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September 1st, 1939...War had come to Europe
again, and the Polish Army was fighting for survival as
the Germans unveiled a new form of :
warfare, . biftzkrieg. In the so-called ''Polish Corridor'’,
the German 20th Motorized Infantry Division was
surging eastward toward the vital crossroads#t
Chojnice, The Polish 8th Infantry Division had
the vanguard to a standstill, but casualties were
muunﬁng and ammunition was low. The famed Uhlans
of the "Pomorska'' Cavalry Brigade were ordered to
extricate their countrymen. Little did they realize that
German armor was also nearing the scene.

April 9th, 1940...Now It was Norway's turn. The
capture of the Norwegian King Haakon would be a
coup of the first order, and plans wete Instituted to
take him at his capital, But German plans were forn
asunder by the torpedoes that ripped the Biuecher.

In desperation, the German air attache to the
embassy In Oslo rushed to Fornebu, commandeering
two companies of German paratroopers landing there.
Loaded aboard buses, they set out to capture the
King—who was fleeing to the Norwegian Army head-
guarters at Hamar, But, along the way, the Garmans
ran headlong into a rag-tag band of heroes who were
determined that they would not pass,

May 10th, 1940...0Operation Niwi was an audacious
German plan to land several hundred men of the 88
Regiment ‘Deutschland'' by light plane to seize vital
crossroads deep in the Ardennes, One group, coming
to ground near the village of Witry, moved forward
through the deep woods. Would boldness and cunning
be enough to overcome the Belgian Chasseurs
d'Ardennais charged with denying the roads of the
region to the enemy? Or would the elite Belglan
troops, adept at operating in the forests of their
homeland, give the 35 a blopdy nose?

April 9th, 1841...Caught unprepared by the invasion
of 49 enemy divisions, the Yugoslavian army was
trying desperately to mobilize, But in this country of
divided loyaities and poor communications, confusion
and despair were endemic. On the third day of the
Balkan biitzkrieg, leading elements of the Bth Panzer
Division descended on Alibunara—moabilization center
for several Yugoslavian formations. Never short of
courage, the 5th Yugoslavian Cavalry Regiment
launched a desperate charge to divert the German
iron fist.
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countersheet of Allled Minor infantry and support

This is THE LAST HURHAH—-—the sixth ASL mndu
The eight scenarios contained herein focus on SE
historical situations invalving the early German v
blitzkriegs of World War Il and the many nationalifies -
that fought against the invaders. Paratroopers, armar, ih.--
air power, audacity and courage were the tools with
which Germany planned to overrun the neutral HMI
of Europe. And in less than two years, in actions as |
far apart as Norway and Crete, the German military
accomplished all they had set out to do. For the mm

part, the invaded neutrals (Poland, Norway, Belgium,

the Netherlands, Yugoslavia and Greace) were |
defended by hastily-mobilized reservists stiffened by a
few elite units. The actions depicted in THE LAST
HURRAH will challenge veteran ASL players to match
the tenacity, audacity and victorles on both sides in
eight scenarios, recreating the German march of
conguest. Experience—as only ASL can let you—the
desperate fighting of these first days of World War [I,
Whether commanding German armor, Polish cavalry,
Greek infantry, Belgian Chasseurs, Norwegian
reservists or Luftwaffe paratroopers, if you're an ASL
grognard, you're bound to find something pleasing in
the wide spectrum of scenarios included in THE
LAST HURRAH. There Is even a scenario pitting
those age-old foes, the Poles and the Russians!

THE LAST HURRAH contains eight scenarios, one

weapons—and two boards: 11, with revised artwork:
and 33, which features open terrain and a large
grainfield. ASL, BEYOND VALOR and YANKS (for two
scenarios) are needed to play these scenarios. i
THE LAST HURRAH is now available for $18. ﬂﬁﬁﬁﬁ i
Thie Avalon Hill Game Company (4517 Harford M
Baltimore, MD 21214). Please add the usual 10% ﬁf
shipping and handling expenses (20% for Canadian
orders; 30% for overseas). Maryland residents plealh
add 5% state sales rax
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broadaning his anjement of the gamas.

‘Whils most ol the material in the ASL Annual = salcied by
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August 12th, 1841...The Sth “‘Pasublo” Division's advance guard,

the first elerment of the ltallan Expeditionary Force In Russia to see

action, s moving down the right bank of the Bug River. |ls objective
Is to seize crossing points along the river 1o aid in the entrapment
of the Soviel 9th Army. In the early morning hours, men of the BOth
“Roma" Infantry Regiment launch a surprise attack fo caplure @
bridge spanning @ Iributary of the Bug. The bridge must be laken
swiftly 1o keap the advance moving. .. :

November 18th, 1941...Unknown to Rommel, the British have
launched Operation Crusader. The Hallana of the 132nd "Arlete”
Armored Divislon, however, warned by thelr own Intelligence
service of an Impending attack, stand ready, wsil dug in bahind
s0ggy ground at Bir el Gubi. As Crusader tanks roil into range, their
crews disdainful of the ltalians’ fighting abllity. the defanders
unigash a hail of AT fire which stops them cold. Then the M13i0s
of the Arigte’s tank regiment are ordered o counterattack,
Suddenly the overconfident British have more on their hands than
they bargained for,,,

July 11th, 1943...The 7th Infantry |s pushing forward fo expand and

securs the U.5 beachhead around Licata, Slcily, Ag its 3rd
Battaiion nears the town of Paima di Montechiara, it comes under
fire from low hills to the south. The Gls push the Italian defenders
back into the lown, whereupon white flags begin appearing on its
buiidings. Thinking that the italians are surrendering, a patrol is sont
forward. But the llags have been put oul by chvillans, and the patrol
is suddenly cut down by withering fire, Enreged, the battalion
m?ﬂr launches an allout assault on Palme. His alm:

ribution, ]

with the Allles. Now the German 2nd Parachute Division, supported
by assault guns, is attempting to occupy Rome—but

trying to block its advance Is the efite 218t “Grenadiers of Sardinia™
Division. The sounds of war echo through the southern suburbs of
the Elernal City as the embattied Grenadiers, aided by meager
reinforcements and & few armed clvilians, slowly yield ground (o the
tough paratroopers. The lalians flald some of the best weapona In
their armory, but ammunition is running low and the German
pressure |s ralentless. Thae battle for Rome |s reaching its
crescendo...

- type employed by the itallans in North and East Africa, Russia,

_ with just the British module. But HOLLOW LEGIONS is certainly
. moduls, five are set in
- values, historical notes and DYQ charts—plus the ASL Chapter N
- for the Allied and Axis Minor Infantry and support weapons, and

L

10th, 1943...Two days ago italy announced its armistice

~ add 5% states sales tax. ’ _
 HOLLOW LEGIONS is not a complete game. Ownership of ASL, |
 BEYOND VALOR, YANKS and WEST OF ALAMEIN I8 required—as

This Is HOLLOW LEGIONS—1he long-awaited [tallan ASL module,
Here s the complete order of battle for a new nationslity—one
- never before offered in the long history of the SL/ASL systems. The
~ Itatian soldier of the Second World War has been much maligned— |
Mhmmmwwmmmmw_
atfected by the quality of his weapons and the abilities of his smal-

unit isaders? Playing H LEGIONS, which incorporates the
rasulls of axtensive research on this lassersnown army and its
equipment, will aliow you to form your own opinien by giving you
the oppartunity to command every major vehicle, gun and troop

Sicily, the Balkans and italy during World War Il The two

wmrﬂomm:m harein depict open deser,
1o those in WEST OF ALAMEIN, they allow you o re-create

Narth African battles of even greater expanse than was possibie

nat limited to the desart, mﬁmm WI'::ETM

: Europe. Included are the ASL Chapter

H {Dasign Your Own) Italian vehicle and weapon listings, polnt
{Armaory) pages for the courtersheats in HOLLOW LEGIONS, thass -

those for British ordnance and transport.

HOLLOW LEGIONS iz now available for $25.00 from The Awalon
Hill Game Compary (4517 Harlord Road, Baltimore, MD 21214).
Please add the usual 10% for shipping and hanaling—20% for
Canadian or 30% for overseas orders. Maryland residents please

‘are boards 4, 7 and 12 for three scenarios.
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A NATION OF WORKERS

Utilization of American Manpower and Material in ASL

The United States entered the Second World War
on T December 1941, but she was not as unprepared
as some have claimed or would have liked. On 1 July
1939, the U.5. Army consisted of approximately
174000 enlisted men, with an increase in manpower
of 36000 already authorized. With the outbreak of
the war in Eurcpe, President Roosevelt authorized
a new establishment of 227000 men and an increase
in the National Guard to 235000 on & September.
With an appropriation of 512 million, this increase
allowed the Army to create five triangular divisions
and put them in the fleld that winter, America’s road
o war had begun.

With the invasion of France, on May 16th the
President recommended an appropriation of one
biflion dollars to Congress, with $732 million to go
for equipment and to increase the U.5. Army by
an additional 28000 (13000 for the Air Corps) men.
On 31 May, he requested a further billion dollars,
The Senate Appropriations Committee inserted a
further 550 million, and authorized an active
sirength for the Regular Army of 255000 troops.
That same day, the House committee added $322
million and brought the authorized strength up to
375000, The result was that by 15 August 1940,
the U.8 Army consisted of one armored, two
cavalry and eight infantry divisions—all under-
strength.

In order to continue its expansion, the Army asked
for the authority to call out the Mational Guard.
Finally granted on 27 August, the first Guard units
were inducted on 16 September, the same day the
Selective Service Act was signed. This act autho-
rized the following establishment: Regular Armry—
S00000; Mational Guard—270000; and **selectees™”
(i.e., draftees)—630000, Thus, a total establishment
of 1.4 million troops was posgible and on 30 JTune
of 1941, the active armed forces of the United States
consisted of nine triangular infantry divisions, 18
square infantry divisions, two cavalry divisions, and
four armored divisions, Yet, expansion brought
problems.

The first major crisis was finding experienced
officers and non-commissioned officers to command
and train this influx. As men showed promise, they
were shuttled to new assignments to fill the gaps.

By Craig F. Posey

The school system was increased to graduate 600
new officers every five weeks. A portion of the ex-
perience was found in the pool of over 100000 who
were members of the Reserve Officers Training
Corps. This group would eventually constitute
T5-80% of all officer strength in the Regular Army
units. To supplement these sources, an officer can-
didate school system was created which could
produce a minimum of 10000 new officers a year.

Even while the increase in the Regular Army was
taking place, membership in the MNationsl Guard kept
pace. Strength for the Guard reached 303027 men
on 30 June 1941, At the same time, drill require-
ments wers increased from 48 to 60 hours per
anmum, It was this force which was inducted into
the establishment in successive increments starting
on 16 September 1940 (with mobilization to be com-
plete by 23 June 1941). It was the induction of these
units which came back to haunt the Army, as they
could only be called in for a period not to exceed
12 continuous months—a problem that was only to
be resolved with the Japanese attack.

If such was the state of American ground forces,
what can be said with regards to the political situa-
tion, The first overt act came in June 1940 when
President Roosevelt ordered the tranfer of large
stocks of World War [ munitions to France and Great
Britain. September 1940 saw the exchange of fifty
“over-age"" destroyers to Great Britain in trade for
Atlantic bases, In addition, the President announced
that heavy bomber production would be shared with
the British, In August the United States entered into
active cooperation with Canada in support of its war
effort. March 1941 saw the dropping of all pretense
of neutrality with the Lend-Lease Act and America’s
becoming the **Arsenal of Democracy"'.

As Roosevelt pulled the country into active par-
ticipation, American involvement increased. The
U185, Mavy began active naval patrols of the western
half of the Atlantic Ocean in April 1941, In May,
the United States accepted responsibility for the
development and operation of convoys across the
north and south Atlantic Oceans. The fear of a
German thrust through Spain towards northwestern
Africa cansed the President to proclaim an unlirmited
emergency, and he directed the Army and Navy to

prepare an expeditionary force to seize the Azores
and block the German threat.

With the German invasion of the Soviet Union,
American forces moved overseas—first to Green-
land (25 June), and in July they relieved British
forces in Iceland. October saw the U5, Navy
actively involved in convoy escort duties in the
western sectors of the North Atlantic and naval
vessels, with assistance from Army aircraft, warting
against German submarines. Congress repealed the
ban against the arming of U.5.-flagged merchant
vessels, On 9 November, Churchill noted that there
would follow *‘constant fighting in the Atlantic
between German and American ships.”

December 7 1941 ended the division that had
existed betwesn the various factions that had divided
American sentiment. The Army (now 1,643 477
mien) and Navy were prepared for war, but it would
be months before they could launch even limited
offensives.

The American expansion of its army truly began
with the Japanese attack. By 30 June 1943, the U.5.
Army was to add five million men, increase the
Officer Corps to 428000, expand the air force w
Z0BE000. By 9 March 1942, the Army consisted
of 29 infantry divisions of which: 10 were Regular
Army, 18 were National Guard, and one was
“*Army of the United States’’. The rest of the year
1942 also saw the creation of an additional 38
divisions—27 infantry, nine armored and two air-
borne. Seventeen divisions were created in 1943,
Thus, 91 divisions were activated prior or during
o World War II, of which 67 were infantry.
American had reached superpower status. We must
now turn to a consideration of how this relates o
ASL.

LEADERS AND LEADERSHIP

As we have learned, the recruitment and train-
ing of officers and NCOs reached crisis proportions
early in America’s mobilization efforts. The Regular
Army at the close of fiscal year 1940 had an autho-
rized commissioned strength of 13637, which rose
tcr 14016 at the end of 1941, Under the act of 1939,
commissioned strength would have continued o rise



[

until it reached 16719 on 30 June 1949, While com-
missioned officers from West Point would not in-
crease, this expansion called for other sources to
be utilized,

The most obvious was the National Guard, which
provided 20006 officers and 126 warrant officers
upon induction. Yet even this needed to the aug-
mented as their units were brought up to Regular
Army strength (Executive Order 9/6/39), along with
the effects of certain necessary reorganizations and
conversions. Thus, “'Public Resolution Mo, 96"
(27 August 19407 authorized the calling of Reserve
officers o extended active duty. Whereas on 30 June
1941, approximately 2700 such were in active
service, a year later 55000 were. This figure, which
represented some 55% of all Reserve officers, was
to have major impacts on the American military sys-
tem and its performance. The strength of the
Reserve Officers Training Corps (R.O.T.C.) was
also to be absorbed; 8400 graduated in June 1940
and were ordered into immediate active duty.

Yet even all these resources did not meet the nead
for leadership, for by the end of 1943, the break-
down of officers was: 15000 Regular Army, 190K
National Guard, 180000 Reserve and ROTC,
100000 Dvirect Commission, and 300000 from
Officer Candidate Schools. Those being offered
**Direct Commissions”" were divided almost in half
between doctors, dentists and chaplains on the one
hand and various technical and admininstrative per-
sonnel on the other, Obviousky, for the combat front,
the last category would have to bear the brunt,

Officer Candidate Schools (OCS) began to func-
tion in July 1941, and during that year 1389 were
graduated (followed by 54233 in 1942; 59109 in
1943; 12534 in 1944; and 9866 in 1945). These
figures render a total of 136131 officers, of which
122846 were former enlisted men. Obviously, the
biggest problem that arose with this innovative pro-
gram was that by mid-1942, the quality of poten-
tial officer material started to decline, a situation
that was only partially relieved with the activation
of the **Volunteer Officer Candidate’” (VOC) plan,
Going outside the Army lor candidates did not make
up for the shortage of officer material; so in the
summer of 1942, it became necessary to redefine
the qualifications for a commission, Sdll, “*by the
end of 1942 the quality of recent OCS graduates
had declined so that the Inspector General's sweep-
ing reforms . . . the trouble did not lie in the details
of the selection system but rather in the reluctance
of unit commanders to send key enlisted men to
officer candidate school and in the shortage of high-
intelligence personnel within the Army Ground
Forces.'” These were the men who would lead
America's youth against the Axis forces; what does
ASL say about them?

In the original SQUAD LEADER scenarios
(#7-#12), the average American leadership modifier
was —1.05; comparing this with the German
average for the same series of scenarios of —0.85,
we see that the original game considered U.S.
leadership to be 23.6% better than that of the
Germans, Still, these scenarios are set in late 1944
through 1945, when American leaders had had a
chance to learn the lessons of war. Yet, the first
six scenarios had given the Germans an average
modifier of —1.19 {against Russians) or a 13.3%
advantage over what the Americans have, but then
these same scenarios are sef in the period of 1941
through 1943 generally. Ancther relevant figure is
the squads per leader ratio; for the Americans the
figure is 2.48 while that of the Germans is 2.79 {an
American advantage of 12.5%). The guestion that
arises is whether or not these figures have altered
aver the growth of the system, as in the beginning
American leaders are generally superior to their
German counterpans.

With the release of (/. , the Americans were re-
introduced into the SL system and, with their return,

their leadership quality declined in the included
scenarios to —0.55, a drop of 47.6% " What of the
Germans at this juncoure and in these scenarios (#33
through #47)7 They now enjoyed a leadership modi-
fier of —0.74—a 14.9% improvement over their
previous situation. In the second category, the
Americans are now at a ration of 3.13 squads per
leader, as opposed to the German 2_8B3. This
represents a German decline on the order of 1.4%
as opposed to an American degration of 26.2% As
we can see, in keeping with our discussion regard-
ing sources of American leadership above,
American quality started to decline,

Turning to the ASL system, especially the
scenarios of PARATROOPER and YANKS, the trend
continues, Even though PARATROOPER deals with
elite U5, forces, its values should have some
relationship to our general discussion. Its factors are:

Leadership Squad
Modifiers  Ratio

German 4,00
These scenarics, set in 1944, show s marked ad-
vantage in leadership (14.5%) and in squads per
leader ratio. The improvement in the leadership
catagory is consistent with its elite status, while the
German decline in relation to SL of 35.1% and
41.3% is consistent with the second-line nature of
the troops in the assault areas in the early days of
the invasion,

In YANKS, the Americans shed their elite status
and their regular forces once again put in an
appearance. In this gamette, the figures are:

—0.48

With the return of the normal American OBs, we
once again see the figures decline, but now across
the board. Leadership declines 15.9% against that
in PARATROOPER (but only 3.6% against G.1.),
while their squad ratio falls 43,9 % when compared
to either. The result is a slightly more fragile
American force based upon a shortage of leaders
over the two previous gametes. Yet, German im-
provements against its figures in PARATROOFPER,
though reflecting massive devaluations from .7,
reflects a German force that is only, qualitatively,
slightly better overall than the Americans.

While these are the case with the published
scenarios, can we determine if the Mational Cap-
abifittes Chart (A25) accurately reflects the leader-
ship situation. Chart A25 indicates & likelihood that
the German forces will have a leadership superi-
ority on the order of 27.2% in quantity based upon
their LG of *'4”" as opposed to the American ©*5.5'",
Given that YANKS shows a German advantage of
28.1%, this is certainly consistent as the variation
is only 3.3%. Does this necessarily lead to o cor-
responding reflection in the category of average
leadership modifier? The best method may be to
create a ficticious squad base and determine the dis-
tribution of leaders. For our discusson, I have
chosen an ““Equivalent Squad Number'" of 22,
which results in the awarding of five plus one leaders
to the German DYO OB, and four 1o the American,
This would result in the following leadership dis-
tribution, after the 8-0 trade; American—one 9-1,
one B-1, two B-0 {(average of —0.50); German—
ong 9-1, two B-1, two 8-0, one T-0 {(average of
—0.50). In other words, parity at thiz level. But
what if the base were expanded to, say, 44; then;
American—one 9-2, one 9-1, thres 8-1, three 80
(average —0.75); German—one 10-2, one 92, two
9-1, three -1, four 8-0 (average —0.82). Clearly,
as the base expands, a divergeance arises and the
average increases. As we can also see, using the
standard of 22 squad-equivalents, the average is
much as arrived at for YANKS. 5till, there is another

factor—the squad BFVs, which render the Americans
some 10.3% cheaper than their German counter-
parts, Thus, if parity in spent points exists, then if
the American player can afford 42 squads, the
Germans could only purchase 38 of the same type,
thus leveling out the leadership average once again.

As shown, while the Germans will generally have
lower number of squads per leader as opposed o
their American opponents, the average leadership
madifiers will generally be equivalent, This will
result in the American forces being slightly more
brittle, but probably not to a deleterious level,
Leadership, though, is only one aspect of the ground
forces and other facets must be addressed to arrive
at a true evaluation of American potential in ASL.

GROUND TROOPFS

The 28th of January 1933, if any date can, marks
the beginning of America’s rearmament effort, On
this date President Roosevelt requested 517 million
based upon the assumption that the U.S. Army was
underfinanced. Yet, as we have seen, the Army ex-
panded slowly until December 1941, when war
finally came. Eventually 8,291,336 men were taken
into the Army (of which 5.9 million were destined
for the ground forces and 2.3 million for the air
force). It should be noted that the WPD Victory Pro-
gram called for the fielding of 8.7 million men—
not far from the actual figure attained. Recruitment
was (o be a major problem.

To have an idea of the magnitude of the problem,
we should note that

.. . the guality of manpower in the ground

arms, when mobilization was nearly com-
Pleted in the lamer part of 1943, compared
wrfavorably with that of the other elements
of the Army. A sample of 12000 combar
soldiers proved to be below Army average
in height, in weight, in intelligence, and in
educarion. The infantrymen examined aver-
aged over half an inch shorter and six pounds
lighter than the average for the Army.

With reference to their intelligence, approximarely
40% of those men inducted at reception centers were
sent o the combat arms, Of this percentage, only
34% were from the higher intelligence and aptinde
levels, while 44 % were from the lowest level of the
five AGCT ("' Army General Classificadon Test™)
classes,

The classification of personnel in the Army with
regards to physical standards was fairly simple;
there existed only one category of general service
and one of *‘limited"" service. In the British and
German armies, men were sorted based upon several
grades of phsyical service according to moscular
strength, endurance, agility, coordination and other
criteria, men were assigned based upon expected
physical demands. Therefore, in the American
army, the fact that a unit might be called upon to
engage in hand-to-hand fighting, or march long dis-
tances on foot, or carry heavy loads or go without
food and sleep were discounted in making assign-
ments for those in the general service category, To
make matters worse, in July 1943 the limited serv-
ice category was deleted—all cases being handled
in an “‘exceptions’” basis now,

By the middle of 1943, the qualitative deteriora-
tion in ground combat troops became apparent. This
was partially coused by the preferential assignment
of men in AGCT levels I and IT (the highest) to the
Army Air Corps, followed by those who applied
for officer training, and finally by the temporary
withdrawal of thousands of highly intelligent
soldiers to the **Army Specialized Training Pro-
gram’", At this point, the intelligence level in the
ground forees of the United States had declined to
well below the national average, In fact, the per-
centage distribution by AGCT ratings to the Army
ground forces were:
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Field commanders in 1942 complained repeatedly
that they were receiving men of so low a mental
capability to be trained. One commander stated that
the hardest problem in finding competent enlisted
personnel to be instructors was because everybody
higher than a moron”" had already been pulled out,
General McMair insisted thar the Army must deal
with the manpower situation as it found it—with the
exception of the airborne divisions, who were
authorized to remove their class I'V and ¥ men in
excess of the Army average (18 Sept 1942).

An Army Ground Forces observer with the Fifth
Army in Italy reported, **Squad leaders and patrol
leaders with initiative were scarce . . . the assign-
ment of Grade ¥V men o infantry is murder.”” In
essence, competent leaders were scarcest where the
fighting was the thickest. As late as August 1944,
the mood of the front-line infantryman was bitter;
they saw themselves as unappreciated and forgotten,
kept in combat until exhausted, wounded or killed.
From Italy in August 1944, a medical officer wrote,
**The infantryman is at present the least appropi-
ately rewarded specialist in the Army"’. S0 how does
ASL portray men whose own leadership considered
them, at best, as barely competent—yes, [roops
barely competent, and with a low self-image.

First, we need to consider the tortucus develop-
ment of the American squad from SL to its current
incarnation in ¥ANKS. In the original version of
SQUAD LEADER, the Americans were virtual
supermen. They possessed better firepower, and at
an equal or better range than their German counter-
parts. Only in the category of Morale were they at
o disadvantage, maintaining a level that was one
lower than the equivalent German class—but even
this was not a disadvantage. Why?! Because they
were immune to the effects of Desperation Morale,
making quick rallying a frequent event, Thus, while
the Americans might be britle, they tended to return
to haunt the German with greater than expected
regularity, Another advantage was their ability to
use all capiured support weapons, as long as the unit
using them was of appropriate type. At this point,
the Germans and the Russians were restricted to only
the use of captured machine guns, With their 6-6-6
first line squads and B-4-7 elite squads, they were
a force to be reckoned with.

With 7.1, , American units still suffered from the
morale disadvantages noted above, and their elite
B-4-7 MMC was downgraded to a 7-4-7, Sull,
excepting leaders and green units, the Americans
retained their exemption from DM. Yet, they
improved in their ability to repair malfunctioned
support weapons by requiring a die roll of 1" or
**2"" (s opposed to a *'1"" for other nationalities).
In addition, American squads were given a better
smoke grenade capability than others, plus the
ability to use white phosphorus. As of vet, the
Americans still enjoyed the majority of the advantages.

The advent of ASL finally removed the American
exemption from DM—almost bringing them to a
parity with others in this category. I say “almost’”,
for the Americans were awarded an enhanced
broken morale level to partally offset this loss.
Another American change was their repair die roll
advantage, repair now becoming a function of the
weapon instead of nationality. The Americans have
fallen to parity, or (as some seem Lo believe) in-
feriority with their foes.

Let us look at the comparable pieces and atternpt
to determine their relative value. The cream of the
CGerman order of battle is the B-3-8 assault engineers,
A cursory glace at the American 7-4-Ts would seem
to lead one to the belief that they are inferior 1o the
Germans, and in some aspects thay are. The American
unit suffers a one-point disadvantage in firepower
and in morale. Yet, they do have a range advan-

tage, While the German killing zone is only six
hexes, the American extends to eight. In close ter-
rain, the German units might have the advantage,
but in open terrain the effect of American firepower
will be felt more often. An analysis of firepower
over the ranges available to the two squad types
leads to the following:

Range in Hexes:
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It should be noted that these figures represent use-
able firepower factors on the fnfamtry Fire Table,
those factors in excess of the highest appropriate
column being lost. One other category is notable:
the effects on the Close Combat Table. That one
extra point of firepower renders it impossible for
the American T-4-7 to achieve one-on-one parity on
that table;, the result, the German B-3-B will score
a “kill*t 27 8% of the dme, while the American
will do the same only 16.7% of the time.

There are other areas of contention, though, be-
tween these two units. The American morale, as [
have indicated, is one less than that of the German,
This means that they will be 13.9% more likely to
break, but possess an equal ability to rally due to
their broken morale. In other areas these units are
much the same; both are awarded the Assault Fire
bonus, Spraying Fire option and an ELR of *'5"",
Even their smoke exponents are the same, though
of course the 7-4-7 does have its white phosphorus
exponent of “*2"" which the German B-3-8 does not
POSSCSS.

S0, which is the betrer unit? It seems to depend
upon terrain. As I have shown, the American unit
at ranges greater than thres hexes is superior, but
at o range less than four the advantage switches to
the German. The one true weakness i3 American
morale, yet in DYO scenarios there does exist a
leavening factor missing in the designed scenarios,
The BPFY of the 7-4-7 American elite unit is 12.5%
Iess expensive when compared to that of the German
8-3-8. In other words, this offsetting by one
significant American advantage creates a true parity
between the two troop types.

The second class of American elite unit (the 6-6-7)
has no obvious German equivalent, but does fare
nicely when oppased to the German 4-6-8 and 5-4-8
units, Admittedly, the American unit suffers in
respect to its good order morale, with their broken
morale being the same. As to fire effectiveness, its
longer range and/or higher firepower is telling:

Hange in Hexes:
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Az is shown, these German units are less effective
that the American; in fact, the American 6-6-7 is
42.1% more effective that their own 7-4-7. Does
this unit really suffer in comparison? After all, it
does retain the standard American smoke exponent
and assault fire, But the German units hersin
mentioned would be in the same situation as the
American T-4-T was against the German 8-3-8 on
the Close Combat Table, 50 it does gain there, There
is one factor to note, though, for DYO purposes;
the BPY of the 6-6-7 is exactly the same as that of
the 7-4-7, without that unit’s automatic ELR of *'5°",
It is, in fact, more expensive—by 7.7% —than the
CGerman units. In reality, only the German 6-5-8 55
squads are equal or better than the 6-6-7 in most
Cases.

The bulk of the American forces appearing should
be their first and second line units, namely the 6-6-6
and 5-5-6 sguad types. Once again, the American
good order morale shortfall continues as their
Cerman counterparts are at level "'7''. On the
broken side, the American 6-6-6 has garnered a two-
level increase in morale to an B’ while the second
ling 5-5-6 still can claim a parity with equivalent
Germans. As o firepower:
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The result, the American 6-6-6 with the same fire-
power as their 6-6-7 predominates with a 35%
superiority over the German 4-6-7 and 92.2% over
the 4-4-7, The 5-53-6, on the other hand, is clearly
inferior to the 4-6-7 (by 15%) and only moderately
superior to the 4-4-7 (21.4%). These increases in
firepower necessitate a cost, a cost in BPY (for the
6-6-6 is 10'% more expensive that the 4-6-7, and
the 5-5-6 is 14.3% more expensive than its counter-
part). Considering the decline in morale and increase
in firepower, the 10% additional cost for a 6-6-6
seems like a bargain, while that of the 5-5-6 sull
awaits a decision. In this particular category of units,
the American continues to enjoy 2 smoke exponent
superiority. When crossing open terrain, this little
difference can more than justify the added costs of
American units,

While the Americans lack a “‘conscript'’ unit,
their 5-3-6s8 are in many cases equivalent in nature,
unless accompanied by a leader. This is primarily
due to the restrictions placed upon them by rule
sections A19.2. Due to range parity and excepting
the Assault Fire bonus they are assigned, their fire-
power abilities are the same a5 the German. Also,
excepting Close Combat wherein the 5-3-6 enjoys
an advantage, the only differences in the two units
are the traditional broken morale bonus of the
Americans and the 5-3-6's smoke exponent of 2",
Suill, there is the cost difference to note. The
American unit comes in a5 20% more expensive,
Outensibly, a high cost to pay for smoke, but use-
ful in any assault situation.

Taken in toto, the American squads are superior
in most aspects to their German counterparts. Not
in morale, except in the broken morale level where
they rise to the German values, but in firepower
(especially firepower over the longer ranges). The
fields of fire. Once they close with the enemy, their
superior volumes of fire may dominate their front.
Locked in close combat, they should prevail—but
all of this comes at a cost, The cost is a more brittle
unit, the one-point degration in morale rendering
this type of disaster (breaking) more common for
the Americans. With care, proper utilization of
productive terrain modifiers and leaders, the morale
problem can be surmounted however,

SUPPORT WEAPONS

Unlike the Soviet player (whose main support
weapon is the light machinegun), the Americans
suffer from a plethora of available equipment. A
look at ASL scenarios to date reveals that the
Americans possess an average of one SW per 1.649
squads. Compare this with the German average of
2.13 squads or the Soviet of one per 3.06 squads.
It is this preponderence that requires a considera-
tion of this aspect of American fighting potential.

Taking the U.5. Army 5W Allotment Chart {page
H435) as the source of our conclusions regarding
average weapon distribution, [ will start my discus-
sion of American support weapons with their many
machineguns. With its lack of a light MG, the
American player might consider himself hindered
when faced with a German so equipped. Yet, as my
analysis above showed, even without this weaponry
the Americans have a disproportionate number of
large caliber weapons. Therefore I can progress to
& look at the American MMG. The U.5. 4-10 MMG
is inferior in three aspects to the German counter-
part; the first two are obvicus, its reduction in fire-
power and the range differential. The last aspect is
less obvious: in the dismantled state the German
MM retaing some firepower, while the American
has none. The only American advantage is, except-
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ing 1944-435, their OB will reflect a higher quantity
of these weapons per equivalent aumbser of squads.

As to heavy MGs, the American player has two
types available—their 6-12 water-cooled and their
B-16 50-caliber weapon. The German 7-16 HMG
neatly fills the niche between these two, Compared
to the Crerman HMGG, the American 6-12 performs
just as well on the IFT, if you discount the greater
German range, while the .50 caliber weapon equals
the German range and significantly betters its fire-
power, The assertions regarding firepower are hased
upon the column breakdown on the IFT. Once
again, though, in the dismantled state the German
weapon still retains a portion of its firepower, while
the American ones have none, The advantage of the
American weapons will be the frequency of their
appearance., During the 1944-45 period, for in-
stance, if both sides have 13 squad equivalents, the
German playver will have one HMG while the
American will have one of each of his two types.
During the earlier periods, the number of squad
equivalents to acquire a 6-12 HMG will be less than
the number required by the German.

The next major American 5W o consider is the
M2 60mm mortar, as opposed to the German Scm
le GrWw36. Since likely availability is always one
of our major concerns, we can safely aver that the
Americans suffer 2 marked advantage here. Dur-
ing 1941-42, the German player will receive one
of theirs 25% more often that the American will;
in 1943, the Americans enjoy a 22% advantage, and
by 1944 they will receive theirs twice as often as
the German player. And as the readers shall see,
the American is in all aspects a superior weapon
when compared to the German mortar. Just a few
of the advantages need be summarized:

American  German
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With regards to anti-tank capahility, it would he
difficult for the Americans or any other nationality
to better the inherent panzerfausts of the German
squads. 5till, the PF is not a guaranteed weapon,
and therefore some reliance is placed upen the Ger-
man panzerschreck, It is with these weapons the
American must contend. Almost a vear after the in-
trowdusction of the bazooka, the panzerschreck arrived
in the German arsenal. While the PSK arrives upon
the ASL scene full-blown, the American bazooks
goes through a torturous developmental period,
With the three available BAZ types, we plavers see
certain important differences: the *43 version has
& lower breakdown number (**10'") and a lower To
Kill number (**13""); the *d4 weapon shares the same
breakdown number and enhanced To Kill number
as the '45 version, but the "45 BAZ has a greater
range than the other two and the ability to fire white
phosphorous. How do these 5W compare with the
PSK7 Panzerschreck range is that of the American
'43 and "44 weapons, yet it possesses o higher IFT
equivalent and a greater To Kill number (*26°"),
This is all well and gpood for the German, but we
should note that it has a breakdown number of
*10"", The PSK is generally a superior weapon, The
German problem is one of availability, not per-
formance, for in 1943 the American will receive
this weapon 41, 7% more often, and in 1944-45,
only 16.7% more often.

Therefore, if we take a specific number of equiva-
lent squads to form a basis for comparison, I can
demaonstrate the distribution of all W . Using 1944
a8 the base year, and a force of 15 squads, we arrive
at the following:

While the scenarios usually give the Americans a
preponderance of §W, as we can see the two
netionalitics have the same quantty of infantry
weapons with virtually the same available fire-
power—but this, of course, does not take into
account the existence of the German panzerfausts.
Sull, it will be these weapons that the American
player will turn against his German opponent, and
to good effect.

