






























































































SETTING THE WOODS ON FIRE
ASL SCENARIO Z23

East of Woflheze, The Netherlands, September 20, 1944:  The Fourth Parachute Brigade had
dropped as part of the second lift in the Arnhem operation. It soon became clear to its com-
mander, Brigadier Hackett, however, that the overall situation was less than rosy. Instead of
quickly marching away to carry out their assignments, his battalions were immediately embroiled
in constant and costly skirmishes, and found their way toward their Arnhem objectives entirely
blocked by strong German defenses. After a day of fruitless and bloody attempts to continue with
their now-impossible assignments, Hackett and General Urqhuart decided to immediately with-
draw all of the Brigade’s remaining troops from their exposed positions near the Johannahoeve
Farm to a more defensible perimeter around Oosterbeek, several kilometers away. After a disas-
trous scene on the landing zone Hackett's men were guarding for the third airlift, the paras joined
the withdrawal, harried every step of the way by a German front that was constantly growing in
size, strength and confidence. By 1900 on the 19th, about 200 men from 156 Battalion's rear
guard and Hackett’s Brigade HQ had reached a point just south of the railway line, where they
spent a night filled with the din of exploding shells and in skirmishes with patrols. At 0700 on the
20th, the move toward the positions around the Hartenstein Hotel was continued.

VICTORY CONDITIONS:   The British must exit 26VP (excluding prisoners)

off the south and/or east edge on/between hexes 34GG6 and 34Y1.

TURN RECORD CHART
GERMAN Sets Up First

BRITISH Moves First
END1 2 43 5 6 7 8 9

3432

Elements of 8 Company, SS Battalione Eberwein, AG Bde 280, 9th SS Recon
and Kampfgruppe Krafft [ELR: 4]  Set up within 3 hexes of 34H6: {SAN: 4}

Elements of 156 Battalion and 4th Parachute Brigade HQ [ELR: 5] Set up within 2 hexes of 32H4: {SAN: 2}

23 14 2

SPECIAL RULES:
1. EC are Moist with no wind at start.
2. The stream and all ponds are shallow. The 32X4 to 34Y10 route is a path.
3. British suffer from Ammo Shortage.
4. The three German reinforcement infantry groups and the three vehicles each enter in
an order determined by secret Random Selection (e.g. 2, then 1, then 3 and C, B, A).
Resolve any ties with subsequent dr and note all results on a side record. The six forces
enter, one per turn, on the turns indicated for each infantry and vehicle force below.
Entry hexes are determined for each force by a dr at the start of the MPh of the Player
Turn of entry:

dr - Entry Hex dr - Entry Hex dr - Entry Hex
Turn 1 - 1st Infantry 1-2 - 32Y10 3-4 - 32I10 5-6 - 32A5
Turn 2 - 2nd Infantry 1-2 - 34Q1 3-4 - 34A5 5-6 - 34GG5
Turn 3 - 1st Vehicle 1-2 - 32Y10 3-4 - 32I10 5-6 - 32A5
Turn 4 - 3rd Infantry 1-2 - 34Q1 3-4 - 34A5 5-6 - 34GG5
Turn 5 - 2nd Vehicle 1-2 - 34Q1 3-4 - 34A5 5-6 - 34GG5
Turn 6 - 3rd Vehicle 1-2 - 32Y10 3-4 - 32I10 5-6 - 32A5
Units may enter within two hexes of the assigned hex. Mark each entry area with a labor
counter -1. Only one of the six entry hexes may be used twice (and marked with labor -2).
5. Despite the name of the scenario, Kindling is NA.

