full effect; however, a single leader
may not fire a BAZ. A BAZ is permanently
removed from play if its original To Hit DR is
greater than or equal to its X#. A leader can mod-

ify the To Hit DR if he is__:dmecnngﬂaatattack.

howcver,aleadcwaunvtmdxfy]mm attack.
‘A BAZ attacks on the 8 column of the IFT if it



LATW To Hit Example:

The 7-4-7 cannot fire its BAZ 43 at the Italian squad in EE8 because
the 3-4-7 is not in a building. Instead, the 7-4-7 fires the BAZ 43 at the
3-4-6 in the stone building in DD7. The To Hit ehart on the back of the
BAZ 43 shows that at a range of 2 a final DR of 8 or less is needed for a
hit. The To Hit DRM are +3 TEM and +1 Hindrance in DD (grain is in
season) for a total of +4, so an original DR of 4 will hit the 3-4-6. A hit
is resolved on the 8 FP column with no DRM. An original TH DR of 2
would result in a CH, which would be resolved on the 16 FP column with
-3 TEM. Having used its SW, the 7-4-7 can then use its inherent FP to
attack the 3-4-7—or even the 3-4-6 again, since Mandatory Fire Group
does not apply to ordnance. If DD9 were a building hex, the 7-4-7 would
have to add +2 to its TH DR or instead suffer a Backblast attack on the
1 FP column using the colored die roll of the To Hit DR to determine the

result,

All BAZ tules apply to the PSK except that the
PSK attacks on the 12 column of the IFT and is
available from September 1943 on.

4.4.2 Backblast:

A BAZ or PSK may be fired from inside a
building under two conditions. The firer may
choose to use a +2 To Hit DRM penalty to pro-
tect against the attendant backblast of these
Weapons. The firer may insiead subject all the
occupants of the building hex to a backblast
attack on the one column of the IFT using only
the colored dr of that To Hit DR; no TEM
applies.

4.5 Light Mortars:

Mortars are classified as either a
Gun or a SW depending on size. Any
Mortar of a caliber size less than or
equal to 60mm is a light Mortar and is represent-
ed as a SWon a 1/2” counter. As a SW it has no
CA and can be fired by any squad/HS with no
detriment and with normal leadership To Hit
modification. Should a lone SMC fire a light
Mortar, it loses its ROF capability. Even though
a light Mortar is a SW it can use and lose Target
Acquisition as a Gun. See 6.9 for the general
rules for Ordnance Mortars.

5. ELR and Unit Distinctions

5.1 Experience Level Rating (ELR):

Each force in each scenario will be given a spe-
cific number of leaders, SW and Elite, 1* Line,
27 Line, Green, or Conscript squads or HS.
However, during the course of play, leaders and
MMC are subject to possible replacement by
poorer quality units. Each OB will list an ELR
for that group of units. This number represents
the maximum amount by which an unbroken unit
may fail any MC (after modification) without
being replaced by a lower quality unit, Should a
unit that cannot be replaced by a lower quality
unit fail a MC by more than its ELR, it suffers no
additional penalty.

If an unbroken unit fails a MC by more than its
ELR, it is immediately replaced by a broken unit
of the same size but one step lower in quality as
per the nationality chart on page 20. Crews and

MMC with underlined morale are not subject to
ELR.
5.2 Nationality Distinctions:

Units of different nationalities have different
capabilities. In this game these distinctions are
reflected on the MMC. Each major nationality
and its units and Weapons are reflected by a
common color distinct from those of other
nations. In some instances, minor nations are
generically represented by the same color.

5.3 Field Promotions:

Whenever a MMC rolls an original 2 DR for a
self-rally attempt or in a CC attack, it may create
a leader. The quality of the leader is based on a
dr on the Leader Creation table (using the morale
level of the unit at the time of the original 2 DR).
If more than one type of MMC made the CC
attack, use the best one to base the dr on.

5.4 Inexperienced MMC:

Green MMC not stacked with a Good Order
leader and all Conscript MMC suffer
Inexperienced penalties. They have 3 MF (not
4); they cower two columns (not one); their
Ordnance uses red TH#s; the B# or X# of a
Weapon they use is lowered by one and they suf-
fer a +1 ambush drm.

5.5 Captured Equipment:
Any Weapon that has been recovered by an

enemy unit may be used by its new owner sub-
ject to certain penalties. Its ROF is reduced by

one, the B#/X# are decreased by two, and all
attacks by captured Ordnance use Red TH#s and
add +2 to the To Hit DR.

1 6.0 Ordnance:

Any Weapon that must secure a
hit on a target using the To Hit
E process (3.2 4) before resolving the
effect of that hit on the IFT is Ordnance (Gun,
LATW, or SW). A Gun is a Weapon on a 5/8”
counter which usually fires as Ordnance. The
Ordnance Weapon's caliber (in mm) is shown on
the counter. If the Weapon caliber size is over-
scored, the Gun may not fire AP ammo. If the
caliber size is underscored, the Gun may not fire
HE ammo. If the scoring is accompanied by a
star, that ammo may be available in limited
quantities after a certain date (6.2).

6.1 Critical Hits (CH):

An original DR of 2 that secures a hit for a
LATW or on the Area Target Type is a Critical
Hit. On the Infantry Target Type Table, each Gun
has a Critical Hit possibility listed in parenthesis
next to the To Hit number (in red for red TH#s).
The Final DR must be less than or equal to this
number in order to achieve a Critical Hit. A
Critical Hit vs. an Infantry target is resolved on
the IFT with the attacking Weapon's standard HE
FP equivalent doubled (with no prior halving if
using the Area Target Type). Furthermore, any
positive TEM that the target would normally be
entitled to for TH or IFT purposes is reversed
and applies as a negative DRM to the IFT DR.
Air Burst, FFMO/FFNAM still apply as negative
DRM (if applicable) in addition to the effects of
the CH. A Critical Hit automatically destroys a
Gun and its manning Infantry,

Regardless of the number of targets in a loca-
tion hit by a Critical Hit, the special provisions
of a Critical Hit apply only to one randomly
determined target.

6.2 Special Ammo and Depletion Numbers:

Some Weapons have the possibility of Special
Ammo, as designated on the back of the counter
by a Special Ammo symbol followed by a
Depletion Number, If the Depletion Number has
a superscripted date (e.g., 4 = 1944, J4+E = June

Critical Hit Example:

The American 105mm in WR6 fires at the two German squads in wS8
on the Infantry Target Type. Since it is 1943, red To Hit #s would apply
for an American Gun, but at range 2 on the Infantry Target Type there is
only the black To Hit # of 9. DRM of +3 TEM for the Stone Building and
-2 for the Acquired Target counter apply, The American rolls a 3 and
adds the modifiers for a final TH DR of a 4, equaling the 4 in parenthe-
ses after the To Hit # of 9 and achieving a Critical Hit (CH). One 4-6-7
is randomly chosen to receive the Critical Hit, while the other squad suf-
fers a normal 105mm attack. The American rolls for an effect on the [FT
with the same DR applying to both squads, The normal hit uses the 20FP
column with no DRM; the CH uses the 36 FP column (double 20) with
a -3 DRM (reversed TEM), If the range had instead been 7, the red To
Hit #s would apply. The American would need a final To Hit DR of 6 for
a hit at range 7 and would need a final DR of 2 for a CH.



1944 in Europe), then such possibility is date
dependant. An attempt to fire Special Ammo
must be announced prior to making the TH DR.
If the original TH DR is less than the Depletion
Number, the Gun has that Special Ammo, uses it
to resolve any hit from that DR, and may ftry for
that Special Ammo again when firing. If the
original TH DR equals the Depletion Number,
the Weapon has that Special Ammo for that shot
only, uses it to resolve any hit from that DR, but
may not try for that Special Ammo again. If the
original TH DR is higher than the Depletion
Numiber, the Gun never had that Special Ammo
and has not fired. If the TH DR results in a mal-
function, however, the Weapon has fired and is
malfunctioned and out of that Special Ammo.
Annotate depletion on a side record.

AP: (Armor Piercing): Guns less than 37mm
in size firing AP use the | FP column on the
IFT. Guns greater than or equal to 37mm
firing AP use the 2 FP column; AP ammo
does not leave any Residual FP.

HE: (High Explosive): standard anti-person-
nel ammao.

HEAT: (High Explosive. Anti-Tank): HEAT
can only be used against targets in buildings
or against Guns and it attacks on the IFT
column one lower than normal for HE.
LATW show their FP on the counter.

s (Smoke): Ordnance Smoke (1.2.5) ona 5/8”
counter is placed at the start of the PFPh or
DFPh by securing a hit on the Area Target
Type. If done in the PFPh place a +3 Smoke
counter; if done in the DFPh, place a +2
Dispersed Smoke counter. Once the firer
has fired anything other than Smoke during
that PFPh/DFPh no more Smoke may be
fired in that phase.

WP (White Phosphorous): WP
may only be fired on the Area
Target Type and at the start of the
PFPh or the DFPh or as Defensive
First Fire. A unit hit with WP must
take a NMC. with the TEM subtracted from the
NMC DR: Mortar Air Bursts from WP add a +1
to the DR. A WP CH adds the positive TEM to
the DR. Treat WP as Ordnance Smoke. except
that full WP is a +2 counter and Dispersed WP is
a +1 counter.