ARTILLERY & GUNS

If the average intellectual distribution of the Army
Ground Forces was dismal, the situation with the
field artillery was abysmal. Normally, artillery
would be considered a technical arm but, as America
prepared for war, once sgain expediency won out.
Compare the ground forces” average figures with
those of the field artillery:

Class I I m

Artllery  6.3% 25.9% 312%
If one could complain, overly, about the manpower
material available wo the infantry commanders, what
can one say about a group whose personnel was
drawn, almost fifty percent of the time, from the
lowest test levels? Yet, it was the reliance of the
infantry and armored units upon their artillery and
air support that was o push the 1.8, Army acrozs
the Rhine,

Mahilization brought problems of another kind
to the field artillery. Not only would the quality of
the men present a difficulty, but the quantity of avail-
ghle weapons would make its mark. In 1540, the
increasing demands placed wpon the American
arsenal by foreign powers under the Lend-Lease
program impacted upon the requirements of the
Army and the War Department. With the President
resistent to any curbs on Lend-Lease, basing his
stand on the belief that the shipments would be
educational and help American industry prepare for
war, the shortages grew,. During 1940, the sale of
munitions started to come nod only from current
production, but from Army reserves. The result;
the Army's reserve weapons and ammunition con-
tinued to be shipped to the Britsh, with stocks in
certain categories reaching critical shortages (such
a5 .30 caliber ammunition) with no prospect of
production inceases within a vear.

With Lend-Lease becoming law {on 11 March
1941) and the German attack upon the Soviet Union,
when asked about the selling of 500 TSmm guns with
appropriate ammunition from the Army's reserve
stocks, Major Smith informed Major-General
Watson (the President's anide):

.« i the War Depariment could be assured
that we would nor be colled wpon for o
general mobilization within two years ., |
the transaction was perfectly rafe, bul (f we
were required fo mobilize afrer having
refeased guns necessary for this mobilization
and were found fo be short in arillery
muterial . . . evervone who was a party (o
the deal might hope o be found hanging from
a lump post. Where upon General Watson
tal the paper inte the President who ok'd
the rramnsaction.

In 1841, massive shortages in ammunition started
to be felt, as well as shortfalls in new equipinent
{especially 105mm howitzers, 60mm and 81mm
maortars. amd AA guns). After the Japanese attack,
as new units were activated, there was often neither
new nor even obsolete equipment available for their
[1}.5 =

How does ASL reflect this reality. Let us first in-
vestigate the assigment of offbodrd artillery modules
to the Americans in the scenarios and the DY O
charts. Going back over the scenanos for PARA-

TROOPER, we find that the Americans possess an
artillery piece for each 2.67 scenarios (and each time
the weapon chosen is the STmm AT gun); yvet, since
these units are atypical, we should concentrate on
those scenarios in YANKS. In these eight scenarios,
the American forces are allocated four onboard and
one offboard artillery “piece’’ {one per 1.6
scenarios). Once again the 5Tmm AT gun pre-
dominates, though the one affboard hartery allowed
i5 100mm.

An analysis of the U.S. Army OBA Availability
Chart (page 45) can lead 1o some beneficial enlight-
ment. Given the odds, the following will be the gver-
age bore size and cost for each of the periods:
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The result of such analysis points out certain
anomalies. As can be readily seen, there is a real
drop in the average cost in OBA during the period
of July-December 1944, Considering the increase
in bore size throughout the game system, perhaps
this is merely a statistical Auke; but, then, when we
note that the per-millimeter cost consistently drops
for each period after May 1943, this could just be
an adjustment.

Since 1945 iz the most costly period for American
OBA, it makes an excellent point at which o com-
pare the sizedcost with thar available to the Germans
and Soviets, Therefore:

Natonality  Avg Gun Size Avg Cost  Costimm
Amecan  109mm 1600 19
German ~ ldmm 1.0 (1.9
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Thus it would sppear that the Americans are at a
major disadvantage. Their OBA weapons are
generally smaller than the Germans (4.3%) and
vastly more expensive (56.9% ), The situation with
regards to the Soviets is even more pronounced.
This being so, what advantages do the Americans
posseas?

Actually, two factors do exist that partially—but
not wholely—offset their high cost. First, all of their
OBA comes with plentiful ammunition, though the
American plaver can elect to reduce this status to
normal or scarce levels with savings of 10% and
5%, respectively, in DY O scenarios. Second, the




final accuracy dr can be either **1"" or **2'", as
opposed to **1'" for the other natonalities. These
can translate into viable game assets.

Chart A25 dictates that the normal (with plenti-
ful ammo) American OBA access chit assortment
is ten Black and three Red (compared to the German
8B/3R). Using Table 33 in Mr. Medrow's excel-
lent article (see Vol. 24, No. 2 of The GENERAL),
the likely number of FFEs the American will enjoy
in a ten-turn scenario are 3.7 and 3.9 for regular
artillery and mortars, respectively. These figures
also carry with themn an 8% chance that the American
player will have no FFEs during that ten turns. By
the same token, the German opponent will generally
achieve a similar number of FFEs (3.6 and 3.8) but
will face an increase in the possibility of acquiring
none (10%).

Since American and German radio contact and
maintainence values are the same, these will not
affect the sitaton (as is the case with a Soviet/
(erman comparison), but the Americans do come
out behind, As I have indicated, the extreme cost
of U.S. batteries in DYQ scenarios means that the
Cerman plaver will be able, if desired, to purchase
three artillery modules for the cost of two American
modules—and the German can expect some change
left over as well as larger OBA, The American
player must face the realization that he can be readily
outgunned.

Turning to the onboard artillery situation, can the
American player expect any assistance? Using a
rarity factor of 1.1 as a base, let's look over their
available arsenal and compare it to the similar avail-
able German weaponry,

Within the constraints [ have set, the American
forces will have access to two mortar types, one
assigned and one purchaseable. [ briefly touched
upon the M2 60mm mortar in the section on sup-
port weapons, but neglected one aspect until this
stage. As the imegral fire support of an U, 5. Army
rifle company, the Ordnance Note #1 authorizes the
American player o remove (in groups of three) from
the playing board these pisces and use them as off-
board artillery. This degree of versatility, assum-
ing that the Americans can mest the definition of
a “*home board'’, might in centain situations be war-
ranted over their direct fire and multiple fire cap-
ability onboard.

The 81mm mortar is the first purchaseable Ameri-
cin support weapon. Since it is roughly equivalent
to both the German and Soviet pieces (in fact, the
1.5, and USSR mortars share a common ancestor—
the French 81mm Brandt), we can expect a high
degree of similarity in their usage and performance.
A cursory stdy shows that the Soviet and Ametican
weapons have roughly the same ranges, while the
German range is significantly shorter. While all
three of these weapons are noted as **quick set-up'”,
their other special attributes start to diverge. The
German and Soviet pieces are capable of laying
Smoke (s8) and firing illuminating rounds, while
the Americans can use white phosphorous but do
not have access to Smoke. This is not that smoke
shells for the American Blmm were not designed,
but rather than the Chemical Warfare Service of the
U.5. Army received no requests for this particular
item, so they were never produced. Since the costs
of all these mortars are similar, they can be con-
sidered almost interchangeable. As to which is
benter, that would be a matter of opinion, but the
availability of WP gives the Americans a marked
edge due to its effect on enemy units,

The best usage of this weapon will be dependent
upon its placement on the board. Most plaver will
prefer an open upper-level location, such as a
hilltop, with a good field of fire. This will allow
it to dominate as great a portion of the mapboard
as possible, and utilize its rate of fire to best effect.
Secondarily, the mortar would function equally as
well with a properly placed spotter, though it would

suffer a reduction in accuracy (+2 To Hit DRM)
and its ROF.

Only one American anti-tank gun appears with
any regularity in the scenarios—the M1 57mm AT
gun—and with a rarity factor of 1.0, this will be
50 in DYO scenarios as well. A second weapon,
the M3A1 3Tmm AT gun (which was replaced by
the 57mm weapon), will dominate in carly war
scenarios and then disappear approximately July
1943, Since the M3A1 was the first, I shall begin
with it.

Ome problem that the American player faces, in
regards to his ordnance, is that he must initially use
the Red To Hit numbers (prior to 1944); but as the
war progresses and his gunners learn their roles,
he moves into the Black numbers. The M3A1 will
bear this onus thronghout its period of service in
the European Theater. Due to its small bore size,
the main hurdle that this weapon (tracing its ancestry
from the German PaK 35/36) must face will be its
To Kill number of **11"", While this power might
suffice for many German AFVs, once heavier
wehicles are introduced, its ability to score a kill
diminishes. Still, it is valuable to have one, First,
its manhandling number of ‘12" assures a crew
being able to shift its position if necessary. Second,
it is & QSU weapon. Lastly, there is canister avail-
able for it after August 1942, In fact, it has a canister
FP of **12"" as well as its regular high explosive
fire value, The one drawback to the 37mm AT is
its lack of a 360-degres mounting, forcing it to suffer
the non-turreted To Hit modifiers when it changes
CA to fire. Stll, in a positional defensive position
at short ranges, it would prove a handy asset,

The upgrade of the 3Tmm AT resulted in the in-
troduction of the M1 57mm AT gun. Was it worth-
while? If one considers just the primary function—to
kill tanks—anyone can see that its To Kill number
of **15" is a clear advantage. Yet the higher num-
ber does not carry with it the abdlity to punch through
the frontal armor of many German vehicles—
although it does improve the player’s chances to
cripple or kill these AFVs with a side shot signifi-
cantly. As to other aspects, 1 can note its relatively
high manhandling number (**10""), its QSU ability,
and access to HE and APDS rounds for it after June
1244, The HE rounds, even with a depletion number
of **7**, will fill a void and gives it a FF of *'6"";
APDS will increase its To Kill number to 18" if
the dice roll makes it available. The American player
should find that, in a static defense, the German
plaver will display a certain caution before expos-
ing the flank of one of his AFVs to any potentially-
hidden 57mm AT guns.

Looking to the readily available field artillery
pieces, thnﬁnmnpla}rerm]]uma]]yhﬁvems
to two similar weapons in the ETO, namely the
M2A1 105mm howitzer and the M3 105mm howitzer.
Since these are vinually identical, I can consider
them as one. First, though, their differences (such
as they are): a shoner range for the M3 and, due
to the short barrel, an asterisk for gun type. The
first has no practical game meaning, and the second
comes into play only at ranges greater than 12 hexes.
Both howitzers are restricted to the use of high
explosive, with exceptions, The exception is the pos-
sible utilization of HEAT and canister, The HEAT
To Kill number is **15"" (with the M3's depletion
number **7"" as opposed to a **6"" for the M2AL).
With regard to canister, the 24 FF possibly availa-
ble will deter most assaults upon their position. Both
guns have access to smoke (D7) and white phos-
phorous (D8} to round out their arsenal of ammu-
nition. While either of these are more than
satisfactory against infantry or unarmored vehicles,
the rarity of HEAT will tend to minimize their
potential threat to most enemy AFVs.

Of the available American artillery pieces, it
would be difficult to choose one weapon of prefer-
ence, Unlike the German ordnance, the distinctions
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between the American weapons are marked. Most
German artillery can function well-enough in an AT
role, and vice versa, Therefore, the American
decision as to which weapon is selected in DYO
must be based upon their expected mission. 1 should
note that these guns will cost less than the equiva-
lent calibers available to the German player—partial
compensation for their lack of versatility.

ARMOR & TRANSPORT

The growth of the American armored forces com-
menced with the move towards mobilization. On
1 Tuly 1939, the mechanized forces of the active
Army consisted of ''General Headguarters'' tank
units ¢ 1400 men) and an understrength mechanized
brigade (2300 men). By 31 January 1940, the
strength of these units had been brought up to 3100
and 3000 men respectively. A War Department
directive dated 10 July created an ** Armored Force'
which was to include all armored corps and GHOQ
reserve tank units. The result was to be the 1st
Armored Corps, composed of the 1st and Znd
Armored Divisions, The units which made up this
first armored division were the 7th Cavalry Brigade
{mechanized), the 66th Infantry (equipped with light
tanks) and small, scattered infantry-tank formations.
As of 15 August 1940, the strength of the one
armored division had climbed to 7200 men. With
the activation of the 3rd Armored Division on 15
April 1941, America's rapid armored mobilization
continued. As of 30 June 1941, armored forces
encompassed four divisions (43200 men). By war's
end, 16 armored divisions had been activated (out
of the 61 called for under the ""Victory Program'').

The quality of manpower brought into the
armored forces were measurably better than those
assigned to the other ground arms; the distribution
percentages with regards to the AGCT were:

o mor Ivy

postH4D 53 232 326 389

While the decreases in categories I and IT are stag-
gering, as is the increase in the last one, these figures
are still significantly better than those displaved
above for the infantry and field artillery. Actually,
for the year 1942, the distribution of men inducted,
processed and assigned to the varnous arms was
more even for the amored forces: 31.4% (17319
men) were of classes 1 and I, 34.5% (19043) of
class 111, and 34,1 % (18783) of classes IV and V.
In the armored forces, some of the disadvantages
of low-I0} personnel were ameliorated by training
specialists for each position in the crew, This use
of narrow category training was phased out in the
armored replacement training centers in 1943 (and
had been extended to tank destrover training by early
1944}, leading to crewmen capable of filling any
position,

The representation of America’s armored estab-
lishment, within the context of ASL, is the area of
most interest to many I suspect, Using the 1.1 rarity
factor cut-off previously declared, I will consider
the following AFVs: the M4, M4A ], M4AT{TE)w,
M4AZ, M4AI(TS)w, M4AI(T6w, MIOGMC,
MIGGMC and M3AL,

American armament systems have historically
suffered the sin of mass production, The “*if it ain"t
broke, don't fix it"" philosophy has pervaded their
military establishment. One of the earliest examples
centered around the usage of rapid-fire weapons dur-
ing the American Civil War; until ordered by Presi-
dent Lincoln, the Chief of Ordnance rejected
repeating rifles and Gatling-type guns. The result
has been that the need for increased production has
usually stifled innovation. With regards to this point,
we turn to the **Sherman'" series. Based upon the
chassis of the M3, the M4 was a utility project, put
together over a short design period, which was still
in service over 30 years later,
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Originaily produced at the Lina Locomotive
Works in 1942, the M4 featured a TSmm gun with
good high explosive capability. Referring to it in-
troduction at El Alamein, Feldmarschal Rommel
wrote his wife, “‘their new tank, the General
Sherman, came into sction for the first time in this
battle. It showed itself far superior to any of ours, "’
Yet, waiting for them in France they would find the
Panthers and Tigers, AFVs whose high-velocity
guns and thick armor completely outclassed the M4,

While eventually upgunned to Témm, its layout
remained generally the same. The Sherman also
suffered some serious flaws, prime of which was
its catching fire or exploding when hit near the
engine, gas tanks or ammunition bins. Even stop-
gep measures could only partially alleviste this
problem. Stll, it was quantity that would dominate
the battlefield, and dominate in this case in an area
where innovation and creativity might have pro-
duced a vehicle capsble of competing on a equal
footing with their German counterparts. The fol-
lowing table compares the Sherman series to the
three big enemy AFVs it had 1o El!

Armor Factors
Vihicde From Skdefesr MF WA ‘rllm

Priw VO L] & 15 TLL Al L]

As we can see, the M4 and M4A2 suffer aguinst
the PzKw IV] only in regards to main armament
{and, hence, To Kill number). Yet, its main
armament TK# is sufficient to puncture the armor
of the IV] and so can be considered roughly equiva-
lent. The better armor factors for the front facings
of the M4Al and M4A3(TS)w vehicles, while an
improvement, are not significant encugh w offset
the better To Kill numbers of the 751 weapon on
the I'V]. The introduction of & 76L weapon on the
M4Al(T6&w and M4AI(TE)w finally brings this
scries up o a par with the PzKw V], for the
Shermans now have better armor, better speed and
&n equivalent gun.

But problems arise for the Sherman when called
upon to face the Panther (VG). The front armor of
the Panther is betier than the best Sherman To Kill
number, while the Panther's 76LL weapon will have
littie probiem punching holes through the Sherman
at most ranges. Their comparative speeds are such
that the Sherman gains no advantage here, either.
The American player would be well advised 10 avoid
this particular encounter, unless he can arrange to
get in the first shot of a gun duel against the
Panther's side or rear facing.

The Tigers are, and are not, a problem for the
American Shermans. While the Tiger has much
better armor protection and better MA, the Sher-
man has the edge in speed. As much as possible,
a Sherman should try o stay out of a Tiger's line
of fire, skirting the issue until he can acquire a side
or rear shot. Hope for gyrostabilizers and use them
with abandon to fire on the run. Fortunately for the
American tank commander, while the Panther may
be a bad dream come true and the Tiger almost his
worst nightmare, their rarity factors (1,1 and 1.4
respectively) will minimize their arrival on the play-
ing surface. From the DYO standpoint, another
aspest will be the BRP costs of the various vehicles,
wherein the American enjoys a marked advaniage
over these monsters,

The role of the Sherman initially was to form a
mobile infantry support force and 1o enguge encmy
strongpoints. They were not 1o engage enemy AFVs
that was the role of the tank destroyers (the most
common of which will be the M 10GMC and MASOMC)
and aircrafi. The M10, based upon the Md4A2
chassis and drive train, enjoys its hevday during the

scenarios set in the period from June through August
1944, when its rarity factor is 1.1. Mounting a 76L,
in & slow-traverse turret, it gives the American
player a To Kill number of **17"" during the period
when the Shermans are still mounting 75mm MA,,
The speed and firepower of these TDs during this
period allow them to compete with the Mark ['Vs—
50 long as it is remembered that they are not tanks,

It was the need for a larger-bore weapon which
brought about the replacement of the M10 by the
M36. The greater armor thickness of the more ad-
vanced German AFVs required better penetration,
Thus, the 90L gun on the M36 (with its 23 TK#),
power enough to punch through the Panther and
ulmost enough to breach the front of a Tiger. The
one fault of the M36 is its own weak armor. These
must use speed and terrain to survive so that they
can get in the first shot, as one will rarely live long
in any gun duel.

The requirement. for 2 rapidly redeployable AFV
resulted in the introduction of the M5A 1. But does
it possess any advantages over the standard Sher-
man in ASL? As promised, its speed is greater (17),
but at the cost of lighter armor and a weaker MA
(3TLL). With only a 11 To Kill number, it can have
a useful place in the American arsenal, but its role
will be a pressuring one. Even a Tiger will think
twice about exposing its rear to this little pest. As
an anti-infantry weapon, the availability of canister
for the MSA1 will increase its value onboard,

I should note that mass production enables the
American soldier to ride a lot. Not only will the
AFVs above be available, but the American player
will have access to several light- and non-armored
vehicles for transport. Depending on time frame,
the following can all serve nicely; M2 ht, M3 h,
T30 HMC, LVT2, LVT(A)2, LVT4, quarter-ton
Jeep, three-quarter ton truck, one-and-a-half ton
truck and two-and-a-half ton truck, This browd selec-
tion of vehicles, at a reasonable cost, will insure
that American infantry can deploy or redeploy
quickly to counter changing situations,

SYNTHESIS

While I have seemingly maligned the intellectual
capabilities of American troops, referred o their
tactical ineptness and pointed out the inferiority of
their prime AFV's, they still overcame the vaunted
German Army. Why? Because they learned from
their mistakes and adapted quickly to the changing
battlefield environment—and the game system
reflects this.

While the unit rypes remain the same in all
scenarios, a5 lime passes we can note certain
changes—increased ELR, a higher percentage of
first line and elite units, better leadership. As they
evolve in the published scenarios, their higher rate
of fire begins to dominate the cardboard banlefield,
Only in the area of morale do they continue o lag
behind their German counterparts; but as the
American ELR climbs, that of the German staris
to tumble, The Americans might break more often,
but the decreasing ELR of the German will mean
that those of theirs that do break will face a greater
risk of lower quality.

The American troops, unlike the Soviets, can face
the German at longer ranges, It should become a
standard procedure to open most firefights at a
minimum range of six hexes. Artillery and air strikes
should be called in against any enemy-held strong
points. The American tactical philosophy must be
to **nuke and mop up.'’ Only when the enemy is
broken will the American units walk in and clear
the area. While they can maintain themselves in
close combat, if possible it should be avoided. This
would have meamt closing with a good order
handled, the American units can reach & parity with
the German—and even enjoy certain advaniages
over them.

A WORD FROM
THE EDITOR

This is the first ASL Annual. No doubt by now
you've already skimmed through it, weighing
whether it s worth your time or not. May be you've
even plaved a couple of the soenarios. Now that the
Initial burst of frenzy is done and you've the leisure
to settle down to read these pages, | wanted to
extend a belated '''Welcome'.

As explained back in Part 122 of the “"AH
Philosophy'* (Vol. 24, No. 2 of The GENERAL),
for some time there has been & growing demand
for ever more from the insatiable ASL fans who sub-
scribe to our magazine, On the other hand, there
has also been the occasional irate letter decrying
the amount of space we already devote to the sys-
tem therein. Added to this was the lament by those
few who still play the original SQUAD [EADER
over our decision to drop coverage of that system
in our pages. In an atempt to walk the tightrope
over this pit of lions, | proposed a yearly 64-page
publication. Told to poll the consumers 1o deter-
mine support, | was satisfied with the resolts—
enough so that you hold our first ASL Ameuol
{apologies to those die-hard SLers) in your hands.

Obviously the centerpiece of the 89 Annual is
the 18 scenarios—three for SL, three for DASL, an
even dozen for ASL, These were culled from the
dozens that have been submitted over the past couple
of years. They were then subjected to some intense
plavtesting and revision. For this, the gentlemen
listed on the masthead on Page 3 deserve a round
of applause; it is due to their collective efforts that
these represent (in my humble opinion) some of the
best scenarios 1o date. The fact that they encom-
pass o wide range of nationalities, boards, rubes,
and lengths only sweetens the stew, In shor, there
should be something here for everyone, whether you
have an evening or n weekend to play, whether you
have ull the modules or only BEYOND VALOR,

But don't overlook the articles. These articles
offer some insights for play and some food for
thought 1'd hope—maybe even a chuckle or two,
We've done our best 1o bring you the best. Again,
these demanded a great deal of time from some
unsung heroes; the **Comprehensive Index’* for the
SL sysiem alone represents tens of hours of work
on the part of Mr. Mishcon. And the refinement
process for the ““Imcremental IFT™" bedevilsd
Messers. Kibler and McNamara for weeks. While
maont of this material is seeing print for the first tme,
attention should be called 1o two articles thst have
appeared elsewhere. The first is the reprint of John
Hill's piece from Val. 14, No. 5 of The GENERAL.
Although some 11 years old now, and long oot of
print in the original, | felt the information timeless
and informative. Let it serve as our tribute to the
designer who sparied the phenomena of SQUAD
LEADER and ADVANCED SQUAD LEADER, even
though he has passed on to other concerns. And,
a8 explained in the introduction, I thought Mr.
MNixon's plece so clever and well-written that it
deserved u place both in the ASL Annual AND The
GENERAL.

Even with all that is packed into these 64 pages,
there was a great deal more that we wanted to put
in for the hard-core players. But, of course, every-
thing can't be fit into one issue. With your support,
there will be more issues of the ASL Anmual in the
years (o come. Along with dozens of scenarios,
these should provide a permanent showcase for
the best offerings from your fellow players of
this greatest of all boardgames. Until next vear,
savor the '89 Anaual to its fullest.

Rex A. Martin
Managing Editor/The GENERAL




TAVRONITIS BRIDGE

ASL SCENARIO Al

:f‘i

2 imlgs’

VICTORY CONDITIONS: The Germans win if all hexes in and between hex-
rowsy O and § are devoid of Good Order British personnel ot scenario end.

TURN RECORD CHART

BALANCE:
@ British units may be set up anywhere on Board 8,

& Only one British MMC (plus all SMC/SW that set up
in the same Location) may set up in a river hex,

West of MALEME, CRETE, 20 May 1941: The airfield at Maleme figured
prominently in German plans for the capture of Crete. *
ing most of the 151 Assault Regiment under the command of General Meindl,
consisted of three detachments: one 1o land at the Tavronitis Bridge; one to destroy
the AA positions and casc the way for the following troop-carrier transports; and
one 1o land on the slopes of Point 107, high ground 1o the south of the field. Major
Braun drew the wsk of seizing and holding the long span over the dry Tavronitis
Given free rein 1o plan his assault, be decided to daringly land in the dry bed
itself and then take the British MG posts which guarded each side of the bridge
from the rear.

BOARD CONFIGURATION: 8

‘Group West'", compris-

A
N

© BRITISH Sets Up First

END

# GERMAN Moves First

11213415

04 s[fz] 13|

Elements of D Company, 22nd New Zealand Battalion [ELR: 4] set up on/between hexrows N and T (see SSR 4): {SAN: 3}

JRL Abteilung Braun, Bataillon 1, Sturm Regiment 1 [ELR: 4] enters by Glider (E8.) on Turn 1: {SAN: 2}
“18r
7 - ?'.
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SPECIAL RULES:

1. EC are Moderate, with a Mild Breeze blowing from the Northwest at start.
1. The river is dry: treat it as an Open-Ground Valley (B22.). A One-Lane
stone hridge exists in hexes 8Q2-809. Each bridge Location is considered
Inherent Terrain (B.6) [EXC: a LOS into/through a bridge Location does not
incur that hex's bridge Hindrance/TEM if it crosses only the road hexside(s)}—
exclusive of vertices—of that hex].

1. All orchard hexes are Olive Groves (F13.5),

4. Mo British unit {including Fortifications) may set up in a road Location,
5. The British player may make one 4-FP attack at sach of two Acrial gliders
during the first German MFPh (this represents fire from an offboard AA batery).
6. The British Sniper counter is placed onboard just before the gliders land

(EB.22). The German Sniper counter is placed onboard at the start of the first
British Player-Turn

AFTERMATH: On the descent and landing, Major Braun had lost not @ man. This
was due in large pam to the fact that most of the British AA crews were fighting for
their lives st the time. And to the south, the sounds of gunfire indicated that Major
Koch's force was sitacking Point 107. Using the riverbank for cover, Braun carefully
organized his men and led them forward, hugging the steep slopes. Sighting the bridge
ahead, Braun ordered a "general charge’’ which overwhelmed the lone New Zsaland
squad under the bridge and boiled over the banks to attack the machinegun emplace-
ments. Distracted by the sounds of fighting a few hundred yards away to the sast and
south, the nervous MNew Zealanders had been caught by surprise. Despite fighting bravely,
with the courage of the cornered, they were inundated by grenades and sutomatic fire
Within minutes the New Zealand detachment guarding the Tavronitis Bridge was
oblierated, and Broun could mam his attention o other maters



BOFORS BASHING

ASL SCENARIO A2

YICTORY CONDITIONS: The Germans win immediately when all
British AA Guns have been eliminated (by any means) and/or captured,

TURN RECORD CHART

BOARD CONFIGURATION: 11 [1a
A
@ Add a Hero to the Britsh OB,

MALEME AIRFIELD, CRETE, 20 May 1941: For thirty minutes the Lufi
waffe hammered the airficld at Maleme, concentrating on the AA positions near
the mouth of the dry Tavronitis, Certainly the Bofors gunners at Maleme had an
unenviable task, They had, of necessity, to be sited well forward on the edge of
the field where concealment was practically impossible, and now dust and smoke
obscured their vision. Thrown into confusion by the furious air attack, the New
Zealand troops stationed to protect the guns and the British gunners themselves
barely fired upon the descending gliders carrying the 3rd Company under Leutnant
von Plessen. He had been charged with ensuring that no AA gun survived to trouble
the planned landing of ransports at the airfield. At 0715, the first glider touched
ground and the first German squad came out firing.

# To simulate the confusion caused by the bombing, three British MMC (British

player's choice} must commence play Broken and DM.

@ BRITISH Sets Up First *

& GERMAN Moves First

1
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Elements of C Company, 22nd New Zealand Battalion [ELR: 4] set up within six hexes of 1417 (see SSR 3 {SAN: 1}
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Elements of the 156th Light AA Battery set up within six hexes of 1417, Each Gun must set up unconcealed (but Emplaced) in an
Open Ground hex that is = four hexes from every other AA Gun (see SSR 3):

JRL Abteflung von Plessen, Bataillon 1, Sturm Regiment 1 [ELR: 4] enters by Glider (EE.) on Tumn 1: {SAN: 2}
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SPECIAL RULES: AFTERMATH: A “‘blanket of dust and smoke'* lay over the entire area. German

1. EC are Moderate, with a Mild Breeze blowing from the Northwest at start.
For the first two Game Turns of the scenario, Moderate Dust (F11.72) is in
effect (note F11.793); for the third Game Turn, Light Dust (F11.71) is in
effect; no Dust is in effect after Game Tumn 3.

2. All orchard hexes are Olive Groves (F13.5).

3. Mo British unit (including Fortifications) may set up in a road or runway
Location.

4. The British Sniper counter i placed onboard just before the gliders land
(E8.22). The German Sniper counter is placed onboard at the start of the first
British Player-Turn,

casualties in landing were relatively light, with only a few gliders crashing. Bur once
on the ground, all was confusion. There was no tme to organize. Each glider comple-
ment simply made for whatever AA gun was in sight, trying o reach the gun positions
the haphazard resistance offered by Company C of the 22nd MNew Zealand, Within
minutes, bitter melees erupted as the gunners fought for their lives, There was no time
for niceties such as surrender o prisoners, But, even in the midst of this, one Lisutenant
Sinclair managed to rally o him somne 25 New Zealanders. Despite the fuct that all the
AA guns were now silenced, his quick action checked the German assault. In fact, von
Plessen was killed at this point of the battle. Sinclalr's own srmall band suffered serious
casualties (only ren were not hitd, but he had given the rest of the company time 1o
reorganize, The Germans were now pinned dewn in the gun pits. For the next two hours,
the glider troops and New Zealanders would be locked ina firefight ar the edge of the sirfield




DESCENT INTO HELL

MALEME, CRETE, 20 May 1941: The glider detachments of Braun and von
Flessen were ordered to capture the western approaches to the vitally important
Maleme airficld and secure the right flank of the Assault Regiment before joining
Major Koch and the main body at the fleld itself. [This scenario joins ASL Scenaric
Al and ASL Scenario A2 together as one combined game. In addition 1o the normal
two-player game, this scenario makes for an excellent ream game for three or four
plavers. [

BOARD CONFIGURATION: [g 11 14

; -}.’h.;_' ‘
N

VICTORY CONDITIONS: Victory is based upon satisfying the Victory
Conditions of ASL Scenarios Al and A2, If each side fulfills one VC,
the game is a draw. If either player fulfills both his Victory Conditions,
a decisive or “'double’ victory has been achieved.

TURN RECORD CHART

© BRITISH Sets Up First *1 2 3 '4 4) 6 7 8

# GERMAN Moves First

BALANCE:

@ The British may utilize HIP for two MMC (plus all SMC/SW that set up in
the same Location) on each board.

# To reflect the actions of the several parachutists that drifted into the area,
raise the German SAN to 4.

END

Elements of D Company, 22nd New Zealand Battalion [ELR: 4] set up on/between hexrows N and
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BL Abtellung von Plessen, Bataillon 1, Sturm Regiment 1 [ELR: 4] enters by Glider (ER.) on Turn 1: {5AN; 2}
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,'r'r Abteilung Braun, Bataillon 1, Sturm Regiment 1 enters by Glider (EE.) on Turn 4; all ILHz (E&.2) must be on board #:
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SPECIAL RULES:

1. EC are Moderate, with a Mild Breeze blowing from the Northwest at start.
For the first two Game Tumns of the scenario, Moderate Dust (F11,72) is in
effect (note F11.793); for the third Game Turn, Light Dust (F11.71) is in
effect; no Dust is in effect after Game Turn 3,

2. The river is Dry; treat it as an Open-Ground Valley (B22). A One-Lane
stone bridge exists in hexes 8Q2-809. Each bridge Location is considered
Inherent Terrain (B.6) [EXC: a LOS into/through a bridge Location does not
incur that hex's bridge Hindrance/TEM if it crosses only the road hexside(s)—
exclusive of vertices—of that hex].

3. All orchard hexes are Olive Groves (F13.5).

4. No British unit {including Fortifications) may set up in a road or runway
Location,

3. The British Sniper counter is placed onboard just before the gliders land
(E8.22) on Turn one. The German Sniper counter is placed onboard at the
start of the first British Plaver-Turn,

6. Players may, upon mutual agreement, institite any or all Balance provisions
for ASL Scenarios Al and A2 (as well as for A3) for a historical simulation.

AFTERMATH: About 0645 in the morning, & far larger than normal force of German
bombers and fighters swept in to attack the positions of the 22nd New Zealund Battalion.
Each AA gun, often the target of desultory daily attacks, now received the attention
of two or three dive bombers; this was oo ordinary moming's harassment. Soon, great
clouds of dust raised by the bombing obscured the view of the AA gunners—thoss who
survived. Even before the dust had settled, German gliders began their silent descent.
With the roiling dust and the frantic, randeom firing from the enemy it looked, according
to one German NCO, *“like hell had boiled up.” won Plessen's command came down
first, and his well-drilled troops swung instantly into sction. Fighting through the dis-
organized Kiwis to reach the guns, the Germans began to neutralize the AA positions
even as Braun's force was descending into the bed of the Tavronitis. Indeed, the dry
river served superbly as cover for Braun to organize his force, which had miraculowsly
not & single casualty as yet. Sweeping along the bed and up the banks in o furious assaalt
aimed at both ends of the bridge simultaneously, his command made short work of the
Mew Zealand troops there—who had been concentrating their attention on the sounds
of firing to the east, Meanwhile, von Plessen's wroopers were among the gun positions,
finishing off the crews who were futilely defending themselves with pistols and shovels.
But thers they were pinned down by the rallying Mew Zealand infantry. Even so, by
() the glider troops had finished mopping up and had secured all their objectives,
isolating & Greek regiment and varicus Commonwealth detachments to the west. The
“key" to Crete—Maleme irfield—was within the grazp of the 18t Assault Regiment,



L'ECOLE NORMALE

DELUXE ASL Scenario

VICTORY CONDITIONS: The Maguisards win immediately when build-
ing cK4 either contains a Blaze counter in = two of its Locations or is
devoid of unbroken German MMC.

BALANCE:

TULLE, FRANCE, B June 1944: On the previous day, Maquisards of the FTP
{Francs-Tireurs et Partisans) had begun their bid to liberate the guiet town of
Tulle. By nightfall they had managed to reduce the German garrison to thres
positions, one of which was a large school known as "'1"Ecole Normale d' Instituteurs™,
At dawn the gunfire resumed—sporadically at first, then intensifying as both sides
fully awakened. Throughout the moming the shooting continued, with cccasional
casualties on each side. The Maquisards exercised more caution than on the previous
day, showing little desire to storm the remaining German strongpoints; meanwhile,
the Germans seemed content to sit tight and await help. Nevertheless, by early
afterncon the French found themselves in position to make a bid for the capture
of I'Ecole Mormale.

BOARD CONFIGURATION:

A
N

]

# Add one 4-4-7 to the German OB,

TURN RECORD CHART

& Add one 5-2-7 and one Russian LMG to the Partisan OB.

(Hexrows A-H on boards d and & ane nog playakle.)