AFTERMATH:   The morning passed quickly, as steady progress was made against
scattered opposition. But soon the skirmishing was fierce and constant, as it be-
came clear that 4th Brigade was moving through groups of Germans who were
also on their way toward the new British defenses. Resistance to the advance stiff-
ened as the day wore on, and much of the fighting was hand to hand. Hackett
himself was using rifle, grenade and bayonet all that afternoon like any infantry
private, and lead a rush or two at close quarters, which he called “an unusual and
stimulating experience for a brigade commander.” German infantry and AFVs got
thoroughly mixed up with the paras and it grew increasingly hard to for Hackett to
hold the unit together.  Fortunately for Hackett, Von Tettau and the other German
commanders did not recognize the British moves as a desperate retreat, and failed
to seal the paras’ fate. Nonetheless, many men from 156 Battalion were killed,
including the commander, Sir W. R. de B. des Voeux and most of the other battal-
ion and HQ officers. It was a long and savage day, towards the end of which the
paras were still in admirable heart but desperately short of water, food and ammo.
Many were now using German weapons. Towards evening, after an afternoon of
continuous fighting, a final desperate rush brought Hackett and a group of some
seventy men into the British lines. Few men of the other 4th Brigade battalions
had preceded them. But for the survivors, the Oosterbeek perimeter seemed won-
derfully peaceful in comparison with their day in the woods.
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BALANCE:
Delete on 4-5-8 from British OB

Add one 2-4-8 to German on board OB

DAGGER

BOARD CONFIGURATION:
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TANABARU, OKINAWA, May 4, 1945:    The emperor's birthday had come and gone, and
with it, much of the 32nd Army's hope for salvation on Okinawa. After a month of pounding
from the Americans, no significant reinforcements had arrived, despite many promises. But
day after day, they negated the incredible material wealth of the American attack with steadfast
personal sacrifice. Still, many of attack-obsessed Japanese officers began to chafe at the cave-
and-bunker strategy, despite its obvious success in exacting heavy penalties from a superior
enemy force. And the hotheads finally got their way, extracting from Ushijima and his master
strategist Yahara a promise for a grand counterattack. Passion for action and romantic self-
sacrifice won out over rational economy of force and the carefully-husbanded Japanese 27th
Tank Regiment and artillery was committed to support the infantry of the 24th Division as they
emerged from their tunnels and bunkers to fight "above ground" for the first time in the Okinawa
campaign.

BOARD CONFIGURATION:

BALANCE:
Add one 7-0 to US OB

Exchange one Japanese MMG for a HMG

END

ASL SCENARIO Z24

TURN RECORD CHART
AMERICAN Sets Up First

JAPANESE Moves First

DAGGER

13

18

15

(only hexrows R-GG on boards 13 and
15 and A-P on 18 are in play)
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SPECIAL RULES:
1.  EC are Mud and Overcast, with a light breeze from the southwest at start.
There is a +1 LV Hindrance in effect for turns 1 and 2 only. This is in addition to
any Rain LV.
2. Place a wood rubble counter in each building hex during setup.The Stream is
Shallow; the 13DD2 pond is an open ground valley (level -1).
3. All Japanese SMC that set up stacked with an MMC may be recorded on a side
note and left off-board until they take a TC/MC, use their leadership for a fire
attack, or are alone in a location.

AFTERMATH:   Elaborate measures taken to conceal the mustering of the assault troops
were largely successful, but as soon as the Japanese artillery began to hammer away be-
fore dawn, the Americans were alerted that something was up. And the slaughter began.
Although the Japanese had dished out their heaviest bombardment of the war, the well
dug-in Americans took few casualties, and responded with their usual incredible volume
of air land and sea bombardment. Only in Ito's sector did the Japanese avoid annilhilation.
The Iron Captain took his 1st Battalion not only into the Army lines facing them, but
beyond, forging a tiny breakthrough that actually reached its first day objectives. Reach-
ing the Tanabaru escarpment that the Japanese had lost almost two weeks before, he sig-
naled his success with a flare. But no one would be joining his advance, as the rest of the
offensive was a disastrous failure, with even the bombardment causing less damage to the
Americans than hoped, as it found them in entrenchments, rather than out in the open on
the attack. Still, with no heavy weapons and no support, Ito's men destroyed many tanks
and aircraft and caused heavy casualties among the Army units facing them. And their
minor victory suggested what the Japanese might have done if properly led and equipped.
On May 7, Ito and his survivors slinked back to their own lines.