6.3 Emplacement:

Any Gun that has not been moved during the
scenario is emplaced unless set up on a paved
road. If emplaced, a Gun and its manning crew
are entitled to a +2 Emplacement TEM. This
Emplacement TEM cannot be used in conjunc-
tion with any other TEM or Gunshield DRM
(6.6) (the owner may choose one or the other but
not both) nor may it be used if the Gun is
manned by a non-crew unit. If a Gun moves it
loses its emplaced status,

6.4 Hidden Initial Placement (HIP):

An emplaced Gun and its crew may always set
up using Hidden Initial Placement (HIP) unless

Emplacement and Manhandling Example:

The 57mm AT Gun in xD6 manned by the 2-2-7 crew started the sce- |
nario emplaced and HIP; it would be neither emplaced nor HIP if it
were manned by a non-crew. Because it is in an Open Ground/unpaved
Road hex, it lost HIP as soon as a Good Order enemy unit within 16
hexes had LOS to it. Because it is emplaced it receives a +2 TEM to all
attacks. Thus any ordnance shot would add 42 to the TH DR. If hit by
ordnance, an original IFT DR resulting in a KIA eliminates the crew and
Gun (or if a K, eliminates the crew and malfunctions the Gun). If the
original IFT DR is not an original KIA or K, and if the hit occurs
through the Gun’s CA, the crew adds the +2 Gunshield modifier (avail-

able to AT Guns) to the IFT DR.

The American player wants to move the Gun, crew, and the 8-1 leader
to D5, so rather than fire in PFPh he attempts to manhandle the Gun in
the MPh (losing HIP now if it hadn't previously); if successful this will
cost 4 MF (double the normal cost), The manhandling number i 10 as
shown on the counter. The applicable DRM (listed on the QRDC) are

1T

+1 for the TEM and +4 for MF cost and -1 for the leader for a total of /

+4. If the American rolls a 5 or lower, the Gun, crew. and leader move
to D3, and he may try to manhandle the Gun again this turn. If he rolls

a 6 (for a final DR of 10). he moves the Gun and units to D5 and stops. In both cases the American can change
the Gun's CA. If he rolls a 7 or more, he cannot move this turn nor change its CA. Having rolled less than a 6
and moved to D3 he can attiempt to manhandle the Gun again into D4 for a cost of 2 more MF. He still needs
a final DR less than 11 to get there, but the DRM are +2 for MF and -1 for leadership for a total of +1. If instead
of originally moving to D3 he wanted to move to C6 that would cost 2MF and incur DRM of +2 for MF, +1
for TEM, -1 for leadership, and -2 for crossing a road hexside for a total of 0. If a squad possessed the Gun
instead of the crew there would be an additional -1 DRM, If an extra squad were part of the manhandling stack
there would be an additional -2 DRM. In all cases, any attack against the manhandling stack would receive the
-2 Hazardous Movement DRM and no Gunshield DRM. In all cases, none of the manhandling units could fire

in AFPh or advance in the APh.

Having moved, the Gun is no longer emplaced. Any Small Arms, MG, or DC attack through the CA will
receive the +2 Gunshield DRM available to AT Guns, as will any IFT DR after an ordnance hit through the CA

that does not result in an original KIA or K.

on a paved road. The Gun owner records the
Gun’s location and CA during set up. The Gun
and crew counters are then placed to the side and
not placed on board until the Gun loses HIP. A
HIP Gun in Open Ground or unpaved road loses
HIP when a Good Order enemy unit within 16
hexes has LOS to the Gun,

A Gun that fires, changes CA, or attempts to
move or whose crew moves loses HIP. In addi-
tion, if an enemy unit attempts to enter a hex that
contains a HIP Gun, the enemy unit is returned to
its prior hex, its movement ends. and the Gun
loses HIP.

An attack against a HIP Gun is resolved as
Area Fire with half FP on the IFT or for
Ordnance by adding a +2 DRM. Any TEM or
Gunshield benefit is applied. If the attack results
in an effect, the Gun loses HIP and the attack is
resolved.

6.5 Gun Movement:

A QSU Gun (1.2.6) may be manhandled during
the game into a new location. Each Gun has a
manhandling number in the upper right hand cor-
ner that begins with an *M’. To move it to a new
location in the MPh, the owner must roll less
than or equal to the manhandling number modi-
fied by the appropriate DRM found on the play-
er aid sheet. The MF cost to manhandle a Gun is
double the normal MF for the terrain type
entered. A manhandling unit cannot use Assault
Movement nor carry any PP. Double Time can be
used but road bonus cannot. If the final manhan-
dling DR is less than the manhandling number,
the Gun has been successfully moved to the new

location and if the manhandling unit(s) have
enough remaining MF, they may continue to
attempt to manhandle the Gun to another hex. If
the final manhandling DR is equal to the man-
handling number, the Gun and those pushing it
can enter the new hex but may not move any far-
ther that turn. If the final manhandling DR is
greater than the manhandling number, neither the
Gun nor those pushing it may move that turn. A
Gun may not move in the APh nor can any unit
that attempted to manhandle a Gun that turn. A
Gun or unit that attempts to move via manhan-
dling may not fire in the AFPh. Manhandling is
Hazardous Movement and any unit involved in
manhandling a Gun receives a -2 DRM to any
fire attack directed at it that Player Turn regard-
less of fire phase until it is pinned. Neither
FEMO nor FFNAM apply to Hazardous
Movement. Non-QSU Guns (i.e., Guns that must
be unlimbered to fire: 1.2.6) cannot move during
the course of an ASLSK scenario.

6.6 Gunshield:

All AT and INF Guns have a gunshield to help
protect their crews. The gunshield protects its
Good Order manning crew (only) from most
attacks that originate through the Gun’s Covered
Arc. Infantry manhandling a Gun may not bene-
fit from a gunshield. The manning crew protect-
ed by a gunshield may add +2 to the IFT DR (+1
vs. Mortar fire; 0 vs. FT), The gunshield DRM is
never cumulative with other TEM (including
Emplacement) but can modify an IFT DR after
TEM has been used to modify a To Hit DR. The
gunshield DRM never applies to a Direct Hit
(6.7).
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6.7 Guns as Targets:

The color of the M# (6.5) indicates the Gun’s
target size. If the M# is printed on a white circu-
lar background, the Gun is a small target. If it is
printed in red, the Gun is a large target. A CH
automatically destroys both the Gun and its man-
ning Infantry. Once a hit (other than a CH) is
achieved on a Gun via the To Hit process, the
firer rolls on the IFT to determine the effect on
the Gun and the crew. If the final DR (prior to
any gunshield DRM) results in a KIA the Gun is
destroyed along with its manning Infantry. A K
result causes the Gun to become malfunctioned
and causes Casualty Reduction to the manning
Infantry. These results are considered Direct
Hits. If the IFT DR does not result in a Direct
Hit, then the result is considered a Near Miss and
any applicable gunshield TEM is applied to the
same DR to determine the effect on the manning
Infantry.

6.8 Infantry Firepower Equivalent (IFE):

Any single number appearing in parenthesis
beside a Gun's caliber size is that Gun’s IFE. Not
all Guns have this option. The IFE is used direct-
ly on the IFT without using the To Hit process, as
if the Gun were a MG. A Gun using IFE has its
ROF lowered by one and may not form a FG
with other units, nor use, gain, or retain any form
of Target Acquisition. IFE has a normal range of
16 hexes, is not considered Ordnance, and is not
subject to Cowering, Like a MG, an IFE Gun
may use Subsequent First Fire and Final
Protective Fire in the MPh, and if marked with a
First Fire counter in DFPh may fire at an adja-
cent unit, all at half fire and with its B# lowered
by 2 and suffering permanent removal on an
original IFT DR of 12.

6.9 Mortars:

Mortars are classified
| as either a Gun (5/8”

1 AN M counter) or SW (1/2"
counter). Monars with a caliber greater than
60mm are Guns. Mortars must use the Area
Target Type, but do not give up ROF by doing
s0. Mortars may not fire at targets closer than the
minimum range or farther than the maximum
range. Those ranges are printed in brackets
underneath their ROF box. Any original DR of 2
that secures a hit for a Mortar is a Critical Hit
(6.1).

6.10 Target Acquisition:

When a Gun makes a To Hit DR
using the Infantry Target Type it may
place a 1/2" -1 Acquired Target
counter on its target (or flip a —| counter to the
—2 side). This Acquired Target counter applies as
a TH DRM for subsequent shots by that
Ordnance. A target can be acquired by more than
one Weapon but never more than at the -2 level.
The target remains acquired until the Ordnance
or its manning Infantry leaves its present loca-
tion, changes CA without firing, attacks a differ-
ent target, malfunctions, fires Smoke, or uses
IFE, or until its manning Infantry is eliminated,
is not in Good Order, no longer possess the

Ordnance, fires its inherent FP, or uses
Interdiction. or until the target leaves the LOS
after entering a new hex. However, in this last
case, the last hex the target was in prior to leav-
ing the LOS will retain the acquisition. If anoth-
er enemy unil enters that hex, it then receives the
acquisition, Change the 1/27 Acquired Target
counter to a 5/8" counter if the Gun later fires at
the target using the Area Target Type.

If a stack of acquired units scatter and enter dif-
ferent hexes the firer may retaina 1/27 Acquired
Target counter on his choice of one of the previ-
ously Acquired Targets. [f an Acquired Target
appears to leave the LOS of the Gun, a free LOS
check may be made. If the LOS check reveals
that there is no LOS to that hex, the 1/27
Acquisition Counter is returned to the last hex to
which the Gun had LOS.

6.11 Area Acquisition:

Acquisition gained while using
Area Target Type is marked by
using the 5/8" Acquired Target
couuter All principles of 1/2” acquisition apply
except that the acquisition belongs to the hex
rather than the target. A 5/8” 4acqlﬁsiticm cannot
track a target: the firer would have to reacquire
the target in the new hex it moves into, Mortars
always utilize Area Acquisition. Smoke may take
advantage of Area acquisition if firing at a hex
that has been acquired, but, Smoke shots do not
gain acquisition and once taken lose whatever
acquisition there may have been. Change the
5/8" Acquired Target counter to a 1/2” counter if
the Gun later fires at the hex using the Infantry
Target Type.