Simultaneous Setup (see S5H ) 1

@ PARTISAN Moves First

2(3|4|5|6|7 |ew

O
for |t A s Az | il

2 8 2

FTP Maguisards [ELR: 3] set up on board(s) b/d/e: {SAN: 2}

mL Elements of Bataillon III, Security Regiment 95 [ELR: 2] set up on board ¢: {SAN: 3}
W gl g4 D] 2
7 ; kz] B[ .
a.4.7 g o ﬁ o 2 O
| 5 2 10
[}
SPEJC[AL RULES: 5. The Germans have no PF capability.

1. EC are Moderate, with no wind at start,

2. Setup is simultaneous. Stand an extra board across the plaving area so
neither player can see the other’s setup. When both sides have finished setting
up, remove the extra board and begin play.

3, 5-2-7 squads {and their half-squads) retain their printed Strength Factor
{EXC: treat thefr morale # as underlined] and Broken morale level, but other-
wise are treated as partisans in every way (including Replacement by two 2-2-7
HS5 for exceeding ELR). Partisans have an ELR of **3"", are neither Stealthy
nor Lax, and may neither Deploy [EXC: A20.5] nor form multi-Location FG,
The partizans use Russian LMG, SW Captured-use penalties apply only when
using an opponent's SW. All partisans have MOL capability, and partisan
squads are assumed to have a Smoke Placement Exponent (A24.1) of *'2"'
({but cannot use W), All partisan units and SW are suffering from Ammunition
Shortage (A19.131),

4. The German player may Deploy as many squads as he wishes prior to setup.
One German squad (or equivalent), plus any SMC/SW that set(s) up in the
same Location{s), may use HIP.

6, Mo Level-Two building Locations exist. Level-One building Locations (and
the printed stairwells to them from ground level) do exist. A multi-hex build-
ing with no printed stairwell has ground-level Locations only,

7. The +1 drm for a MOL attempt against a non-AFV target (A22.611) is NA.

8. Building cH4 is ground-level woods, with the woods outline conforming
to the present building owtline.

9. Kindling is MA except in Locations of building cK4.

AFTERMATH: The Maguizsards worked their way close enough to the school to use
smoke grenades and cendiaries, and after repeated efforts they succeeded in setting
fire w one comer of the building, Soon the blee wis out of control, with smoke billowing
from the shattered windows, The Germans ceased firing, and at aboat 1600 hours showed
the white flag. Soon thereafter & procession of some 40 Germans, weaponlbess and with
hands on their heads, walked out—ollowed by several Maquisards who had been capiumed
previously, This victory would be the FTPs last in Tulle, however, for advance elaments
of the 2nd 85 Panzer Division, en route to Normandy, were only a few hours away.
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A QUESTION OF BALANCE

A Playtesters’ Look at Scenario 9

Speaking from experience, there is nothing more frus-
trasing er lronic for @ scenario designer/developer than
finding vour playresters adamanstlty holding opposing
views on the balance of a scenario. Who to believe ?
A case in poinr; the following are wo reports
received during the last stage af testing for BEYOND
VALOR. One playtest group claims a 90% bias in
favor of the Russian side; the other a 70% dlr to
the Germans, We'll leave it 1o you to decide the truth
of the marter based on your own playings—ay we
here at Avalon Hill must mose times,

Russian (Howard Sylvester)

The advantages the Russian player has are: the
Victory Conditions (which require the German
player o defend two different Russian objectives)
and mobility (four T34/85s). But they have one dis-
advantage too—the radio/antillery module. With all
those buildings around, it will take forever to get
a spotting round to land somewhere it can be seen
{unless you are really lucky), and in the process you
will have taken one valusble Russian leader out of
the game (vou can't move and use artillery at the
same Hme).

In actual combat situations, the longer you can
keep your opponent guessing your intentions the
greater the chance of you making vour objective.
This scenario gives the Russian player that cap-
ahility, Because of its dual Victory Conditions, the
German player cannot sit back and calmly defend
building 20H3. The German is forced to spread out
his forces in an attempt to protect against the Russian
player going for the exit VC or the building
occupation VC,

Our group’s experience in playtesting this
scenario was that the German player never won. It
came down to the last turn only once; all the rest
of the games were “*blowouts™. After our group
was done playtesting, the set-up conditions were
changed to allow the Germans to set up on board
20. But | don't see that change making any
difference!

In a way, "*To the Square’” is very similar to
Scenario 1, but in this case it is the Russians whose
job it is to apply the pressure. Until the objective
is decided upon and the battle is joined, Russian
units should be doing a lot of moving and little, if
any, Prep Firing. Obviously, if the German player
sets up the majority of his forces on board 1, yvou
will have to fight early—but this will be the easiest
win (as I, unfortunately, can attest). Most German
players will set up their forces on boards 20 and
21; therefore, it's vour task to get the Russian force
in contact with them as quickly as possible. Don’t
sweat the Germans' hidden units; eventually they
will show up and be taken care of. Don't split your
force and try for both Victory Conditions (he who
grabs for everything gets nothing). One large
cohesive Russian horde is impossible to stop,
However, don't bunch up your units; the more hexes
you occupy—as a horde—the less damage the
German player can do to you. In return, concentrate
on breaking his units; keep firing at the same target
until it breaks (the Encirclement rule, A7.7, tends
to come into play a fair amount in this scenaria),
But don't waste your time trying to eliminate
German units, except for the leaders. Once the
enemy MMC are broken and/or you are past them,
keep going. MNowhere in the VC does it say any-
thing about eliminating German units.

Forget about that radio with its off-board mortar
support for awhile. If you start trying to use your

By Howard Sylvester and Eugene Murrell

mortar support early, the leader manning the radio
has to stop moving and won't keep up with the horde
to help rally back broken units. You may feel com-
pelled to leave a squad or two with this now *im-
mobilized"” leader for protection—which only
further reduces your power, Finally, by the time
the HE or SMOKE arrives, the conditions when it
seemed appropriate will have surely changed. The
only time the radio may be useful is if you decide
to go for the building 20H3. If you can get the spot-
ting leader in a good position to observe the build-
ing, and you get really lucky with your die rolls,
you can bring some SMOKE down to support the
asaault on the building. Be careful about using HE
in the player turn when you are going to enter the
building, for the HE attacks occur throughout the
entire player turn—including the Rout and Advance
phases.

When playing, I try not to choose which Victory
Condition I am going for until late in the game. If
I don't know, neither does my opponent. If I can,
I will attack (charge) up the middle, trying to cut
his force in half, Be careful with the Russian tanks;
the German AT guns are not a major threat (except
to the treads) but those Panzerfausts carried by all
the Germans are, Keep the tanks with the infantry.
Besides providing excellent fire support, the tanks
also pose a major problem for the German player.
The four tanks are worth seven VPs each, so if vou
load up the AFVs and make a dash for the board
edge, you will win so long as one squad is still on
each as they exit. If the Russian player keeps his
tanks with his infantry, he can make this dash any-
time an opening appears. Too, if building 20H3 is
not properly defended, you can load up the tanks
and make a dash for it instead. The dual ¥VC and
the Russian mobility make life virtually impossible
for the Germans in this scenario.

As the Russian player, if you play this scenario
reasonably correct, keeps moving (as a horde)
toward the west edge of board 20; don’t decide upon
which ¥C vou are going for until the German player
has committed himself (and even then you are flex-
ible enough to change your mind); keep the tanks
with the horde for mutual support and firepower
(and the threat of the final dash for victory); and
forget that useless artillery support—even if you
make some mistakes, the Russian will win Scenario
9 90% of the time.

German (Eugene Murrell)

Although ASL Scenario 9 is not completely one-
sided, any competent German player should win
some 70% of the time. There are several reasons
the German should win, advantages in the scenario
which he should exploit.

The Victory Conditions should be stadied closely,
as always. The Soviet player is faced with the burden
of attack; he has two options though, The first is
to solely control building 20H3; the second is to
exit 30 VP (some 40% of his total force) off the
west edge. Here is where the first, and perhaps most
troublesome, stubbling block impedes his progress—
TIME. With only ten turns and o rather long way
to go to attain either of the goals, the Soviet player
doesn't have much extra time for a cautious advance.
Anything that the Germans can do to slow him down
will pay dividends; and there are many things the
Cermans can do to slow the Soviets,

As per SSR 6, the German may place six Rubble
connters (and generate two more). These Rubble
counters should be placed with wily care; they can
impede the progress of the Soviet advance, espe-
cially his armor, and can funnel him into a killing
ground of the German's choice.

The more dangerous of the Soviet VC options for
vou i5 his choice to exit VPs off the west edge; this
is his best chance to win. As always, the best route
of advance is down a boardedge where one flank
can always be miraculously secured. The German
player should antizipate this when he places his
Rubble. The optimum *‘Main Line of Resistance"
(MLR) for the Germans is along the junction of
boards 20 and 21, so the Rubble should be concen-
trated here on board 20. Another option is to
collapse as much of board 1 as possible 1o slow the
Sowviet initial advance. This has been considered
many times, but I think more can be accomplished
here with Wire counters, Hexes 21B5 and B6 are
good choices for rubbling; if they spread, they will
secure against Soviet tanks outflanking you along
the boardedge. (Mo sane Russian player will risk
immobilizing one of his T-34s in Rubble with
Panzerfausts about.) Hexes 21FF9, FF10 and EE4
may all be used in a similar fashion. Hex 21X2 is
an especially good choice; if it spreads it can block
the road W2-WE, and even if it doesn’t, a LOS has
been opened from building 20H3 to the crossroads
at W5 and other interesting places. A corrolative
use of Rubble hexes is for Panzerfaust launching
sites; they give better cover than woods without the
tedious effect of backblast that houses give.

Mext, the German player should analyze place-
ment of his Wire and Roadblock. These too can
delay the Russian greatly. Remember not to put
them out umtil actually in Soviet LOS (as per
A12.33); there is no sense in letting your opponent
see the best route right away. Since obstacles can’t
be cleared quite as easily as they used to be [under
the SL rules], they no longer need to be covered
with fire to make them useful as delaying devices.
The Soviet player can ill-afford to use up his time
attempting to clear away a Wire counter; it would
be quicker to pay extra MF costs to go around it
Even the T-34s run a 27.7% chance of Bogging
when going through a Wire hex; an unlucky DR
or two, and the Russian has thrown away a large
and important part of his force for a turn or more,
Use the Wire to close off quick avenoes of approach
in combination with the spread of rubble hexes. An
interesting deployment of four Wire counters in
101, 1P1, 1Q2 and 1Y2 effectively seals off most
of the Soviet deployment area and will cost him a
large part of a turn to go around,

Since infantry can cross a Roadblock rather easily,
use it to stop the Soviet armor, Obviously! Deploy
the Roadblock closer to the MLR w cover one of
those pesky approach routes— 21Y1 to 2011 is a
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good example,

When deploying your two PAK 385, the German
player needs to realize that in erowded environs of
a city, two AT guns can't cover every hex of the
front line. Put them in mutually supporting posi-
tions, behind the infantry line; they will do litle
good set out by themselves where they can be
quickly overrun by Soviet riflemen. The most
effective tactic to use against the massive T-34s is
to shoot for immobilizations, The tanks simply can't
be penetrated from the front (that To Kill DR of
2" is only a “‘possible’’). Don't count on that
2.B% chance of a CH. However, an immobilized
T-34 certainly isn’t going to exit the board and prob-
ably isn't going to be in optimum position to sup-
port an assault on 20H3. Use the Bore-Sighted hexes
for the AT guns to try for flank shots; look for places
where a T-34 coming around a corner will give you
an exposed flank (then enjoy a whopping 41.6%
chance for a kill). An example of my deployment
would be to have one gun in 20U2 facing T1/U1
and Bore-Sighted into 2101. In this fashion, some
two-thirds of the front can be covered with the two
guns able to support one another. Just one note—
remember that AT guns are not immobile. If they
Iook to be bypassed by the armored thrust, roll them
down the street in pursuit!

As to the deployment of your German infantry,
flexibility is the key. Setting up the main force as
far back as the board junction 21-20 gives you ample
time to analyze the Soviet advance; he will take from
four to six turns just to make contact with his in-
fantry. The Soviet leader rutio of 1:5 just can't match
the German ratio of 1:1.8. Use this mobility to
switch your force to meet his main thrust. Obviously,
the Soviet player could throw his four T-345 forward
with a few Riders to support them. As the German,
this would play right into your hands. Although the
PAK 385 don't menace the Soviet AFVYs, the
Panzerfausts do! If you hit him anywhere, barring
the 2.B% chance of a dud, that iz one dead tank
(actually with a greater than 0% chance to burn)!
The three-hex range of the PFs is also a threat,
Always be alert for the chance to use Street-Fighting
{Al1.8) against unsupported tanks. Menace your
opponent with this tactic and he may just hold back
his AFV¥s out of overcaution.

Last and hardly least, the German should consider
where to put his two HIP squads. These units are
very valuable, Realistically, one squad should go
to support building 20H3 since it is a major victory
objective. With 24 hex locations in the building to
choose from, the Soviet speculative fire will be
somewhat hampered (but nor Mopping Up.
Al12.153). A clever move would be an HIP MMC
in 20F3, If the Soviet does go for 20H3 as his
Victory Condition, and if he neglects to check 20F3,
the German can simply advance in on Turn 10 to
claim a win. Although it is best to keep the German
infantry on or about the MLR, an HIP MG well for-
ward can produce benefits outweighing the poten-
tal loss of the manning squad. A 4-6-7 with an
MMG and a leader set up in the 2nd level of 2158
can dominate the streets and break up a Soviet
advance for one or more mrns.

When setting up your infantry, rule A12.12
should be used to the fullest. By setting most of the
squads out unconcealed but completely out of all
Soviet LOS possibilities (remember that you will
have more than enough time to take up your posi-
tions), the German player can come up with three
or four Dummy stacks with which to confuse the
enemy.

Always remember your opponent’s strengths. The
Soviet has fast, tough tanks and lots of infantry and
even some OBA. Be alent for a Soviet barrage of
Smoke which can interfere with the defenders’ LOS.
However, a flexible and mobile German defense
coupled with good fire discipline and some strateg-
?dlarphmddelnyinguhumluam“ldmrytbmday

or you.

TOPOGRAPHY

ASL/SL MAPBOARDS:

Open Country; two Level 3 Hills SQUAD I'J

Farmland; woods and grainfields SQUAD LEADER

B Riw:r: cliffs h G..
10 v:; rowhouses, path, d | . _. R
14 Adrfield; sunken road i : G.l.

Rural Crossroads; grainfislds YANKS (American)

13 g Country; seven Level 1 Hills YKS (} .

20 City; rowhouses and gully BEYOND VALOR (German/Russian)

+ suburbs and stream BEYOND VALOR (German/Russian}

24 Valley; gully, cliffs PARATROOPER (German/American)

WEST OF ALAMEIN (British}

o DF ALAMEIN (British)

HOLLOW LEGIONS (Italian)

31 Fu', Stream . PARTISAN! (Axis Minor)

DELUXE ASL MAPBOARDS:
Letter  Description Module

STREETS OF FIRE

HEDGEROW HELL

Country; I-IBR LL

All of the mapboards on this listing are available separately from The Avalon Hill Game Company
(SLAASL mapboards—3%5,00; DELUXE ASL mapboards—$8,00); please add the usual 10% ship-
ping and handling to all by-mail orders (20% for Canadian shipment; 30% for overseas). Full
payment must accompany order; or order by phone with a major credit card by calling the toll-
free number 1-800-638-9292, The nationalities listed in parentheses are those accompanying the
named ASL module. While SQUAD LEADER, CROSS OF IRON, CRESCENDO OF DOOM
and G.I. ANVIL OF VICTORY are not part of the ASL system, the mapboards of these games
are fully compatible with ASL (and necessary to play many of the scenarios); the reverse is like-
wise true, although no scenarios in these four SL modules require use of the boards released for
ASL play.




LAST ACT IN LORRAINE

DELUXE ASL Scenario A2

SINGLING, FRANCE, 6 December 1944: Readers of The (FENERAL may well
recognize this title and situation; it can be found—in ASL formar—in Vol. 23, No. 6.
The most amazing thing about the system is the flexibility allowed to scenario
designers. Here is a perfect example. After having been destined for inclusion
in YANKS, the scenario was instead printed in the pages of our periodical. Com-
plaining of the *‘congestion”" (counters for smoke, infantry, acquisition, building
levels, turrets, motion, ete.) inherent in the original, several of the playtesters
undertook to re-design the action for DELUXE ASL play, incorporating some
additional historical information in the American OB as well. The following is
an amalgamation of their efforts. Those who play both versions will find some
significant differences in the **feel’” of the two drafis of Last Act in Lorraine.

BOARD CONFIGURATION:
=2
W]
VICTORY CONDITIONS: The U.5. player must Control at least six - N = =
of the seven two-story buildings on boards b and d at scenario end.
BALANCE:
# Add a 9-1 Armor Leader to the German OB.
TURN REC{]RD CHART % The American must Control five of the seven two-story buildings.
# GERMAN Sets Up First Hr
_ 112(3(4|5(6|7 8|9 |10
7r AMERICAN Moves Flrst

JdjL Reinforced elements of Bataillon 1, Panzergrenadier Regiment 111 [ELR: 2] set up on board(s) b/d: {SAN: 4}
_1 r 2 c WG - [T i
ihe | e | €3 = Eﬁ"' ﬁ"' ;lt[tl -'4\:[11 5[0 IJ:-&
447 | 436 228 R . i " T 6 | R | s
f 3 7 4 2
AL
1
[ X,
20L 1
3

Elements of Company B, 37th Tank Battalion, and of the 51st Armored Infantry Battalion [ELR: 4] enter on Turn 1 along
the south edge of board(s) £h; all Personnel and SW enter as Riders: {SAN: 2}

Fﬁ !&1 ﬁ 5 ﬁ - % =I- BAZ 84 9-1
& - - E £ 5
&7 | 6686 ~ 11!; Y A i
2 6 2 3 = =]
SPECIAL RULES: 6i. Civilian Interrogation (E2.4) is allowed, but is considered hostile to the

1. EC are Wet, with a Mild Breeze blowing to the the southwest at start.
All woods hexes and all brush hexes are orchard hexes. Second-level build-
ing Locations do not exist; rowhouse rules stll apply,

2. Place a Blaze counter in hexes dF2 and dG2.

3}, The American player, prior to play but after all setup (including the
Americans off-board), may automatically place two Smoke Concentration FFE
anywhere on the mapboard. Roll normally for Accuracy; any Extent of Error
dr is halved (FRU). [See A24.4 and A24.61.]

4. Any six American AFV may be designated as having Stabilized Guns
(D11.1) prior to German setup; the remainder may not,

5. The Germans receive one module of 80+ mm Battalion Mortar OBA,

American player.

AFTERMATH: Cp. Leach, in command of Company B spread his combat team into
4 line abreast formation and, with infantry aboard, led them in & grand charge against
Singling, a small village from which elements of the 111th Panzergrenadier Regiment
were serioualy roubling the lead elements of the American battalion. As the American
tanks raared into the picturesque French village, an armored free-for-all erupted in the
streets and alleys, Meanwhile, the American Gls hopped off as the armor passed o hedge
bordering the southernmost houses and swept the village free of German infantry while
avoiding the worst of the armored battle, Only a volley of enemy mortar roands on
the square checked their advance. A stalemate soon developed, with the armor of both
sides stalking each other in the village and its environs while the infantry merely watched
from the shelter of thick farmhouse walls, At dusk, the Americans—though reinforced
by a further armored infantry battalion—were ordered to pull back.



BEYOND THE BLUE BEACH

VICTORY CONDITIONS: The Germans win immediately upon Exit-
ing two AFY (with functioning MA) off the west edge of board 19 or upon
scenario end if they have Exited one AFV (with functioning MA) off the
west edge of board 19 and have amassed more Casualty VP than the
Americans,

TURN RECORD CHART

PAESTUM, ITALY, 9 September 1943: Al one minute past midnight, loud-
speakers on the Allied transports called the boat teams to their stations. Before
them lay the beaches of Salerno. The 1415t and 142nd Infantry Regiments of the
U.5. 36th Division would be first ashore, in six waves at the Paestum beaches.
The landings went without serious hitch, although tanks of the 16th Panzer—
charged with defense of the area—in scattered positions did make it difficult for
some to reach their initial objectives. On *'Blue Beach'', the 141st had come ashore
in good order and were quickly setting up defensive positions on the coastal plain,
But the enemy was not idle. Shortly after 0700, three-and-a-half hours after the
initial assault had touched shore, a number of Mk IVs probed the left flank of
the 141st. Repulsed due to the judicious intervention of the 36th Cavalry Recon
Troop, the Germans tried again within the hour—this time on the right flank.

BOARD CONFIGURATION: 4
BALANCE: N
1t Add three 15 foxholes o the
American OB.
# Add a fifth PeKpfw IVH to the 6l a1

German Turn 1 reinforcements.

1r AMERICAN Sets Up First * 1 bt 2 3

¥ GERMAN Moves First

4 5|67 [8|9|10(ew

Elements of Companies K and M, 3rd Battalion, 1

415t Infantry Regiment [ELR: 3] set up on board 19; [SAN: 3}

-
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and the Guns in tow;
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Detached elements of the 151st Field Artillery Battalion enter on Turn | along the west edge of board 19 with the crews as Passengers

2 2 4 10

JEL Elements of Panzergrenadier Regiment 64 [ELR: 4] set up on board 4: {SAN: 5}

b AL R R R

B 2
Elements of Panzer Regiment 2 enter on Turn 1 along the cast edge of board 4:
%]
%-@. 81
m L] =
B | A
4

3 8

SPECIAL RULES:

1. EC are Moderate, with no wind at start,
2. All hedges are stone walls. All grainfields are Open Ground,

3. Whenever a German AFV is destroyed on board 19 or 16, the German
player must make a TC for the armor leader {or, if he is eliminated, shocked
or stunned, for any vehicular crew remaining), applying a +1 DRM for each
AFY presently Immobile or destroyed. If the TC is failed, all remaining Mobile
AFY must withdraw to regroup by all ending the same MPh on any whole
hex{es) of board 4 and may not exit board 19 until this requirement has been
met, Once committed to regrouping, no further TC is suffered until the previous
requirement is met,

AFTERMATH: The first German thrust against Company K became disorganized when
the tankers wers unnerved by a wild infantry charge from the G foxholes lad by Capeain
Hersel Adams, The panzers fell back to regroup. In a second assanlt some minutes Later,
Adams was killed and the panzers threatened 1o break through the thin American lines.
But by that time, Company M had been ordered w their support. Two men of that
company, Pfc. Rookery and Pvt, Counselman, took & bazooks from a wounded man
and proceeded w slow the advance with some well-aimed fire from less than 30 yards.
Their herodsm gave the crews of two 105mm howitzers of the 151st Field Arnillery
Battalion (which had just landed in the sixth wave) time to unlimber their guns. The
point-blank fire of these proved decisive in breaking up the armored atsck. The 16tk
Panzer would not seriously threaten Blue Beach again on D-Day.



HOLDING THE REAR

n]l Northeast of PERSANO, ITALY, 11 September 1943: Following the failare
of Axis efforts to crush the Salerno landings on the coastal plain, Allied forces
shoved inland and made steady progress throughoot the 10th. To accompany the
142nd’s push to Alavilla, the U.S, 17%h Regimental Combat Team had been
ordered to advance to Fonte Sele up the cormidor of the Serre valley. All night
their drive continued and dawn saw the weary Gls of the 1st and 3rd Banalions
challenging the enemy’s control of vital Highway 19. But the 17%th was terribly
exposed, and shortly after daybreak the danger coalesced when a sharp German
counterattack by the 79th Panzergrenadier Regiment supported by armor from
the panzer division broke through on the left and drove up the corridor to strike
at the rear of the U.5. battalions. By 1100 eight panzers and 1 battalion of German
infantry, coming from Eboli, had crossed the Sele near Persano. Company C was
ordered to turn and meet the threat.

BOARD CONFIGURATION:

A
N

17 American MMC may still attempt to entrench prior to play, but suffer no
penalty for failure to do so0 (see SSR 3) other than loss of Concealment,

3| 4|5|6|7|8(9

ASL SCENARIO AS

11 18 3a

VICTORY ﬂ'- [TIONS: Th . ly if they 5 CE:
1C CONIY 3: The Germans win immediately if Exit
= 16 VF (non-crew Infantry only) off the north edge of board 19 before/on * A[ e Unegﬁl Armor Leader 0. the

Turn 7. For each turn past Turn 7, the Exit requirements are increased
by 6 VP, but these six may be of any type.

TURN RECORD CHART

7r AMERICAN Sets Up First [165]

2

END

# GERMAN Maves First [200]

Company C, 1st Battalion, 179%th Infantry Regiment [ELR: 3] sets up on/north-of hexrow 5: [SAN: 4}
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Elements of Panzer Divison 16 [ELR: 4] enter on Turn 1 along the south edge of board(s) 11/19/33; [SAN: 2}
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AFTERMATH: Company C, desperately trying to organize a defensive position in the
open ground norheast of Persano, was hit before it could dig in. In a rapid-fire, shor-
range firefight the American company was mauled. While the Ceerman infantry linished
off Company C, the panzers moved on and nearly reached the Command Post of the
179th before halting to gweit infantry support. In the interim, the rest of the 1= Batalion

SPECIAL RULES:

1. EC are Moderate, with no wind at start.
2. All orchard hexes are Olive Groves (F13.5).

3. American MMC in suitable terrain may attempt to Entrench after setup
but prior to play; if they fail, they are placed under a First Fire counter.

4. The American may use HIP for any two MMC and all SMC/SW that stack
with them

of the 1T9h faced about o hold off the couneransck, while the 3rd mainmined positions
facing the highway. Throughout the day, strong and aggressive Cerman combat patrols
pushed in along the rear and flanks of the embattled American battalions, who bhad now
gone into an all-round defense. Not until 0800 on the 12th would the | T9th be rescued
by the hard-driving 753rd Tank Battalion



THE PRICE OF IMPATIENCE

ASL SCENARIO A6

CRESSENSAC, FRANCE, § June 1944: At dawn, under orders that brooked
no delay, the vehicles of the 2nd 55-Panzer Division **Das Reich" lurched forward,
beginning the eventful trek north toward the Allied beachheads at Normandy. An
immense and complex undertaking under normal conditions, the road march of
a full division was made even worse by the short notice. At Montauban, the 4th
S55-Panzergrenadier Regiment was to meet up with the divisional reconnaissance
troop under command of Major Heinrich Wulf. But since the Recce Abteilung
which was to lead the column was a few minutes late getting into position, the
commander of the **Der Fuhrer” Regiment—Colonel Sylvester Stadler—impatiently
ordered his headquarters section to roll north. Behind followed the trucks, half-
tracks and cars of the regiment in a long and dust-shrouded line. The HQ staff
was still cruising at the head of the column when it reached the outskints of the
small village of Cressensac. As the lead vehicles neared the cluster of buildings,

VYICTORY CONDITIONS: The Germans win immediately upon Exit-
ing 40 VP off road hex{es) 10GGS5/6. Each Casualty VP amassed by the

they were suddenly raked by a long burst of machinegun fire.
BOARD CONFIGURATION:

BALANCE:

# The Aufklaerungs AFVs may enter on Turn 3 if they have
not vet done so (see SS5R 4).

A
N

Germans reduces their needed Exit-VP total by one. i . ol
® Add one British LMG to the Partisan OB,
TURN RECORD CHART
© PARTISAN Sets Up First *1 2 3 "4 5 6 7 END
# GERMAN Moves First
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The Ace of Hearts Maquis [ELR: 5] set up on/between hexrows P-Y: {SAN: 5}

H{) Elements of 85-Panzergrenadier Regiment 4, 55-Panzer Division 2 [ELR: 4] enter on Turn 1 on 1011 (see S5R 3): {SAN; 2}
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SPECIAL RULES: 6. Any/all Partisan units may use HIP. Partisans may neither Deploy [EXC:

1. EC are Moderate, with no wind at start,

2, Hex 10Y7 is a 2nd-Level building hex, with an inherent stairwell. The
2nd-level Location has a maximom capacity of one MMC, one SMC and
one 5W.

3. German units entering on Turn 1 must enter in the order given, with all
Personnel as Passengers/Riders. Convoy rules (E11.) are in effect [EXC: 11.3]
for these vehicles. The 75mm AT is in tow.

4. The German AFVs may enter on any friendly MPh immediately follow-
ing any Player Turn in which any German unit has been fired upon, regard-
less of the effect of that fire. If the Aufklaerungs units have not entered by
Turn 4, they may do so at that point. All, some or none of the AFVs may
enter during any allowed MPh.

5. All German squads have Assault Fire (A25.11) capability.

A20.5] nor form multi-Location FG. The Partisans use a British LMG without
captured-use penalties.
7. No Quarter (A20.3) is in effect for both sides,

AFTERMATH: Several Germuans were hit in the ambush, and the others lept from their
vehicles in confusion to take shelter along the roadside. For several minutes, the 58
troopers exchanged fire with their elusive opponents but, to their consternation, remained
pinned down, As the bong column folted o a halt, the armored halftracks of Major Wlls
Recon battalion skirted it and roared to the rescue—its men enjoving the spectacle of
clerks and officers cowering in the ditches as the price of their mpatience. Bursting
into the village, the AFYs sprayed the noted points of enemy fire with accurate MG
and cannon fire. A 73mm AT gun was unlimbered and when a large hole was blown
by it in the church steeple, fram which the heaviest partisan fire had seemed to come,
the Maguis called it quits snd faded away. The German HO reloaded to continue the
drive north, but this time discreetly allowed the AufklaeTungs section its rightful place
at the head of the column.




ON THE BORDERLINE

VICTORY CONDITIONS

The Russian wins if at game end he currently controls at least four stone
building hexes, free of unbroken Finnish units, with unbroken squads and
has an additional ten unbroken sguads on Board 3, The Finn wins by avoid-
ing the Russian victory conditions,

TURN RECORD CHART

ARTAHUHTA, FINLAND, November 30, 193: The Soviet 13%th Rifle
Division— 20000 troops supported by 147 antillery pieces and 45 tanks, under the
command of General [.B. Belyavev—crossed the border on all available roads
leading to Tolvajarvi, a key road junction defended by 4200 scattered Finnish
reservists, Cavalry Reserve Lt. Toivianen was celebrating his forty-fifth birthday
that grim morning at Artahuhta, near the border post of Myllyjarvi. His men had
gathered to congratulate him and to present him with a new fountain pen. The
lieutenant had just made his acceptance speech when the sound of heavy artillery
echoed from the direction of the border. Mounting immediately, Toivianen and

his squadron galloped to join the fifteen border guards defending the post.
Board Configuration
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| 4th Reserve Cavalry Squadron sets up within three hexes of Hex 3N, inclusive:

Elements of the 364th Rifle Reglment set up in any hex east of Hex Row I, inclusive, on Board 4:
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SPECIAL RULES

1. Snow Rules (111.8), not deep, are in effect,

2. Treat all shellholes as the other terrain in the hex; shellholes do not exist.
3. All wheatfield hexes are considered Open Ground,

4. All hill hexes on Board 3 are constdersd ground-level Woods,

5. Hexrow N on Board 4 represents the Russo-Finnish border, which Finnish
units had strict orders not to cross. Therefore, Finnish units may not be east
of Hexrow N st any point in the course of the game (they are considered
destroyed if they violate this rule). Finnish units may, of course, fire at targets
cast of the border

6. Finnish units initially placed on Board 4 may wtilize Hidden Initial Place-
ment (42.).

7. The Russian player has two offboard artillery modules of 107mm howitzer

support. Russian artillery fire, however, may be directed only into hexes wholly
on Board 4,

8. Finnish units may not utilize Bore-Sighting (78.).

9. Battlefield Integrity (93.) is enforced for the Finnish force (see page 103
for values).

AFTERMATH: The Finns were unable to halt the initial onslasght and retreated o
Artahubts, out of the Russian arillery barrage. There the Finnish reservists were con-
frooted by a solid mass of Red Army troops, ordered 1o seize the village with all speed.
The fire was deadly, with troops often separated by only & few yards. One cavalryman
infiltrated the encmy positions, killad a Soviet machinegun crew, took their place and
fired the weapon o the Russians the entire night before he was discovered and over-
whelmed. Ariahuhta was held by the battered reservists for two days and two nights
before & retreat 10 preparcd defensive positions nesr Tolvajarvi was suthorized.



The tactical concept that the main element of
infantry combat was the small ten-man group of
soldiers did not suddenly appear in WWIIL. Rather,
it evolved slowly all the way up from the beginning
of the gunpowder era. As weaponry improved, the
destructive potential of small groups became greater,
and it is very difficult 1o say ‘‘when’® infantry
tacticians began to forsake the concept of massed
infantry in faver of ‘‘small grouped'" infantry but
it started soon after Napoleon,

In the Napoleonic era, the classic use for the
infaniry was in ever larger *'attack columns™' which
was, in essence, a solid battering ram of bodies,
When the opponent had been properly softened by
artillery and maneuver, this battering block was
generally successful. But this was the last golden
era of the massed shock infantry attack, The British,
by use of reverse slope and disciplined volley, made
these attack columns a very dangerous proposition.
Mevertheless, in the writings of this era, and even
before, we do find references to the possibility of
what could be done by small groups attacking on
their own. However, these tactics were still regarded
as an “"if all else fails" tvpe of thing, As a matter
of fact, the whole tactical doctrine was referred o
as the **forlorn hope,”" But the “*hope'’ was to grow,

After the MNapoleonic Wars, Baron de Jomini
wrote an extensive technical study of combat in
1838, He called it the Arr of War. By drawing on
many battles, he came to the conclusion that the best
way to attack would be not in the massive columns,
nor in extended line, as others would say, but in
a loose front of *'little columns. " In other writings
the words ““attack group”” also crop up. Though the
manner of war was not changed by these thoughts,
it did show where a trend could be starting.