Elements of 1 Battalion, 56th Regiment, 24th Division [ELR: 3] Set up concealed in any board 15 hexes: {SAN: 3}

INF

1
70*  [(3)*-70]

M12

12 3 2

7

Elements of the 4th Battalion, 17th Regiment [ELR: 4] Set up on board 18 including half hexes shared with board 13: {SAN: 4}

1 2 3 4 5 6

12 92

Type 92

2 3 2 2

VICTORY CONDITIONS:   The Japanese win at the end of any Game Turn
when they have the only Good Order units on hill mass 18J2,
providing they have lost <22 VP.

MEN OF STONE



KNIGHT'S MOVE
Near Drvar, Yugoslavia, 25 May, 1944:  From German Intelligence sources it was learned
that the time was right to begin a new offensive against the Yugoslav partisans. The main
objective of Operation Rosselsprung (Knight's Move) would be the elimination of Marshal
Tito and the destruction of the Supreme Communist Command HQ. In order to gain surprise
and prevent Tito from escaping before ground forces could capture him, Otto Skorzeny's elite
SS Para-Batttalion 500 would be airdropped near Tito's HQ. There they would kill or capture
Tito, destroy the main HQ and await relief by the 7th SS Mountain Division, 'Prinz Eugen'. By
0800, one hour after the paras and gliders were on the ground, the Battalion had achieved most
of its objectives. It had secured the town, destroyed the communcations building and captured
the radio station. But the glider detachment assigned to seize Tito in his fortified cave outside
of town had been virtually massacred upon landing. Upon learning this, Lt. Rybka rallied his
battalion reserves and moved to attack the fortified hill cave, known as The Citadel. But the SS
lacked the strength and firepower to take on such a formidable position, and they were blood-
ily repulsed several times before Rybka pulled back to regroup and wait for reinforcements
from the second drop.

AFTERMATH:   The second airdrop landed on time and largely intact and the paras re-
turned to the attack. After a limited air strike, the Germans pressed toward and up the hill in
determined rushes, through curtains of mortar bombs and machine gun fire. The attack neared
the cave itself. But Tito's escort battalion and officer cadets had been heavily reinforced
during the morning by the 1st Battalion of the crack 1st Brigade. These fresh troops joined
other partisan formations in bringing considerable pressure on the flanks and rear of the SS
Battalion. The paras pushed on, but when Rybka was severely wounded, the attack lost
steam, then died. Threatened with encirclement, the battalion fell back to the cemetary in
Drvar where they hoped to hold out until relieved by ground forces. Operation Rosselsprung
had failed.

6. After setup, but prior to the start of Turn 1, the German player receives a special air attack
phase. This phase is conducted as it if were the end of a standard Partisan MPh, including
Partisan AA. The German air support consists of three DB and one FB (all with bombs).
After this Air/AA phase, all aircraft are recalled and Turn 1 begins. All results [EX:  Pin,
DM, etc.] remain in effect.

SPECIAL RULES:
1. EC are Dry with a mild breeze from the NorthEast at start. All woods are
brush, all wadis are gullies, all Hammada is Crag. Crag is concealment terrain.
Place overlays as follows:  B1 - 25Y2, B2 - 25V2, W2.
2. All Partisans are Fanatic (A10.8). 5-2-7 squads and their half-squads retain
their printed Strength Factor and Broken morale level [EXC:  treat their morale
as underlined], but otherwise are treated as Partisans. Partisans may neither
Deploy nor form multi-location FG. The Partisans use British MGs, Italian 81mm
MTR (no SMOKE), and Russian ATRs and 50mm MTRs. Captured use penal-
ties only apply for German equipment. The tank crew is inexperienced (D3.45).
3. German SS squads do not have inherent Assault FP. PF are HE equivalency
100mm for cave destruction. B11.433 applies to Germans.
4. The cave in the partisan OB must be set up unconcealed at Level 2 in hex
25U7 (CA: U7-V7). Treat the Partisans as Japanese for use of this cave. There is
no cave complex.
5. No Quarter is in effect for both sides.