6.12 Ordnance Breakdown:

A Gun or SW Mortar with no B# shown has an
inherent B# of 12. If the original To Hit DR is
greater than or equal to its B#, that Gun/SW is
malfunctioned. A Gun fired by a squad or HS has
its B# lowered by 2, as does a captured Gun or a
Gun using Intensive Fire (or IFE if already
marked as First Fire) while a Weapon fired by an
Inexperienced MMC has its B# lowered by 1. In
either case, an original To Hit (or [FT) DR of 12
results in its permanent removal. If a QSU Gun
or SW Mortar malfunctions, flip the counter to
its back; place a Malfunction counter for a non-
limbered Gun that malfunctions. Guns and SW
Mortars repair on a dr of “1” and both are per-
manently removed on 4 dr of “6.”

CHAPTER H
ORDNANCE NOTES

In addition to providing important details on how
specific weapons function within the ASL system, the
Vehicle and Ordnance Notes in Chapter H of the ASL
Rulebook are widely renowned as one of the best sin-
gle sources of information on the guns and vehicles
that saw combat in World War 1I. The ASL Notes for
the ordnance that appear in ASLSK #2 are being
included here in their entirety, even though parts of the
Notes refer to ASL rules that do not apply in ASLSK
#2. Rarity Factors (RF) and Basic Point Values (BPV)
for Guns are provided for ASL designers in producing

their own scenarios. (SW are not assigned these values,
but are instead allocated based on the number of squad
equivalents.) Rarity Factors range from .9 (most com-
mon) to 1.6 (most rare). BPV can help gauge the rela-
tive value of units; for the guns included here, they
range from a low of 25 to a high of 55. For comparison
sake. a German 5-4-8 squad has a BPV of 13 and a
German Conscript HS has a BPV of 2,

7 M1 57mm AT: By 1941 the Army had
realized that its 37mm AT gun was rap-
| idly becoming obsolete. Since it might
| take several years to design and devel-
"= | op a new gun, the British 6-pounder
was Lopled with minor alterations made for American
preferences and production methods. Some 16,000 of
the M1 were built, and from mid 1943 it gradually
replaced the 37mm M3A1 in the ETO. In mid 1943 tha
Army also reorganized its infantry divisions; subse-
quently the 57mm could be found in the division’s HQ
company, as well as in the infantry battalion HQ com-
pany's AT platoon and the infantry regiment’s AT com-
pany (first appearing in the latter company, and only
later in the battalion AT platoon). Each armored
infantry company had one platoon (towed by M2 half-
tracks), as did the armored division’s HQ company. In
an airborne division AT guns were found in the gilder
infantry regiment, the glider infantry battalions (in
1945}, the airborne AA battalion, and the artillery bat-
talions which were often towed by Jeeps. Unlike most
British, Soviet, and German divisions, a U.S. Army
division had no organic AT battalion—divisional AT
assets being in the form of one or more attached TD
battalions. Exceptions to this were the 10th Mountain
Division in Italy with its AT battalion of 18 57mm
guns, and the airborne divisions which had a combined
AA/AT battalion.

7 HE with a depletion number of “7". and APDS with
a depletion number of “4”, are available in the ETO as
of June 1944, HE7 becomes available in the PTO in
1945. These restrictions are signified on the counter by
the superseripts “J” for June and “E" for ETO.

1 Dates for use in the ETO and PTO are 7/43-5/45 and
44-45 respectively. Decrease ETO RF by .1 for each
two-month period after 8/43, until 1.0 is reached in
1/44. PTORF is 1.2, BPV is 33.

1 M2A1 105mm ART: As the standard
| divisional light artillery piece, the
M2A1 was used in the field artillery
~ | battalions of Marine, cavalry and
_ | infantry divisions, and also in nondivi-
sional field artillery battalions. A batlery consisted of
four howitzers, each towed by a 2 1/2 ton truck. 8.536
were built by the end of the war. 13 different types of
ammunition were developed for it. The M2A1 was an
excellent howitzer and in varions modified forms is
still in service with over forty countries, including the
U.S., where it is designated as M101A1.

i ETO dates and RF are 11/42-5/45 and 1.0. PTO dates
are 8/42-45, with RF of 1.2 for 8-10/42 and 1.0 there-
after. BPV is 34.

2= M1 155 ART: Production of the M1

| was slow in getting underway; by the
" | end of 1942 only 33 had been complet-
| ed. 4,035 were eventually built during
_| the war, during which time it gained
reputation Iﬂr both reliability and accuracy. Slightly
modified after the war, it is still used in almost 30
countries, including the U.S. where it is designated as
the MI14Al. The 155mm howitzer was most com-
monly used as a companion piece to the 105mm how-
itzer in divisional artillery, with one 155mm medium
field artillery battalion (three batteries of four how-
itzers each) per infantry division. “One-five-fives™ also




equipped nondivisional medium artillery battalions.
Marine divisions were authorized a battalion of
155mm howitzers in May 1945.

T Dates for use other than the PTO are 7/43-5/45; RF
for such use is 1.5 through 8/43, 1.4 for 9-10/43, and
1.2 thereafter. PTO dates and RF are 44-45 and 1.3
[EXC: for use with the Marines they are 2-6/45 and
1.5]. BPV is 40.

M1 81lmm MTR: This weapon, a
copy of the classic French Brandt
81mm mortar, was the standard battal-
ion mortar in LS. service. It fired both
light (7-1b.) and heavy (10 3/4 1b.) HE
bombs, as well as WP. About 30,000 were made dur-
ing the war. Tts primary use was in the heavy weapons
company of the infantry battalion, whose mortar pla-
toon contained three sections of two mortars each.
(Parachute mortar platoons had only two sections—
and airborne Blmm mortar platoons were located in
the infantry battalions’s HQ company.) A mechanized
cavalry recon squadron had three 81mm mortars, as
did a TD battalion (SP). The weapons company of a
Marine battalion contained a platoon of four 81mm
mortars until April 1944 (after which date the platoon
was moved to the battalion’s HQ company), while the
HQ company of a Marine Raider company had eight.

RF is 1.1 for 41-45. BPV is 29.

] M2 60mm MTR: This light mortar was a
license built version of the French Brandt
2| 60mm mortar, and was adopted by the

| U.S. Army in 1940. About 75,000 were
made. An Army rifle company had three in the mortar
section of its weapons platoon. A mechanized cavalry
recon troop had nine (three per platoon; see U.S.
Vehicle Note 54). Each armored infantry platoon had
one (see U.S. Vehicle Notes 28 and 29). Each para-
chute infantry platoon had one. as did each glider
infantry platoon until 8/44. The glider infantry compa-
ny also had 2-4 more (depending on the date) in its
weapons platoon. A Marine rifle company had two
(officially increased to three in April 1943 —although
many companies apparently did not receive the third
one until much later). In May 1944 four were also
authorized in each Marine infantry battalion HQ com-
pany. A Marine Raider company had three 60mm mor-
tars,

+ The M2 had a longer range than most light mortars
because its primary role was not a “direct support”
weapon for the platoon/company, but rather as the
company's on-call “OBA". Therefore, for every three
M2 mortars the U.S. player receives in his OB, he may
exchange those three for a radio (or field phone) and a
4 FP OBA battery that can fire only HE (and WP in
1945) Concentrations/IR. This battery receives the -2
Radio Contact Maintenance DRM of C1.22, and uses
the standard U.S. Battery Access draw pile [EXC: if the
US. foree is suffering from Ammo Shertage, this bat-
tery has Scarce Ammoj. When used as OBA, the M2 is
treated as having a maximum range of 40 hexes. which
is counted from the enter road hex of the U.S. player’s
Friendly Board Edge (ie., as per B11.42). An
AR/SR/FFE counter of this OBA cannot be placed/
Corrected beyond this range of 40 hexes, and any
direction/extent of error dr that would place such a
counter beyond this range is void and must be rerolled.
If the U.S. force has no Friendly Board Edge, this OBA
option cannot be used.

7 7.5cm PaK 40 AT: The next planned
generation of AT guns after the PaK 38.
In fact, the PaK 40 was really a scaled-
I| up version of the PaK 38 and looked
_ | very similar to it (except for being larg-
er, ut course). Design work on the PaK 40 began in

1939, but Operation Barbarossa and the discovery of
the T-34 and KV found it still in the pre-production
state. Once its manufacture began however, it did not
cease until 1945. In action the PaK 40 was an excellent
AT gun—its only drawback being its weight, which
made it difficult to manhandle. The PaK 40 eventually
became the standard equipment of AT battalions; it was
mounted on many TD and was also the basis of the
long-barrelled 7.5cm gun used in the PzKpfw IV and
StuG III. Some were even issued as field guns,
although in this mode they were hindered by their lim-
ited elevation.

RF are 1.5 for 1/42-3/42; 1.4 for 4/42-7/42; 1.3 for
8/42-11/42; 12 for 12/42-3/43; and 1.1 for 4/43-45.
Not used in North Africa prior to 11/42. BPV is 43.

= 2em FlaK 38 AA: The FlaK 30 was
| | redesipned by Mauser to correct its
deficiencies and as the FlaK 38 it
became the standard German light AA
cun for the duration of the war
(although it never entirely replaced the older model). Tt
was also used in a variety of reconnaissance vehicles.
Use of the single-barrelled 2em FlaK gun in the AA
role began to diminish in early 1944 due to its decreas-
ing ability to deal with the faster and more heavily
armored allied ground attack aircraft. In March 1944
there were 19,692 FlaK 30 and 38 guns in service with
the Luftwaffe, while an undetermined number were
being used by the army.

RF is 1.0 for 39-45, BPV is 32.

= 3.7em FlaK 36 o. 37 AA: Another
standard light AA gun. In its towed ver-
sion it does not seem to have often
been included in the Army’s divisional
| establishments. Apparently most were
used in FlaK divisions and independent FlaK regi-
ments and battalions. A 3.7cm FlaK platoon consisted
of three guns, with three platoons forming a battery.
The main difference between the FlaK 36 and 37 was
the type of sights used.