The namre of the combat in the American Civil
War was defined by the greatly increased firepower
of the rifle-musket with its elongated mini-ball, With
it, devastating fire could be thrown out in excess
of 300 vards with relative ease. As the troops
became more proficient and as repeating rifles
became more common, the war evolved into a
trench type fighting very similar to the Somme of
1915, At Fort Stedman on the Petersburg front, the
Confederates used a style of attack that would
become quite common in the next century, The
infantry was grouped into three compact groups
under one “‘attack leader.”” These groups moved
out quickly and without fanfare in the attempt to
gain maximum advantage of terrain and surprise.
They used no formation as such, but would rely on
the individual courage and initiative of their NCOs
and officers, right there, leading the advance. Each
group had its own enginesring tools to break through

the abatis, And it worked. The heavily entrenched
fort was taken with a minimum of casnalties. Crickly
the amacking Confederates attempted to bring up
“support weapons'' and set up ''fire bases’" with
their 12-pound cannons. All in all, it was a very
modern attack. And the Union reaction was equally
modern; a quick, instant counterattack by reserve
echelons that cut-off and isolated the Confederate
attack groups that had penetrated their lines, There
were other examples, in other wars, and more and
muore the principle of the small group began to grow,

Then came World War I, and for the first three
years, the small-group theory was almost wally for-
gotten, Attacks were made in large waves, one after
another, in an atempt o literally smother the enemy
machine guns and defending infantry. The British
antacks in Flanders were primarily linear, with
lines following upon advancing lines. The German
response was much more advanced, Their **typical "’
defense was not simply an opposing fire line, but
rather a series of interconnected strong points. Each
**point’” might only have the infantry equivalent of
platoon (or even a squad), but there would be a
“‘nest™ of two or more machine guns that would
set-up a murderous crossfire. In such a defense, the
actual connecting trench might only have what
would be called a *'skirmish squad’’ that acted as
a net to capture what few survivors stumbled
through the crossfires. Here, the Germans were
making battle with a small determined *‘cormbat
group®' of soldiers based on the presence of con-
centrated automatic weapons® fire. It worked well
in a defensive environment, and it was only natural
that the Germans would adapt the whole concept
to an offensive scenario,

It is difficult to say exactly who was responsible
for the evolution of the now famous German
“strossiruppen”” tactics in this period, Seeing the
success of the small-group concept in the defense,
Ceneral Von Hutier of the German Eighteenth Army
began to organize these concepts into a more formal
doctrine. Also, the German artillery expert Colonel
Bruchnuller contributed a new “‘philosophy™ in
terns of the probable and desirable effects of various
weaponry. Both of these men came to the conclusion
that given the high state of the defensive art and the
extensive entrenchments, it was extremely difficult
to kill a defender regardless of the amount of
weaponry and high explosive used. However, it was
possible 1o demoralize him, and the most likely
method of doing this was to concentrate on creat-
ing an environment of doubt and confusion in the
BASMY rear arcas.

For the artillery viewpoint, it meant that **com-
munication™” targets (such as headquarters reserve
staging arcas and the like) became more lucrative
targets for pounding than did the front lines, While,

THE EVOLUTION OF
SMALL UNIT TACTICS

A Historical Commentary
on SQUAD LEADER

By John Hill

in the front itself, the artillery would be o mixture
of high explosive, gas, and smoke. The overall
effect was to create a sense of confusion. Also, while
it would be intense, it would be short. In some in-
stances, it was advocated that the front line should
be shelled for only a total of five minutes duration
before the infantry went in. It was argued that longer
than five minutes gave the defending infantry time
te gather their wits.

And then came the infantry. Rather than the line
waves used by General Grant at Cold Harbor and
General Haig at the Somme; the soldiers came out
in small groups, moving quickly through the gullies
and quirks of ‘‘no-man’s land,'’ These were the
strosstruppen o “‘storm troopers.”” They were
highly motivated and led by batde-experienced
officers and NCOs. Their objective was not neces-
sarily to ““take out'" the defensive strong points but
to probe aggressively, taking maximam advantage of
the temporary confusion the unorthodox bombardement
had produced. They sought weak points and then
infiltrated through to setup their own strongpoints
deep in the enemy rear, Such a “‘breakthrough,’
even by small groups, created a definite feeling of
doubt and worry to the enemy defenders still far
forward in their impregnable machine gun nests.
And it was self-generating; the more these little
groups probed, the more *“weakness' they found,
and then the more infiltration they did; and this
created even more *'lintle weakness™" which meant
even more troops leaked through. And soon, like
a great mansion eroded by termites, the whaole
defense simply collapsed.

This technique sent the Russians streaming in
panic at Riga, and at Caporetto ten miles of pre-
pared defenses were gobbled up in one day. The
small, highly motivated and well-armed groups of
infantry were becoming particularly vicious ter-
mites. And when the Germans unleashed this tactic
in March of 1918, they came embarrassingly close
to ending the war in a single knock-out blow.

However, the Allies had developed new ideas of
their own, Their answer to the *““trench problem”
was not one of finesse as was the new German in-
fantry tactic, but a mechanical solution: the tank,
In many respects, it was simply a *“better hammer™’
rather than an adroit rapier. The point was that it
worked so well, after the initial hassles, that the
Western allies stopped developing newer and better
small unit tactics and concentrated on perfecting
their “‘better hammer.'' In November 1918, it
ended. And both sides retired to think about the
leszons of the Great War.

Between the wars, much thought was given to
tactics by both sides. And since the tank was the
“newest”” development, it received the lion's share
of the thinking. Liddel Hart, Fuller, de Gaulle and



Guderian all contributed to the dialogue on the
“new"” war and it was during this period that the
doctrine of the mechanized blitzkrieg would take
root in German thought. It was during this period
that Erwin Rommel, the **tank genius of the desert,”"
wrote an amazingly cogent study of small units of
squads, companies and battalions. It was ttled
Infantry Astacks and concerned itself with actual case
studies of infantry combat in the First World War.
S0, despite the preoccupation with armor, the
Germans were still quite aware of what could be
accomplished with the Queen of battle—the infantry.

In studying WWI, the Germans made the rather
obvious observation that what made the infantry so
devastating was the machine gun, but their tactic
of storm troopers infiltrating through the enemy
defenses precluded the dragging about of the
“typical'' WWI machine gun, since these were
usually bulky water-cooled contraptions that,
although effective, were rather unwieldy . What was
needed was a light machine gun that could be easily
carried and operated by two, or even one man. In
this respect the Allies ‘‘helped”’ the Germans. One
of the provisions of the odious Treaty of Versailles
was the clause that forbade the Germans from own-
ing or developing any large number of **sustained
fire weapons'' (which basically meant water-cooled
machine guns), They intended to force the Germans
to use only air-cooled machine guns, which could
not maintain a good rate of fire due to barrel over-
heating. Hence, the German infantry would be
permanently handicapped.

What actually happened was that the Germans
concentrated on a family of machine guns that
utilized the option of "quick change’” barrels to get
around the over-heating problem. This dove-tailed
nicely with the Germans' already declared intent to
“lighten'" the machine gun. And by 1939, the
German infantry had the start of both quality and
quantity in light machine guns. When coupled with
their already proven strosstruppen tactics, their
infantry was more than a match for those they would
face in the opening stages of WWTI,

In the opening battles, however, it was the
German armored formations that stole the limelight.
The Western allies were so befuddled by this new
“lightning"* form of mechanized war that they did
not realize that their infantry had also become out-
classed. However, the lesson would sink home in
1942 at Dieppe,

Omn the coast of France, at the town of Dieppe,
on August 18th 1942, the cream of the British in-
fantry (their Canadians and commandos) made a
large scale raid to “‘test” the guality of German
defenses and infantry in France. The '‘test’” was
an eye-opener. For the first time, the Western allies
really saw the effect of the vast number of German
light machine guns. Their troops were, with small
exceptions, cut down by numerically inferior but
better deployed and equipped German squads. In
the words of one Canadian, **We went into intense,
accurate light machine gun fire.”” It was a true
disaster. But it did have merit. In no small way was
the lesson of Dieppe lost on the British, By the time
they returned to France in 1944, they may have been
the best drilled and practiced of the Western allies
in infantry tactics.

Throughout WWII, tactics did evolve, and did
change, and often observations made in 1940 were
irrelevant by 1944. But the essence of change was
still usually based on a coherent theory that merely
changed its “‘application.”” It was mentioned that
the Germans concentrated in their theory on the
small group and how to maximize its effectiveness,
Let us now study some typical applications of this
theory.

First of all, the basic concepts behind the German
training were very much different than the others.
In most of the pre-WWII training programs of the
other nations, a tactical problem would be presented

by the training officer who would answer any ques-
tions about it and then dismiss the class for about
an hour 50 the cadets might reflect upon the correct
answer to present when they were recalled. In the
German infantry classes, the same problem might
be presented, but each of the students were expected
to have a **workable'' answer within two minutes,
Maybe two or three of the fledglings would be called
upon to present their solution. The instructor would
listen, then pick one cadet as "gruppenficher '’ and
have the class act out the proposed tactics immedi-
arely, Criticism was harsh and freely made baoth by
the instructor and the cadet’s peers. However, one
element was seldom criticized, A student was almost
never chastised for the exhibition of elan. Further-
more, quick decisions, even if wrong, were con-
stantly encouraged,

Meanwhile, in the **Sandhurst’" method, after the
hour of pondering, the exercise would be discussed
and maybe even acted out. But, unlike the Germans,
the emphasis was completely different. There, reck-
lessness was discouraged and a constant stress was
made on the methodical conservation of resources
as the objective is logically and correctly deduced,
Following the evolution of the exercise, the in-
structor then would discuss it and further amplify
the principles of method, conservation or coordi-
nation, And after its completion, there would be &
lesiurely rest period. One final point may be worth
mentioning. Since the Germans forced their exercise
through with great immediacy and speed, while the
rest paced it through, the German trainees would
probably be able to study two or three tactical
problems in the same time span it took the others
to analyze but one.

Owver in Russia, things were somewhat simplified.
Tactics were basically of two types: you either
attacked or you defended. If you were defending,
you simply stayed where your officer put you until
the enemy was defeated, your officer ordered you
elsewhere, or you were dead. On the attack, you
charged, closed with the enemy, and killed him. Or
you died trying, There was only one accepted excuse
for failure, your death, Needless to say, this sys-
tem does indeed explain to a large extent why the
Russians had the highest casualty rate of any of the
European participants.

So, in summation, we might say that in regards
to initiative, the Germans encouraged it, the West
forgor it and the Russians condemned it.

One of the more illustrative of the German
methods was the *“attack technigue™ in regards to
an obstacle on the line of attack. This obstacle could
be assumed to be an enemy defense, possibly dug-
in and perhaps even with minefields and artillery
support, But, despite the outward formidableness
of the obstacle, a battalion was expected to be able
to mount an attack, in complete coordination with
the purent regiment, in less than thirty minutes from
the time when the obstacle was first discovered. The
principles for the batalion commander would be the
same as those that would be used by his subordinates
in the company and platoon level. The first step was
to win the firefight (fenerkampf) by quickly increas-
ing the first density on a particular section of the
contact frontage. The point here was to establish
a fire superiority on both a specific area and to a
dictated depth. The actual evolution of this often
followed a three-phase scenario,

The first phase was called *‘Miederhalren'' or
“nailing down."" In this phase, the foremost troops
would stop movement and begin laying down an in-
tensive fire in an attempt to stop all movement of
the enemy. If artillery support was available, it
would be used now. The intent was to make the
enemy seek cover in his entrenchments, so that the
indivdual squad leaders could make unhindered
basic reconnaissances.

The next phase was called *“Blinden, '™ in which
newly brought up troops would join the first ones
to increase the fire to the point where the enemy
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defenses would be “*blinded’' to the now initiated
movement of small groups attempting to penetrate
the enemy position.

The last phase would take place after successful
infiltration had been made into the soft spots of the
enemy defense. This was the *‘Niederkampfen, "' in
which the enemy would be beaten down' by flank-
ing and rearward fire from the infiltrated units in
addition to the previous units which still maintained
an intense fire from the front. At this point, it was
hoped that the defenders, demoralized by fire from
all directions, would begin to “‘break’” and cease
to function as an organized body. If that happened,
it was all downhill and the position would quickly
crumble.

Throughout this **phasing,** the Germans stressed
a number of “‘points’” they wished their commanders
to always keep in mind. The attack would be con-
fined to a narrow frontage. For a battalion, this
would be under 1000 yards and hopefully about 600
vards, The anacking commander must concentrate
afl his firepower on the objective to his front and
disregard the flanks. It was assumed that the regiment
would protect his flanks while his battalion did its job.

In essence, it was the age old concept of Fire and
Movement, But the Germans placed more emphasis
on the “‘do it mew!"" idea than did their Western
counterparts. However, in all honesty, this method
did have considerable drawbacks. With its emphasis
on quick decisions, there was room for misunder-
standing, and as the war went on the Germans had
to mix well-trained and experienced officers with
replacements who were not so well trained; result-
ing in misunderstandings that became more common
and more costly, Secondly, it was risky. In the con-
fusion which their tactics foreed on the enemy, often
they would be become victims to their own smoke
and chaos of battle with the result that independenthy
advancing infiltration groups fired on one another
or would be pinned down by their own supporting
fire. But the Germans argued that despite these
unpleasant side effects, their system, in the long run,
yielded fewer casualties than the more deliberate
methods of the Western allies, which minimized
misunderstanding but maximized time. The Germans
claimed that every minute a defender was allowed
was another minute he grew stronger. And yet,
before we conclude that the Germans were neces-
sarily better, we must remermber that their arms
suffered many a decisive set-back; but ironically,
this was usually when they ignored their own advice
and gave the enemy extra time to strengthen his
defense.

At this point in our discussion of infantry tactics,
let's turn our attention to how Russia evolved her
infantry in the same time span. It already has been
noted that the Russian system was short on initia-
tive and high on ohedience. Nevertheless, there were
other salient points that made them different.

First of all, while the German infantry leaders
were constantly reminding their people to con-
centrate their fire on a narrow front, the Russian
instructors were doing just the opposite. Their
194 1-42 tactical doctrine was to attack on as broad
a front as possible with the hope that somewhere,
due o mass and the “'odds,”” somebody would
breakthrough and cause discomfiture to the enemy;
and since the infantry's objective is to close with
and kill the enemy, it really does nor mamer
“where"" the breakthrough actually occurs, as long
as it does occur. This was & complete contradiction
tor the Grermanic thinking, which was very specific
as to where they wanted things to happen,

As an example of a Russian situation, consider:
the commander of a three-battalion rifle regiment
normally would prepare for the attack by deploy-
ing in two waves, accompanying the second wave
himself. Close artillery support would be most likely
given in the form of SP Guns that would accompany,
the second echelon rather than using indirect
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artillery, In a word, it was simple. After everything
was “'staged,’’ the attack would begin. This was
often started by the first wave crawling up as close
to the German positions as possible during the night
before the attack. This “‘creeping '’ phase would
continue until a pre-set time, or the German dis-
covery of them, or when some superior got impa-
tient. At this point, the “‘assault’” phase would
begin. The regimental commander, with the second
wave, often '‘ordered’” the final charge by having
his echelon **fire into the air'' which would alert
the first *‘creeping wave'' that the assault was now
to begin.

At that signal, there would be rampant cheering
and shouting to make sure everybody knew *‘this
was it"" and then the first wave would jump to their
feet and make a mad charge for the German machine
guns, firing and yelling as they went. Simultane-
ously, the second wave, with the regimental com-
mander, would join in with their mad rush, hoping
to reinforce any *'success”” of the first wave. Since
the SF guns would be with this second wave, they
would be available o *‘blast’” any resistance the first
wave uncovered. If tanks were available, infantry
would often ride on them to increase the velocity
of the assault and enable their soldiers to **close with
the enemy.”” The Russians, once the actack did
begin, were violent in its execution and cherished
the time factor as much as Germans. Their oppo-
nents often commented that the Russian infantry was
“slow to think of the attack, gueick to do if, and slow
to stop it.

While the above method was very expensive in
terms of lives, the Russians defended its results
claiming that it was “*most demoralizing'’ to their
enemy, It was indeed very dishearicning to the
Germans to see the complete willingness of their
enemy to attack in an endless array despite casualties,
And since one of the best ways to defeat an enemy
is to demoralize him, the attack method is thersby,
a success—according to the Russian viewpoint. In
all fairness, it should be noted that the *'Russian’
system was ideally suited both to the nature of their
culture, and the numbers needed. Had they opted
for a more sophisticated training system, they
probably would never have had the tme to totally
re-build their army from the severs beating it took
in 1941,

But rebuild they did, and like any soldiers that
survive, they learned. One weakness of the Germans
in the earlier stages of the war was their failure to
perfect principles of urban warfare. The reason was
fairly obvious. Up to the war and throughout its
early stages, there was very little city fighting. The
German victories were made by quick, decisive
actions generated by “‘going around'’ cities and
bypassing them, Hence, little effort was made to
study this particular problem. Not that the Russians,
or British, or Americans did, but once it became
abvious that there would be heavy urban fighting,
no one side really “*had the jump’’ on the other.
In late 1942, everybody started from scratch on this
problem. And in the streets, the Russians were the
equal of anybody,

In urhan fighting, the actual **combat range’” is
much less than in open country. Out in the steppes,
it was quite common for the infantry, partcularly
the machine gun sections, to open the engagement
at about 1000 vards depending on visibility; and as
the combatants closed, the fighting usually sestled
in at about 200 to 400 yards for a firefight. At this
range, the Germans with their better weapons wers
at a definite advantage. But in a city where the com-
bat range was very often ‘‘across the street,’' the
Russian weapons were equal, In the streets, the main
weapons became the submachine gun and the
grenade. In contrast to the echelon waves used by
the Russians in the country , their urban attacks were
based more on an “attack group’' of up to sixty men
that would literally blitz one single building from

all directions, and the Russians became adept at turn-
ing any defended building into a fonress. And when
they weren't fortifying or ““blitzing,”” they would
be constantly moving about; filtering through back
alleys, crawling through sewers and darting along
rooftops. It was a new “‘citified’’ concept of Fire
and Maneuver, In the early stages of the heavy fighting
around Stalingrad, the Germans, used to '“blundering
Russians, " were very much punished by the cunning
that these same Russians displayed in the city. At
the outset, it was the Germans who found their
infantry tactics, for the first ime in the war, inferior
to the enemy. The initial German reaction was to
quickly bring in more and more of their best
equipped and trained small units. These were the
Pioneers {Assault Engineers), who treated each
huilding as a bunker and went about reducing it with
heavy infantry weapons and sophisticated equiprment
such as demolition charges and flamethrowers, It
did work, but in the attrition process, the Germans
were forced to "‘trade-off”" their best specialists
against the regular Russian peasant soldiers, And
that was an expensive trade.

But the commitment of these elite formations
bought the time needed for the regular line units to
learn the *‘urban trade.”” And by late 1943, the
Germans were as adept at urban fighting as their
Russian opponent. The Germans began fighting like
the Russians with fire groups against individual
buildings, but they also amtempted to set up *'kill-
ing zones'' along the streets that paralleled the
““target building.'" Here, their superb medium and
heavy machine puns were ideal. The theory was that
the battle-point would be isolated by preventing any
reinforcements from teaching the position. By
setting up machine gun fire lanes, they hoped o put
a break on the constant Russian *‘flittering about, "'
It was a good tactic, and many a Russian squad was
cut down by accurate fire from a hidden position
far down the street, The Russians then countered
by using sewer movement to an even greater degree,
and setting up many and devious ways for getting
from one building to another. And so the Russians
and Germans taught each other; and in the West,
the Germans imparted their hard-earned urban
techniques to the Western allies with a vengeance.

By the end of 1943, the Western allics had taken
to heart much of the earlier lesson the Germans had
shown them. Dieppe, as mentioned, illustrated the
immense value of the light machien gun, and the
British had countered by doubling and sometimes
tripling the issuance of their own LMG, the Bren
Gun, Also, Allied training was much more realistic
and became modeled along the German lines. And
then in January of 1944, at the wown of Cassino,
in Italy, the “‘new’’ Allied infantry tactics were
tested against the Stalingrad—educated Germans and
omee more they had to play *‘catch-up.”" Cnee again,
their small unit tactics were outmoded,

In many respects, the experience was similar o
the Germans’ dilemma at Stalingrad. But they
reacted differently to the problem. The Germans
correctly saw that it was an infantry problem and
attemnpted to solve it with infantry means; that was,
bring in better infantry {in terms of their assault
enginesrs). The Americans and the British reacted
with brute force and attempted 1o erase the offend-
ing obstacle with air and artillery bombardments.
Even the monastery was literally blown off the top
of the mountain, But still their infantry squads could
not advance and they saw that a destroyed and
rubhbled city is just as good, maybe even better from
a defender’s viewpoint, as an intact one. So, they
towy learned how to form fire and cover streets
and they toa learned the high price of urban warfare.

At this point, we might stop and compare how
the British and the Americans differed in the appli-
cations of the lessons the Germans were showing
them. First, let us look at the British. The concept
of British small unit tactics went through a number

of shocks, such as Dunkirk, Dieppe and Cassino
were even their crack New Zealand troops were one-
upped by the street-wise Germans, But the British
by then were used o change and adaptation. Their
approach to the small unit problem was basically
that there are certain tactical dilemmas and each one
of these has a corresponding correct solution. There-
fore, o solve a tactical problem, one first had to
identify it, select the correct solution, and then
properly implement that solution. The first two parts
were fairly easy compared to the last, the implemen-
tation. And to perfect that implermentation the British
evolved a series of drifls that would be the same
army-wide and would give predictable results both
in time and effect. They felt that with the vastly
different array of forces in the British army, it was
important that they all have a universality of tactics
so an infantry leader could easily be moved to a new
company and still have the same predictable results.

This may have seemed like a backward step com-
pared to the German emphasis on tactical creativity,
bat it was well sufted to Britain's complex army struc-
ture and blended well with their cultural trait of neat-
ness which is very well expressed by Montgomery’s
desire for a tidy battlefield. Each drill was very well
thought out and when properly employed would give
a successful conclusion in @ majority of the in-
stances, There wene drills for everything, attack and
defense, over farms, in cities, with and without
armor, and with and without artillery. They were
quite specific. The whole concept hinged on the
theory that the prospects for success and survival
would be greatest if alf members of & small unit or
section thoroughly understood what their job was,
how they were going to do it and what everybody
glse was doing as well. An example of the detail
these went into was the drill for moving in file with
a squad of eight down a road. The file would be
as follows, with each man’s duty as listed:

MAN 1 ... Squad Leader, leads patrol

MAN 2 . .. Watches Right

MAN 3 ... Watches Left

MAN 4 . . . Watches Front, for Squad Leader

Signals

MAN 5 . ., Watches Right

MAN 6 . . . Watches Squad Leader and MAN
4 for signals

MAN 7 . .. Waiches Left
MAN 8 . . . Watches Rear

Hence, if you were MAN 3 in a patrol file in the
British army in 1944, your job was to watch left
whether you were in Normandy, Italy or Burma.
This British approach lacked glamor and was some-
what unflattering in regards to the initiative con-
cept. But it produced results and by 194445 the
British were able to stand toe-to-toe with the
Germans and give as good as they got in any sit-
uation.

There was a famous saying about the Americans
from none other than Rommel himself, who said
“no one is more incompetent in battle than an
American at first, but no one learns faster.'” The
evolution of soll unit tactics in the American army
was probably the least systematic of any participant
in the war, The philosophy was, almost: **Try any-
thing; try something; it might work. ™" From nothing,
in terms of size, in 1940, the American army in
Europe by 1945 had blossomed into almost 100
divisions, This created a need for mass produced
training and quick smatterings of tactical doctring.
At first, it might seem that the British drill method
would've been ideal for such a problem. But it
probably wouldn 't have worked for the basic reason
that the American soldier differed very much from
hiz British ally.

As a soldier, the American is an amateur and
always will be, He 15 often an exceptionally talented
amateur, but he is not, and has no desire to be, a
professional. To the American, the concept of fight-



ing is mot that a soldier’s profession, but is rather
a dirty job that has to be gotten on with, A com-
ment made in the Civil War was that Grant’s Army
Iooked like a band of day laborers. It was more true
than many realized, because in philosophy and
tactics the American soldier is a day laborer, He
is a confirmed skeptic, a dichard opportunist, and
a dedicated scavenger. His squad and platoon leader
is more like a shop foreman than a captain of men.
50, had the American military attempted to instill
dogmatically practiced drills, the soldiers would ve
treated it as so much worthless **Mickey Mouse
crap.””

But, if all these were weak points, he had a
number of amazingly good strong points. Left by
hirnself, he often could be amaringly ingenious in
devising tactical tricks that often rivaled the best
their German enemies could think of. He loved
gadgets and things mechanical and given a few
moments, probably could make any device work,
after a fashion. He had little respect for rank, and
despite orders he had a tendency to do things his
own way. When he blundered, it usually was
extreme, resulting in punishing casualties, but when
he was right, he probably was better than any of
his contemporaries,

The American military stumbled onto this and
attempted to capitalize on this innate desire to try
it **his”" way and published field manuals on a never-
ending series of subjects—not as Drill Manuals, but
as guidelines for the soldiers to base their tactics
an. Throughout the war there was a constant stream
of unpdates and quickie pamphlets on tricks of the
trade. The whole thrust was that you will win if vour
“trick"’ is better than the Germans' trick. The
American soldier was bombarded with a never-
ending series of these publications and he usually
glanced at most of them. The hope was that by con-
stantly exposing the soldiers to good tactics, perhaps

some would rub off.

All this might have made the American squads
more buffoons than soldiers, if it were not for the
fiact that their weapons, per squad, were the best
of any of the armies, The basic American squad with
no extras could out-firepower anyone else. Their
M-1 was definitely the best infantry rifle in the war
in overall usefulness and durability, and the BAR,
while not a light machine gun, could often substi-
tute effectively for it. Hence, the American army,
despite the demonstrated effectivenss of the German
light machine guns, never really produced or issued
one. They felt it was more important that the squad
have devastating firepower without adding amthing
extra. In essence, the only way a German squad
could stand up 1o the American was with the addi-
tion of a light machine gun. This was brought to
light in a small infantry batile between two oppos-
ing infantry platoons on Diebel Tahent in the clos-
ing days of the Tunisian campaign. The American
and German platoons squared off against each other
behind two opposite stone walls and simply fired
undil the German platoon was wiped out by the fire-
power of the American infantrymen. It had not been
a contest.

There was a catch however, While the American
soldier could dish it out, he was not very good at
taking it. In general, he would break under fire
before either the German or the British, He was
always quick to take cover. In many ways, he always
felt that being fire on was not really part of the job,
and he would do his beat to avoid that, On the other
hand, though he might duck and run quicker than
the others, he had a strong stubborness that caused
him to rally and come back to try again before
another soldier would. It almost might be summed
up as: quick to run, but guick to rally. Hence the
American squad was deadly and brittle, but properly
used with a good imaginative leader and a little bit
of luck, it may have been the most formidable squad
in 1944-45 Europe.

Az we noted, the American squads did not have
a light machine gun, preferring to make up the
deficiency with better organic firepower. And in
some respects, they did. However, this was not to
say that the Americans were without support
weapons, Cuite the contrary. In reality when the
Americans added support weapons, it was of a
quantity that bedazzled all the other pﬁmnpﬂ.um The
Americans, figuring that *‘bigger” is **better,"” felt
that if you needed MG support, it should be as big
and beefy as possible. Hence, they issued their
superb .50 cal machine guns almost like popcom,
And in fire effectiveness, it was a machine gun
without equal. It is still perhaps the most devastat-
ing infantry machine gun on the field, and the design
has not really changed all that much, The penulti-
mate development of this deadly weapon was the
M16, a guad-fifty halftrack which carried the
descriptive name of “chopper.” The final point of
this was the liberal availability of these weapons,
even to the point that it was not rare to see them
mounted on the trucks.

Piper (SMC) A25, 47
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Which brings us to a final point on the Americans.
That was the total number of vehicles they had avail-
able. No army could approach them, The Ameri-
can infantry formations usually had more vehicles
than the most mechanized Paneergrenadiers. When
they went to battle, it was on such an assortment
of trucks, jeeps, halftracks, scout cars, and
whatever, that mobody walked. In the Ardennes
Offensive, the Germans were astounded by the flip-
pancy with which Americans abandoned vehicles,
As a matter of fact, one German officer, in all
seriousness, felt that the American Army had as
many trucks as they did combar infantrymen. His
statement was an exaggeration—but not excessively
0,

And so, by the end of the war, all the nations in-
volved had evolved their own infantry tactics to
achieve roughly the same net result, Each nation's
final infantry manual reflected both their national
cultural backgrounds, and the tricks of the trade that
they had picked up from their gallant opponents and
their own dedicated SQUAD [EADERS.

PIPERS’ LAMENT
A New SMC for ASL

By Eugenc Murrell

| (A) 25.47 PIPERS: A Piper is a special
| SMC (represented by a +3-5-9,
+2-5-9 or + 1-5-9 counter) with special
- J capabilitics ** In any scenario (includ-
ing DY), the Commonwealth player may add one
Fiper to his force. A dr is made (+2 drm for Scottish
troops) with **1-3"" yielding a +1-5-9 Piper; *4-5""
granting & +2-5-9 Piper; *'6"" giving a +3-5-9 Piper,
25.471 All opposing units within range of a Good
Order Piper SMC must, at the Commonwealth
player’s discretion, take a NTC using the Piper’s
Fibroch Skill Level (PSL) as DRM. [EXC: Italian
units take a MMC using the Piper's PSL as a DRM.]
Units which should fail this DR are Pinned
[Broken].
25,472 All Commonwealth Personnel units within
range of the Piper become Fanatic (A10.8) at the
same Hme.

25.473 All non-Commonwealth Friendly units
ignore the Piper at all ranges.

25.474 As indicated on the counter, a Piper unit has
no inherent Portage Capacity whatsoever.

25.475 A Fiper unit is not subject to Pinning.

25.476 RANDOM PIPES DESTRUCTION:
Whenever a Piper is fired upon by Direct Fire
Ordnance resulting in a To Hit DR 1 > than needed
to hit, roll one die. On a dr of **1-4"" there is No
Effect; on a dr of "'5-6"", the pipes are destroved
and the Piper counter is replaced with a Hero
counter (A15.2). This Hero immediately makes a
4MC, failing which he is Berserk (A15.9), (Note
that this is the only manner in which a Berserk Hero
may he produced), If the Heroic Piper does go
Berserk due to the destruction of his pipes, no
other unit is affected in any manner whatsoever, and
he is considered to have an Inherent FP of 1 for

CC purposes only.

25,477 HEAT OF BATTLE: A FPiper
SMC which is Battle Hardened (A15.3)
is replaced with the next higher PSL
counter available, The unit at its highest
if Barile Hardened, is insiead marked as

level,
Fanatic. Should a Piper go Berserk while still with
functional pipes, all Commonwealth units within the
Piper's range also go Berserk. A Piper never Sur-
renders; he instead muost become Berserk.

25478 RANGE EFFECTS: In a scenario with Heavy
Wind, the Piper's range is affected as marked on
the Wind Counter (E9.2), The Piper's range is also
decreased by one hex for every FFE it is traced
through.

3. Traditionally, the wild ekirling of the wer pipes led Scots, and
Later all Commonwealth troops, inta batle, The pipes served bath
10 hoost morale among friendly roops and o unnerve the

Pipers were highly valued for thelr “*Pibrach'', or skill with their

pipes and the ability to exteenporize stirring new tunes oo the spur
of the momeot.

YES, here it is . . . Errata for A25.47
25.471 ADD *‘during any friendly Fire Phase
or during its own Movement Phase™' after **the
Piper must . , "

ADD 25.479 AIRBORNE PIPERS: Only a
+3-5-9 Piper may apply its effects while under
a Parachute counter, and then its range is
determined as Aerial Range.

ADD 25,4791 A Piper is not eliminated by land-
ing in an all-water hex due to the flotation of
his inherent pipes (unless the piper has suffered
Random Fipes Destruction, A25.476),

ADD 254710 All Pipers may use their pipes
to full effect while CE in an AFY or while being
carried as Riders.




Helio Rex,

I've finally gotien around to betting you keow
that I will support the SLASL Anmual (big sar-
prise, T knowh, T hope thas the wriiten support
hax been adequate., although 1 st admit that I'm
i little worried. [t ssems that many of the A5Lers
I know don’t subscribe to The GENERAL, s
theeitr firat knowlbedge of this endeavour was upom
Ty mestioning it w0 bem,

Finally, about the proposed conteats of the
Ammial. [ really huve no desire 1o see the pages
of thig wasted on reprinting material which has
already seen the light of day, no mater bow
relevant in the history of the system. I can see
that mamy might want scess o thess docarments,
but instead of wasting spece in the Asmual why
nod jusl treal the subject with ooe article which
widald Het all the known artices on the system,
with soime briel commeoi on their concent, Then
thase [merested could go aboul soquiring those
perindicals or enlisting your expensive phodo-
copyieg service. In fect, if you really wanted io
do them a service, you wouldn't bave o limit
yourself 1o articles which have oaly appeared in
The GENVERAL (1 just thought thar [ would
mention i) In fact, T imagine that you run the
risk of again having Avalon Hill accused of
cheating the public il you reprint SL materials
in the Anmual,

Andrea Cancaiore
Harrington Park, New Jerney

fn werual facr, if we showuld irip across some-
thing extremely well-dons on SL or ASL in

her periodical, o prafessiomal, dear
we feel would be of interest 1o the readers, ['d
weleomie the chance Jo edit and reprint i,
Hawsver, glven that mest of the ink spent on the
sytem in orker magapines @@ confimed fo
Ureviews ", iy seems wilikely, Bur the opricn
FERMIERT O,

L8 & 8 & 1

Rea—

First | had vo sequire an older copy of The
GENERAL w find owt whe wrote *“‘AH
Philosaphy Pan 122", In Saudia Arabin (where
1 bave b0 conviboe customs mgents that your
magazine |sn'y o miliary techrical manasl of war
plars gvery time [ emer the country), it's no easy
o acquire past coples, It akes three months o
ship games or pleces from Avalon Hill—if they
even make i this far,

Irshaliz, T am putting in my vole for the pro-
poded ASLASL Anmual and [ would be willing w
pay $10-513 foe dr. 1 would alea be willing to share
in the respomsibility of playesting scenarios,
especially PBM rechniques. | am currently try-
ing to find gven one person over here 1o sl down
for awhile v learm ASL, sipee | am (alas) a
beginner. Atempes io comtect pecple for FHM
games have so far failed, | am corrently sdver-
tiging n your magazine for players for & cam-
palgn ASL game in which T woald nct as the
referee between others. | biave anly ane request,
if it is s all possible—an artiche or pamphlet on
baw 10 play ASE or SE by madl, | realize that
soime things would change and some things
wolild have 1o be omdtied. But not being fumiliar
with all the intricacies of the rules leaves mo at
i loas of how o go shout figaring thds ow IF 1
had more knowledge ar experience, | wouldn't
be trying te stick the monkey on your back.

Since the first time [ ployed ST, | was fascs-
mared with the game. With the addition of the
ocher supplemenis, | bocame even more sa. When
ASE came out | was appalled &1t amount of
informaticn that was there, bat ow that [ have
read the rules (and re-read and re-re-resd them)
it is still basically the same gamse, 1 wamsl b codm-
pliment you oo the job you all do

Eelly Speelman
Jeddah, Saudia Arabia

Ar with a solitaire nystem, we hove Rod
several PEM sysrems propased for ASL, Bz the
rise i wdl] rake o evalisate them, and then refine
the ane we select, preciuded any much in thir
year's Anmunl. Hopefully, mexr year will see o
syriem for one or the other come & sase the pain
o isedation for such ASLers as yourselfl

LA & &

SIGNALS
000 0000000000000000000000000000000000000000000000000000000000000000

Diear Birs:

This 15 10 register my suppart for an aneual
SQUAD LEADER jasue. | would certainly pur-
chase the issue, jus a8 [ purchase all mber ASL
products, Here are some additions] comaments on
ASE produacts | woubd Tike o see (o addition
o the planned expansion of the lwalisns and
Tapaness).

The ldea of & non-geomorphic Stalingrad
medube 15 werrific, pardeulardy if it has a cam-
poign elemend, [ would prefer, however, &
mounted board, despite the sdditional cost, A
moumnted board is consisiend with the high quality
of all the other ASL components.