TURN RECORD CHART

GERMAN Moves First
END

Elements of SS ParaBn 500 [ELR: 5] Set up on board 18 in hexes numbered <=5: {SAN: 3}

3

Enter south edge on Turn 1:

10

6

2

8

Elements of Tito's escort battalion and Officer Cadet School [ELR: 5] Set up on board 25 [EXC: No wire in 25V7]: {SAN: 4}

Elements of 1st Battalion  Enter North edge on Turn 4:

6
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PARTISAN Sets Up First 1 2 3 4 5 6 7 8 9
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Enter south edge
on Turn 4:

4

VICTORY CONDITIONS:   The German wins at the end of any player turn if
he controls hex 25-U7 with an MMC without there being an unbroken enemy
unit in the cave OR instantly by destroying the cave.

BOARD CONFIGURATION:

BALANCE:

25
18

B1B2
Remove one Part 50 MTR

Remove on board DC

ASL SCENARIO Z25

DAGGER



THE CEMETERY
DRVAR, YUGOSLAVIA, 26 May, 1944:   Operation Rosselsprung (Knight's Move), the
attempt to capture or eliminate Marshal Tito, had ended in dismal failure. The surprise air-
borne assault on his headquarters, for which the Germans had held such high hopes, had ground
itself up on the slopes of Tito's fortified hillside. After an afternoon of costly assaults that
approached but never reached the HQ cave, the Germans admitted defeat. The SS Paras were
now plagued by encirclement and growing partisan pressure. Food, water and ammunition
were running short due to intense heat, heavy fighting and ineffective supply drops. Relief
columns that had been ordered to break through to the paras that first day had failed to appear.
The German commanders sent runners to notify all elements of the battalion and its supporting
units to disengage and fall back to the town of Drvar. After an extremely difficult fighting
withdrawal, they arrived at the town's cemetery, the most defensible position available to them.
Inside the cemetery's thick stone wall, the survivors organized for a decisive fight, now on the
defensive.

BALANCE:
Add a 7-0 leader to the German OB

Add one hero to the Partisan OB

END

ASL SCENARIO Z26

VICTORY CONDITIONS:   The Partisans win at the end of any player turn in
which the Germans have no Good Order MMC in a graveyard location nor
building oM5.

TURN RECORD CHART

DAGGER
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BOARD CONFIGURATION:

21

(Only hexrows A-W are in play)

GERMAN Sets Up First

PARTISAN Moves First

5 624 22

Remnants of SS Para-Battalion 500 [ELR: 4] Set up in graveyard hexes and/or oM5: {SAN: 4}

Elements of 1st Battalion, 1st Brigade [ELR: 5] Enter on Turn 1 along any/all board edges: {SAN: 4}

3 22

SPECIAL RULES:
1.  EC are Dry, with no wind at start. No buildings have a 2nd level. Place overlays as
follows:  O5 on J3, K4; O1 on J5; X7 on M5. Treat all graveyard hexsides that border an
orchard overlay as wall hexsides.
2. Night Rules are in effect. The initial Base NVR is two, with Scattered cloud cover and
no moon. The Partisan is the Scenario Attacker; the German is the Scenario Defender.
The Majority Squad Type for the Germans is Normal. All Partisans are Stealthy. Partisans
have no MMC starshell usage dr.
3. All Germans suffer from Ammo Shortage (A19.131). They have no PF.
4. All Partisan 527 squads (and their half-squads) retain their printed strength factor [EXC:
treat their morale # as underlined] and broken morale level, but otherwise are treated as
Partisans. They may not deploy. The Commissar operates as per A25.22 for the partisan
units. Partisans only pay captured use penalties for German equipment.
5. All Graveyard hexes are considered Rally terrain for German units only.
6. No Quarter and Hand to Hand combat are in effect for both sides.

AFTERMATH:   The partisans of the 1st Proletarian Brigade, confident now that
they had engaged and held regular forces, were determined to destroy the last
survivors of the para battalion. The SS fought with the desperation of men fight-
ing for their very existence. Both sides were quite aware that come morning it was
likely German relief columns would break through. With nightfall came savage
fighting, highlighted by attacks and counter-attacks around the wall, often with
daggers and trench shovels. The partisans repeatedly poured over the wall to flood
the German perimeter, only to be repelled again and again. The last assault came
just before dawn, but it failed, as had all the others. The partisans began to melt
away as German armoured cars from the Prinz Eugen Division broke through
from the east, followed shortly by the arrival of other battle groups coming from
the west and north. Meanwhile, the withdrawing partisans were heavily mauled
by dawn strikes from the Luftwaffe, which harried them all the way into the sur-
rounding hills. The now-reinforced survivors of the SS Paras returned to Tito's
cave, where their reward for all their sacrifices was one of Tito's uniforms, his
jeep, and a great amount of propaganda material. Most of the survivors then re-
ceived a posting to the Eastern Front.