This special HEAT round was known as the
Stielgranate 41. It consisted of an egg-shaped hollow-
charge warhead, to the rear of which was attached a rod
inside a finned and perforated sleeve. The round was
muzzle-loaded; 1 e,, the loader inserted the rod into the
muzzle end of the gun-barrel (with the finned sleeve
sliding down over the outside of the barrel), and a spe-
cial blank cartridge was loaded into the breech to fire
it. The fin-stabilized projectile had a muzzle velocity
of 110 m/sec (361 fi/sec) and a maximum range of
about 364m (400 yds).

H#[9] has a Basic To Hit number of 11. Each hex of
range decreases this number by one. Its maximum
range is 9 hexes. All Firer/Target-based To Hit DRM
apply normally. It may only be fired at a vehicle. or at
those target types allowed to HEAT (C8.31). The gun’s
ROF is lowered by one if it successfully fired the
Stielgr 41 (i.e.. it can continue to fire in that phase if its
To Hit colored die for that shot was a | or a 2 rather
than 1-3).

RF is 1.3 for 39-45. BPV is 36.

8.8cm FlaK 18 0. 36 AA: The “88",
probably the most famous gun of
WW2. was designed by a team of
Krupp engineers working clandestinely

i in Sweden. It was an excellent design
and quickly became the mainstay of the Luftwaffe
heavy AA defenses. The differences between the Flak
18 and 36 were minor; many of their parts were inter-
changeable. During the Spanish Civil War its useful-
ness against ground targets was noted, and appropriate
ammunition was developed for this role. The 88's last-
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ing fame (or notoriety) came with its use in North
Africa, where it easily destroyed the previously invul-
nerable Matildas at over 2000m. It came to be so feared
in the desert that British crewmen were said to some-
times abandon their tank even if an 8R's first shot
missed them—for they know it rarely missed with a
second. Nor did its reputation ever diminish. One rea-
son for this was that at the end of the war an 88 could
still frontally penetrate any U.S. or British tank, save
perhaps the Sherman Jumbo. Another reason was that
so many 88's were built; for instance, in August 1944
the Luftwaffe alone had 10,704 in service—and this
number does not include those used in Army FlaK bat-
talions. These facts alone make it easy to understand
why they made such a powerful impression on those
who had to face them. An 88 platoon consisted of four
guns, usually towed by SdKfz 7.

RF is 1.2 for 39-45, BPV is 55.

7 8em GrW 34 MTR: A conventional
| medium mortar whose actual caliber
| was 81 4mm. It was the standard bat-
talion support weapon, with six being
issued to the machinegun company of
each; Ihcse in turn were often distributed two per com-
pany within the battalion. In a foot infantry unit the
mortar was hand-carried when in action, but for long
moves was carried in a horsecart. One interesting type
of ammunition fired by the GrW 34 was the “bouncing
bomb™, which rebounded in the air when it struck the
ground: the at a height of 15-50 feet it exploded with
an enhanced fragmentation effect. This round usually
worked well if it struck hard ground but functioned
poorly (if at all} when the ground was soft, so in 1942-
43 it was withdrawn. Later in the war the GrW 34 was
supplemented by a lightened, shorter-range version
called the kz GrW 42. This variant had been intended
for use in airborne units but eventually saw more gen-
eral issue, often being used in infantry companies.

.9 in 1943 and thereafter. BPV is

RF is 1.1 for 39-42;
30.

Scm leGrW 36 MTR: The standard
German light mortar was issued on the
scale of three per rifle company; these
| were often distributed individually to the
compsmy *s platoons. It was rather complex for such a
small weapon and, being little more than a glorified
grenade launcher (like all such small caliber mortars)
with insufficient range and punch, it was mostly rele-
gated to second-line and reserve umits after 1942, Tts
nickname was the Bulettenschmeisser (meatball
thrower).

] OML 2-in. MTR: The “Ordnance,
Muzzle Loading, 2-in. Mortar” was
derived from a Spanish design. The
threatening international situation forced
it into production in 1938 after only a minimum of
testing. but nonetheless it performed well throughout
WW?2. Its short range was a drawback, but one at least
partially offset by its ability to fire smoke. and later,
IR. One 2-in. mortar was allatted to the HQ of each
infantry (including parachute and airlanding) platoon.
each motor platoon, each assault troop in an infantry
recce squadron, and each support troop in an AC
squadron. In the latter half of 1943, each gun troop in
an AT regiment was authorized two 2-in. mortars
(those in a 17pdr troop, whether SP or towed, were
carried in trucks: see also British Vehicle Note 66).
There were 14 variations of the 2-in. mortar, the most
noteworthy being the Airborne version which was
lighter and had a shorter barrel; it was issued to para-
chute infantry,
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7| OML 3-in. MTR: The Stokes 3-in.

trench mortar which entered service in
~| 1917 was the forerunner of the modern
6] | infantry mortar. By 1939 the Mk II ver-
| sion was in widespread service, but
lacked range compared to its Axis
counterparts. Improved ammunition and, later,
improvements to the mortar itself partially redressed
this problem. In 1940 an infantry battalion contained
only two 3-in. mortars, but in 1941 this was increased
to platoon of six. Also in 1941 two were added to the
infantry’s division recce battalion, and in 1942 this too
was increased to a platoon of six. Some motor battal-
ions began the war with two 3-in. mortars per compa-
ny. but others apparently had none until 1942. An air-
landing (glider) battalion in 1944 had a platoon of four
3-in. mortars, plus two more 3-in, in each of the battal-
ion’s four companies; at the start of 1945 all were
placed at battalion level in three four-mortar platoons.
In India/Burma the 3-in. saw even more widespread
service: Light Mountain, and Jungle Field, artillery
regiments were given a battery of sixteen 3-in. in 1943,
and in 1944 AT and AA/AT regiments also received
them. In Burma, each Chindit company was authorized
two 3-in. mortars.

T The mortar’s Range is 6-36 initially, but changes to
3-63 in September 1942 as signified by “[3-63]°**" on
the counter.

T Dates and RF for non-PTO use are 4/40-3/41 (1.3),4-
10/41 (1.2) [EXC: 13 for 5/41 use on Crere], and
11/41-5/45 (1.1). For PTO use they are 12/41-10/42
(1.3), 11/42-11/43 (1.1), 12/43-10/44 (1.0), and 11/44-
45(.9). BPV is 25.

=1 OQF 40mm Bofors AA: The British
| adopted the Bofors gun in 1938, and
| purchased quantities from Sweden (its
country of origin), Poland, Hungary
and Belgium. By 1941, British facto-
ries were turning them out in quantity,
and both Canada and Australia produced them as well.
Bofors equipped light AA regiments in all theaters
throughout the war. A troop initially comprised four
guns, but by 1943 it had been enlarged to six. The
Bofors gun is still employed in well over a dozen
armies.
T Dates and RF for ETO use are 4/40 (1.5), 5-6/40 (1.3)
JEXC: 14 in Norway], 4-5/41 (13), and 7/43-5/45
(1.2). For Africa they are 6/40-4/41 (1.3), 5-10/41
(1.2). and 11/41-5/43 (1.1) [EXC: 13 for use in
Madagascar]. For the PTO they are 12/41-2/42 (1.4),
3-6/42 (1.6), 7-8/42 (1.5), 9-10/42 (1.4), and 11/42-45
(1.3). BPV is 40,

45mm PTP obr. 32 AT: Basically the
37mm PTP 30 with a 45mm barrel sub-
stituted. At the time of its introduction
it was the most powerful purpose built
AT gun in the world and, along with its
successor the Model 37, formed the
mainstay of the Red Army’s AT defenses through the
first half of WW2. A light AT gun platoon consisted of
two guns; a battery could contain either two or three
platoons; and a battalion contained six platoons.

RF is 1.0 for 39-45. BPV is 29.

76.2mm PTP obr. 39 ART: Also
called the 76-39, this Soviet field gun
also had a designed anti-tank capabili-
ty. It was intended as a replacement for
the 76-36 since it was lighter and thus
easier to manhandle. The game piece
represents the later P obr 42 (76-42), which had a new
carriage and a muzzle brake. These two models
became the standard Soviet light artillery/medium AT
guns for the duration of the war, with four constituting
a battery. They also remained in use for many years
after the war, and indeed are still in service with some
armies. The high velocity 76mm gun was called the

“crash-boom™ by the Germans. due to its supersonic
shell exploding on the target before the defenders
could hear the sound of the gun firing. Any gun whose
shell traveled faster than the speed of sound could actu-
ally be called a crash-boom, but this nickname was
applied primarily to the 76mm types since they were so
commonly encountered.

T RF is 1.2 for 39-42 and .9 for 43-45. BPV is 35.

82mm BM obr. 37 MTR: A slightly
redesigned copy of the French Brandt
medium mortar. It was used primarily
for support at the battalion level. The
later versions (BM 41 and 43) had
wheels, thus obviating the need to dis-
assemble the mortar for long hauls: therefore, after
1941 this mortar can be fired once in the same phase
either prior to becoming dm or after reverting to non-
dm status.