Simce the ASL manual does wear oul with
camtinued aee, it would be termlic if il were pos-
sible to purchase o “'complese to dase” manaal
withoul having 10 order individual sections at 510
par ssction. 1 would suggest a **by-mail'' price
of $50-535. Al that price I would purchase a
second manual slmply for aesthetic reasons.

Irealize that SOUALD LEADER |s atll a big
sedler, bul it is & sab-optimal way of learning ASE
amd of obtadning boards 14, Mor is PARA-
TROGPER, for all its terrific shom scenarios, a
very gooid learming tool—the scennrios skmply
utilize too many rales. 1 think the best salution
id a product eotitled ' Introduction o ASL" . This
woald contaln boards 1-4, an abridged (not
changed) versian of the ASE rules contsdning onfy
parts of sections A and B (mfamtry and terrain}
of the rulshook. Esch of these rules ssctions
could be shorened by cmiting all oplional rules
and all Infasiry raes relating 1o armor or
crdinance and by lmiting the ierrain types o
those found on these four boards, To the exient
passible, the mules could be inraduced in modular
[ashivn. [ woukd guess that such n package woulkd
sgll well both 1© new gamess wanoling te learn
ASE and {eapecially il the graphics of boands 1-4
were redesigned in the BETOND FALOR syle)
1o ald hands looking for new scenarios,

Even if you chooes nod to produce sach an
*“Introduction io ASL'' modube, you might con-
sider selling at retnl] catecs & package contain-
ing just boards 1-4. I think such a package of the
four boards, with new graphics, eight new
scenariod, and pechaps & sheet of rubble, shell-
hole, wire amd other oft-needed counters would
he a good seller with & low deslgn coar,

PARATROOPER, PARTISAN and The
GENERAL have provided a good selection af
shorter ASL scennrioa, I now would like w see
The GEVERAL publish a coaple of monsier
scenarios—say -8 boards and 30-80 unite per
side. I sebdom have the time to play such giants,
but once or twice a year it would be fun o ger
Tour peaple together and spend two days just
playing ASL.

Tom Griffith
Lo Angeles, Californds

Again, we are looking o crofting an aricle
Jor @ flenere Annsal thar would see fo bring new
players inte ASL gradually—tor of a pro-
prommed  {nsruction usimg  exiselng  ASE
scemarios, A7 for monsher scenaniad, the new
REL BARRICADES should keep you bury wnrl!
we el arcund o priring some in The GENERAL
oF o fufire oamual,

e & & &

Dt Mr. Mariing,

1 am writing in regard o yoar ** Avalon Hill
Philosophy Part 122" Yes, T would be willing
A puarghase an annual pewsletier devoded entirely
o ASL, In fhet, my friends and T would like i
volunieer (T Bervices ag playtesters for amy new
scenarios or variams, [ would also like to mke
this upportunity o lehby for a stronger ASL slant
in i nuewaletter. Iknow chis is an awfully chesky
rexjibest considering that the first issue hng yer 1o

sz prine,

EW#'\-H, I crusst take issue with the pro-
pasad price of ihis anoual event. Ten dollars
seems exorbitant considering thal & current issue
of The GENERAL costs 54.00, Also, since it
appenra thal the newslbetber will only be ovalls-
hie throagh the mail, [ assame there will be the
leo-percent shipping charge. This means that a
single copy will cost 511,00 while 8 ose-vear
suhscription fo The GENERAL come only

F15.0¢ I arn alraid that the price might scare
sOME propactive buyers awsy —unless, of cooree,
they are as fasstical () “dedicabed ™) os I am,

Alsw, despile your assurances to the coms
mrary, | am copoerved aboul & possible decline
in the ASL coverage in The GENERAL. To be
quite hooest, the only reason [ subseribed 1o The
GENERAL was becouse of the articles an ASL
e, specifically, the publication of new
scenarios. Don’t get me wrong: ASL is oot the
caly Avalon Hill ganse dhat 1 enjoy, I is just s
my ioerest in ASL provided the incentive for me
1o dig & little deeper into my pocket and finally
subscribe. ““What's another few bucks o me
when 've already sunk 3200 into this game
system?"" 1 don't tank ASL would have gotten
off the groand if it wasa'1 for tht mental procesa
of rationalization, [ am simply worrled that in
e future you may be required o "rob Peter',
Should (his newsletier be an all or nothing affair?

Mow that 1 have said my piece, and despits
e concerna just lated, Ut which 1 stased in the
firat paragraph sill applics. You can count on
me to purchase an annual ASL newsleter. How
bong do I have o wait?

Rabert O
San Bermardine, Californda

I'm nor sure how much *'stronger a slaar'’
vou might want for ASL, bur ¢ reems 1o me that
thage will playing the orgingd fatem hove
nuffered for rome time though ceriainly ned in
sitencey. Furure izswes of the Anruel will carry
whowt the same perceriage of material for tese
devedees, in Jermis of prges and scenarior, as s
one, The rurvey aof potential buyers indicatea this
ra be i fair balance, and we aim to hold fo i

W ¥ &

Diear Mr. Martio,

The development af a S& through ASL
annisal, as outlioed in Yal, 24, Mo, 2 of The
GENVERAL, is an exoellest idea. As a devoted fan
of this fine game system, how could 1 sy ony-
Ihing but **Yes''? Now that yoa have my okay,
I e encugh of the other readers are motivabed
enaugh to write thelr approval also, Without the
support of all thase interested, the project will
be doomed o Exilure.

There are two things | would really like 1o
see developed from this project, First is the pub-
lication of an afficlal play-bv-mall system. So
many pecple, due ta lack af time of FTF oppo-
neods, resort o this method o play this game,
At B resull, there are oumerows systems ot
there—some good and some bad. [t is frustra-
ing bowever 10 bave 0 use a different system
with each pew garme. After swhile it gets con-
fusing! With ASL now on the markee, with its
unique combat and movement iotersctions, this
becomes even more difficult, There is a chapter
listed in ASL devoted 1o PBM, but not to my
recollection has any word to its release besn
mentioned, 50 please make this a priority.

Second, [ am more inderested in ASL than
[ am with the obder system and 15 gamenies.
Maturally, this is dus to the bemer structare of
the rules. Ta get this far however, like everyone
eles | had 1o start at the beginming. This meant
playing & vast majority of twe original scenarios.
These scenarios, In my opinion, are stll some
of the best published to dase, S0 masy of 1bem
bawe become persoaal favarites. Unfarunmmely,
they are oof in ASL format. Thers hove heen
remaked of some of these scenarios and T applaud
thetr appearence, Ideally, however, T would Like
o see & remake of alf 1be original soenarios, S
through GI. While such an undertaking may he
time-consuming and expensive, 1 really feel it
wold be worth I8, | would hedp e fied that all
the time and money T spent an the origingl games
wiad nod a 1ol Joss.

ool Tomasic
Hobart, Indiana

The fower “ravunbes ' herein should help euse

vour rense of losr. Everneally, shrough The

GENERAL and the ASL Amnpal, afl of the
ariginal scenarios showld be revised

LE S & & 1

Dear Mr, Martin,

I s writleg in response o youar cobumn sug-
gesting some gart of SL/ASE annaal {in Vod, 24,
No, 2 of The GENERAL). I would definktely be
quite willing to buy sach o magazine, and T kmow
af two oibers who would also have an interest
imit. As 10 combent in the magazine, 1 would Like
o Bee il be sobely an ASL source {afier sll, ASL
suppoecdly replaces the previous games |m the
series), bt | realize thadt oo make it financially
feaxible, you will probably bave w include some
SL-relaved games and gamenes malerial. Also,
1 bedbeve that inclading historseal articles—such
a5 on wWeaponry, squipment, or faotics—woulkl
add anocher incerestng dimersion i the product.

Lasily, ns ip a suggestion for o tile, why mot
hark back to the designer’s notes in 5L and use
the title of & chapter from William Craig's boak
Eneray o the Gates. 11 | remember correctly, the
chpoer dealing with Stalingrad was called “The
Wiich's Cauldron'' or the Cerman squivalens
therent,

Martin Hubley
Halifax, Move Scotin

r 2

Ehear Sir:

In your “AH Philosophy Part 122" you
nsked if | weald buy a magazine devosd o 5L,
ASL and DELUXE ASL. T have 5L and ASE and
all of the modules, including STREETS OF FIRE
and HEIWGEROW HELL. I subscribe o The
GENERAL only for information about ASL. T
would sperd $10 for 0 magazine abour ASL out
ance, twice or four imes & year,

My brother and | have anly been playing
ASL ginoe October of 1987, but we have played
aver 60 games. We have even found a gaming
club nearby that has members wha are wi,lll'n]
1o play ASL exclusively one night s manch. Bogh
my brother and myself would be interesied in
playiescing scenarios for the new migaeion. [ feel
we are average players and spend 14-18 howrs
o week playing.

Some other comments about what we would
like o ses done in the oow magazine: [ would
like 1o see the scenarics pliced in the center of
the magarine so they could be removed without
destroying the omicles, The incluslon of &
directory of all SL end ASE players who would
it mind being contacied by other players—sort
of an annesl ‘‘Cppopents Wanted'' colamn,
Alse, miybe, & s¢parate section on SL and ASL
clabs. (These should specify l‘hh:hll.l'l'lﬂ Eyslem
they play.) The advertising secticn, o be really
useful, shauld include & list of &l game pans,
modules, mapboards, =c., with up-to-daie
prices. The advertismg could also mclude a brief
newslerier notifying readers of the status of
promised modules and new products relsting o
SL and ASL, 1 think publication date showld be
ser before ORIGING. The anoual could thea
preview ORIGINS, the tournamesis there amd
provide attendees with information whous hodels,
Trangportation and other attractions in the ares,
A sectlon on other S and ASL tournaments
would be nice, Tt was BIEl Comner's ASL Olkiober-
fest that got me swarted ploying. My favorie
articles in The GEVERAL are always the Series
Replays; I hope vou can include several in the
anneal,

1 thask you fior tnking the time to ssk for our
opinkons and rending them. 1'm looking Torwand
tir the pew publicatiom.

Timathy Krimer
Alliance, Ohin

It proved impractical o place all the
seenarics ia the cemter of the Amaral; we work
i Eighl page sigamurer and the layout simgply
preciuded such an approoch. Indeed, my initial
Rope hod been o have the ASL Arnual offered
in fooge-teal form similar o the ASL rulebook,
holepunched and paginmed o8 on addifonal
chaprer fuwhich would havw allowsd vou o re-
mowve the reenarios), but s proved oo expes-
sive e whar wit felt s wowld be willing o pay.
Perhaps, if wou should with 1o feparaie the
scerarios, your best gpproach would be ro e
chase a recond copy of the Araual, cur ir apart,
amd Then laminate the scenarios for vour oo
tinwed wie.
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GUNNED-UP IN THE DESERT

A WEST OF ALAMEIN Adventure

{ had ariginafly planned to have Mr. Nixon's look
at war in the ASL desert only in the "89 Annual,
but it was 50 well-wrirten that I decided to make wre
of it in The GENERAL (Vol. 25, No. 3) as well. I
congider it 1o be, guite simply, the best thing con-
cerning the game system to have appeared in print
thus far. For a more studied approach 0 WEST OF
ALAMEIN, see Mr, Nizon's analysis of the desert
scenarios in Vel. 25, No. 6 of our periodical,

Anti-tank guns to the left of us; FFE to the right.
There were minefields in front of us, and a Creep-
ing Barrage was rolling across the desert straight
for us. There we were, just me and Erwin Rommel
in our MklIlls, dueling with the Desert Rats. The
armor in this tank felt mighty thin (I was accustomed
to at least an **11"" frontal armor) and there were
no trees or buildings in LOS to hide in, no hills to
cover our approach. 1 might have besn worried
about those ATGs, had we not already discovered
them to be only 40Ls, Ha! Back in Russia we used
to laugh at anything less than T5mm. Those puny
shells would bounce off even the light armor of these
MKIlls. (Yes, in the ASL milieu [ am a time
traveller, for even though I am a conscript in this
desert fighting, 1 have already fought BEYOND
VALOR in STREETS OF FIRE, and against
PARATROOPERS, YANKS, PARTISANS and even
in HEDGEROW HELL country!)

We started our engines, but when I shifted into
gear my roll was boxcars. Damned dust. I silently
wished it were after 9/41 so this unforgiving
machine would do what I asked of it. I changed
tanks, scrambling with my crew into a brand new
MEII. I noticed Erwin impatiently drumming his
fingers on the open hatch lid of his purring MEIII,
trying not to look distracted while, to the rear, the
repair crews seemed to heave a collective sigh as
they picked up their tools to work on yet another
immobilized tank. My second tank revved to life,
and | managed a smooth shift to start moving. **Heh,
heh, that's got it,"" I needlessly explained inte my
headset. But Erwin was already moving, so [ jolted
off to keep even with him., I wanted to remain side-
by-side s0 our vehicle dust wouldn't ruin the new
paint job on this MK,

CRACK!

““What was that?"

**Must have been a 40mm round. Pretty close too.
It was a nice opening shot,”" Erwin replied.

“*Nice opening shot?"" [ muttered to the crew. “'Is
this the stuff legends are made of?"'

I noticed Herr Rommel was CE, but I couldn't
imagine it, what with all that choking dust out there,
And then he even dropped behind my tank to eat
my dust. Well, so much for the legendary Desert
Fox, I mused, How smart is a guy who pulls a stunt
like that?

CRACK—CRACK—CLANG!

Wow, two more near misses and a hit! How
fortunate that it bounced off my side armor, I noticed
Erwin still CE, and with his turret frontal armor
swung around to face the offending ATG. Hey, now
that's a clever idea, but my crew were already
swinging our turret. Can't be too concerned about
the trim of our MEIII; that frontal turret armor might
actually make a big difference if we're hit again,

CRACK—CRACK—CRACK—CLANG—
CRACK—CLANG!

Hey, how much ROF do those guys get anyway,
and how much longer will we be out here before
we can shoot back at that ATG? “Dummbkopf,””

By Mark C. Nixon

comes the reply from Erwin, **There are four ATGs
out there. If you caleulare their 3-ROF, Multiple
Hits, Intensive Fire and Overrun Prevention possi-
hilities, they can shoot at us for what seems like
forever. Why aren’t you making smoke?""

Making smoke? Who's he kidding? All T could
think about was that if Erwin didn't move out of
iy dust and the enemy started shooting at him, we'd
have to look up all those specifications to determine
when that dust appeared/disappeared, what effect
it had, and what would happen if the wind kicked
up or it started to rain, What would happen then?
I knew the immediate effect would be that I'd have
to start reading all those rules. But then 1 noticed
something curious; something probably obvious to
most commanders but, being a conseript, apparently
outside the borders of my comprehension until
forced within by the stress of a battlefield situation,
The enemy weren T shooting ar Erwin ar afl!

*“This isn't fair,"" 1 screamed into my headset.
The only reply was a chuckle from Erwin.

**Double Dummikopf, what did you expect? Why
would the Tommies shoot at me while you are such
an inviting target?"’

But I wasn't listening. 1 was sorting through my
manual for the vehicle dust specs. [ had always con-
sidered VD something to be avoided at all costs.
You can imagine my concern as I first debarked in
Morth Afrika and was informed that in the open
desert, VD follows us tankers around wherever we
go—Ilike the plague. The training films had not
warned of this, Now this new interpretation certainly
thrust new meaning into the conception . | . er, con-
traception . . . er, ah, into the idea. There—finally
found it. “*What,"" I screamed, "'a +2 Hindrance
DRM for dust? Now what do [ do?*”

One devious trick came to mind, I could slow
down so that | no longer raised that screening dust
for Erwin. Providing the enemy another target
would be a very effective way to take the heat off
myself, although in this case, since it was none other
than the Desert Fox himself, it might not be my best
choice, I could imagine the wrath this tactic would
elicit from Herr Rommel; and since I didn't want
him assigning me to ride point for our entire venture
across Morth Afrika, 1 let this thought die. However,
it was an intriguing idea and I carefully stored it
in my memory for eventual use—Ilike the next time
I come out here with someone of lesser rank.

““Why don't you try your smoke discharger?™
came the repeat request.

"My what?"" I snapped back to attention from my
reverie.

“‘Haven't you ever crawled underneath your tank
and seen all those curious markings on the bottom
side? Ome of those notes says 'sD7°, You can make
smoke.

“*Great; now you tell me. Why did you wait until
the enemy’s turn?"’ I was appalled to catch myself
addressing the great general in this tone, but in the
batilefield environment he didn't seem to mind.

“No problem. You can try it during their MPh, "

"¥ou're kidding. Is there anything else [ can do?"'

“Of course. See that Crusader entering play
behind us, maneuvering for a rear shot?"

""Arrgh, I didn’t see him. Where did he come
from?""

“"Well, first of all, if you had searched the order
of battle card, you would have known he was com-
ing; and second, you might even have a chance to
hit him if you weren't buttoned up. At least if vou
missed with your shot you would have a chance to

throw some Crew Smoke, At the very least, you
can roll for Motion to change your YCA and swing
your frontal armor toward him. "’

""But I'm already in Motion!""

80 what? Yoo can roll anyway. Have you ever
considered reading your manual? It may come as
a SHOCK to you (hah, hah, did I scare you? . . .
Just a little tanker humor), but until vou are familiar
with that manual, you will always be a conscript. "'

"Well, I think you've convinced me., But what
do we do right now . . |, surrounded, Acquired and
cutgunned?""

""We follow our instincts, as would any natural-
born fighter in such a situation . . . we run away!
This battle is lost, but we will try again later.”'

As we turned our tanks around, I became CE just
in ime to see Erwin button up. Now there's a clever
fellow. He rides CE in my dust, but when we wrn
around so that I'm in his dust, he closes up. It was
in that very instant of realization that I was hit with
yet another inkling of what it takes to become a 10-2
armor leader. I had forgotten about the Creeping
Barrage. Apparently Erwin had not. 1 was literally
STUNNED by the manifestation, All I could do was
watch Erwin successfully skate offboard, his turret
swinging this way and that as he moved to face each
anticipated enemy shot. **Sigh, what a guy.”

Fortunately for me the barrage passed, and the
British mysteriously withdrew. I was able to bring
the crew back to their senses, We started up and
drove off. As luck would have it, we returned to
base with valuable information; at least Erwin
seemed to think so. He hypothesized that the
Tommies might be low on ammo or possibly have
something else to hide, Why would they retire from
a situation in which they had us so outnumbered if
they had nothing to hide? Perhaps they were low
on fuel? With that hope bringing a gleam to his eye,
Erwin quickly decided to go after them. With a bit
of luck they might lead us to a fresh supply of petrol,
We loaded up immediately and darted off in pur-
suit. I was beginning to get the message that my
conception of ““desert training”" was mere illusion,
It was looking like the rule of thumb out here would
be hands-on experience only. I was in the opening
stages of mentally conducting a symposium of this
realization, justified with the survival-of-the-fittest
school of though, when I caught myself at it and
rejected that line of thinkng. Since it's my survival
at stake here, | determined that the best course would
be to avoid wasting effort on useless complaining
and simply stick close 1o Erwin. He seemed to be
the one who knew what was going on out here, so
I might as well learn from a pro.

But the first thing 1 had to wonder about was why
in the name of Ofto von Bismarck were we using
Platoon Movement? Back in Russia we used to prey
on those Red tankers moving in such awkward
fashion. Yet here we all were, radios fully opera-
tional, yet using Platoon Movement. I had to wonder
about the legendary Fox for the second time today.
The next thing I noticed was that we were not headed
for the scene of our earlier skirmish, but were driv-
ing off on a tangent to the west, After running this
through my mind several times, all I could conclude
was that Erwin must know something [ didn't.
Maybe he knew where the enemy was headed?
Maybe he just wanted to take advantage of this road
so we could gain time and overtake the feeing
British?

Such thoughts were quickly driven from my head,
however, when on a signal from Erwin the MkII
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platcons pulled off the road and took up a paraliel
course ahout 120 meters [three heres] off our right
flank. To avoid outdistancing them, we had to slow
our own pace (0 what seemed like a crawl. Visions
of those hordes of burning Russian tank platoons
flashed across my memory, Were we destined to
be caught by the enemy in this confounded forma-
tion and mauled like chumps? I was im:rodu]nus
when we came under ATG fire almost i
Wheu]ru]imﬂithﬂtﬁmdnﬁallymtendadmndﬂ
through the epemy fire in this abstract formation,
my feeling turned to panic. Surely we were all going
to diel

But then [ noticed a curious phenomena. While
the “"CRACK" of enemy 40mm rounds screamed
all around us as they flew past at supersonic speed,
not one of our tanks had been hit, 1 had to wonder
at what appeared to be poor gunnery from the
British, of all troops! Were these new recruits, or
maybe some untrained detachment of colonials?
Well, either of those might explain a great deal, but
a5 | pondered on this situation [ began to piece
together some extenuating facts to explain our
apparent invulnerability to enemy fire. First, we
were at long range. The range modifiers of enemy
To Hit chances for 40mm and 57mm ATGs offered
much better protection than I had ever experienced
against those TSmm guns [ had faced in Russia. That
is, although the enemy could see us approaching
from a great distance, that same great distance ji-
self dictated that their fire fell on To Hit ranges T
had rarely—if ever—seen. This meant that my old
logic of **if they're shooting at vou, you're in
trouble’ no longer applied, for the very elemen-
tary reason that conditions might be such that there
is actually very little danger of a hit—and only
miniscule probablity of a kill. This becomes even
more understandable once the modifiers for small
caliber (C4) are added to those long-range tables,
So long as we remained at & distance of at least 760
meters [J9 hexes], those 40L guns should hit a
stationary target with only 41 % of their first shots,

Still, T knew better than to feel secure based on
that sparse protection. Once they gained -2
Acquisition, their accuracy goes up to 72 %—and
with their massive ROF and Multiple Hits we ought
to be seeing some kills any minute now. That was
when [ dug deeper. There must be something more
to explain our continued good fortune,

Of course | knew we were more difficult to hit
because we were moving, and our reduced
did not alter this (movement is movement) other than
by virtue of leaving us exposed to more shots over
a period of time than had we been moving faster,
But the kicker was that cloud of dust raised by the
MkII platoons, 1 had first seen the use of such a
sereening maneuver in training films, but those
accounts had not done justice to this very intricate
desert tactic. [ had always assumed that one vehicle
would cruise alongside everyone else to raise this
dust, but seeing it in person revealed that the dust
settled out or dispersed too readily for that (o be
effective. And yet, it initially was oo dense to expect
independent vehicles to maintain contact with one
another in order to ensure a continuous screen. Sud-
denly, I grasped Rommel’s genius in using Platoon
Movement. All the drawbacks be damned, it was
providing our main batile line column an extra +2
cover! To be sure, some of the Mklls were naked
to enermy fire, but their small size already made them
tough to hit and, after all, this was war! We couldn't
expect to slide through it without some losses. If
the enemy were going to shoot at us, let them aim
at those antiques if they so choose.

One interesting benefit of the dust I hadn't previ-
ously considered is that it can even hinder LOS to
such a degree that a total block is achieved, A good
rule of thumb seems to be that LOS traced through
120 meters of dust is a total block, The most out-
standing ramifications for me here were that: one,
the enemy can’t shoot what they cannot see; and

twa, even Acquisition is lost through only 120
meters [three hexes] of dust. As the LOS between
our platoons and those ATGs altered across the fluc-
tuating dust of the MKII screening force, T was
amazed at how readily Acquisition dropped off us.
It was one impressive display of desert tactics being
demostrated by MkIIs. I had already observed that
driving through desert scrub and hamada required
added caution, which translated to slowing down
(2MP). Thus, if the MkIls were to drive in line
across this desert clutter, they would be forced to
slow to such a pace (due to also driving through
the dust raised by the lead vehicles) that no such
dust would be raised in the first place. What a
vicious circle that! By travelling in staggered
fashion, they not only avoided this problem, but also

Figure #1: The Mlls telst and tarn 10 drive h the desert
scrub and hamads while madstaining a scrom of dhust,

forced enemy LOS to trace through more than one
VD in many cases.

But the most ingenious tactic was yet 10 come.
Early on I had wondered why the last platoon of
Mklls seemed to always lag behind. But then, all
of a sudden, here they came at full tilt, chlrgmg
across our right flank three abreast. They received
a hearty cheer from us MEITl commanders as they
swept past and we realized their purpose—for as
they crossed the LOS between us and those enemy
ATGs, all remaining Acquisition was peeled from
our ranks automatically. Interruption for even just
this brief instant by their three dust clouds was suffi-




As if all this were noi énough, in any location
Mk.‘l] dust screen was incomplete, our

Mkllls attempied o fire their smoke dis-

dnr.un The combination of smoke and dust made

for a truely bewilde
Small wonder the **

I mentally added all this new information to our 760

wwirl of visual confusion,

meter range and motion, 1 was pleased to arrive at
only a 3% chance (“eyes’”) of a hit through 40
meters (one hex) of dust—and only improbable hit
chances through 80 meters of dust {**eves'” followed
by a 1-3 dr). Thus, even on his third and each sub-
sequent shot { —2 Acquisition), the enemy enjoyed
only 16% and 3% chances of hitting through one
and two hexes of dust, [ wondered whether Erwin
had worked this out as well, or did he simply “*feel"’
it (an ability many leaders have claimed)? Either
wity, I realized he commanded the experience to
justify his conclusions.

As [ noticed the enemy fire beginning to slacken,
yet another thought crossed my mind. Because of
the very high volume of fire those ATGs had been
putting out, it stood to reason that before too long
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some of them should either deplete their immedi-
ate ammo supply, overheat, break down or, for
other more remote reasons, simply stop firing. My
experiences in Rusaia and Hedgerow country were
that a gun usually took a shot or two and then one
of three things happened: the target was eliminated,
or the target ran from LOS, or else the target elimi-
nated the gun via direct fire or overrun. Out here
in the open, however, those guns could fire at us
for so long before that moving attacker could hide
or return effective fire that running from LOS or
eliminating the gun did not seem like viable options.
That left only the option of target destruction, which
did not rest too well with me in our current situa-
tion, Fortunately, all the To Hit modifiers worked
in our favor, and now this slackening of enemy fire
was providing yet another bonus. The crux, then,
mhhmpﬂnﬂwﬂmmw
o a great many more gun breakdowns of one type
or another than | had seen previously,

Thus, the silencing of an enemy by this means

very

could actually be anticipated (an event bound to
occur sooner of later). Furthermore, since an ATG
with a high ROF expocts to average two shots every
fire phase without even risking Intensive Fire or
Overrun Prevention, loss of one or more of these
weapons is a very serious blow to the enemy. The
culmination of this continuous firing as practiced
here in the desert was that one should anticipate &
3-ROF weapon to be forced 1o stop firing within
about 45 minutes [mine turns]. Considering how
many shots each gun might be entitled to enjoy prior
to such a breakdown (from one to 35), this may at
first glance seemn inimaterial. But some of those guns
will break down on their first shot, some on their
second, and so on, What all this meant (o me was
thiat there were not merely three alternatives when
facing an ATG as 1 had thought—but four| The
fourth is that by employing an effective screen of
To Hit modifiers, one can avoid destruction even
to the point of making it more likely a firing gun
will malfunction than destroy the target. I did note
that use of this metic might be limited to desert
warfare and other situations in which the amacker
commands exceptional screening potential.

So the name of this game is to force all those
enemy shots at the worst possible To Hit odds. Our
motion at long range from ATGs firing through
40-80 meters of dust and smoke certainly went a
long way towards limiting enemy hit chances, Add
to that the low probability one of those 40mm rounds
could our six frontal armor at this range
[*"3"" Final TK#] and it was an elementary calcula-
tion to prove that the probability of a gun break-
down before a kill was actually more than
ten-to-one! Even with —2 Acquisition, we could
expect twice as many gun breakdowns as kills. Of
course this ignored the inevitable Immobilizations,
Shocks and Stuns we would suffer, but since they
were nol outright kills, those tanks would either
return to haunt the enemy by firing at him or else
would draw yet more fire, much to the benefit of
our still mobile vehicles.

KABOOM!!

! After all that optimism the enemy finally
did hit one of our tanks. [ urned to look and saw
it was a MEITIG, hit in the side turret, Flames were
leaping from the motionless tank already. | swung
my gaze back to Erwin, to see how he was taking
it, and was not surprised to catch o perturbed look
on his face, Just when you thought it was safe 1o
go out in the desert, something like this has to
happen. But as uny top-notch commander must do,
Erwin quickly turned his attention back to his plan.
Mo time to mourn our losses now, there was work
o be done.

We finally were pulling beyond range of that ATG
screen and continued o work our way westward,
deeper into the enemy lines, The MkIls had returned
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to the road and we were once again making all
speed. Casualties in the encounter with the ATGs
had been extremely light, only one tank loss thanks
to Erwin's proficient desert tactics. [ marvelled at
this, for even though the enemy ATGs were very
small caliber by my standards, I had expected
abundant casualties by way of Immobilization and
Shock as much as outright kills, But the problem
for those gunners was that they could not even hit
us, and therefore were denied a reasonable chance
of harming us in any manner. This gave me renewed
appreciation for desert tactics—and for the old
Desert Fox himself. His cunning in that headlong
run across the sights of emplaced enemy anti-tank
guns, a sitwation which offered o my East Front
trained eve practically no chance of survival, re-
established him in my estimation as one of the
premier tacticians in our army. Participating in an
action that might have caused the end of us all if
not for the skill and courage of his leadership
{indeed, those were the only attributes we held in
our favor) certainly went a great deal further towards
giving me a lasting appreciation of the Fox than any
amount of propaganda could. The man who can find
a path to victory where others would not even dare
the attempt is destined to gain the trust and admira-
tion of those who follow him,

Well beyond those gun emplacements, Erwin led
us off the road and we headed north. We continued
on this bearing for about an hour, finally making
a slight hook to the east and pulling to & stop just
shy of a low hillock. Erwin deploved us in a line
north to south, and we sat while he carefully maneu-
vered himself up to the hillock in a cluster of desert
scrub, He would begin the next scenario HIP. [ had
to wonder what he had in mind.

I didn't have long to wait, for after only about
& quarter of an hour Erwin spotted an enemy column
heading across our front from the southeast and
signalled the rest of us up to the hillock's edge. The
enemy were driving across our front on a tangent,
and I had to blink, for it appeared they were not
concerned about Herr Rommel and only just now
were beginning to respond as our entire battlegroup
pulled into place and opened fire. But it was the
enemy who were doing the heaviest blinking, for
the justification of our afternoon-long trek was
finally apparent even to this untrained observer. We
were now facing the enemy at dusk with the sun
at our backs. Rommel’s silence had allowed him
to draw in the enemy until they were within easy
kill range of our S0mm guns and, thanks to the com-
bination of sun blindness {+2) and our hulldown
placement, our own movement modifier {+2) and
enemy motion (Case C + lower die x ), we were
nearly impossible to hit during the enemy DFPh—
and they could not gain acquisition on us whereas
we could gain it on them in the AFPh. Furthermore,
since we had stopped while the enemy remained in
motion, we would have the advantage of our next
Defensive fire and Prep fire before they could return
any fire not modified by their own movement. The
enermy could only contimue in motion or stop moy-
ing, suffering horrid TH modifiers in either case
should they amempt to fire at us, To add insult to
imjury, even the few ATGs we had brought with us
were able to set up while the enemy tanks were in
maotion and could open fire in our DFPh before the
British tankers could bring effective fire upon them.
I realized the value of catching the enemy by sur-
prise in this manner. That trick with the ATGs had
to go into long-term memory; [ could visualize a
need for it in the future,

For all intents and purposes, this battle was all
but over, The terrain immediately before us was be-
coming an Anglo-armor graveyard. The enemy
hadn't a prayer. Erwin had invested an entire
afternoon getting us to this point and this was the
payoff, How much different this situation was than
our earlier encounter with those Tommy ATGs! I

didn't have to wonder at the disparate results gither.
The battle before me was won when Erwin drove
us to this location, and that with the British ATGs
had been lost due o the combination of them digging
in too far from the desert road and feiling to block
the road itself, plus Erwin's screening tactics, The
British tankers we were presently despatching were
doomed by their own carelessness in an area they
thought secure.

Despite all that, Erwin still carried a chagrined
look about him. | supposed that if he had set his
heart on obtaining fresh fuel supplies, there was not
much to celebrate in smashing a few dozen enemy
tanks. Well, I found it thrilling; but, of course, I
didn’t have to concern myself with strategic worries.
Erwin, however, must split his energies in many
different directions. Small wonder a 10-2 armor
leader is so valuable that we rarely benefit from his
actual presence on the battlefield. I was glad to have
to think about only the enemy before me. Speaking
of which, my thoughts were already turning to the
NeXt encounter.

We had taken our toll of the enemy and now were
low on fuel, heading home. Speed no longer being
essential, Erwin took us straight out into the open
desert to the south. We could not afford to burn the
fuel to speed past those ATCGs as we'd done on the
run in. This had to be a low-profile exit, No bows,
no curtain calls, just get out and get home. Night
would be upon us very soon, and chances of a meet-
ing engagement in the desert at night did not bear
extrapolation. Our departure might have been
unnoticed, except for a bit of unexpected action,

We had to cross an escarpiment to reach the desert
to the south, and Erwin was concerned about hidden
enemy troops in the undulations and wadis of this
rugged terrain. At what appeared to be a choke-point
in the descending road, he pulled his MEIII to the
side in order to cover gveryone as we passed. Thus,
the entire column swept past him and only my own
tank remained behind when the enemy, who had
waited until Final Fire, finally fired—hitting and
destroying the MEIII in front of me. Then Erwin's
tank was hit with an immobilizing shot, followed
by several more hits which failed to kill but did
finally force Erwin and his crew to abandon it—
whereupon they were raked with machine-gun fire.
I saw the driver go down and it looked like the
general himself took a bullet. The crew broke and
low-crawled into the adjacent wadi. I had to think
it was my turn next to play target; the enemy ATGs
had not even lost concealment yet.

But [ wasn't about to be caught flat-footed. Using
the spattering of experience I had gained earlier,
1 used my AFPh 1o make a free CA change rather
than trying to fire while in motion, pivoting to put
my heavier frontal armor toward the enemy. For-
tunately, their ensuing Prep Fire shots missed since
1 was still in motion and they were continuing to
try for immobilization shots, thinking they could
not hurt me but not realizing they had even less
chance to hit me with all the modifiers swacked
against them. They opted not to Intensive fire, no
doubt expecting to nail me with their next Defen-
sive Fire shots,

My own fire at the enemy wasn't even worth risk-
ing & gun malfunction for, what with my motion
and enemy concealment still in effect. But I did have
one tactic at my disposal. Since I hadn't shot, I was
able to again make a free CA change at the end of
iy DFPh. T used this to align my VCA toward that
adjacent wadi. Thus, by foregoing that improbable
To Hit risk {which had. better chance of breaking
my MA than of hitting anything), I was still able
to position myself for a fast exit with this free CA
spin. Mot bad for a rookie. The enemy would not
even have a shot at me with Defensive Fire before
I disappeared into the wadi.