1

9 11

5-2-7



THE CORRIDOR
KONIGSBERG, EAST PRUSSIA, 20 February, 1945:  Konigsberg had been surrounded
for nearly three weeks by the Soviet 2nd and 3rd Belorussian Front Armies. For 18 of those
days the Soviets had attacked time and again along the entire perimeter of the city. Both
sides suffered heavy casualties, yet the German line held. Meanwhile the German High com-
mand had made plans for a two-pronged attack aimed at reestablishing a line of communica-
tions between the city and German forces on the Samland peninsula. The attack caught the
Russians completely by surprise, and a narrow corridor was opened to the city. Even as a
trickle of supplies reached the defenders, thousands of panic-stricken refugees streamed in
the opposite direction, headed for the Baltic coast and German Navy units operating there.
The overall Russian Commander, Marshal Vasilevski, realizing that this annoying break in
the encirclement could get out of hand, ordered all available units to eliminate the tenuous
link to the west.

VICTORY CONDITIONS:  The Russians win at Game End by scoring >15
building VP. Each board 22 building hex with a coordinate of 5 or greater is worth
1 point. All building hexes on board 7 are worth 2 points. For every German
civilian unit that exits the West edge of board 7 the German may subtract 1 point
from the Russian total.

TURN RECORD CHART

END

BOARD CONFIGURATION:

DAGGER

ASL SCENARIO Z27

GERMAN Sets Up First
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SPECIAL RULES:
1. EC are Wet and Overcast with no wind at start. Falling Snow is possible. Ice Rules
(B21.6) apply on the board 7 river. Treat the board 22 stream as a Gully, and treat all
Marsh hexes as Brush.
2. Place wood rubble counters on all buildings north of the river and on 7P10. All the
remaining buildings on board 7 are wooden.
3. The Germans may set up one squad equivalent and any SMC/SW that stack with it/
them HIP. Only the MMG may Bore Sight. The roadblock and wire counters may set up
anywhere on board 22. Any Fortification counters that set up in concealment terrain may
use G.2.
4. Russian AFV's may not enter building hexes. The Russians receive an 80+ Battalion
Mortar OBA module (HE only) with plentiful ammo.
5. The 9-0 Finnish leader is treated as a Commissar for conscript units only. His Commis-
sar abilities are NA with all other infantry units, but treat him as an Allied leader (A10.7)

Add a 4-5-8 to the Russian OB

Germans win by scoring >30 CVP

BALANCE:

52

Elements of 1st Tank Corps [ELR: 4] Enter on South edge on Turn 1: {SAN: 3}

AFTERMATH:  The Russian attacks were aimed at several points along the corri-
dor, one of which was the local Nazi Party official's home located just outside the
city limits. Using their vast resources of artillery and tanks, the Russians tried in
vain to break through the resolute defenders. During the fighting, hundreds of refu-
gees braved the gauntlet of fire to reach the coast, and theoretical safety aboard the
ships there. In the end there were two ironic twists of fate. First, the city surrendered
in April without the Russians ever having broken the corridor. And thousands of
civilians did manage to board ships heading for the northern German ports, only to
find an icy grave at the bottom of the Baltic after prowling Russian submarines sunk
them with their rescuers.

for non-conscript SMC/MMC.
6. The Civilian refugees may not use CX nor Gallop, nor may they enter deployed.
Any Pin or MC failure is treated as Casualty Reduction, but for MMC's only. The
Sledges ignore Pin results but are eliminated for MC failure. Civilian units ignore
ELR restrictions and will not surrender to Russian units.