T RF is 1,1 prior for 39-41; 1.3 in 1942; and .9 for 43-
45. BPV is 28.
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ASL Starter Kit Quick-Reference Data Card (QRDC)

IFT DRM
Backblast INFANTRY FIRE TABLE (IFT) by CX firer ............ S |
dr FEMO/FFNAM; cach . S e SR G )
DR/FP| 1/20 2/30 4/37 6/50 8/60 12/70 | 16/80 | 20/100 | 24/120 | 30/150 |36/200+| FP/DR Hindrance; each ( FFMO \IA) s 4l
< 0 | IKIA | 2KIA | 2KIA | 3KIA | 3KIA | 3KIA | 4KIA | 4KIA | 5KIA [ 6KIA [ 7KIA | <0 Eﬁfiﬁ;ﬁgﬁg s e
1 K/l | 1KIA | IKIA | 2KIA | 2KIA | 2KIA | 3KIA | 3KIA | 4KIA | SKIA | 6KIA I Hiszardons Mevenient (Viankandling Ghn). . SR
2 IMC | K/ K/2 | 1IKIA | 1KIA | IKIA | 2KIA | 2KIA | 3KIA | 4KIA | S5KIA 2 Defender’s Terrain Effect Modifier (TEM) /. EXC: FT NA j
3 IMC IMC | 2MC K/2 K2 K/3 IKIA | 1KIA | 2KIA | 3KIA | 4KIA 3 * OG/Road/Woods-Road (on road) (FFMO may appiy) ke 40
_ _ o _ ] * Grain/Orchard (Hindrance; +1 per hex) ..
4 | NMC | IMC | IMC | 2MC | 2MC | 3MC | K/3 | K/i4 | 1KIA | 2KIA | 3KIA 4 * Height Advantage [EXC: MTR NA]J .........
5 PTC | NMC | IMC | 1IMC | 2MC | 2MC | 3MC | 4MC K/4 1KIA | 2KIA 5 * Woods (-1 Airburst) ........eseesmsesrssessnsesee
6 = PTC NMC IMC | IMC | 2MC | 2MC 3MC | 4MC KA 1KIA 6 : ;\lfzszcgug;;lnd;nér(gr;}wn]
7l — — PTC | NMC | IMC | IMC | 2MC | 2MC | 3MC | 4MC K/4 7
8 Al L] e - PTC NMC IMC IMC | 2MC 2IMIC IMC AMC q  applies to IFT DR after hit on Area Target Type
9 - - — - PTC | NMC | IMC | IMC | 2MC | 2MC | 3MC 9
= : IFT FP MODIFIERS
10 — — — — m PTC | NMC | IMC | IMC | 2MC | 2MC 10
11 = . — = = — PTC | NMC | 1MC IMC | 2MC 11 AT PGS CACH st iz m i s R R e T
12 o il I i = I — [ PTC | NMC | IMC | IMC | 12 * By Pinned Firer
B =1 ==l =]=1 =1 = | = |»c|~ue|iec| 3 ot e
PTC * Long Range Fire
i L g s = i = i = BMa Lo * Firer marked with First/Final Fire Counter
25 |1 = = = = = = = = == = | e [ =5 . .
Assault Fire (AFPh) [EXC: No Long Range Fire] ............... FRU & +1
#KIA: As many targets as the number indicated (#) are eliminated (randomly determined); all remaining target units are automatically broken . | Cowering .................... one (Inexperienced: two) column shifts to left
or suffer casvalty reduction (see K/# below) if already broken; mark all broken target units with DM, Point Blank Fire (PBF) vs Adjacent hex [EXC: FTNAJ cooooovvvvvirrs X 2
K/#:  One unit suffers casualty reduction and all other target units (including any just reduced HS) must take a morale check (MC) adding the
indicated number (#) to the MC DR. Which of multiple targets suffers casualty reduction is randomly determined. Casualty reduction .
eliminates a HS, reduces a squad to a HS, and wounds a SMC. Mark all broken target units with DM. WOUNDS SEQUENCE OF PLAY
NMC: Each target unit must attempt to pass a Normal Morale Check (NMC) by making a DR less than or equal to the unit’s morale level. The :
best leader in a hex must check first. Units that fail are broken and inverted and have a DM counter placed on them. A unit that rolls an Casualty Reduction result on a SMC 1 Halle F ase {RPhl_.{l‘,
original 12 on a MC suffers casualty reduction in addition to breaking. An already broken unit that fails a MC suffers casualty reduc- dr Effect 32 Prep Fire Pll]j:c‘( MF.'S‘
tion: an already broken unit that rolls an original 12 on a MC is eliminated. An unbroken unit that fails a MC by more than its ELR (see — — : . ' a3 Movcmcnfh 5 ‘( 7 G
5.1) might be replaced by a lesser quality unit. Mark all broken target units with DM. 14 Wounded; place wound marker 33.1 Def.cn.st:{c First Fire
s i e — 3 = 3.4 Defensive Fire Phase (DFPh)
#MC: The number before the MC is a positive DRM that must be added to the MC. 5-7 El|m_mate(.:l: possible LLMC if 3.5 Advancing Fire Phase (AFPh)
PTC: Each target unit must attempt to pass a Pin Task Check (PTC) by making a DR less than or equal to the unit’s morale level. The best stacked with MMC 3.6 Rout Phase (RtPh)
leader in a hex must check first. Units that fail are pinned and have a Pin counter placed on them. Broken target units may possibly be t deencitaliead ded 3.7 Advance Phase (APh)
marked with DM. il el Lo, 3.8 Close Combat Phase (CCPh)
‘—":  No effect other than possibly marking broken target units with DM,
AMBUSH
CLOSE COMBAT TABLE (CCT) when Advancing into CC in woods/building hex
< enemy dr by at least 3
Odds Ratio: <1-8 1-8 1-6 1-4 1-2 1-1 3-2 2-1 3-1 4-1 6-1 8-1 10-1 >10-1
== _ drm  Cause
Kill Number: 0 1 2 3 4 i 6 = 8 9 1RGN | | A 41 Inexperienced
CC FP or DR Modifiers: +1 Pinned
by/vs Ambush (NA during Melee) .... -1 / +1 by Pinned Unit ........... X ' )4 2, OO . - | 0 | | €%
vs. Broken Unit ........... . -2 Leadership (if not alone) ........... +/- x W Leadership if not alone




ASL Starter Kit Quick-Reference Data Card (QRDC)

Terrain Effects Chart

Terrain Type MF Costs TEM Hindrance Rally Bonus Notes
Open Ground 1 +0 No No
Orchard | +0 +1/hex* No Inherent Terrain, fire along hexside still hindered; * in-season obstacle to different level LOS
Orchard-Road 1 +0 +1/hex* No Hindrance NA if applicable LOS never leaves road depiction;
Inherent Terrain, fire along hexside still hindered; * in-season obstacle to different level LOS
Road 1 +0 No No +1 MF (road bonus) if all MF spent crossing road hexsides
Grain 134, +0 +1/hex No In Season June-Sept: otherwise treat as Open Ground;
Woods 2 +1 obstacle Yes
Woods-Road “on road” 1 +() No Yes Road portion does not block LOS; Woods MF costs and TEM do not apply to moving
Woods-Road “in woods” 2 +1 obstacle Yes unit using the road i
Wood Building (brown) 2 +2 obstacle Yes
Stone Building (gray) 2 +3 obstacle Yes
Hill g +0/+1 obstacle No Height Advantage [EXC: Mtr NA] may apply if no other TEM apply and Attacker not on Hill hex
MEF/PP Chart Deduct 1 MF if Inexperienced
1 man = SMC
Unit Alone With CX With  CX With Lendership Moditer ¢2)
Moving Alone CcX Leader Leader CX Leader g /
MMC with < 2 PP 4 6 6 6 8 @ : %’
- 0B - T
MMC with 3 PP 4 5 6 6 74 =T # e =
. , ®n O =l o ©
MMC with 4 PP 3 4 6 6 6 3 9 2
o
MMC with 5 PP 2 3 5 6 5 3
MMC with 6 PP 1 2 4 5 4 Morale (9; box = self-rally capability)
MMC with 7 PP 0 1 3 4 9 i s, P Ui e ks
Class (E1,2,C/G) orale (7/8; un ne = 5.1)
LEADER CREATION COUNTER EXHAUSTED Not used
dr follows Original 2 on first MMC Self-Rally CX status results from: @ /
or any MMC CC DR * Double Timing (3.3) Gx‘ﬁ & @
dl:f ';"de*' * Advancing vs. difficult 1Pe: —1 %) % 14 % =
= one e e +1/-1 =
< - P~ terrain (3.7) =0 ng%‘-, 8 3) g
45 70 CX status results in: '§ A g
23 8-0 l ~ | e IPC decreased by one o
il &l * +] DRM (per roll) for making or directing
dr Cansc A IFT and CC attacks Normal Range (4) (underline not used)
2 ‘American, German, British * -1 DRM to CC attack vs. CX unit 3 men = squad;
-1 Per odds column < 1-1 - : i frrire 2 men = HS
» o T — +1 drm (per roll) for making or directing: Smoke Exponent (3)
+1 Base unit had Morale Level < 6 SITQONCEY M
¥ Base unit was broken - ambush Firepower (7; underline = assault fire)
+1 Russian, Ttalian - smoke grenade checks




TO HIT DICE ROLL MODIFIERS

Firer Based To Hit DRM
Guns, SW Mortars, & LATW
1. Fire in AFPh
(Guns and mortars may not have moved)
Pinned firer
Non-Qualified Use
Captured use
CX
Leadership
(NA for Guns)
7. Smoke (at ranges less than 13 hexes)

0

Sk W

Guns only
8. change Covered Arc (per hexside)

+2

+2
+2
+2
+1
+X

-2

+3/+1/+1

(if 360° mount +1/+1/+1)

(x2 if firer in woods/bldg)
9. Intensive Fire

LATW only
10. Avoiding Backblast in building

Target Based To Hit DRM
11. TEM
(NA for ATT)
12. Hindrance
13. FFNAM
14. FFMO
15. Acquired Target
(NA for LATW)
16. Target using hazardous movement
(FFMO/FFNAM NA)
17. Gun Target Size:
vs. small target
vs. large target
18. Area Fire (empty hex)

+2

+2

per TEM

per Hindrance

per acquisition counter

-2

-1
+1
+2

Unit ID

/ NA\

Type of Gun
AA = Anti-Aircraft;

RED TO HIT NUMBERS

Use the red numbers on the To Hit chart (if different than the black #s) for:

» Area Target Type attempts

« pre-1944 American Guns

» Non-Qualified/Captured/Inexperienced use
» Russian Guns

360° mount _~ AT = Anti-Tank;
(white on counter) A’ M > 4 MTR = Mortar;
\ % AA Limhered A A i
g 3 m8 3%, M B~ Manhandiing
ate ol rire Infantry Firepower Number
(ROF) ——>{3] //Equlvalence (IFE) [2]
> 40"\[“] *40 w" Malfunctioned
/ (white on counter)
Gun Caliber \ Repalir Number
in mm Gun Velocity (NA)
\k 7 Special Ammo
A IR = NA;
MTH Taraet Si R s# = Smoke
AP NA " 1l argch et
line on top; \ % ML <— white = small;
HE NA \@ T . i Elimination
if line on bottom D% 58 Niimbor
81*  [2-60]«—— Range SU X6
[min - max] A 4
" Quick Set Up (may be moved)
GUN MANHANDLING RATE OF FIRE (ROF)
Lost ROF
Final DR: < M#: keep moving; « Placement of residual fire
= M#: move and stop; * Non-Mortar using Area Target Type
> M#: no movement * Pinned
) » Subsequent First Fire
Dice Roll Modifiers * AFPh
+Xx x=TEM of hex entered Lowered ROF (by one each)
+y y= MF expenditure for hex entered » CA change on non-turreted Gun
-1 per extra crew/HS (-2 per squad) (NA for 76mm-82mm Mortars)
(Max. DRM -4) « IFE usage
-2 crossing a road hexside » Captured/Non Qualified Use
GUN DESTRUCTION TABLE
ol _ Ordnance MG/IFE/Small Arms/FT! DC
< Final KIA2 ELIM Subsequent die roll ELIM
= Final K MALF-CR3 N/A MALF-CR
=CH: ELIM N/A N/A
Notes:  Elim = Gun and Manning Infantry Eliminated

MALF-CR = Gun is malfunctioned, manning infantry suffer CR
Subsequent die roll on same IFT column: KIA=Elim; K=Malf

! Gunshield is N/A to FT only attack
2 prior to applying gunshield DRM
3K result = Gun eliminated if AP was fired




AMERICAN

GERMAN

BRITISH

RUSSIAN

To Hit Chart

AT
._"kam
(3]

1L

FP Column
Gun Type

M1 57mm AT 6/2/12
M2A1 105mm ART 20/8/36
M1 155mm ART 30/12/36
M1 81mm MTR —/8/30
M2 60mm MTR —/4/16
7.5cm PaK 40 AT 12/6/24
2cm FlaK 38 AA 1/0/2
3.7cm FlaK 36037 AA 4/2/8
8.8cm FlaK 18 AA 16/8/30
8cm GrW 34 MTR —/8/30
Scm leGrW 36 MTR —/2/12
OML 2-in. MTR —/2/12
OML 3-in, MTR —16/24
OQF 40mm Bofors AA 4/2/8
45mm PTP obr.32 AT 4/2/8
7.62mm PTP obr39 ART  12/6/24
82mm BM obr.37 MTR —/8/30

(ITT/ATT/CH) range

(shows Final DR needed)

1
10 (5)

10 (5)

10 (5)

10 (5)
10 (5)
10 (5)

10 (5)

10 (5)

10 (5)

10 (5)

Infantry Target Type [I1TT]

TH# (CH TH#)

2 3-6 7-12
94) 8(3) 7/6(3/2)
94) 8(3) 7632
9(4) 8(3) 7/6(3/2)
9(4) 8(3) 7/6(32)
9(4) 8(3) 7/6(3/2)
94 8(3) T76@3/2)
9(4) 8(3) 7/6(3/2)
94) 8(3) 7/6(3/2)
94) 8@3) 62
94 83 6(2

13-18
6/5 (2/2)

6/5 (2/2)

6/5 (2/2)

716 (3/2)

5/4 (2/2)
6/5 (2/2)

7/6 (3/2)

5/4 (2/2)

5(2)

6(2)

19-24
5/4 (2/1)

5/4 (2/1)

5/4 (2/1)

6/5 (2/2)
4/3 (1/1)
5/4 (2/1)

6/5 (2/2)

4/3 (1/1)

4(1)

5(2)

Area Target Type [ATT]

TH# (CH on “2”)
range 1-12 13-24

7 7

¥ 8

7 8

7INAL-2] 7

7INA1-2] 7

4 9
7 7
T 7
7 9
7 [NA 1] 7

7 [NA 1] 6 [NA 14+]

7 [2-11 only] NA

0 3 [
7 7
i 5
7 9
TNA Y

2] I\,
88L asat/st

MTR
803
50°12-13]

o
4
e




AMBITIOUS ASSAULT

¥

ASL SCENARIO S9

Bl z 44
VICTORY CONDITIONS: The
unbroken Italian MMC < 7 hexes from S6.

Allies win at game end if there are no

TURN RECORD CHART

BOARD CONFIGURATION:

BALANCE:
I Add one MMG to the Italian OB.

e The Turn 4 reinforcements enter on Turn 3,

Scenario Design: Brian Youse

AVOLA, SICILY, 10 July 1943: Operation Husky got off to a terrible start as
gale-force winds greeted the poorly-trained transport pilots flying in the para-
troopers and glidermen of the British 1st Airborne Division and the 505th
Parachute Infantry Regiment of the American 82nd Airborne Division. Instead of
dropping behind the Allied beaches and seizing key bridges and strongpoints,
they were scattered all over the southern half of the island. One such group of
men landed near the coastal town of Avola with Lt. Sammon the ranking officer,
After a brief council with the remaining officers, he ordered this ad hoc group of
75 paratroopers armed only with light weaponry to attack Avola in order to
assist the British whose seaborne invasion of Sicily was starting to land.

i ITALIAN Sets Up First

bAe (O

END

¥% (&) ALLIED Moves First

11234

Elements of 146th Regiment, 206th Coastal Defense Division [ELR: 1] set up < 7 hexes from S6:

10

% k=42 4= 40 A0 P

% @ Elements of 505th Parachute Infantry Regiment [ELR: 5] enter on Turn 1 along the north edge:

Ve [ 4F (3[4 [2[A0
y T =4 5
747 | 337 ﬁ = i = % = | Man
5
Elements of the 50th Infantry Divsion [ELR: 3] enter on Turn 4 along the south edge:
1 = MME LMG
fl=|fe| ks
42.5.7 412 21
7 2

SPECIAL RULES:

1. British 1st Line MMC do not Cower (3.2.2).

2. Allied Leaders incur a +1 DRM penalty when attempting to rally or direct
units of a different nationality,

AFTERMATH: A town the size of Avola, with its 22,000 inhabitants and hundreds of
stone buildings, would normally be the objective of a reinforced battalion with armor
and artillery suppori. The 75 paratroopers quickly overwhelmed a few outlying
machinegun nests, and reached the edge of the town. From there long streets ran down-
hill towards the sea about a mile away. Lt. Sammon divided up his officers and assigned
each group a street to attack down, with the rendezvous being the shoreline on the other
side of the town. The assault went well until early afternoon when the Americans
reached the town square, which was heavily defended by dozens of machine guns. The
paratroopers quickly realized how ambitious their plans had really been. Suddenly, how-
ever, they let out a cheer, While the Italians had been preoccupied with the attack from
inland, the British had surged up from the sea. That was enough for the Italians, who
threw down their guns and fled.



PAPER ARMY

ASL SCENARIO Slﬂ Scenario Design: Brian Youse

w— SARANDOPORO RIVER VALLEY, GREECE, 3 November 1940: Mussoli-
- . preaeh g . : ¢ | ni's dream of becoming an equal partner in the Axis by means of waging a “par-
gl allel war” was being further fueled by his Foreign Minister and son-in-law Count
Ciani, the governor-general of recently conquered Albania, who was confident
that the Greek army could be subverted. Determined to present Hitler with a fair
accompli in the Balkans, Mussolini launched another ill-advised, ill-planned, and
ill-informed campaign, this time from Albania into mountains of Epirus, Pindus,
and Macedonia, just in time for winter. The Italian infantry slightly outnumbered
their Greek counterparts, and the Ttalian air force and armored units were virtual-
ly unopposed, but these strengths could not be brought to bear. Italian air-ground
cooperation was negligible, and the terrain was poorly suited for armor. Misin-
formation and operational confusion were the bywords of the Italian leadership.

BOARD CONFIGURATION:

_ BALANCE: A
VICTORY CONDITIONS: The Italians win immediately upon cxiting = 1 Reduce the playing area to A-Y.
10 VP off the west edge. Each squad is worth 2 VP; each half-squad and @ Change the entry DR to 3 on Turn 2 and

leader is worth 1VP. 6 on Turn 3. PSRRI

TURN RECORD CHART
TR @ @ ®

I} ITALIANS Move First 1 2 3 4 5 END

Elements of 3rd Alpini Division (see SSR 1) [ELR: 2] enter on Turn 1 along the east edge:

m o (4[4 =[+1]F

a0 | | 28

10 4 2

Elements of Greek Army [ELR: 3] enter on Turn 1 along the east edge having already expended 2 MF (see SSR 2):
1 1 LMg

M (KX (B z|fz|f =S

457 | 237 = 2§

7 3 2

Flanking elements of Greek Army (see SSR 2):

=) 1

3

SPECIAL RULES: AFTERMATH: The Ila]imli ni;tl’ensive wa_;. :*:unmei 0;1 Olc;cg)gé 28th u; ::]dgv:ilniquirll
v 3 g 3 ; " that negated any air cover. In the center of the attack, the 14, men of the 3n pini
1. The Ttalian M_MG begi_ns the scenario malfunctioned. No repair attempt Division advanced up the Sarandoporo River Valley. There they were met and stopped
may be made until the Italian player Turn 2. by 8,000 rifle and machine gun armed Greek mountaineers, The close coordination
2. On Greek Player Turns 2 through 4 the Greek player makes a dr at the start  between the Greek 1I.|nits enahledl them to employ classic infiltration tactics in a series of
of the Rally Phase and compares it to the circled number on the Turn Record counterattacks, taking many prisoners in the process. As the Italians withdrew ‘back
Ch If th ber ratied. s less than-or eanal-to. the citoled nitrther His down the valley, many were cut off by the Greeks who outran them along the r_ldges
i ¥ S % q ; g above the valley and who nearly closed the only exit. It would not be long until the
Greek “Flanking elements” enter on that lum along either the north or south Greoks Hiadt desven thes hack:docp mte Albanis:
edge (the Greek player’s choice). Once the “Flanking elements™ have entered

the game no futher dr is needed.
3. Grain is in season.
4, Greek MMC have their broken-side morale increased by one.