While I was patting myself on the back I noticed
several Crusaders working their way around both

flanks to envelop me. That brought another thought
to mind, I now had the option of pulling straight
into crest status instead of moving INTO the wadi,
Once there, | would be hulldown to those ATGs in
my rear, and could therefore avoid their irritating
immobilization shots, and at the same time be hull-
down to the Crusaders in my VCA, putting them
at a disadvantage due to facing my gun with only
my turret frontal armor exposed. But [ rejected this
thought, for the enemy were too numerous and, after
all, T did still have an ally to my rear who would
be my ticket out of this jam once he managed to
rally his crew and re-enter his MKIII. Mo, getting
Erwin's —2 DREM back into the act was my best
bet, so 1 plunged into the wadi to draw as many
attackers away from my stricken leader as possible.

It was a wild ride up and down through the wadi
and [ began to despair of ever hearing from Herr
Rommel when, to my great relief, his voice came
over the radio. **Come back to me now,”" he com-
manded, **I have the situation in hand."*

I wasted no time turning around and making
straight for the protection of his red-hot S0mm gun.
1 figured the Crusaders on my tail would give up
the chase, but they didn't seem o know or care who
they were facing. They might have easily outmaneu-
vered me eventually and swarmed in for the kill—
but against Erwin they were in trouble, I recognized
the clever twist in Erwin’s brand of tactics in bring-
ing me right back into his hex. He gave away a
DREM [die o being overstacked], but still com-
manded superior To Hit modifiers over the enemy.
In order for them to get me, they would have to
expose themselves to him as well and he was very
(very) good. In this manner, side-by-side, Herr
Rommel in his immobile MEIII and me in my first
real desperate situation in the desert fought against
the odds. Firing from the same hex, we took out
four enemy tanks, forcing the remainder o flee,

In the meantime, under Erwin’s radio command,
rear elements of our column had maneuvered to
bring those ATGs under attack from their rear. All
had been subdued or their crews chased away by
the time we finished with the Crusaders. We were
left to review the damage: four Crusaders and three
ATGs with a scattering of prisoners but, more pro-
found for Erwin, his own tank immobilized and
three others destroved. His dilernma now was that
we had consumed too much fuel and had several
valuable guns which we could use but had no way
to tow, He immediately radioed a coded message,
and then left a platoon of MEIs and some of our
own crews (o dig in the capured ATGs and hold
the position until we could retarn. We ourselves
lurched off for a rendevous in the desert with
Eommel’s secret mobile fuel force (MFF).

1 was relieved that our midnight journey and
refueling went by without enemy intervention. I
needed the Hime to collect my thoughts on the day's
actions, Remind me to tell you sometime about night
combat in the desert, though, Ch boy, is that ever
a hair-raising experience!

After we had refoeled, Herr Romme] said, *“Well,
there has been a change of plan. [ have a report that
our own fuel dump is under a night attack, and
enemy armor is reported in the area. [ expect them
to reinforce the raid at dawn, and we will have to
hurry to prevent them from destroying our foothald
here in this desolate part of the front, It means we
will be driving straight at them in the open desert. ™

““Excuse me sir, but T have seen what you can
do in the worst of situations,”” 1 replied. **T'm sure
you will find a way."" Actually, as much as with
any real confidence in what I was saying, | felt com-
pelled to respond in this manner simply because the
general had deigned to speak to me so openly of
his plans.

“I"m afraid vou don’t know the worst of it,”" he
answered. ''The report mentions the area has had
rainfall 5o there will be no dust, and Heavy Winds




are expected so there can be no smoke, To top it
off, we have no time to waste and 5o will be mov-
ing into the enemy with the rsing sun in our eyes.
Mow tell me what you think.””

“‘Begging the general's pardon, but [ think you
must know something I don’t . . . or else vou are
going to call this thing off, perhaps.”’

“'WNo, not this time. We will have to take our licks.
We simply cannot run away from this one. The
enemy has outmaneuvered us after all our successes
yesterday. It looks like they might be under new,
inspired leadership. We must crush this bold attack
or forfeit all we have gained these past few months.
We will fight."',

When he put it like that, T was glad it was not
my responsibility to lead so many men into such
a desperate battle. 5o many lives at stake. So little
time to think the matter cut, I had 1o wonder how
much we were all driven by events; how much con-
trol did any of us really have over our destinies in
this contrived existence called War?

All such thoughts put aside, we were mounting
up once again to make our next (for many, certainly
the last) ride into combat, Then we were off and
running at full speed across the open desert. There
was not much of the night remaining, and for this
I was thankful, If we were destined to face the
enemny at dawn, T didn't much care for any extra
hours to dwell on the matter. I let one of the crew
members handle our trek; I wanted a bit of rest, to
clear my head for the coming battle,

We rode into the rising sun in two columns, At
a range of 2000 meters, after several of the enemy
had foolishly opened up on us, we split the force.
Erwin led the column to the right and I was in the
one on our left. As instructed, we did not stop to
fire at the enemy until we progressed far enough
to have targets in our sights which were not ohecured
by the sun. In this manner, our column on the left
flank engaged enemy tanks on the right, while
Erwin's group on the right engaged those enemy
on the left immediately in front of me. The unfor-
tunate thing about all this was that the enemy were
not 50 hindered by the rising sun, and were piling
up casualty points on us as they were effectively
able o engage targets at closer range than we could.

However, the nearer we came, the easier our task
became—and it was immediate apparent the enemy
were on the horns of a dilemma. Those in our
immediate front, who were taking fire from Erwin
on the right, had swung their frontal armor around
to face him; and the same went for those enemy on
the right. So, when we came crashing through what
should have been the enemy flank, due to the posi-
tioning of his tanks in that locale we, in effect, were
in his rear. Those poor tankers who remained in
their current facing took rear shots from us, and any
who spun to engage us took rear shots from Erwin,
admittedly still at long range but also still Acquired
by the few stationary and immobilized MEIIIs on
that flank, The result was a wild melee in which
we initially held great advantage and began scor-
ing many kills, which was fortunate since our own
losses during that head-on dash at the enemy had
cost us dearly.

But we still outnumbered the enemy and wielded
overall armor and armament superority. This com-
bination, brought to bear once again by Erwin’s
splendid tactics which always seemed to deliver us
at the point of decision in every battle, forced the
enemy to withdraw, Precious few of them escaped,
and those only because Erwin was more interested
in continuing on to save our fuel dump to guarantes
its survival,

My exploits with the general are now among my
most memorable campaigns. To watch and learn
how one is able to conguer the uncertain, the new
and seemingly unsolvable mystery of the desert war
is & lesson I have not failed to recall upon many sub-
sequent occasions, That a man can work his way

past such obstacles which even the carth and the
elements hurl in his path, to even use these to his
own advantage, trusting only to his experience, his
intellect and his courage, and to conguer these as
well as his enemies, is knowledge I shall carry as
a maxim o my grave.

But long before that cold, damp pit greets me,
I shall spend many jovous days in the desert expand-
ing upon my newfound experience. 1 have already
grown o enjoy this war in the barren wasteland,
perhaps even more so0 than amidst the trees and city
clutter of my past European adventures. Out here
a man 15 a man, and everyone can tell for miles.
There is no place for cowering behind a cluster of
trees or for springing out ta ambush the enemy from
some cover, There is no flitting from blind hex to
blind hex for those tankers who cowardly fear the
enemy guns more than they feel confidence in their
own ability o withstand punishment, Now they live
by the **Code of the Western Desert’’ and fight in
a landscape where the only security is one’s own
ability to thrust and parry, to dish it out and to take
it. The dead and the wrecks of their comrades may
well lead the way to battle—but it will be a battle
of honor, one of challenge and acceptance, of laving
your cards on the table and daring the enemy to beat
wou, a return o past conflicts when at least some
amount of integrity crept into the madness of war.

As we turned ocur tanks to depart for home, I
noticed a hefty tan-colored box protruding from
underneath Herr Rommel’s field jacket. It looked
like a photograph of a Matilda mnk with several
British infantry depicted on the cover. I radiced the
general, “'Excuse me Herr General, but isn’t that
a new module I see?"”

““Why, yes it is,”” came his somewhat surprised
response as he deftly tucked the package back in-
side his jacket.

“Pardon me, but where might I get a copy?™”

**Why, any of the finer hobby shops, or by direct
mail from headquarters like always,'” he replied
sheepishly.

Well, so much for legends. And to think I nearly
died out here thinking I had to learn this desert
warfare the hard way! I was already putting through
a call to headquarters, MasterRaceCard in hand, to
place my order immediately. | ordered an extra set
of unmounted mapsheets as usual, for magnetic use
inside the tank, Can you believe that I even heard
rumors that those goofs back home are actually
working on some sort of special coating for the in-
sides of our tanks to make them nonmagnetic in
order to prevent us poor tankers from playing the
game? It's like they don’t want anyone but the
CGENERALSs to understand this war,

Well, I knew better. Once 1 got my hands on those
new specifications, 1 would master this desert war—
Rommel or no Rommel, Let him fool everyone else;
I'll pick it up on my own and then come back to
next year's tournament and challenge him. Oh how
Iloved it! I loved the new terrain, the new nation-
ality to challenge (I even hear that the Italians are
about to show up down here), all that new infor-
mation on British vehicles. Erwin was starting to
loak sick. Ha, haI'll bet he's going to feign another
serious illness to fly home to gain the freedom to
pour over the rules again. He's worried; | know he
is. He'll go home and try to work out some new
tactics, but I'll be out here living them. He's cooked
and he knows it. 1 bet I can get in ten scenarios a
month—no, make that twenty! He'll never catch up.
He'll never realize that *‘the game's the thing.""

So it was with a newfound awareness that 1 drove
off into the desert. Enemy aircraft might zero inon
me, their artillery might bombard me and their in-
fantry might close assault me. Who cares? 1 was
riding on & cloud, 1 had the latest module on its way
to my tank hatch at this very moment. No doubt
it was already enroute via UPS (Dntermensch Parcel
Service) crossing the Mediterranean, The days ahead
glistened; my future was secure.
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THE SQUAD LEADER’S
GENERAL

Together with the ASL Annual, the follow-
ing articles comprise the growing body of
literature on the syvstem to date, All have
appeared in recent issues of The GENERAL
(available for $4.00 each plus 10% shipping
direct from Avalon Hill). For each, the
entry gives: title, author, issue, type, pages,
Type of article is indicated by a letter-code:
A=analysis; D=design; P=play; SR =series
replay; ¥ =variant. Too, many scenarios—haoth
remakes and originals—have seen print in our
pages (see the *“Chronology of War"" elsewhere
in this issue), Future issues of The GENERAL
will continue our tradition of coverage for the
expanding system, with the upcoming Vol 25,
# featuring WEST OF ALAMEIN,

Asssaill oo Round Top (Charles Kibler) Viol, 22, #3 {¥) 42144

First Impressions: Infantry Traiming (Robert Madrow)
Vol 22, #6 (A) 5-14, 16

Squad Leader Clinic: "'T Met My Qld Lover . . . (Jon
Mighcon) Yal. 21, #& (F) 15-16.

Dessgn Arnalysls [Don Creeswond) Vol 22, #6 (00 1718

First Impresalons: Armor Training (Robert Medrow)
Val, 23, #2 (A) 315,

Squad Lesder Clinke: Point Defense [Jon Mishcon)
Val, 23, #2 (P) 16-17.

Series Replay, ASL Scenario 8 {Don Chappell, Fim
Blick, Chartes Kibler] Viol. 23, #2 (SR} 18-24, 43

Squad Lender Clinic: Reserves (Jon Mishoom) Yol. I3, #3
[ 21-22,

Series . ASL Soenarke & (Don Chappell, Jim Blick,
Charles Kibler) ¥al, 23, # (SR} 30-36, [Cons'd
Jfroem previous isrue]

Squed Lesder Clinic; How 1o Kill Tigers (Jan Mishcoon)
Val, 23, #5 (P) 4344,

Guoing Al Owt (Greg Schrimgens & Charles Kibler)
Yal, 24, #1 (V) 55,

Bartes Replay, DASL Scenane | (Darryl Bark, Bill
Conner, Mark Mizon) Vol, 24, #1 (8R) 10-18

Scpuad Leader Climic: Naght Moves (Jon Misheon) Val, 24, #1
() 18-20,

Firel Impreasions: Offboard Amillery (Robem Medrow)
Yal, 24, #2 (A} 5-9.

Series Replay, DASL Scenario | (Darry] Buck, Bill
Conner, Mark Mizoo) Vol 24, #2 (SR) 10-15.
fCont 'd from previows irme/

Sqund Lesder Qlnle: 1987 ASL Tourmnamesi {Joseph
Suchary Yal, 24, #2 (F) 1617,

ASL Armor Srudies (Lorrin Bird) Vol 24, 84 (V) 23-25

Sguad Lesdes Clinic: Armed & Armored Halfiracks
(Jom Migheon) Wol, 24, #4 (F) 43-44,

Squad Lesder Clinic: Mo Hollow Threst (Joa Mishcon)
Vol 24, #6 (F) 23-26,

Coming Awractions: The Last Hurrah (Rex &, Martin]
Vol. 25, #1 (D 51, 55,

Squad Leader Clinlc: Achtung Minen! (Jon Mishcon)
Vol 25, M2 (F) 4748

Squad Leader Clinic: Cuna versus Tanks (Jon Mishoon)
Vol, 23, #3 {F) 27-28

Subscriptions to the bi-monthly, 6d-page
GENERAL are $15.00 for one year; 524.00
for two years. (Canadian subscribers must
add $15.00 to a one-year run and $30 for a
two-year mn to cover 1st-class postage; over-
seas, 325 and $48 respectively.) For up-to-
date news on releases for the system, info
about conventions and changes, calls for
playtesters, and the latest scenario, any true
ASL-fanatic will want The GENVERAL on his
game shelf,




SLAMMING OF THE DOOR

ASL SCENARIO A7

PANIKOVO FOREST, RUSSIA, 17 August 1941: In order to improve the flow
of supplies to the German troops driving on Leningrad, the need for the great
“*Leningrad Highway ' became apparent. A key position on the highway was the
Soviet strongpoint prepared at Luga. To take the Luga position, the decizion was
made to drive past the highway behind Luga and ke the strongpoint from the
north, Ome of the actions, as the Germans atempted to roll up the Russian defenses
covering the highway, was conducted by the 409th Infantry Regiment. The plan
called for a crossing of the Oredezh River and the securing of the village of
Panikovo. The river crossing was completed with little enemy resistance, Patrols
were sent out, and returned with reports of no sign of the Russians. At 1500 hours
the 1st Battalion moved out toward the village. Soon the Germans discovered the
reason for the silence. A deadly trap had been laid; Russian infantry came rushing
out of the woods along with tanks, striking at the exposed flank of the battalion.
In an effort to speed its advance through the heavy forest, the battalion commander
had neglected to bring along any anti-tank guns. He had little choice but to form
a “‘hedgehog’’ and await relief.
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VICTORY CONDITIONS: To win, the Russians must gain = 16 BALANCE: N
Casualty VP. This VP total is increased by a number equal to the turn 5 ;
of entry of the German reinforcements (or by seven if they never enter). * Eg;ig:sm AFV crews are Inexperienced
Once the German reinforcements have arrived, the Russians win if at the con- S >
clusion of any Player Turn they have the necessary number of Casualty VP. % Exchange one Russian B-0 for a 9-1.
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Elements of Bataillon I, Infanterie Regiment 409 [ELR: 4] sct up on board 4 in hexes with a coordinate = 3 and =< 8 (see S8R 3):
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Reinforcements enter as per S5R 4 along the east or west edge of any one board:

Regimental Elements of XLI Corps, 11th Soviet Army [ELR: 3] set up on board 5: {SAN: 3}
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Armor Support enters on Turn 1 on hex 3Y10:
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SPECIAL RULES:
1. EC are Dry, with no wind at start.
2. Grainfields do not exist; treat all such hexes as Open Ground.

3. The German player may initially set up no more than one MMC per hex;
SMC/SW may stack freely.

4. The German player must make a dr at the start of each friendly RPh in
an attempt to secure his reinforcements, If the dr is = the circled number
on the current turn of the Turn Record Track, all AFV must enter in the
upcoming MPh,

5. Russian Personnel have MOL capability (A22.6).

6. The Germans receive one module of 80+ mm Battalion MTR OBA with
Scarce Ammunition.

AFTERMATH: Fortunately for the German battalion, the Russian infantry was weak
and it was possible to hold them off. Relisf came just as resistance was weakening in
form of three self-propelled guns. Caught by complete surprise, several of the Rusaian
tanks fell victim to the German SPG. The remaining tsnks retreated in fast order, With
the hoost in morale offered by the AFVs, the remnants of the German battalion soon
rallied and routed the now unsupported Russian infantry. The way was clear for the
occupation of Panikovo on the following day.



THE AGONY OF DOOM

ASL SCENARIO AS

VICTORY CONDITIONS: The Russians win immediately by Controfling
all multi-hex buildings.

TURN RECORD CHART

MUNCHEBERG, GERMANY, 19 April 1945: With the Third Reich in its death
throes, the Soviet juggernaut began to pick up speed. The German defense line
on the Oder had been broken; one town after another fell to the Russian armies
as they advanced on Berlin, Hitler was determined not to fight the final bartle
in the city itself, but rather on the front of the IX Army. Throwing whatever troops
were available into the path of the onrushing hordes, the Germans paid a bitter
price for every day's delay. One such instance where heavy fighting occurred was
in and around the litle town of Muncheberg, where the Germans momentarily
mounted a semblance of organized defense. Here, just 20 miles east of the capital,
mixed units of the 56th Panzer Corps made a gallant effort to forestall the inex-
orable advance of the Bth Guards Army.

BOARD CONFIGURATION: A
BALANCE:

# Add one HMG to the initial German OB,
# German Turn 2 reinforcements must instead enter on a dr < the current Turn
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# GERMAN Sets Up First [T1] * . L
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W RUSSIAN Moves First [127]
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Remnants of Panzer Korps LY1 [ELR: 2] sct up on board 3 on/west-of hexrow Z: {SAN: 5}
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Reinforcements enter on Turn 2 on/between hexes 3AS w IK10;

boardis) 3/5: {SAN: 2}

Reinforced elements of the 24Znd Rifle Regiment,

f2nd Rifle Division [ELR: 4] enter on Turn 1 along the east edge of
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SPECIAL RULES:

1. EC are Moist, with no wind at start,

2. All hexes of Hill 547 are considered woods rising from level 0; the out-
line of these woods conforms to the outline of the printed hill mass, All hexes
of Hill 534 are considered level . Buildings and other terrain features on
these two hill masses exist normally.

3. German AFV may not Bore-Sight.

AFTERMATH: After making initial contact with the eastern perimeter, the Russians
moved imto the woods to the north from which they dispatched small groups of infantry,
tanks and SP Guns in repested wttacks on the village's flank and rear. Afier some
determined street fighting, the German troops were finally driven from the baildings
and routed. Muncheberg, like so many other German towns, became one more desolate
signpost on the road o Berlin.
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Due o the publication schedule of
the ASL Annual, an **Opponents
Wanted"™' section would be impractical
However, in line with our hopes to
promote the play of the SL and ASL
systems, we'd like to take some space
to acknowledge the many who may
cne day face you across a gameboard.
The following list of potential adver-
saries has been drawn from recent
surveys about the annual, those who
wrote expressing interest and offer-
ing advice, and the many who play-
tested the scenarios within these
pages. While space and time limita-
tions prevent us from listing full
addresses, if in the locale it may be
that a quick search through the phone
baok and a welephone call might bring
the reader that most welcome reward
in our hobby—a convivial new
opponent.

Alwhama:

Michell Bates, Huantsville
James Booty, Montgemery
Tal Donaldson, Alshaster
Mike Pacletti, Madison
Thomas Rula, Eoterprise
Stephen Sanders, Birmingham
Mike Wolfe, Birmingham
Aluska;

Tobn Merwin, Anchorage

Arizonm:
Diavid Chapel, Phoenix

James Perry, Paradise Valley
David Foth, Mesa

Eric Serene, Cottoswood

Bill Shade. Kingman

Randell Toker, Apache hunction
Glenn Vogi, Phoerix

Arkami:

Michael Arvin, Foreman

C.B, Bleckard, Line Rock

California:

G.M. Anderson, Morthridge
Douglas Andrews, Laguns Beach
Wealey Backer, Oroville

. Baldini, Novabs

Puul Barker, San Luis Ohispa
Ann Bennett, Soquel

Tim Billips, Redlands

Todd Bissell, Concord

D%, Bowers, Sanin Clarn
Douglas Barmeister, El Cajon
C.T. Castellann, Seal Beach
Mol Chew, Anabeim

Stewe Cocley, Palmdale
Chrisiopher Cooper, COrjai
Robert Corbett, Berkeley
Obenn Cowch, Bloomingbon
Richard Davis, Fremont

L.R. DeSpain, Stanton

Larry Doherty, Sanin Rosa
Rooald Fajarit, Bondta

Wayne Fang, Lafayette
Willlam Farowme, [rvine

M. W, Feher, Pebble Beach
Baob Franck, Norco

Murtin Callo, Davis

Eddie Gaul, Pale Verdes
Scont Goehring, Vandenberg AFE
Tom Griffith, Los Angeles
Carl Orueowald, Vallegos
Tames A. Hayes, Secramendo
Albert Hedeh, Fountain Valley
Phil Hoefer, Davis

Eric Houlbherg, Mewbury Park
Tadashi Ishibara, Sockton
Desn Johnson, Vandenberg AFB
Bill Kerr, San Diego

Bruce Klein, Carlsbad

Rober: Koeppel, Fort Ord
T Lavan, Irvine

Braden Lynch, Danville

1. Mallgres, Whittier

Michael Molone, Redwood City
Crilg Means, Pomons

Ray Medine, Riverside

Duovid Myers, Irvine

Robert Crf, San Bernadino
George Paviath, Thowsand Oaks
Todd Polvaedo, Fresno

Paul Popejoy, Claremont

Baob Proctor, San Rafsel

Guy Raymaker, San Francisco
Cwscor [, Rios, Napa

Jascn Robert, Momhridge

Murk Ruggiero, Sscramemio
Joe Schieno, Coata Mesa

Bill Shoemaker, Redding

Mike Stalker, Rancho Cordova
Tim Staples, Long Beach

Mike Stoker, Siockton

Dan Sullivan, Mound View
Fred Timm, Santa Clara

David van Sieeoburgh, Pacific Grove
B, Vringes, San Diego

Loren Warbous, Oakland
Christopher Ward, Somin Clars
Chris Weissiz, Mojave

Chris Wilkin, Movabe

Stephen Wilson, Beckeley

Colorado:

Dinve Bass, Estes Park

Steve Chabin, Lakewood

Diavid Gross, Licleion

I.M. Hayes, Longmaont

Daana Huslington, Colorada Springs
Dan Jones, Boalder

Anthony Lobata, Center

Dravid Raver, Colorade Springs
Jumes Ricketson, Fort Colling
Larmie Shinmick, Colorade Springs
Richard Warren, Lictleton

Conmectbeut:

Terry Baney, Waterhury
Dona Kaafmann, Danbury
E. Laforee, Bridgepor
Richard Lewis, Woodheidge
Brian hulvihill, Ridgefield
Mantin Sample, New Canaan
Jelfery Shaw, East Lynne

Delaware:
Michael Phillips, Wilmington

Distriet of Columbls:
Raymond Angele, Washington

Floridn:

Reme Absher, Clearwarer
Steven Baker, Cape Coral
Gregory Barsoess, Pengacola
Michae] Faulkner, Daver

M.E. Hauk, Pensacola

C. Kem Henson, 'Winter Pork
Joe Herhen, Orlando

Steve Tves, Luw

Harry Mever, Tamga

Richard L. Paris, Oriando
Walver Pietrowski, Pinellas Park
Craig Posey, Daytona Beach
Michnel Bamos, Sacellite Beach
Vincent Safue, Lakeworth

C. Schoews, Hollday

David Taylor, Winter Park
Wade Tweitmann, Hawthorne

Greorgla:

Toe Creaney, Fort Cordon
lohn Faris, Lithania

E. Rexd Garren. Atlanta
Dwniel Luckle, Forl Benning
1%, Wilkiama, Dublin

Hawadi:
Jumes Pellegrine, Honoluly

Telahon:

Todd Camphell, Boise
M. Emrick, Lewiston
Gierard Kelly, Ketchom
Tony Perkina, Mosoow

Tilimends:

Robert Banoxle, Cnic.qn
Mark Burkhardi, Hazel Crear
Mark Cook, Winfield

Bill Dwitmers, East Alvon
James Doughan, Chicagn
Roymond Geraich, Juliet
Danald Henry, Elgin

Sootl Holst, Chicagn

Drigter Kempf, Skokis

David Kleinschmidt, Palatine
Kaith Larsan, Fulion

Phillip Lesniak, Chicago

K. Letkiewics, HolTman Estaies
Dave McLes, Rockford

Paul O, Nelson, Northbrook
Scott Olson, HofTman Estates
Laster Plroma, Granie

Dave Prusse, Fresport
Christopher Prysock, Chicago
Faul Rosengrant, Dunlap
Michael Skowern, Granville
H. Sylvester, Hinsdale

Louie Tokarz, Chicagn Ridgpe
Rudalfo I, Ubr, Schaumburg
Jim Waterhouse, Walnui
Tam Willeockaon, Chicaga

Inedimmn:

Jeffery Dickerson, lnduwoj.;
Kirk Freeman, Indianapsls
Rober Oehring, Fort Wayne
Bryan Jeokins, Teffersonville
James Lutz, Fort Wayne

R. Roberts, Fom Wayne

Draug Smith, Washingron

Scott Tomasic, Hobari

Richard Vangampler, Evanaville

Bowa:

Walden Paige, Garwin
Tom Sorey, Zearing

M, Tayier, Council Bluffs

Kanshs:

Freston Fairley, Overland Paric
Iohn Malooe, Paola

Frank Oliver, Wichita

Shawn Ruhiman, Wichita
Greg Schmingens, Wichim

D. Verbanic, Kansas City

Kentucky:

Roger Barlow, Lebanon
James Collier, Lexingion
Frank Williams, Louwisville
Larry Winslow, Louisville

Louisinmn:

M. Bradley, Winnsbora

Bo Cribba, Bush

Mark Drake, Haraban

Alvin Gordos, New Orleans
Willinm K. Hawkins, Lafayeire
Richard Hudson, Lafavens
Henry Lyons, St. Maninville
Andrew Maly, Fort Poli

C. Allen Martin, Baton Rouge
Keith Martie, Lafiyetne
Richard Tucker, Metarie

Plaine:

Mark P, Cotter, Livermore Falls
Rebert 5. Games,

Scort Ramsdell, South Lebanon

Maryland:

Woody [wavis, Hanover
Raoger Estep, Caithershurg
0. Lee Ewing, Bethesdn
Charles Goetr, Baltimare
Raobert Herr, Hagersiown
Edwaord Kruskn, Gilen Burnie
Daniel Leader, New Carrollion
Richard Long, Laurel

Dean Mitchall, Hollywood
Richard Pell, Colambia
David Polinger, Potomac
burt Schreck, Wemminiser
Andy Shore, Silver Spring
Jamies W. Thexnas, La Vale

Massachusetis:

Glenn Coffill, Palmer

Richard Crowe, Sh,lr]::,

Donald Gagron, Fall River
William CGlaser, Springfield

M. Oonzalez, Boston

Erlc Goodehild, Shelbrme
Michse]l Hunger, Lynn

Tim Kelly. East Millon

Frank Lavdse, Cambridge
Thamas Morin, Florence

JTames Ormond, Uxbridge
Wendell Preshrey, East Taunton
Wic Provoss, Chicopes

Scott Romanoski, 'Wilmingon
Michael Sakowich, Morth Easton
1.0, Bearmon, Allston

Michael Shanmon, Reading
Andrew Wyllie, Roslindabe

Michigan:

Mitchell Balicki, Urlca
Douglas Bleyaert, Newpon
Rick Conner, Melvindale
Mike Do, Alpena

Dranald Garlit, Redfiord
Michael Gebalys, Trenton
Richard Horn, Sterling Heighis
Peter Majask, Saginaw

A R. Mobowitsch, Sanford
David Peto, Lansing

Micheel Pipls, Monroe

Kunt Romig, Esst Lansing
Bob Safin, Orayling

David Sepheasan, Wyoming
Toseph Toten. Carletom

5. Wance, Bactle Creck

IT. Walsh, Ann Arbor

Rill Warts, Hemlock

Karlosn Weber, Rochester Hills
Richard Woliersom, Traverse
Michael Zaborowski, Newpon

Minmnesata:

Mark Adkins, Minneapodis
Christopber Bock, Clrcle Pines
George Calshough, Brooklyn Park
Fichard Eichenlaub, Eden Prairse
Dioaglas Flicek, Anaka

Troy Gray, Brooklyn Park

Jay Knufman, Moorhead

Bryon Lukowicz, Hastings

Tim Mirchedl, Champlin

Steven Thoe, Columbia Heighs
Launcelot Weber. Edina

Drauglas Wersal, Minseapalis

Misainsippic

Giene Bordeaus, Booneville
Lee Fordvee, Columbin
Richard Lieding, Jackson

Missouri:

Joe Barber, Cape Crirardeau
Edward Caswell, Knob Noster
E.W. Duncan, Columbis

D. Green, St James

Rich Jemnings, S1. Ann
Charles Lewls, Perryville
Roben Mamsteel, Valley Park
Yince Rapini, 51 Louis

Tim Robinson, Cuba

Brian Winkeler, Ferton

Pl s =

Frank Colcagme, Billings
WC, Wakt, Missoula
Dravid Wrght, Helena

Mebhraska:

Richard Crow, Eimball
Dan Kahler, Lincals
Andy Mazur, La Vista
Samuel Mazario, Omaha
Mathan Wegener, McCook
Joe Weyensth, Danbury

Navada;
Tohn Mulie, Las Vegas
Dwwid White, Heno

Mew Hampshire:

JTohn Holden, Andover

Jon Misbeon, Andover

John Richards, New [pawich
Derek Trudelle, Keene

New Jersey:

Alan Belkin, Livingston
Raymond Bermusder, Hoboken
Peter Biscardl, Suasex

Tany Cacciopurdl, West Millord
Andres Cantatore, Harringion Park
Peter Couch, Bergenfield

©, Dmwaon, Morrisown

Damiel Filkohasi, Piscatawny
W.D. Fischer, Turmersville
Gradle Frederick, North Plainfield
Steven Giraham, Randolph
Robert Kelley, Jackson

Ken Kloby, Heckensack

Michae] Laverty, Union City
Francis Lovett, Hapewell

Robeni MacCarey, Tindon Falla
1. Malasks, Ccean Township

R. Meil Moran, Ocsan Township
Gerard Quinn, Forked River
Drario Romano, Ridgefield

Brian Sielski, Paterson

Richard Simakowicz, Clifton
John Trosky, Jersey Cliy

W_P. Wiesing, Toms River




Mew Mexico:
Tim Benjamin, Los Alamos
William Bloch, Las Cruces

Ken Baron, New York City
Jay Buer, Willinmeswille
Frank Bellantomi, Rocky Poiol
Larrin Bird, Ballsion Lake
Ted Bleck, Farmingion

Jumes Branndck, Peckakill
Spolt Cameron, Hicksville
John Ceccloppoli, Ridgewood
Juseph Castiglin, West Seneca
Erle Durr, Troy

CHihon Draval, Star Lake
Prapk Facomti, Brooklyn

Alun Fresdman, Rochester
Robert Pusani, Alden

Allan Jarvie, Rochesser
Joseph Joyce, Mew York City
Micholas Kabir, Wallkill
Philip Lokre, Albany

Robert Lynch, Favenn

Dule Meerdink, Rome

W. R Sanders, Wallkill
Mickael Scann, Hye Park

P.C. Shelmandiss, Amsterdam
Jobin Sofinski, Oawege

T.G. Spirita, Afton

Michael Stachowski, Colden
Frank Seclie, Lancaster

Tahn Tryon, Barneveld

George Wade, Appalachin

Narth Carolina:

Dravid Alexarsdir, Burlingion
Andrew Cross, Fom Brugg
Tim Hendley, Camp Lejeune
Richard Heoming, Winston-Salem
John Herrick, Chariofie

Almn Lipks, Hickory

Michael Mescalf, Raleigh
David Siephens. East Bend
Steve Tremman, Spring Lake
Dan Tyson, Charlote

Bryan ¥an Martwick. Raleigh

Morth Dakota:

Williem Fleming, Dickinson
lames Hagen, Mortbwond
Diule E, Miles, Minot

Cihba:

Eric Allshouse, Youngstown
Charles Bainter, Kenering
Harry Black, Deflance
Jumes Bucher, Wooster
Stephen Clark, Whitehall
Wirgil Callins. Akron

Roger F. Deal, Columbus
Sieve Ciraber, Streetsboro
D, Hall, Clevelond

Thomas Harmen, Beavercresk
Maohuya Higashiyema, Worthington
Bill Jelinek, Columbuas
George L. Kemp, Bowling Green
Gearge Kopinke, Lovelnand
Timothy Krimes, Allance
Jobn Krywokalsky, Cierlin
David Miller, Cemterville
Par Micely, Toledo

Mark C. Nixon, Lysdburst
Kurt Mordqusst, Ashtahula
John M, Plrman, Mansfield
Terry Rasseter, Alliance
Tim Rmusch, Mapoleon
George Sauer, Circleville
Eill Sisler, Cleveland
George Soika, Oxford
Kenneth Stine, Toleda

John Srpylka, Columbus
Rick Troba, Morth Olmseed
Een Valvida, Hinckley

Rob Zeller. Toledo

R.E. Albemgon, Springfield
Jomachon Barlow, Cave Junction
Dade Cruriags, Klamath Falls
M. Michel Griffin, Grams Pass
Diean Halley, Hillsbore

Tedf Isruclson, Eugene

Tam Jomes, Portland

Rick Mathews, Porland

Tohn Dckelmann, Bugers

F. Bcon Payne, Portand
Swwen P, Smith, Tualstin

Pemmsy bvamdu:

George Bachmann, Stroudsburg
Michsel Balsai, Philadelphin
Robert Basaln, Hanover

Scon Beawdwwy, Aroos

Luke Bergstrom, Oresnsburg
Ron Burgeas, Gertyshurg
WA, Carmack, Lyndorn
Keith Eshelman, W omelsdor?
Scori Eveland, Berwick

Ron Pedin, Corsopolis

Mark Hickernell, Sworthmaore
Eric Jahn, Pittshurgh

Henry W. Jomes, Coraspalis
Jeff Kimmel, Sharoa Hill
Steven List, Leviown

Robert Mandes, Warminser
Earl MecDannell, Levittown
Kevin Meyer, Palmyra

Teff Miller, Clark Summin
Mike Phelps, MilMinburg

Jeff Seiken, Philadelphin

C. Silwersein, Pirtsbargh
Peter A, Yillas, Broomall

Jimi Wroom, Beosalem

Jomes Werbaneth, Allison Park
Mike Zabrosky, Loretto
Joseph Tapac, Wescosville
Rhode Istumnd:

. Bryant Ogden, Cumberland

Souwth Carolina:

Bart Brodowskd, Spartanburg
George Cunisa, Charkestom
Kevin Taylor, Laorel

Bay Frank Toesder, Summerville

South Dakote:

Bruce Rinchar, Bridgewsier
Daryl Rothchild, Delmsost
Richard Whearon, Belle Fouche