22

7
2

Elements of 5th Panzer enter North edge of board 7 on Turn 1:

2
2

Turn 1

2

Turn 2 Turn 3

3

(Only hexrows A-P on board 7 and
R-GG on board 22 are in play)

1 3 4 6
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7.5cm leIG 18
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M8

H5(9)
3.7cm FlaK 36o.37

3

37L(8)

6/7/8

T-34 M
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T-34/85

76L

4-3-6

RUSSIAN Moves First
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 251/21

20L(12)

3
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(1)-0-6 (1)-0-6

Refugees enter East edge of board 7 on the indicated turn:

(1)-0-6

4

Elements of 69th Inf. and 561 Volksturm Divisions [ELR: 2] Set up on coordinates >4 on board 22 and/or on 7 south of river (See SSR 3): {SAN: 4}
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SOLDIERS OF CONSTRUCTION
ASL SCENARIO Z28

BALANCE:

TURN RECORD CHART

END

Exchange 8-0 for 10-0

Remove one 336 from on-board OB
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Remnants of the Naval Base Force [ELR: 2] Set up on board 34: {SAN: 4}

SPECIAL RULES:
1. EC are Moderate with no wind at start.

2. Treat all water obstacles and marsh as brush.

3. Place green glider counters in board 38 hexes D9, F4, G8, H5, K6, L7, M5. Place shellhole
counters in hexes 38H7, and M8. Place a rubble counter in 38J6. Clearance attempts vs.
gliders receive a -2 DRM; vs. shellhole -1. Dozers are operated as per G15. Any unit
attempting clearance must begin the PFPh in the location to be cleared, become TI and roll a
final DR of 2 or less. Thus infantry need final Clearance DR of 4 for gliders, 3 for shellholes
and 2 for rubble. Dozers need 9, 8 and 7, respectively. All Labor and other modifiers apply
normally, as per Clearance.

4. No US units may be concealed at start.

5. The Japanese suffer from Ammo Shortage.

AFTERMATH:   A surprise attack on the airfield found it defended by
nothing more than the Seabees working on restoring it. Fortunately, like all
the Navy troops on Oroku, the Japanese attacking the airfield were well-
armed but ill-trained and poorly led. The Seabees fought a vigorous de-
fense, aided by scorn for the enemy's abilities. Hurried operations to clear
the airfield continued even during the attack, as Marine units moving far-
ther south were in constant need of air support which could be best given
from Naha Airfield, which stood much closer to the new front lines. How-
ever, significant casualties were suffered by the Americans, especially
among the barely-trained SeaBees. Still, the attack was beaten off after the
almost complete destruction of the attacking force. The Marines scarcely
glanced up from their work in the hills to note that an attack in their rear
had been beaten off.
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Enter West edge on Turn 1:

Elements of 234th Construction Battalion [ELR: 3] Set up on board 38 within 4 hexes of G7 {SAN: 2}
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BOARD CONFIGURATION:

NAHA AIRFIELD, OKINAWA, 8 June, 1945:   The schism between the Japanese Army
and Navy reared its ugly head once again on Okinawa. In late May, members of Admiral
Minoru Ota's Naval Base Force complied with a request from General Ushijima to join the
general Army withdrawal on the island. The naval garrison, stationed for the most part on the
rugged Oruku peninsula, destroyed most of its equipment and weapons too heavy to carry.
They staggered through the torrential rains to their planned positions. Oka's area turned out
to be so exposed that some of his staff members begged to return to their original fortifica-
tions, arguing that they were Navy units and could disregard Army plans. Until then a model
of rare interservice cooperation, the admiral permitted half of his troops to return to the
peninsula. When part of the 6th Marines landed on Oroku on June 4, they found the Navy
troops armed with hundreds of machine guns and light cannon stripped from fighter planes.
A more cohesive force could have done great damage with this armament, but within three
days the Marines had cleared the Naha Airfield of enemy, leaving the area to Seabee units to
begin fixing the strip for immediate use.

38 34

(only hexrows A-P are in play)

VICTORY CONDITIONS:   The US must clear one complete runway without

losing >12 CVP.

AMERICAN Sets Up First

JAPANESE Moves First

BAZ 45

8-5

DAGGER