A LONG WAY TO GO

ASL SCENARIO S11

VICTORY CONDITIONS: The Germans win immediately upon exiting
= 9 Victory Points (VP) off the south edge provided the Americans have
not amassed = 11 VP, Each squad exited (German) or eliminated (Ameri-
can) is worth 2 VP, each half-squad is worth 1 VP, each “-1” SMC is
worth 2 VP, each *-0" and “+1" SMC is worth 1 VP,

TURN RECORD CHART

Scenario Designer: Chas Argent

BISCARI STATION, SICILY, 10 July 1943: During the pre-dawn hours the
U.S. 7th Army had successfully landed at both Licata and Gela. Unaware of each
others plans the Italians and the Germans began a series of uncoordinated attacks
against the Americans with the intention of breaking through to the beachhead.
In the Gela area, the Italians were attacking with a mobile armored force while
on the eastern edge of the invasion came two columns of the Herman Giring
FallschirmPanzer Division. One of these columns was busy engaging the Ameri-
cans at Piano Lupo, the other attacked the inexperienced 45th “Thunderbird”
Division at Biscari Station. With their Tiger tanks unable to keep pace in the
dense Olive groves of the region, the German infantry would have to overwhelm
the Americans without armor support.

BOARD CONFIGURATION:

N <

(Only hexrows U-GG on board w and A-E on board x are playable)
BALANCE:

¥r Add a 60mm M2 Mortar to the American OB.
#F Add a MMG to the German OB.

Y AMERICAN Sets Up First

== GERMAN Moves First

END

213456

[ELR: 2] set up anywhere:

Elements of 1st Battalion, 180th Regiment, 45th Division and scattered troopers of the 82nd Airborne Division

E 1 ra AZad WTE

E ﬁﬁ? ﬁ;; ﬁ?g s = 53]

7*47 | 666 | 3-4-6 ) I B4 | §0*[e-45]
2 3 2 2

along the north edge:

Elements of Panzergrenadier Regiment 1, Herman Géring FallschirmPanzer Division [ELR: 2] enter on Turn |

&1 2 MME LMG
Lyt QS SRR
2 2 3

SPECIAL RULES:

1. Treat all off-board terrain as if it exists.

AFTERMATH: The Herman Géring Division, lauded before the invasion
by Allied press as a “crack™ umit, was actually a shell of its former self in
refit. The attack on Biscari Station proved how poorly led, equipped, and
trained the unit actually was. The untried Americans led by Lt. Col. Schae-
fer, though heavily outnumbered, managed to halt the initial German attack
and delay a German breakthrough until the afternoon. when another battalion
of the Thunderbirds managed to counterattack and cause the Germans to
panic and flee from the battlefield, saving the beachhead. The “crack” Ger-
mans had no more luck in threatening the beachhead than their Ttalian allies.




OVER OPEN SIGHTS

ASL SCENARIO S12

VICTORY CONDITIONS: The Germans win immediately upon captur-
ing or destroying all American Guns.

o 5 P

TURN RECORD CHART

Scenario Design: Ken Dunn

SKYLINE DRIVE, LUXEMBOURG, 17 December 1944: Despite numerous
pleas from his field commanders, Hitler insisted that the main thrust of the
Ardennes offensive not be diminished just to shore up the flanks. Thus, General
Brandenberger's 7th Armee. charged with protecting the southern flank as the
panzers advanced in the center, contained only one Fallschrimjdger division and
three Volksgrendier divisions. The best of the volksgrenadiers—and even much
of the 5th Fallschirmjdger Division—consisted of former Luftwaffe ground
troops and ex-Kriegsmarine battalions. The 352nd Volksgrenadier Division
under Generalmajor Erich Schmidt lacked training, veteran non-coms, or motor-
ized transport. Under orders to bypass defended villages and seize the heights, it
crossed the Our River on December 16ih in front of the 109th Infantry Regiment
and two field artillery battalions situated on Skyline Drive, all part of the 28th
Infantry Division. As the 352nd struggled to cross the Our under fire from the
artillery, the 109th held its ground throughout the first day, committing most of
its reserves to the front line.

BOARD CONFIGURATION:

BALANCE:

fr American reinforcements enter on
Turn 3.

# Add one Turn to the Game Length.

A
N

Y AMERICAN Sets Up First

g GERMAN Moves First

¥

112/3(4(5]6 D

Elements of 107th and 108th Field Artillery Battalion

s, 28th Infantry Division [ELR: 2] setup in hexes numbered =3 and < 7:

3

2 2 MMG MTR Setup on/between hexrows G-W in hexes numbered = 3
ﬁ" gﬁ' 3 g E - £z IE@ and = 7. = 2 hexes from every other Gun, and = 2 hexes
%.4-6 2-3-6 g 4-10 | §0*13-46] away from any building:
2 4 ﬂle ART
g | 27| 2
Enter on Turn 4 along the north edge: 227 | 105 ﬁ
2 * ) 3 2
5:-4-6 e

Elements of 915th Volksgrenadier Regiment, 352nd Volksgrenadier Division [ELR: 3] enter on Turn 1 along the south edge and/or
on the east edge between GG6-GG10 and/or along the west edge between A6-A10:

1 2 2 MMG LME TR
ihe rarararEEEr
4'-8-7 4-4-7 2:3.7 512 38 | BO*[213

8 8 4 3

SPECIAL RULES:

1. The Americans may not set up their Guns using HIP (6.4).

AFTERMATH: By the next day, hawever, company-sized German forces were making
good progress between the American strongpoints, spreading into the rear areas, and
menacing the gun positions, Early on December 17th a battery of 1053mm howitzers
from the 107th Field Artillery Battalion positioned on Skyline Drive came under small
arms fire by German patrols. Later in the day, an entire battalion of volksgrenadiers
from the 915th Regiment attacked the 105mm battery and a neighboring battery of
155mm howitzers from the 108th Field Artillery Battalion. Firing over open sights and
fighting as infantry in self defense, the cannoneers inflicted heavy casualties but could
not drive off the attackers until relieved by a scratch force led by battalion commander
Lt. Col. James C. Rosborough. The batteries were saved, but their once-formidable posi-
tions were now untenable.



PRIORITY TARGET

ASL SCENARIO S13

VICTORY CONDITIONS: The Germans win immediately if all three
British AA Guns are eliminated or captured, or if the Germans soley occu-
py all hexes containing non-captured Guns.

TURN RECORD CHART

Scenario Design: Brian Youse

KORINTHOS, GREECE, 26 April 1941: The British, Australian, New
Zealand, and Greek troops of “W Force” were retreating down the Balkans,
slowing the Germans at every pass natural and strongpoint. The fleet readied at
Crete and a “mini-Dunkirk” was planned to rescue the Allied force from the con-
tinent, The Allies would be relatively safe once they crossed the Corinth Canal
that cut across the Isthmus of Corinth separating the Peloponnesus from the
mainland of Greece and destroyed behind them the single bridge across it. Hitler
was seeing yet another chance to encircle a large British force slip through his
tingers. On April 20th he authorized a plan to capture the bridge, trap part of the
retreating Allies on the north side, and allow his panzers free passage to the
south where the newly renamed ANZAC Corps could be trapped on the beaches.
Fifty-four men in six gliders would land near the bridge and seize it while the
2nd Fallschirmjdger Regiment landed two battalions of paratroopers nearby to
reinforce and hold the bridge. The plan began perfectly, but for some unexplain-
able reason the German glidermen took the explosives they stripped from under
the bridge and piled them onto the bridge itself. During a counterattack from a
mixed company of British, Australian, and Greek troops, the explosives went off
and destroyed the bridge. In the smoke of the ruined bridge, JU-52s began drop-
ping two battalions of fallschirmjdgers into the fight.

BOARD CONFIGURATION:

BALANCE:
L

# Replace the 9-1 leader in the German OB

Add one 4-3-7 to the Greek OB.

A
N

(=) ALLIED Sets Up First

i

& GERMAN Moves First

with a 9-2 leader,
1/2/3/4/|5]|6 [m

British units from “Force W” set up anywhere

Elements of Mixed Company, Force “W” [ELR: 3] set up as indicated:

Australian elements of ANZAC Corps set up anywhere:

with each AA gun > 3 hexes from all buildings
and < 5 hexes from at least one other gun but not 1 1 = LME
adjacent to any other gun: g = ,?. e
e 43.5.7 | 2.4.7 2-1
o) 2 3 2
2-28 | 40Lm® Greek units from “Force W" set up in hexes with no British or
Australian units:
3 3
Wi | KK
K[ 2
=
4-3-7 2-2.7
2 2

Elements of 5. Kompanie, IT Bataillon, 2nd Fallschirmjiger Regiment [ELR: 5] enter on/after Turn 1 along any edge(s):

by ob HF HF HEIE

SPECIAL RULES:

1. Allied Leaders incur a +1 DRM penalty when attempting to rally or direct
units of a different nationality (British and Australian are considered the
same nationality).

2. Guns may not use HIP (6.4).
3. British crews and Australian First Line units do not cower (3.2.2),

4. Grain is in season,

AFTERMATH: Despite the destruction of the bridge, the fallschirmjdgers
executed their landing with precision. The first teams on the ground targeted
the various anti-aircraft installations around the bridge to protect the follow-
up waves. Number 5 Kompanie of Il Battailon landed south of the bridge and
quickly knocked out 11 anti-aircraft guns. mopping up the remnants of the
mixed company guarding the south end of the bridge. The destroyed bridge
meant some of ANZAC Corps were trapped north of the canal, but the Ger-
mans were unable to pursue the remainder until pontoon bridges could be
built at more accessible points of the canal. Once again. Hitler was denied
his prize.