Temnesaee:

Jim Burnect, Cliston

John Faris, Collegedale
Tim Greeoe, Moarrigiown
Raoger Hyman, Powell
Romald Kehir, Antioch
Jack Purciful, Knoxville
Dwvid Sandidge, Kingsport

Texns:

James Adtkins, Friendswood
Jim Blick, Grand Prairie
Harvey Grove, Lafldn
Michael Hackest, usin
Ricky Hamel, Sherman
Monroe Hardin, Fort Warth
I, allen Hill, Austin

R.C. Hill, Porl Isabe]

Tim Kelly, Spring

Donald Lazoy, Fort Bliss
Wieshey Mooy, Geargetown
Thomas Mooa, Tyler

Jed Moss, Odessa

Ed Mott, Copperas Cove
Kenneth Oaes, ¥Weslaco
Erick Perales, San Anmtamio
Dan Perrine, Crange

David Pickert, Austin

David Silva, Harker Heighes
Cliftan Smiley, El Paso

Jim Taral, Austin

Phillip Thomsks, Auwstin

Paul Thomaseon, Mahank
Jimmy Thompsom, Carrallton
John Vasur, Waco

Tohn B. Williams, Carthage
Edwin Youngstrom, Abllens
L'tah:

David Bradhury, West Jardan
Christopher Call, Prowa
Diowid Kick, Salt Lake Ciry

Vermaoni:

Pairick Black, St, Johnshury
Mark Brownell, Castleton

[3.C, Fuirbrother, e

Dana van Horn, Soath Burlingion

Virginka:

Dravid Bicksza, Falls Church
Christopher Bogese, Petersburg
Keywond Cheves, Charlomesville
Joo 5. Cleawes, Springficld

Joe Devine. Hampion

Jay Dragonetti, Reston

Willium Edwards, Richmond
Dom Eyres, Virginia Beach
Fred Crosnell, Wienna

Giordon Culick, Yirginia Besch
Joe Jackson, Hampton

Chris Lank, Danville

David Mavn, Urbanna

Jacoh Merciez, Norfolk

Richard Miller, Petershurg
Sam Mustafa, Richmond
Larry Mourse, Warrenkon
David Porter, Dale City
Robert Scogin, Stafford
Burke Smith, Fairfax

). Seadick, Alexandria

H. James Todand, Arlingion
Sam Wason, Hermdon

Jon R, Zug. Arington

Washington:

Steve Bean, Bellevae

Steve Borchard, Spokane

5. Bumns, Federal Way
Burt Clathier, Tacomss
Wichael Cranisle, Centralin
Mark Frederick, Seattle
David Lamb, Edmonds
Willlam Naoe, Moumbake Terrace
J1.L. Princevalle, Bellevae
James Roche, Tacoma

Grog Rogers, Seattls

Kedth Siverson, Sesitle
Willinm VanMeer, Payallup
Craig Yincent, Seartle
Tames Wall, Seaitle

Wesi Virginda:

Tim Clifford, Summersville
Lioyd Richards, Marinsburg
Chris White, Cross Lames

Wisconsin:

Alan Bargenider, Mosinee
Eric Batea, Barnboo

Kvle Curle, Arwcwna Poiol
Kenoeth Hampshire, Kesosha
Tom Moslber, Milwaukee
Willinm Miebling, Lake Geneva
Rynn Schabow, Sussexn

P. Strand, Green Bay

Karl Voaswinkel, Milwaukes
AR, Walters, Plaver
Wyoming:

Bob Gorden, Cheyenne

Canmdn:
Frank Appel

Gmnd Centre, Alberia
Les Badns

Scarborough, Omtario
Swephen Beney

Mississaugn, Oolario
Gerald Brienza

Kitchner, Ontario
1.E. Dianne

Calgary, Alberta
Jagon Dol

Saskatoon, Sasimtchewan
P. Eweritt

Pembroke, Oolario
Jean Foisy

Sherbroake, (rekes
Thamas Frederick

Stoney Creek, Oniario
T. Tan Groves

Edmsoeton, Alberin
Shwughn Haines

Saulr See, Morie, Cntaric
R.K. Hanker

Vamoouver, British Calumbda
Tom Henderson

54 Fredericion, Mew Brunswick
Martin Hubley

Halifax, Nowa Scotin
P. leffery

Vigrorin, British Columbia
Robert Lesoo

Bramnales, Omario
V.P. Lewington

DeBeat, Nova Scotin
Michas] Magnan

St. Paul, Alberin
Karl Messer

Su. Tobn, Mew Bronswick
Incques Paradis

Baoishriand, Craebec
H. Charles PRlanz

Ottawn, CIMario
M. Louis Pleand

Sie. Oeoevieve, Quebes
R. Purty

Dweep Brook, Nova Scotia
Gord Resd

Crshaown, Onoiario
Mdichael Rodgers

Pierrefonds, Cuehes
Charles Sheldon

Kemptvilie, Ontars
Parrick Sorreting

Mount Royal, Quebes

Bill Wales

Kitchener, Ooare
Stewart Walker

Espancia, Cintario
Jason Wishe

Regina, Saskatchewan
Bruce Wilson

Munsier, Omtario
Keaneth Young

Oirswa, Ontario

Foreign:
Gioran Ahlstrom

Linkoping, Sweden
Pete Barilam

Mfilan, Dalky
Fergus Basioo

York, UK
ves Baulie

Brussels, Belgium
. Coombes

Gwynedd, UK
Diirk Dahmann

Bochum, West Cermany
Rick DaSilva

London, UK
Pabde Dhalalia

Mnnila, Philippines
Pirick Dulvieus

Brussels, Belgium
Imin M. Ellion

Munich, West Germany
John Evana

Edinburgh, UK
Federico Finkel

Madrid, Spain
Alfredn Giarom

Warese, Italy
Herberl Grate

Vienna, Ausirin
Valker Hecht

Braunschweig, Weal Oermany
Andrew F. Holland

Crenewa, Switzerland
P. Hopland

Wagerberg, Metherlands
Gerry Hopstaken

Best, Metherlands
P A. Koerner

Duisbarg, West Germany
Ian H. Lawrie

Avr, UK
Phillip Lecnard

Brussels, Belgium
Rlan van Meesteren

Degrigeest, Netherlands
Slawomir Mrosek

Puris, France
Roberi Oledon

Havik, MNorway
Dawld Payne

Burgess Hill, UK
Flavia Polite

Rome, laly
Chris Riches

Haolbury, UK
K. B. Rolfe

Morfolk, UK
Cl. Scref

Brussela. Helgmm
Paoclo Selva

Rome, Ialy
R.1. Smith

Huorare, Zimbabwe
Kelly Spesiman

Jedidah, Saudia Arnbin
Minthias Srobbe

Berlin, West Germany
Hakon Svelnsson

Harduhrammur, Iceland
Friedrich Tichy

Vienna, Austris
Christian Linmack

Falsterho, Sweden
“Wan Wassenhave

Brussels, Belgium
Richard Wehb

Haywards Heath, UK

For those wishing a more sure
manner of locating an opponent, the
“Opponent's ‘Wanted'' ads in The
GENERAL provide the perfect forum.,
For the modest cost of $.50 (uncancelled
stamps acceptable) for each appear-
ance, these ads should inclode the name,
address (phone number if desired),
and scenarios/modules played by the
SL/ASL fanatic. "'For Sale' ads are
not accepted.



MIDNIGHT MASSACRE

ASL SCENARIO A9

VICTORY CONDITIONS: The German player must Control (with a
Good Order MMC) every Pillbox at scenario end.

TURN RECORD CHART

UTTFELD}, GERMANY, 15 September 1944: The ''Siegfried Line"" Was proving
just as tough to crack as everyone had feared. The 28th Division was the firse
American unit to be ordered to tackle this formidable obstacle, an honor its men
would rather have left to someone else. Progress was slow and costly, and often
strayed from plan. In order 1o close an unexpected gap berween two battalions,
Company F of the 110th Infantry Regiment cleared out a small grouping of pill-
boxes in the late afternoon of September 14th, The last pillbox fell just as dark-
ness arrived, The weary men settled down around the pitted and scarred pillboxes,
hoping to spend a quiet night. But just after midnight, the sound of approaching
tracked vehicles brought everyone awake,

BOARD CONFIGURATION

18 17

A
N

BALANCE:
# Initial Base NVR is 2,
77 Do not lower U.5. exponent when checking for WP,

{only hexrows Q06 are
playable on each board)

+r AMERICAN Sets Up First

* GERMAN Moves First

END

1(2(3(4(5(6|7

Company F, 110th Infantry Regiment [ELR: 3] sets up on/northwest-of diagonal hexrow 17Q10-18GGE: {SAN: 4}

Foxhole
Ty re ek
= B[ 5 g
; 227 Y ek T ﬂ'mju::l I s
7 2 Lo )
lw? H;y-? Iw‘r o &
(1873, CA: S4T4)  (18X5, CA: Wi-W6)  (18YT, CA: XT-YE) (1EY6)

| | Elements of Panzergrenadier Reglment 304, Panzer Division 2 [ELR: 2] set up on board 17 in heacs numbered = B: {SAN: 2}
T 2T T8 <oz | 1z "
57 ﬂ = ﬁ v ﬁ - ?l\i&% g A
a 2 2

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

2. Night Rules are in effect. The initial Base NVR is three hexes with no
Cloud Cover and no Moon, The American is the Scenario Defender (E1.2);
the German is the Scenario Attacker. The Majority Squad Type of both OBs
is MNormal.

3, Bore Sighting is NA.

AFTERMATH: The newly-reconstituted 30dth Panzergrenadier Regiment of the 2nd
Punzer had been called upon to counterattack, and given some special support in the
form of Mamethrower-armed halftracks. ing the American pickets, the Germans
were among the pasitions of the company almost before all were awake, Company F's
radio was defiective, cupable of sending but not of receiving. Only one desperate message
was trensmitted to nearby units: *'King Sugar to anybody, King Sugar o anybody . Help!
We are having a counteratack—tanks, infantry, flamethrowers!"™ But with the radio
unable o receive, no artillery support could be offered and the regimental CO could
not get more information on the enemy force. Before any help could arrive, the action
had subsided. The men of Company F had been slaughtersd, most in their foxholes;
only & few had survived to flee to well, in disjointed detail, what had happened,




MAN AND SUPERMAN

Utilization of Russian Manpower and Material in ASL

By Craig F. Posey

Twenty-five million dead; 31850 factories and
13000 railway bridges and 137000 tractors and 49000
combines destroved. In the German-occupied areas,
the numbers of workers were reduced by over 80 %
and industrial plants by 87 % . The Soviet census of
1959 indicated a decline in population on the order
of forty million people. A comparison with their
1939 census shows that, for that portion of the Soviet
E_pulﬂionagﬂd 16 to 49 in the earlier and shifted

20 years, there was a decrease of 28,127,000
people. There was not only the direct losses of World
War I, given the shortfall of 40 million in 1959,
there is an additional loss of 15 million unbomn
children.

By (100 Sunday, 22 Junc 1941, the Brandenburg
Regiment had infiltrated behind Soviet lines and
started 8 campaign of destruction against Soviet
communication and power sources, as well as secur-
ing bridges. These were the first acts of a war that
would see its end only with the destruction of Berlin
and the fall of National Socialism some four years
later. Lest we think that the German offensive was
not without success, we should note that the Soviet
territory occupied contined 40% of the Soviet
population, 66% of their heavy industry, 38% of
their grain supplies, 30% of all livestock, and caused
o drop in Soviet fuel output of 20 million tons!
Added to this, the Soviets lost more than half their
coal and steel production capacity, virtually all their
ball-bearing plants, and approximately half their
reilroad trackage. To this can be added the approx-
imately 800000 Soviet citizens who would serve in
the German army.

With all this against them, by 1945 there were
5.3 million Soviet troops fighting on the Eastern
Front out of 19 million men under arms. A force
consisting of some 527 Rifle divisions, 302 armored
and mechanized brigades, 43 artillery divisions had
carried the war into Germany, equipped with 13400
tanks and 16000 aircraft. Some of the material
necessary (o create this massive foroe was supplied
by the Western Allies. The United States contributed
no less than 11 billion dollars worth of supplies to
the Soviet cause. (The only problem arising from
American aid came in negotiating repayment after
the war—the 1.5, eventually settling for $800 mil-

lion. And it should be noted that no payment was
ever made.}

The roots of early Soviet defeats and final victory
can be traced back to the end of the Napoleonic
Wars, but the period of 1917 through 1540 is of
more immediate concern for those who play ASL.
The 15th of January 1918, saw the creation of the
“Workers” and Peasants' Red Army®", initially com-
posed of some fifty thousand men. As the Civil War
raged, Lev Davidovich Bronstein (Leon Trotsky)
as Commissar of War oversaw a force that increased
1o 300000 by the end of 1918 and had reached an
establishment of five million by 1920. Lacking
trained officers, being forced to rely wpon former
Czarists, the Revolutionaries leammed by experience;
these new leaders created a new Soviet military elite.
With peace, demobilization became a possibility.

It was not until 1925, with the resignation of
Trotsky, that the reduction finally came however,
The new program called for a peacetime establish-
ment of 526000 men, organized into 29 infantry and
12 cavalry divisions. In addition, there was to be
a territorial militia consisting of 42 infantry and 12
more cavalry divisions, While these reforms were
being carried out, attention was also directed else-
where. Soviet heavy and light artillery manufactured
in 1933 was comparsble to any in Europe. Its
armored force reached a level of 10000 vehicles in
1935, and had increased to 15000 by 1938, while
the air establishment rose from 5000 to TG
planes. Even the quantity of personnel increased
with these reforms, reaching a level of two million
by 1939,

While the army modernized, the nations leaders
slipped into a state of growing paranoia, 'With the
discovery by Stalin of a plot against the lives of Party
leaders by a few officers in the Red Army, some
35 thousand professionals were removed, Numbered
among these were many veterans of the Civil War
and the old Imperial Army. Promotion to the now-
vacant positions was granted to those whose sole
claim to experience was their demonstrated lovalty
to Stalin, The Red Army had been crippled.

With the diplomatic successes of Germany, it
seems that Stalin was willing to sell his nation's
cooperation in the coming war to the highest bidder,

By 1939, the Soviets were negotiating trade agree-
ments with the French, with the British and with
the Germans. It was the Germans who offered the
“*better deal’"—the secret protocol to the Treaty of
MonAggression in 1939, Unfortunately for Poland,
the failure of the West to buy Soviet cooperation
led to its fourth partition and six years of the worst
suffering. On 17 September, the Soviet Army
marched into Poland “to protect White Russian and
Ukranian mincrities'’. 'While France and Britain
opened hostilities against Nazi Germany, both
countries seemed to possess the foresight to ignore
the Soviet duplicity.

Poland was not to be the only target of Soviet
aggression, as the countries of Latvia, Estonia and
Lithuanis were absorbed into the Soviet Union dur-
ing the summer. Previous to their final annexation,
Soviet roops and bases had been forced upon these
countries. Soviet eyes now were directed northwards
towards Finland, where diplomatic pressure began
to be exerted, But the Finns were uncowed, and
these were followed by a premeditated Soviet in-
vasion on 30 November 1939, Throwing approxi-
mately 350000 troops in four armies against small
Finland, the Red Army was fought to a standstill,
Its organization and supply system proved to be
abysmal, discipline shaky and its commanders
unable or afraid to exert any initistive. Their in-
ability to conclude the war quickly resulted in the
recrganization of the command structure and in-
creases in numbers of both men and materials. A
final massive, unimaginative offensive launched by
the Soviets in early February 1940 finally resulted
in a peace settlement with Finland on 13 March.
But the casualties and loss of equipment in the Red
Army had been enormous,

While the effects of the German-Soviet Non-
Aggression Pact upon the minor nations of Eastern
Europe are well known, they were not its only vic-
tims of course. The Communist International called
for a realignment of its parties in the West in sup-
port of the political right. While some Communists,
notably in France, felt betrayed by Moscow, their
treatment by their own governments bed them to turn
**against the war, sabotage the armaments factories,
amd sow defeatism in the armed forces . . . ""
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The fall of France, the settlement of the Balkans
question and the elimination of British forces from
continental Europe left German armies idle, While
some would have considered a partial demobiliza-
tion, the German leadership cast its forces east-
wards, It cannot be said that the Soviets did mot
receive a certain degree of warning from both their
own sources and others. But, while informed, Stalin
took minor steps to counter the German threat.

50, once the war broke out, what steps did the
Soviets take?

“"We advanced towards the border to meet

the Germans, Our scouting detachments

operated constantly, There were skirmishes

every day. Ours was a fighting reconnais-

sance . ., "

**Behind the enemy line! . . . I repeat thess

words to myself, trying to get used to this

unexpected situation , . . "'

“'CGood. This is the plan. We are going to make

a fighting retreat towards our own lines to

rejoin the main body of the Red Army . . 7
If wartime Soviet propaganda (circa 1942) is to be
believed, their troops fought on with bravery against
all odds, The first four months of the war cost Russia
350000 dead and 722000 missing; add to this those
portions of the Soviet populace who greeted the
advancing Germans as liberators and a serious
situation had arisen for the Soviet leadership.

From this inauspicious start the fruits of Russian

victory were to be reaped. Becreating this amazing
victory has always been popular with wargamers;
in point of fact, TAHGC has offered us five methods
of simulating it to date on a strategic scale: STALIN-
GRAD, THE RUSSIAN CAMPAIGN, RUSSIAN
FRONT, HITLER'S WAR and THIRD REICH. While
these games achieve their goals to a greater or lesser
extent, only the SQUAD LEADER/ADVANCED
SQUAD LEADER system allows a thorough study
of the tactical situation on the Eastern Front. An
carlier attempt, excellent in its day but now dated,
PANZERBIITZ has found itself superceded by a
system that has grown and matured for over a decade
now. What [ wish to address then, is the role of the
Soviets in the ASL system and the changes wrought
in the cardboard Soviet forces since the inception
of SQUAD LEADER.

LEADERS AND LEADERSHIP

We have already touched on the fear that the
purges of the late thirties caused in the Soviet officer
corps, stifling their creativity and forcing them to
*follow the book ", Yet the reverses of the Finnish
conflict caused the Soviet leadership to rehabilitate
many of those purged officers who still survived
and bring them back to command. Still, in game
terms, the Russian player seems to always suffer
& shortfall in leaders and leadership modifiers. In
the initial SL scenarios, the Soviet player averaged
only one leader for every .47 squads, with an aver-
age modifier of only —0.58. Similar statistics for
the German playver for the same scenarios renders
one leader per 3.11 squads with an equivalent modi-
fier of —1.19. From this it becomes apparent that
the average Soviet leader is only 48.7% as effec-
tive as his Cerman counterpart and only appears
36.7% as often.

Has ASL altered this situation? In the BEYOND
VALOR scenarios (ASL 1-10, minus 7 and 9) the
average tumns out to be one Russian leader for every
4.59 squads. This represents an **improvement” for
the Soviet player on the order of 45.8%! As regards
leadership modifiers, the Russians have suffered a
decline to —0.52—a reduction of 10.3%. As to the
German adversaries in ASL, the following can be
said: one leader per 2.31 squads and a modifier of
—0.74. The result is such that in ASL the German
leadership quantity has improved 25, 7%, while their
quality has declined some 37.8% . Obviously, the

Soviet player has been the winner with regards 1o
percentage change, but still lags far behind the
German opponent with regard to real numbers.

ASL saw the introduction of a new leader type:
the commissar {represented by either a 9-0 or a 10-0
SMC in the Soviet mix). The history of the com-
missar stretches back as far as the *‘Representatives
on Mission™ of the French revolutionary armies,
During the early yvears of the Russian Revolution
and Civil War, the Communist Party, having draft-
ed numerous ex-Imperial officers into its ranks,
assigned politically reliable men to supervise these
officers—in fact, afl Russian officers. In essence,
this created a dual command structure with, until
the mid-thirties, the political commissar being the
superior member. The power of the political com-
missar even extended to strategic command deci-
sions, with him being required to countersign all
orders. This sitwation only began to change when
the technological superiority of the army officer
began to cutweigh the power of the politicians dur-
ing the mid-years of World War 1. While the com-
missar or political officers assigned to partisan units
was often killed, the role for all in units of the Soviet
Army became one of indoctrination and morale as
the war progressed. It was the responsibility of this
official, answerable to higher command and the
Party local, to point out to the soldiers the reasons
they were to perform certain acts, and in special
cases to infuse the unit with loyal Party members
who would bolster the unit's morale. The political
officer also shared, with the unit's military com-
mander, responsibility for correcting and punish-
ing vinlations of the many Party rules. While these
officers contirmee to have considerable influence owver
the military unit, by late 1942 their counter-signature
was no longer required for operational orders and
they became responsible for the maintenance of
morale and the filing of reports.

In keeping with the above, either of the commissar
SMC can only be acquired by scenario assignment,
or by substitution in scenarios set prior to 1 November
1942, When considering the substtution possibilities,
some thought nmist be given to the merits of the com-
missar units. The enhanced morale of the 9-0
Political Commissar, as opposed to his -0 military
counterpart, with the — 1 DREM they impart to rally-
ing units, makes this choice somewhat foregone.
The option to replace an 8-1 leader with a 10-0 com-
missar is less so, The —1 modifier of the normal
leader unit offsets the morale boost given by the
commissar unit and, at the same time, is usable for
fire direction purposes. True, the 8-1 is more sus-
ceptible to breaking, but other leaders if available
can take over its rally attempts and the failure of
a8 MMC to rally when stacked with it does not lead
to that unit's reduction, OF course, the immunity
of a unit to DM while stacked with a commissar
does give it a certain advantage., The decision to
replace an 8-1 with the 10-0 then should be based
upon whether or not the mission at hand requires
fire support or quick rallying.

Once a decision has been made to employ one or
both of the political commissars, their proper role
must be determined. To some extent, their usage
is apparent—the rallying of units. While they can
fulfill this task even on the front line, the possibility
of their going berserk and disrupting a major offen-
sive or counterattack cannot be discounted. Yet, they
should be positioned to take in the greatest possible
number of routing, rallyable troops.

As we have determined, the relative effectiveness
of Russian leadership, when contrasted with that of
their major opponent, is low; but what of another
Allied nationality that will be facing the Germans,
Using the YANKS scenarios, we can determine the
following figures for the U.S. forces: one leader
for each 3.94 squads and a modifier of —=0.53. As
can be seen, the Soviet player suffers from a com-
parative shortfall in the leader/squad ratio. The

German still shows his superiority to each of the
others in all aspects. Given the initial lack of com-
petency on the pant of the Soviet leaders in the sarly
days of the war, we could anticipate their relative
modifier position. Thus, each Soviet leader must
be safeguarded and his mission assignment adjudged
with extreme care,

While the primary mission of all Soviet leaders
is rallying, Soviet leader units can be divided into
two classes. The first is composed of those units
with a negative modifier and a morale of at least
9" Their role is, aside from keeping the troops
in line, fire direction. The remainder will find them-
selves suited primarily for rallying and, cccasion-
ally, the direction of onboard and offboard indirect
artillery fire (especially, any 641 leaders). This
second category of leaders will also find, once an
enemy position has been softened, that they are the
chosen to leade a human wave assault, since their

loss will not be irrepairable.

GROUND TROOPS

While not the backbone of the army, its elite
forces are, generally, a nation's pride. In the Soviet
Union, elite formations won the title **Guards™" and
were entitled to higher pay scales and better equip-
ment. Guards formations, normally, were used in
offensives in which a greater degree of tactical skill
was required. Defensively, they tended to be held
in reserve, awaiting the chance to deliver a counter-
offensive. True, they might find their way to the
front during an enemy offensive, but only in emer-
gencies to fill gaps. Losses in Guards divisions were
always replaced as promptly as possible. The extent
to which the Soviets created these units was such
that, by the end of the war, 25% of all infantry,
artillery and air units bore the designation of
“*Guards Division™".

Soviet airhorne units comprised an elite force,
starting with their initial formation in 1930, As early
as the 1936 maneuvers, the Soviets demonstrated
in the Ukraine their ability to drop 1200 paratroopers
and land SO0 airborne soldiers, with all equipment,
In 1941, the Soviet Army included twelve first line
airborne brigades, far outnumbering those available
to any other major power. Stll:

One fact, however, [5 established—rthat in
spite of the numerical strength of the Russian
airborne iroops, and although they were
efficient technically, there was not a single
large-scale operation carried owt by the
Russians . . . In view of the quick advance
of the German armies, the Russian airborne
brigades had been successively thrown into
the ground battle and were slowly consumed
there . . .

The third elite category in the Soviet Army
harkens back to an earlier age—cavalry. While,
from the Western standpoint, this institation might
appear archaic, it was well adapted to the terrain
situation in vast Russia, When World War II com-
menced, the Soviet Army included thirty cavalry
divisions, a figure that remained constant up through
the initial German invasion. By November 1942,
the number of such units had risen to 35, and by
Tuly 1943 a further six had been added. Stll, ASL
has to some extent de-emphasized this particular
arm. In earlier gamettes, as introduced in CROSS
OF [RON, Soviet cossackfcavalry units were
specifically represented by 5-3-7 units and associated
horse counters. In ASL though, the designation of
specific unit types as cavalry has ceased, and a unit
need only to possess and be mounted upon a Horse
counter to be considered **cavalry’ . If the Soviet
player is awarded or purchases Horse counters, he
should think of them as dragoons ({mounted infan-
try)—the task of the Horse counter being to deliver
its associated MMC to the front line, where it will
dismount and fight afoot,




Within the game, Soviet elite units are represented
by 6-2-8 and 4-5-8 squads. The first unit, with its
high level of firepower and short effective range,
is possibly the most “‘modern’” unit in the game,
The use of non-full power amme in today's armies
has led to an alteration in tactics based upon the
availability of automatic weapons and *‘surplus®”
supplies of ammunition. Soldiers are not trained to
“hit" & target but to create an impenetrable zone
of fire in their front. In game terms, this puts the
6-2-8 at a very real disadvantage in long-range fire-
fights, but in defending against an assault or con-
ducting one at close quarters they will prove deadly.
It is worth noting that in close terrain, such as street
fighting, this lack of range becomes of little impor-
tance, In open terrain, most players will find the
Soviet 4-5-8 elite unit of greater value. Its effec-
tive range, though coupled with a drop in firepower,
will allow it to compete with all German elite units
(excepting perhaps the B-3-8 assault engineers and
£-5-B 55 units),

As a general observation, the Soviets showed poor
unit coordination, did not concentrate on key tactical
points, and saffered from inadequate reconnais-
sance, Still, their utilization of terrain was excel-
lent, and they were superior to their German
opponent in forest and night fighting, as well as close
combat, With this in mind, we should note that the
bulk of the Red Army will be represented by three
MMC types: the 4-4-7, 5-2-7 and 4-2-6. The first
twio are 1st Line units and the latter conscripts.

Even though the Soviets met the Germans with
an inftial force of some 175 Rifle divisions, the 1941
campaign losses necessitated the use of much im-
provisation to make up their losses and create new
formations. As we have already noted, the Soviets
lost over one million men in the first four months
of the war; yet the Germans faced 200 Rifle divi-
gions on | December 1941, Even accepting that a
portion of these units were probably only cadres,
where did this numerical growth come from? In
most cases, these new forces came straight off the
collectives or out of the factories, learning their new
trade as the war progressed,

Of the three units, the Soviet player will probably
find the 4-4-7 the most useful of the group. The
additional firepower factor of the 5-2-7, given the
IFT progression, is more than offset by the added
effective range of the 4-4-7. If fact, the 4-4-T is
equivalent to the German 4-6-7 in areas where range
is four hexes or less, or greater than six hexes, The
previously noted preference of the Soviets for close
work makes this range adequate, As for the 5-2-7,
its short effective range places it in the same posi-
tion as their 6-2-8, but withoot its firepower or
morale advantages, It must close with the enemy
to be effective. The 4-2-6, on the other hand, while
less effective than the 4-4-7, is capable of working
at the majority of ranges with the 4-4-7 without
waste.

The prime advantage of bath the 4-4-T and the
4-2-6 over their German counterparts, though, will
generally be one of quantity. It only takes a cursory
examination of the unit costs on the National Cap-
gbilities Chart (AZ5) to realize the extent of this
quantitative capacity. Su.mnm.lizad, we have this:

Using the total of all a unit’s factors, divided by
its BPV, we arrive at a *‘net value" which indicates
its relative worth compared to other units. Thus,
the higher the net value of a unit, the more **bangs
per buck.”” With this in mind, we find the German
and Soviet 4-4-7 units to be equal, but the German
4-6-T 1o be 25.9% more expensive than either, The

Soviet 5-2-T's figure shows that it is 7% more
expensive than the 4-4-7s, thus slightly less effec-
tive. The cost effectiveness reflected in the figures
for the Soviet 4-4-7 and 4-2-6 units will make them
the predominate units in their force poaol.

Other attributes are given to Soviet units to
differentiate them from those of other nationalities
and to reflect the abilities of the Russian soldier,
One aspect most noted by the Germans themselves
was the ability of the Soviets to dig in. Given 24
hours, the soldiers of the Red Army could make &
position most formidable, German tactical philosophy
developed o call for any attack to be launched within
that period in response. Historically, the SQUAD
LEADER szeries has awarded Russian units a —1
DRM for entrenching atternpts, and ASL continues
this tradition.

Possibly everyone has read of the Soviet habit of
giving their troops vodka on the eve of a major
offensive, the vodka seeming to instill spirit into
their efforts. The ability of the Soviet soldier to per-
form ‘*‘rash’’ acts has always been noted. The
“Human Wave'' attack, to some extent, incor-
porates this, but it also simulates their overloading
a defense. Sometimes (oo many targets is just as bad
as too few, I would like to point out that this option
should only be used against an enemy position that
has already been weakened by normal means, as
an act of desperation, it could have its uses on the
last turn of a scenario.

Some other minor traits which help to define the
Soviet soldier, as outlined in the rules manual, in-
clude: elimination of unarmed units not attempting
1o escape (A20.4); detrimental modifiers for Heat
of Battle (A 15,1); Temporary Crew ahility (A21.22)
and on the Leader Creation Table (A18.2); their
ability to board and ride on AFVs in 1942 (D6.2)
a full vear before other nationalities,

The average player will find a loss of individual
Soviet leaders to be of more importance than their
many squads. Their lack of leaders puts them at a
disadvantage when it comes to maintaining an offen-
sive, Therafore, the Soviet must replace finesse with
a sledgehammer, using mass to batter a way
through.

ARTILLERY AND GUNS

During the period of modernization in the thirties,
the: Soviets did not neglect their artillery. Artillery
production rose from 1911 pieces per annum in 1930
to a figure of 3700+ in 1932, By 1935, the Soviet
army included 130 artillery regiments in its organi-
zation, of which 30 were heavy artillery. At this
stage in its development, the Soviets were able to
report that one-third of all corps artillery, one-half
of all AA units and all of the heavy artillery batteries
of the High Command reserve park were mobilized.

Unfortunately, when the Germans struck, vast
quantities of antillery were lost, In the Minsk pocket
(9 July 1941) alone the Germans captured 1449
guns; the collapse of the Smolensk pocket (19 July)
garnerad the Germans almost 2000 more pieces. The
result of these losses of 1941 reached such pro-
portions that by January 1942, the Red Army could
only muster 5900 puns along the entire front. Yet
Soviet production continued, primarily of montars
which were cheap and easy to produce. By April
1943, the Soviet arsenal contained 19000 pieces.
‘With this increase in artillery barrels came the in-
troduction into the Soviet army of artillery divisions,
29 being formed by the summer of 1943, By the
end of the war, the Soviet forces contained no less
that 43 of these higher-level units.

Soviet tactical usage of artillery called for their
placement as close as possible to the front when
launching an offensive and far to the rear when
maintaining a defensive position, Once an assault
was decided upon, artillery strength would be
brought into the sector, and on the day of the attack
a massive barrage would take place—aimed at dis-
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rupting the German defenses, but rarely affecting
the opposing German artillery positions due to poor
fire control. When the Russian troops were ready
to ‘‘jump off”, a pre-planned creeping barrage
would lay down a screen for them to advance
behind. At points in the screen the barrage would
lift, allowing the troops to pour forward while the
barrage continued on the flanks. Artillery, used in
mass, became one of the mainstays of the Soviet
army. During the last days of the war, Soviet usage
of artillery reached such proportions that the First
Ukrainian Front employed no less than 250 guns
per kilometer of frontage.

With regards to the representation of artillery in
the ASL system, we can subdivide it into two
obvious categories: offboard and onboard. Onboard
artillery can, itself, be divided into three categories:
mortars, field artillery and AT guns. Within the
areas of field artillery and AT guns, there will still
exist some overlap due to the Soviet manfacture of
dual-purpose weapons. Still, 1 believe that a con-
census can be reached with regards to their primary
mission assignments,

While each player will have his own favorite
weapons in each category, the elimination of my
favorite weapon was foretold in &1 The ease with
which a leader-assisted crew could load and fire the
rails of a Soviet M30 300mm *‘Katyusha™® made
them handy, and when accurate very deadly! Yet,
even inaccurate, they scared the pants off your
German opponent, Unfortunately, they were
deemed “inappropriate . . . at this scale’’, They
have now been relegated to the area of offboard
artillery, the subject we now need to address.

The size of the offboard artillery available to the
Soviet player in a DYO scenario of ASL ranges from
T0mm to 200mm, with the 200mm batteries being
rockets, The BPY expenditure for the Soviet will
range from 29 to 105 (for a 105mm battery), Dur-
ing the period 1939 to 1945, the Soviet player will
generally find that the average size of his batteries,
their cost (and cost per millimeter of firepower) in-
creases as the war continues. There is one excep-
tion, as the reader will note below, and that is in
the year 1941, which is the most cost-effective of
the period:
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How do the Soviets compare with their German
counterparts? As we can determine from the chart
below, while the average gun sizes are somewhat
similar, with those for the German larger on the
average, those of the Soviets are considerably less
expensive:

Average  Average
Gun Size Cost Cnsl.n’mm
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The major advantage that the German player will
enjoy over the Soviet will be that, as the war goes
on, his cost per millimeter drops 15.9% while that
of the Soviet increases 28% . Still, even at the end
of the war, the average Soviet battery is 36 BPYs
cheaper than that of the German, and the gun-size
difference does not create a net change in the IFT,
since they both fire on the 100+ column of the table,

While the BEYOND VALOR and STREETS OF
FIRE modules tend to be sparing in the assigning
of artillery modules to the Soviet forces, those that
are granted are B0mm (ASL Scenario #9) and
120mm (DASL Scenario #5), while those for the
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Germans are either 100mm or 105mm modules.
Yet, while the expense of 2 module of artillery will
be a major consideration in any DYO scenario
(especially as it affects quantity of modules pur-
chased), the prime consideration in purchased and
SSR-assigned artillery will be battery access and its
adjunct radio contact. While the Soviet modules are
cheaper, the German player stands a better chance
of getting the maximum use out of his.