88s AT ZON

Scenario Concept: Jon Mishcon and Joe Suchar

ZON, HOLLAND, 17 September 1944: The mission of the 101st Airborne
Division in Operation Market-Garden was to secure the 15 miles of highway
stretching from Eindhoven north to Veghel. The orders for Col. Robert Sink and
his 506th Regiment were to seize the main highway bridge over the Wilhelmina
Canal at Zon and then secure Eindhoven, With his regiment down in good order
along the edge of the Zonsche Woods, Sink sent Major James LaPrade’s Ist Bat-
talion racing to grab the vital bridge, followed closely by 2nd and 3rd Battalions.
The Screaming Eagles faced almost no opposition until the paratroopers reached
the northern outskirts of the village of Zon.

ASL SCENARIO S14

BOARD CONFIGURATION:

(Only hexrows A-P are playable)

BALANCE:
#+ Add one MMG to the German OB,

¥¢ Add one 7-0 SMC to the Americans entering on Turn 1.

VICTORY CONDITIONS: The American player wins immediately upon Exit-
ing = 7 VP off the south edge on/between hexes FO-L0O. Each squad is worth 2
VP, each half-squad is worth 1 VP, each “-2” SMC is worth 3 VP, “-1" SMC is
worth 2 VP, each “-0" and “+1" SMC is worth 1 VP.

3

*

1

W

2

#= GERMAN Sets Up First

END

415

<% AMERICAN Moves First

_l

L

Elements of Selbstaendige FlaK Batterie, Flieger Division 7 [ELR: 3] set up in hexes numbered = 7:

AA

2 2 LMa M@
A TR EEER:

4-4-7 2.3.7 2-2-8 38 | BBL v
4 2 2 4 -4

Elements of 1st Battalion, 506th Parachute Infantry Regiment [ELR: 5] enter on/after Turn 1 on/between hexes E10-H10:

E ﬁ e BAZ 44
é H; m
747 8-4

Elements of 2nd Battalion enter on/after Turn 2 on/between hexes M10-P10:

E - ;E BAZ44

h | = £ m

747 # g ﬁ KAV ETH I A
7 2

and another with small arms fire. Dog and Easy Companies advanced on the bridge
along both sides of the main road, and the lead elements of |st Battalion appeared on the
flank. All were too late, however. As the Americans approached within 30 yards of the
canal, the German rear guard blew the bridge in their faces, raining a hail of debris

.
.

SPECIAL RULES

1. None.

AFTERMATH: As st Battalion entered the village with A Company in the vanguard,

they were fired on by a concealed heavy AA piece—the fabled German 88, one of sever-
al in place to protect the bridge from Allied bombers. While LaPrade’s advance halted
to deal with this threat, Lt, Col, Robert Strayer’s 2nd Battalion surged ahead with Easy
Company under Cpt. Richard Winters in the lead, The 2nd soon discovered more 88s
guarding the bridge and moved to engage them, knocking one out with 4 bazooka round

down on the 506th, With covering fire provided by Strayer's men, Ist Battalion crossed
the canal amidst the wreckage of the bridge, clearing the southern bank and establishing
a bridgehead. Engineers crafted a temporary footbridge over the canal, but only a few
men could cross at a time. Until British bridging equipment could be brought forward,
the Market-Garden corridor consisted of a narrow, wooden span,



HAMMER TO THE TEETH

ASL SCENARIO Sls Scenario Design: Pete Shelling

—_— e, =T i -] BLEIALF, GERMANY, 16 December 1944: The opening hours of the
<1 - B : < Ardennes offensive would find the forward U.S. infantry outposts probed and
infiltrated by their German counterparts. Before the panzer divisions could make
their drive through Belgium, the poor bloody landsers would need to seize river
crossings and key road networks along the “Ghost Front.” This would help sow
confusion among American formations, as few would realize the level of ambi-
tion of the attack until it was well underway. The point of the spear of Mantuef-
fel's V Panzer Armee was LXVI Korps, comprised of two volksgrenadier divi-
sions and the Fuhrer Begleit Brigade. On the morning of December 16th, these
formations would creep through the Schnee Eifel and deliver the first hammer
blows to the green U.S. 106th Infantry Division.

BOARD CONFIGURATION:

VICTORY CONDITIONS: The Germans win at game end if there are no BALANCE:
Good Order American MMC in building hexes < 2 hexes from S6.

A :
N

¢ Change the Victory Conditions to read < 3
hexes from S6.

&= Add a PSK and LMG to the German OB.
TURN RECORD CHART

vz AMERICAN Sets Up First 1 2 e

3 4|5 6|28

% GERMAN Moves First

Elements of 423rd Infantry Regiment [ELR: 3] set up on/west-of hexrow L with no more than 1 MMC per hex:

o [48]  [& s[4 s =[] "

3.4.6 | 227 410 #4 | 511
5 3 2 2 2

Elements of Company B, 81st Engineer Battalion enter on Turn 3 along the west edge:

o A (&= 2

J |_ Elements of 293rd Volksgrenadier Regiment, 18th Volksgrenadier Division [ELR: 3] set up on/east-of hexrow K on Level 1

terrain:
. MTR
1 2 HME MME LMG PSK s, Ml
m Gk ﬁ; ﬁ = 33 ol 53] 7'&;@ _{sm H_tm @%
4'-6-7 | 4-4- 228 1-18 512 38 124 | B1* e
5 8 3
SPECIAL RULES: sailors and airmen took Bleialf with hardly a fight. After gathering all available hands,

Colonel Cavender led the 423rd Infantry Regiment to retake Bleialf, but they were soon
pushed back out of town and surrounded. After reinforcements failed to make it through
and attempts to break out failed, the 423rd and its sister regiment the 422nd, having suf-
fered heavy casualties, surrendered late in the day of the 19th. The “Golden Lions™ had
lasted three days against not quite the cream of the Wehrmachr, For their part, the over-
achieving [8th Velksgrenadier Division proved to be the most successful part of the
offensive.

1. None.

AFTERMATH: Whereas the 106th’s “Golden Lions™ were cutting their teeth in the
Ardennes, the 18th Volksgrenadier Division was comprised of many veterans—of the
Lufiwaffe and Kriegsmarine! Their first objective was the frontier village of Bleialf, on
the German side of the Our River. With the panzers forming behind them. the erstwhile



LEGIO PATRIA NOSTRA

ASL SCENARIO S16

...... -

ling = 4 multi-hex buildings between hexrows I and Q.

TURN RECORD CHART

VICTORY CONDITIONS: The Free French win at game end by Control-

Scenario Design: Laurent Closier

RADICOFANI, ITALY, 18 June 1944: After the fall of Rome, the French
Expeditionary Corps in Italy (FEC) opened its Italian summer campaign on June
10th along a 25 km front, flanked by the 4th US Army Corps on its left and the
13th British Army Corps on its right. To carry out its mission of pushing the
Germans in front of it north towards Sienna, its commander General Juin set up a
“chasing” corps consisting of the Jéme Division d'Infanterie Algérienne (3rd
Algerian Infantry Division) and the lére Division de Marche d'Infanterie (DMI)
(1st March Infantry Division, aka the 1st Free French Division), both reinforced
with a U.S. armored battalion, under the command of General de Larminat. Ger-
man forces in hastily improvised kampfgruppen offered only weak resistance up
until June 15th, but then began to stiffen. The /ére DMI captured the village of
Acquapendente on the morning of June 15th and continued on its way north. On
June 17th, it met strong resistance in front of Radicofani, but by dusk the Iére
Brigade (a French foreign legion unit whose motto was “Legio Patria Nostra™ or
“The Legion is our homeland™) was two kilometers south of town.

BOARD CONFIGURATION: w

A

BALANCE: N

% Adda !/, Turn to the Game Length.
% Add a German MMG to the German OB,

¥ FREE FRENCH Sets Up and Moves First

112|3]4|5]|6 |

in building P9 or O6 (see SSR 2):

LA EET

Elements of 3¢éme Compagnie, ler Bataillon de Legion Etrangére, 1ére Division de Marche d'Infanterie [ELR :4] set up first

Zé¢me Compagnie, ler Bataillon de Legion Etrangére, 1ére Division de Marche d’Infanterie set up last on/south of hexrow U:

MMEn
7&; 7
&0

’{

LMG TR
E0 Er
0| b

2 10

2

controlled building (see SSR 2)]:

J I_ Elements of Panzergrenadier Regiment 67 [ELR: 3], set up second on/north of hexrow S [EXC: not in the Free French

fhy |Mhe |4 | 45

467 | 447 | 228

k=

. AT AA
LMEG v\ MB 10
;[EIII @‘\i\ o e,

38 | 75L 20L s

4 4 2

2

SPECIAL RULES:

1. Due to the rain, no Smoke can be placed and all units must expend one

extra MF per elevation change (up/down) unless using a paved road.

2. The building selected for the Free French set up (either P9 or 06) is con-  three of his men, infiltrated the castle through a side window. Once their fortress was
sidered “fortified” and has a TEM of +4. The Free French control this build-  penetrated, the garrison guickly retreated to the cellar where they surrendered. While the

ing at start. Normal Captured Use penalties apply to the Free French use of

the German MMG.
3. German 4-4-7 squads have Assault Fire capability.
4. Use British counters to represent the Free French forces.

AFTERMATH: The ler Bataillon de Légion Errangére (1st Battalion of Foreign
Legion) launched an assault on Radicofani late in the afternoon the following day (June
18th). Led by Captain de la Hautiére, 3rd Company stormed Castle Medicis, whose thick
walls protected the 90-man German garrison, First Lieatenant Poirel, accompanied by

Legionnaires secured the castle, battles for control of the rest of the town raged through
its streets, with several German guns making their presence felt. Having finally mopped
up the town by the end of the day, the brigade then stopped a vigorous, armor-supported
counterattack at night fall. The next day the /ére DMI continued chasing the Germans
north until being relieved on the evening of June 20th in order to join the forces gather-
ing in Naples for Operation Dragoon, the landings in the south of France planned for
two months later.