The first criterion for the use of purchased or
assigned artillery modules is to gain radio contact
with the appropriate assigned battery. For the
German, contact, while not guaranteed, isa 72.2%
possibility in all scenarios. For the Soviet player,
the contact value changes with the date, giving them
only a 41.7% chance until June 1942, 58.3%
through June 1943, before finally reaching the
German level after that date. Onee contact is made,
it must be maintained by rerolling the contact value
each subsequent PFPL/DFPh with a —1 (-2 for
mortar batteries of 76-E2mm) DREM. For the Sovicts,
this means that the odds of maintaining radio con-
tact are 58.3% (72.2% for monars), 72.2% (B3.3%)
and 83.3% (91.7%) for each respective time frame.
While the Russians cerainly improve through this
period of growth, the Germans can use the last
figures throughout all scenarios in which they have
offboard support,

Once contact is established or maintained, battery
access must be achieved. Under the system pro-
mulgated in ASL, battery access is gained or lost
upon the draw of either black or red chits, the
quantity of chits assigned for each nationality of each
color dictating the likelihood of a player using the
available artillery support, For the Soviet player,
the chit mix is normally five black and two red
(unless adjusted up one black for Plentiful Ammu-
nition or up one red for Scarce supplies). Mr. Robert
Medrow's article {(Wol, 24, No. 2 of The GENERAL)
dealing with offboard artillery indicates that dur-
ing an average game (ten rns) the Soviet player
can anticipate getting three FFEs per battery (2.9
for regular artillery and 3.1 for mortars), with a
12-13% chance of getting none. Comparing this
with the equivalent German figures and we find that
the Soviet offboard anillery is generally 18.9% less
effective and 31.6% more likely to not get any FFEs
during ten turns of play.

From the Soviet standpoint, though, in a DYO
soenario all is not black, for the cost of their modules
lets them maintain a parity of sorts with the Germans
by purchasing three modules for every two German
ones at approximately the same cost. Given the
propensity for the Soviet player to launch at least
limited offensives or counterattacks in most
scenarios, offboard artillery is a viable option for
the Soviet player. [ believe that, if for no other
reason, in most scenarios the placement of a SR
(much like an imposing stack of Dummy counters)
can cause an enemy to avoid & crucial but weakly-
defended area. Sometimes the threat is just as good
as the actuality, For & Soviet player on the advance,
especially over open terrain, [ cannot too strongly
recommend the purchasing of a Creeping Barrage
{E12.7). The additional 50% cost to the Soviet
player will be more than compensated by the fact
that it does not require an officer to observe for it,
requires no batery access or maintainence dice rolls,
and affords the advancing Soviet squads a +2 DEM
a5 a LOS hindrance.

If we, generally, conclude that the usage of off-
board artillery by the Soviet plaver is viable, espe-
cially in an assault, what can we conclude about their
usage as onboard weapons? As stated earlier, Soviet
artillery can be subdivided into three classes, each
with its own characteristics, abilities and uses—
though with some overlap.

Before [ enter into this, though, I must cover the
subject of rarity factors and availability as set forth
in the DY O chapter (H) of the rules. *"Rarity™", as

defined, rons from & factor of 0.9 to 1.6, with 58.3%
encompassed in the range of (.9 to 1.1; the higher
the rarity factor, then, the less likely that the gun
will be available for purchase in a DYO scenario.
Lucky will be the man who can roll a **2"°, Within
the context of rarity, we can concentrate our dis-
cussion upon those weapons most likely to occur
(i.e., within this 58.3 %) with only minimal digres-
sion into the others.

The Soviets possess a mortar arsenal that runs the
sime gamut from S0mm to 160mm, with the smaller
being & squad-servable weapon. Of the remaining
four mortar types, only one—the B2mm BM obr.
37—falls within the rarity factor range which we
have selected as probable, The advantage of this
weapon for an assault was its portability, especially
in the dismantled state, which allows it to be trans-
ported at a squad portage cost of five PP. Mobility,
while significant, is not the only aspect of this
weapon that makes it of value to the Soviet player;
its other attributes include quick set-up, the assign-
ment of an 5B smoke depletion number, and the abil-
ity to fire illuminating rownds in night scenarios.
Add to this the option of using either direct or in-
direct observer spotted fire, and we have a well-
rounded weapons system, But, what are its draw-
backs? First, cost; of all the available Soviet mor-
tar units, the most common one is also the most
expensive. Second, the requirement that all mortar
units fire on the To Hit Table using the Area Target
type—which means that at range from 13 to 24 hexes
they have & T2.2'% chance of scoring a hit (though
at ranges less than this it declines to 58.3%). The
last major problemn of this 32mm weapon also hinges
on its usage of the Area Target type—that being the
halving of its IFT strength, such that its attacks are
resolved on the B-firepower column rather than on
the 16-firepower.

As to the three larger Soviet mortar units, while
cheaper than the 82mm weapon, they lack mobility
and availability. Yet, if a rarity factor dice roll
allows their usage on the board, the Soviet player
will find that they can be of great use in a set-piece
defense, bath because of their larger tube size and
reduced cost over the 82mm mortar, Stll, remember
that the problems that beset the 82mm weapon also
apply to these larger ones.

For the Soviet, large bore direct-fire weapons will
generally be selected from the category of field
artillery, in this case either infantry guns or regular
field pieces, Of the two infantry guns available, the
76.2mm PP obr, 27 will find the most use, if for
no other reason than that its period of service covers
the entire war years, while the smaller weapon had
fallen into disuse in most units by late 1941, Still,
I do not recommend the selection of the larger
weapor. Why? Because we can find larger and/or
more accurate weapons availuble in the field
artillery, and many of them at a lesser cost in BPV.

Within the ART section of the Russian Ordnance
listings, we find eleven weapons listed (41 % of all
types). In keeping with my set rarity factor require-
ment, we find the following weapons warrant con-
sideration: 76.2mm P obr, 02/30 (27 BPV); 76.2mm
P obr, 39 (35); 122mm G obr, 10/30 (30); and
122mm G obr, 38 (34). Of these four weapons, two
are less expensive or equal to the 76.2 infantry gun
mentioned above; and of these two, one is more
accurate and the other larger. Up to 1943, these two
weapons would be a better investment than the in-
fantry gun. After 1942, the other two field guns,
at an increased cost, offer either greater accuracy
or size. Since these weapons will be the ones we
shall be using most, let us consider them in detail.

The two 76.2mm guns both have the ability to
lay smoke and fire armor piercing rounds, which
when covering a Soviet position or defending against
a German armored attack will prove beneficial, In
addition, the second gun is also capable of firing
APCR rounds starting in 1942, Ax for their effec-

tiveness on the IFT, these weapons fire on the
12-firepower column, Unlike the morars, these are
not limited in the target type they can fire upon, In
actuality, the one drawback they do have on the To
Hit Table is that they must use the red TH numbers.
Since this applies to all Soviet guns, let us digress
long enough (0 consider this aspect.

At a range of six hexes or less, there is no differ-
ence in the red or black numbers; thus the Soviets
have a 91,7 unmodified chance of hitting a vehicle
at these ranges and a T2.2% chance at infantry. At
the next level of range, 7-12 hexes, Soviet ability
ter hit starts wo fall off, At this point, a Soviet gun
can hit 4 vehicle only 72.2% of the time, and in-
fantry in only 41.7% of their atempts. The German,
on the other hand, can manage a hit 83.3% of the
time against a vehicle, and 583 % of the time against
infantry. As the range increases, direct-firing Sovied
antillery cannot hit infantry beyond 36 hexes. Stll,
at shorter ranges or with positive modifiers, Soviet
performance improves until near equal with the foe.

Thus, of the two 76.2mm weapons, the second
will be the gun of choice due to its gun modifier
and APCRE capability. As to how it compares 1o the
other two, let us look. Since both of these weapons
are of 122mm, they will share many traits—the most
obvious being that they both fire on the 24-FP
column of the IFT, Since the gun size of both is
overscored, they also have another common trait,
the inahility to fire armor piercing rounds. Still, nod
all is Iost, as the second version can fire HEAT with
a depletion number of **6°" (which translates to a
41.7% chance of its actual use). We can conclude
then that at range less than 13 hexes, these two guns
are identical, Therefore, if a decision is made o pur-
chase one of these, then only vear need be a con-
sideration, with the first type being preferred in
scenarios set prior to 1943, As to which of the four
weapons the Soviets should purchase in most DYO
scenaros, the choice must be based upon the
assumed German force you'll be fecing. IT armor
is present or predominant, then the 76, 2mm P obr,
39 has the advantage, if enemy infantry is more
likely to be encountered, then either of the 122mm
guns has more o offer, especially if sited with good
fields of fire.

The last category of Soviet ordnance I wish o
address is the anti-tank gun. Within this general
group, the Soviet player has a total of five weapons
e select from, of which only two are in the rarity
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range I proposed o deal with. The two weapons
are the 45mm PTP obr. 32 and the 45mm PTP obr,
42. The only major difference between these two
weapons are their gun modifiers, their cost, and their
basic TK numbers. The second version of the 45mm
AT is but a slightly improved version of the first,
with greater long-range accuracy and an increase
{of one) over the other's To Kill number at a cost
of one BPV point, Given the choice of the two, the
lateer is obviously the better. Yet, how adequate are
they at achieving their assigned mission? Against
German s, the Soviet player will find the
*11"" TK of the obr, 42 to be capable of surpress-
ing all German vehicles through the Mark [V series;
but with the introduction of the Panther they will
falter. To defeat the heavier German AFVs, the
Soviet player will require a rarity factor greater than
what we have allowed—or must find ancther source
of firepower,

As 1o the weapons we have removed from con-
sideration, a review of the Ordnance notes gives a
cursory examination of their major assets and
deficiencies. Still, we should consider the cost of
all Soviet artillery pieces and their relative worth
against those of the Germans. First, the average
cogts of all in the various weapons classifications:

Average Average
Qunnﬂt_v Cmt Bore Size

mﬁl Tz 238 IiL8mm

AT Guns 18 3] '?
Ot T
ART Guns 32 349
S 1T IRRRAREE T SRR - . 1

(NOTE: the “‘Quantity”” entry is the number of
5{B-inch counters of this type; *“Average Cost’’ is
the total BPY of these counters divided by the
quantity; ‘*Average Bore Size"" is the total of all
the gun sizes divided by the guantity.)
As o the German side:

Average Average

Type Quantity Cost Bore Size

s 10T 2720 (101 4mm

AT Guns 31 44 0 71.5mm

Gias (1161111 137.31111100.0mm

ART Guns 13 3?,5 124. me
e 387

As we can :aml:.r dmt.rmme me The above, the
average Soviet weapon in each case is cheaper than
its German counterpart, and (excepting AT puns and
artillery pieces) generally has a larger bore diameter,
Given and accepted that the weapons we have dis-
cussed are the ones most likely to appear ina DYO
scenario, where can the Soviet player experience
weapons of a different bore size than these? The
BEYOND VALOR and STREETS OF FIRE scenarins
offer some opportunities: the 37mm PTP obr. 30
[ASL Scenario #10), the 57mm PTP obr, 43 (ASL
Scenario #3; DASL Scenarios #6, #8 and #9), and
the T6.2mm P obr. 00/02 (DASL Scenario #3). Sull,
for the weapons | have selected, readers must
remember that, as was the case with the infantry,
the Soviet player will prefer that he engage the
opponent at as short a range as possible.

ARMOR AND TRANSPORT

The development of Soviet armored capability can
be traced to 1924, when the first trucks built on their
territory rolled off the assembly lines, The Soviets,
in order to create a visible armored presence, made
a practice of procuring the best available foreign
AFVs and using them for their prototypes—a pro-
cess that started with the T-18 {an updated version
of the Renault FT). In the twenties, they purchased
the Carden-Loyd Mark V1, which served as proto-
type for their T-27; a similarly acquired Vickers
6-ton light tank founded the T-26 series. The T-26B
amnd 26C versions were to lead Soviet development

in the area of armament. While other nations were
equipping their vehicles with machineguns or 37mm
guns, the Soviets upgunned to 45mm. Not that they
rejected the machinegun-armed vehicle, for they
turned cut the T-37 and T-38 bused upon the Vickers
Carden-Loyd amphibian for reconnaissance,

Mot e be completely dependent upon British
designers, the Soviets created the Bysrokhodmy tank
(BT) series hased upon the designs of the American
Walter Christie. Using the principle of independent
suspension and large bogie wheels, the BT-5 was
armed with a 37Tmm gun, upgraded to a 45mm
cannon in 1935, and was eventually armed with a
short 76.2mm cannon in the final versions.

The first truly Soviet-designed tanks appeared as
the 29-ton T-28 and 45-ton T-35. The T-28, a
medium tank, came equipped with three turrets, the
primary one mounting a 76. 2mm gun with machine
guns in the secondary turrets, The T-35 went to the
extreme of five turrets, again with a 76.2mm
weapon in the primary. In this case though, the
secondaries carried two 45mm guns and two
machineguns.

Once a tank design was settled upon, the Soviets
concentrated upon mass production. The year 1941
saw them ficlding between 21-24000 tanks—more
than the rest of the world combined and with a new
generation coming. In 1939, the Soviet ' Medium
Tank Design Group'" produced, and in early 1940
completed the construction of two prototype vehicles
at the Kharkov factory. One was designated the T-34
and after trials, production of this vehicle was com-
menced at the Kirov Tank facory in Leningrad, with
approximately 1200 being finished by June 1941.
The second design entered production in late 1940,
Named after Klimenti Voroshilov, the KV-1 tank
proved itself against the Finnish Mannerheim Line
during the closing days of the disastrous Winter
War, Weighing in at 43,5 tons, 636 were produced
prior to the German invasion. Of this vehicle, the
Germans would write,

*“Wery soon we were facing each other at 50
or 100 vards, A fantastic exchange of fire
took place without any visible success. The
Russian tanks continued to advance and all
armor-piercing shells simply bounced off
them. "'

While the majority of Soviet anks were elimi-
nated during the initial German advance and their
factories were overrun, still the Soviets produced
AFVs at a staggering rate. Soviet wartime produc-
ton of vehicles totaled 109708, for comparisen,
American production was approximately 88000, and
German was 23000, A backward country, with
limited capability and a poor road/rail net drove back
the invaders through the use of mass and superior
technology as much as through their indomitable
spirit.

pSn then, what can be said about Soviet armored
and transport vehicles as represented within the ASL
system? Once again we shall invoke the 1.1 rarity
factor limit as that is the most likely usage and shall
discuss, primarily, those vehicles that fall in this
range. With regards to AFVs, I shall look at the
following then: T-36 M33, BT-5 M3, BT-T M237,
T-60 M40, T-34 M41, T-T0, T-34 M43, SU-T6M
and T34/85.

The first two I have touched upon earlier—the
T-26 and BT-5, both obsolete and with minimal
armor, The speed of the BT-5 only gives it a slight
advantage over the T-26. Still, we cannot discount
these AFVs, as their 451. gun is more than capable
of damaging all the German AFVs up through the
Mark I'V series. Much the same can be zaid of the
Saviet BT-7 and T-70 vehicles, A separate category
would need to be created for the Soviet T-60 M40,
Designed as a recon vehicle, it lacks the firepower
of the previous vehicles, only mounting a 20LL gun
with a TK number of **7"", but enjoys the speed of
the BT-5 and BT-7. If the need for a fast vehicle

41

is foreseen, the Soviet player would probubly be best
served choosing one of these (BT-5 or BT-T), or
after 1942 the T-T0. In the later years of the war,
the T-70 with its larger main armament and better
protection would prove more suitable than the T-60.

The main tank of your Soviet forces will be one
of the variations of the T-34. What advantages does
this series have over others? First, better armament.
Originally equipped with the 76L gun (with a **13"'
TK number], it was later up-gunned with an 85L
weapon (TK **17'"), an improvement of 30.8% in
killing power, Another factor will be its armor pro-
tection of 75mm (actually 45mm for the T34/7T64A,
60mm for the M41 and 75mm for the M43 and
T34/85), which translates to a value of 11" for
the hull and is capable of deflecting most German
shells from weapons less effective than their 500

un,

: Omne other vehicle needs to be considered, if only
briefly. Like the early T-3s, the SU-T6M also
mounts the 761 gun and has reasonably good speed.
However, its armor factor of **4"" gives it a limited
chance of survival. Still, it could prove handy in
a mobile situation when a maneuvering German
playver might give it 8 chance to damage one of his
AFVs, Yet, its other important aspect cannot be
discounted. It is a superb infantry support weapon
and its gun is capable of firing in most situations,
for a reasonable BPY cost.

And cost, especially in DYO scenarios, will be
the major factor, The cost breakdown for Soviet
vehicles works out (using a method similar to that
used above for ordnance) thusly:

.Ev;.-.n aqﬁjﬁ g.laa:u:e at Ihe nbm':- shcrws Ihat lhc bﬂt

item, gun size versus cost, is the assault gun. The
drawbacks are its rarity, and the lack of a wrret,
The same problems apply to the tank destroyers,
As to the Germans AFY counterparts, [ came up
with the following:

Average Average

Type Quantity Cost Bore Size

Light Tank |37 396 283mm

Bk Zete 0L AL 8 St
A1 1 0
Assault Gun 55.8 EIl] 2mm

Tunk W‘|.""*'l'l’ﬁ1uﬂlll“ﬂ#.'.'.'.“mi'-
It readily becomes apparant that the Soviets enjoy
& decided advantage in both average gun size and
average cost (excepting assault guns) over their main
adversary.

Lest we think that it will be impossible to ex-
perience some of the larger and more rare vehicles,
excepling a better-than-expected dice roll, players
can gain some exposure by playing the scenarios.
To be specific, DASL Scenario #8 features the
KV-18 and DASL Scenario #10 includes six 1SU-122s,
Personally, I have always preferred a combination
of T-34s and SU-152s in DYO scenarios. The T-34s
engage the enemy armor, and the 1525 give close
support o my advancing infantry. Even if in stone
buildings, the German infantry would be uncom-
fortable with this combination.

SYNTHESIS

The Soviet soldier in World War LI, as has been
pointed cut many times, was more than capable of
acts of extreme bravery as well as extreme stupidity.
He was inured to conditions which would sap the
morale of Western soldiers. This was a totalitarian,

Continged on Page 54, Column 3



SL Scenario A2

SBEITLA PROBE

it 1
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To win, the Germans must hive eliminated eight or more points than they've
lost at game's end. Any AFY immobilized is considered eliminated for
WVC calculation. Fully-tracked AFV's are worth four points; halftracks and
squads are worth two points; half-squads, leaders and vehicular crews are
worth one point, The Americans win if they eliminate 12 enemy points
and the Germans do not fulfill their victory conditions,

TURN RECORD CHART

SBEITLA, TUNISIA, February 17, 1943 During the night of February 16th,
as battered elements of the 1st Armored Division fell back westward under the
onslaught of Operation Fruehlingswind, they met with reinforcements and set up
a temporary defensive line in the olive groves and wadis west of Sheitla. The
Germans, believing that the Americans would abandon the town, followed in several
columns in order to test the strength of their resistance. As contact was made and
firing began, some of the exhausted Americans, unnerved by their first night action,
began to flee. This movement became an uncomtrolled flood of vehicles which
threatened to unhinge the entire defense, but fortunately for the Allies enough
of Combat Command A held firm that the line did not collapse at once. As the
panic subsided, Battery C of the 68th Armored Field Artillery was ordered to
move east into new positions astride the Sbeitla-Faid Road.

Board Configuration
QP
A m

Add Overlays,
See 35R 4.

7r U.S. Sets Up First

7r U.S. Moves First

1'?

213(4(5|6|7|8 |ew

Elements of 3rd Battalion, 6th Armored Infantry [ELE: 4] set up first on both boards, between Hexrows C and Q, inclusive:

U TTH Entrench
- o b 8
N - 4-12 PP
% " g = g!.! mz | Hros =
8 2 2
Battery C, 68th Armored Field Artillery and elements of 3rd Baitalion, 6th Armored Infantry set up second on the road 506-5X7
(see SS5E T):
a==N - 4 0 % M
T g | | | & P
B68 Xie | T8 | e A - e
3 2 4 2
| . Elements of Gruppe Pfeiffer, Panzer Division 21 enter on Turn 1 along the cast edge:
ar 1 ; 13 15
T e ] 2| @] @t 2 9
ﬂ & & : =4 w"f A_" ) . @ - =it
B12 | tean- | =1 78 am 50L s 50L 4= 200 -2 ]

2

2 2 2

SPECIAL RULES

1. Might Rules {49.) are in effect; initial Night Visibility Range is 2.
2. Environmental Conditions are Wet (102,3),
3. Assume "'7"" Morale for the crews of the American M7s.

4, Place Overlay C so that its hexes J3/J7 are on 4G5/G9 respectively: do AFTERMATH: At 0115, as the American SPGs were moving into position, German
likewise with Overlay G, with H4/H7 on 4P5/P8 respectively,

5. All woods hexes are orchards (118.); orchards are in season.
6. The roads 4AS5/6-5110 and 4Q8-40Q10 are considered gullies.
7. The American vehicles which set up in the road 506-5X7 must be in  later receive the Distinguished Unit Citation for its sction this night,

Motion, with VCAs facing due east.

8. German units may delay entry, but must be in play by the end of Turn
3 or are considered destroyed (and VC points are awarded to the American
player).

tanks appeared only yards away. A wild firefight ensusd, with racers and HE shells
flying in every direction. The ammunition supply of the U.5. AFVs began to dwindle,
byt then the Germans—surprised at the resolve of the G.1 s—broke off contact and with-
drew, leaving three wrecked tanks behind. The Americans, mimnis two SPGs themselves,
also withdrew o prepare for the daylight resumption of Sheitla's defense. The GEth would




COMPREHENSIVE INDEX

SQUAD LEADER through G.I.

The intent of this index is not to provide guick
access to major headings. Rather it is offered as an
attempt to list every pertinent cross-reference. It
should be used with this goal in mind. Although
every atempt has been made to make this effort both
comprehensive and accurate, no claim can be made
to its total validity. This index is no substitute for
your own experience with the SL system,

This index does not list abbreviations; thus you
will find “*AA" under ** Anti-Aircraft Guns. '’ Defi-
nitions and Prime references are italicized. Since
this index deals with more than one set of rules (for
8L, OO, COD and G, more than one number may
be italicized. All references that end in "', 0" refer
the user 1o all subcases; listings that end in subcases
(EXAMPLE: 101.41) indicate that the user should
review all subcases of that rule (thus, here,
101.411-.415). If a reference ends in **. X", review
the Q&As that use the major headings. Always
check the Q& As found in the rulebooks if the refer-
ence doesn’t SEEm 10 ANSWEr Your question or make
sense. (We have found it a great help to put each
Q&A reference in alongside the rule it refers to;
this can be especially important when the Q&
references two or more rules.)

As an added guide, readers are reminded that the
mules sections 1.-63, are found in SQUAD LEADER
(pages 1-36), 63.~103, in CROSS OF IRON (pages
17-72), Supplemental Rules A-N), 104.-140. in
CRESCENDO OF DOOM (pages 73-108), and
141.-175. in G.1.: ANVIL OF VICTORY (pages
109-144), In all cases, the latest available edition
of the relevant rulebook was used in preparing the

Comprehensive Index.
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Abandoning AFY—34 8 0.0, 66.1 & 44, 764, 902 & .5, 1Z21.1,
151,51, 1427, 14413, 1644

Abendoning Prisoners—B9.9

Abendoning Weapons—13.5, 48,64, 90,6, 164.5

Abbeevistions—page 37, page 109 & 110

Acguisiion (of wrgeis)=—@&0, 131.7, 17524, Scenanio 34 canlicalion

Adjpcent—I42.21

Advance Phase—4. 7, 3.6 & 73, 9.4, 31,4, 31,3, 56.3, 57.4, 75.2,
0.5 119, 1175, 1422 & 9, 1441 & 52, 150.5, 162.44,
174,222, page X2

Advanced Close Combat—See Close Combal

Advarced LOS—35ee Line of Sight

Advanced Moving Target—5Ses Moving Targel

Advanced Overrun—See Overrun

Advancing Fire Phase—4.5, 5.74, 8.2, 22,8, 34.5, 47.5, 504,
G342 & .72, T3.6, 93.23, 1439, 147.6, 162,43, 173.2]

Acrial LOS—139.2, 143,23 & 3, [50.0

Alr Amack—47.8, 66,24 81.23, JOL.0, 111.28 & 4, 117.8, 133.6,
139.0, 143.3, 1701, Supp A

Afr Attack. Mistaken—101.8, 139.7

Air Bursts—[(9. 6, 1437, Scenario 34 Clarifications

Ait Support—See Alr Amack

Adr-so-Air Combast— 139,51

Allied Flghter—Bombers—I71.10

Allied Troops, Axis—Ses Axis Minor Allies

Allied Suppart Weapons—See Suppon Weapona, Allbed

Alernste Rout—See Rour, Aliernsie

Ambusk—24. 4, 1207, 158,22

Amerbcans—30 0, 66,3, 905, 4.4, [41.0, [47.0, 14832, 166,31

Ammunition, AP—313.6, 36.11, 56.51, 63.21 & %, &4.7, 635.2,
13411, 144,32, 145,32 & .6, 1489

Ammunition, APCR—148 [

Ammunition, APDSS45.2

Ammenition, Canmister— 4.9, T2.1, /48,4, 149,11, page 61

Ammwunitios, Depletion—63.21, 4.9, 1488, spp. K

Ammanicon, HE—28.2, 3.6, 37.47, 48.2 & .E1, 54.7, 56.51,
8.1, 503, 63201 & .9, 64.7, 755, 100.0, 1091, 126.58 &
V7, 144,542, 1451 & .3 & .6, 1489, 157,61, 165.4, 169,13,
170.1

Ammmnition, HEAT (HS, HG)—33.6, 4714, 65.2, 1345, 148.3,
page T4

Ammanition, [luminating Round—J 48 7

Ammranition, Smoke—See Smoke

Ammunition, Special —63.16 & 46, 1345, 48,0

Ammeanition Supply Chart—J748.2

Ammmnithon Vehicle— 1078, US Vehicle Notes § & HH

By lon Mishcon

bloms—31,1, 102.83, 1263 & 4, 1274 & .73, 120.X & T2,

1337, 1351, 144,91, 157.5, 165.12 & .13, 1681, page 61

Anchoring—See Boals

Amteairernft Guns/Fire—67, 13 & 46, 82,11, 95,24, 89.32, 101.85,
1305, (39,154 & 2 & .5, 143.5, 150.7, See also Maochios
Cuns, AA

Antitank Guns—36,11, 40.2, 480, 63.5, 70.7, T7.5, 93,6, 130.5,
134,11

Amitank Magnetic Mines—66.24, §4.0, 108.4, 131.1, 135.7

Aniliank Mines—55.62, 136.7

Antitnnk Rifles—65.3, 66.24, T7.5, 850, 104,03 & 26, 108.1,
130.5, 1384, 142,61, 145331, 151.53

Area Fire—W@ 4, 24,6, 345 42,21 & 4, 49.2, 57.81, 63,23, 100.5,
111.2 & .93, 117.4, 118.4, 134,12, 142.61, 143.3 & 9,
145,32 & 4, 14841, 151.52, 153,232, 154.4, 162,42, 171.26

Armament. Oplionsd—page 61

Armod, British—See British

Armor Crew Morale—5ee Morale, AFY crews

Armor Dice Roll Modification—33 .41

Armor, French—See French

Armor, (erman—See Oerman Vehicles

Armor Height Advamage—Ses Helght Advanwge, Armor

Armor Leaders—49.6, 64,44, 66,33, 740, 9013, sopp I

Armor, Mise. 1ok —4.10

Armor Modifiers—33,41, &2, 68.3, 115.7

Armor, Neutral—See Minor Couniries

Armor, Russinn—>5See Russian Vebicles and Cuns

Armored Car—58.4, &3, 71.1.87.0, 104.6

Armored Carriers— 38,0, (see also Halfracks)

Armored Fighting Vehicles—28.0, 42.7, 58.6, 64.0, 93.5, 1076,
V30,5, J44.0, 148,65, page 3B

Armored Fighting Vehicles, Allied—104.8

Armared Fighting Yehicles, Amphibious—See Amphibious

Armored Flghting Vehicles, British—5ee Armar Britiah

Armored Fighting Vehicles, Burning—35%.4, 670, #1.5, 97.5,
1061, 12E.72, 13340, 1443, 148 66, 164.4, 165,14

Armored Fighting Vehicles, Combar—33.0, 168.1

Armuored Fighting Vehicles, Concealed—42.7, 117.4

Armored Flghting Vehicles, ns Cover—13.42, 326, 40.3, §7.3,
92,3, 1081, 112,42 & 5 & 812, 123,31, 135.8, 143.4, 144.2
& 1% T&S

Armored Fighting Vehicles, Crews—3See Crews

Armored Fighting Vehivles, using Indirect Fire—ad 38

Armored Fighting Vehicles, vrs Infantry—34.0

Armored Fighting Vehicles, French—See French

Armored Fighting Vehdcles, Kl Table—37.4

Armared Fighting Vehicles, MG-—See Machine Gun

Arenored Fighting Vehickes, Minor Countries—Ses Armor, Minor
Countries

Armared Fighting Viehicles, ls Motlon—105.2, 1236, 131.1,
I35.0, 164,14

Armared Fighting Vehicles, Movement—3i0.0, 42,6, §1.8, 81.3,
87.2, 131.3, 135, 168.0, supp F

Armorad Flghiing Yehicles, Open Top—28.0, 35.6, 46.54, 47,8,
63,39, &0, T2, & B1, 772, 97.52, 102,13, 144.1, 149.5,
17051 & 6

Armored Fighting Vehicle, Pinned—142 62

Armored Fighting Vehicles, Pivoting—30.5, 33.32, 39.4, 7.3,
1444

Armored Fighting Vehicles, Reoccupaton—&6.3, T6.5, W05

Armored Fighting Yehicles, Rusalan (T6L)—5ee Russian Vehicles

Armored Fighting Vehicles, Turmet—&4. [, 64,4, 1444, supp M,
supp N (See also Turred)

Armaored Fighting Vehicles, Two o One Hea—Sez Yehicles, bwo
in one hex

Arms Canmisbers—9%. 7

Anbllery Accurmcy—48.2J, 63,743, 107.4, 148.5, J6d, 12

Anillery Advanced Optons— 430

Antillery, Blast Aresa—d46.5, 1077, 56z alsn Harmmasing Fire

Anrtillery, vrs Buildings—57 8/, 58,1, 30.3

Antilbery, vrs Bonkers—36.5

Arillery Charncteristics—24.6, 63.0

Amnillery, Correcting Fire—d6. 3] & 7, 1075, 163.0

Artillery, Direct Pire—£3.2 & 73, 80,401, 1001

Artillery, Direction of Error—d46.22, 148.5

Artillery, Disruption—3a5.41

Artillery, Fire Mechanbes—24.6, 460, JOF.0Q

Artillery, vrs Guns—63.5, 14532

Artillery, Heavy Payloads—&63.8

Artillery, Tndirect Fire—24.6, 46,54, 3.8 & .3, 78.5, 80411,
1074, 1095 & .6, 11182, 1178, 121.1, 128.54 & .72, 133.6,
145.5, 1485, 1633, 1671

Avrtillery, Indirect ves AFVe/Vehicles—44 54, 63.24 & 39, [31.1,
L 94, 1452

Artillery, Indirect Mimimum Ronge-—See Range Limits

Artillery Modile—45, )

Artillery, vrs Mines—22.1, 55.7

Artillery, Offboard—45.0, JO7.4 & &, 148,80, 163.0

Artillery, Onboard—&3,0, T8.3, 107, 126,58

Anilbery, Plotied Fire—J63.2

Anillery, Pre-regisiered Fire—J63. 2

Artillery Request—d6,13, 074

Artillery, Rocket—5Ses Rocker Launcher

Artillery, vrs Wire—=353.34

Asapult Englneers—22.4, 23.2, 24.2, 50.2, 9.1, 104,22
Assaull Movement—See Movement, Assaull
Asterisk—20.3, 3.6, 112, 6427

Artacker—4, 0

Artacker, Offboard—163.1

Axis Minor Allies—74.6, 104 4, 141,75, 166.31, 174,111

B

Back Blagi— /75,3

Bangalore Torpedaoes—53.53

Bank, River—See River

Basic Point Value (BPY)—See Point Value

Bartery Access— /07,42, 148.71, 150.5, 163.1 & .2

Bartleflzld Integricy—93.0, 115.5, 116,41, 141.52, 1531, 174,14

Bailing Chut—See Passengers, Bailing Cur

Barooka—37.4, 65,3, 66,24, 77.5, 103.2, 126.2, 128.7, 141.61,
144 45, 145331, 144015193, 165.4

Berserk (inc. Advanced)—I8. 4, 64,44, 739, 83,6, 91,74, 104,232,
IO, 114.8, 126.2, 141,52, 142313 & 6 & 71, 1436 &
S, 144,72, 1582, 064, 14 & 2 & 4, 170,72, 1725, supp D

Berserk Crews—[104, 1416 & 94

Bicycle—106.62, 112, 133,82, 135.1, 158.5, 162.211, 173.4

Blast Ares—Ses Arillery, Blast Arca

Blind Hex/Zome—7.4 & .6, 43,6, 101.3, 124.7, 126,62, 119.2 & .3,
L4, 1550, 1604, 162.2, 171.2

Blunder Factor—I M &

Board Conflguration—21.1

Boacs— 51.%2, 126.3, 127.4 & 73, [28.0133.6- 8, 135.1, 165.12 & .3

Bocage—[I73.7

Bog—75.8, 126,61, 12773, 144 R1 & 52 & 932, 156,13 & .3,
168,23

Booby Traps—5ee Mines

Bore Sighting—17.5, 78.0, 104.7, 119.5, 143,21, 144.6

Baoy's ATR—[04. 26

Breakdown Mumber—2.9, /8.0 & .2, 30.7, 158, 353, 351,
46,81, 44.3, 63,18, 9.3, 70,5, 2.2, B8.6, 2012, 93,5, 94.3,
95,3, 101.6, 103,33, 110.90, 12371 & .9, 13045, 140.7,
141.3, 142.92,143.11 & 5 & 8 & 92, 14491, page 61

Breakdown, Excessive Speed—31.7, 7.0, 131,33

Breakdewn, High Tendency—79.3

Breeze—102.03

Bren Carriers—/38.0

Bridge—B0.d41, 92.1, 109.1, 133.0, 130.2, 142.7, 145.4, 150.3,
156.3 & 4, 157.6 & .72, 165.3, 170.51

Bridge Collapse— 133,31

Bridge Demolitlon—131.7, 142.7, 145.1, 157.61

Bridge Foot—/33.8

British—45.1, 104.2-.B, 107.4, 134.0, 141,75, 166.31

British Armor—{34.0, 147.2, 1482 & 52

Broken Unls—6,3, 12,3, J13.0, 25,4, 27.7, 54.9, 55.4, 56.6, 57.5,
GRLA, 114.9, 128,741, 142.5, 151.54, 161,21, 1624, 164,14
& 4, 16511 & 4, 173.3, 174,27

Broken Units, Armor Crews—47.8, 64,44, 138,12

Broken Units, Close Combar—20,%, 64,54, 89,22, 9.6, [55.3

Broken Units, Double Break Survival—142.312

Broken Unis, Presengers—31.4, 47.9, 118.741

Broken Usnbs, Yolustary—13.7, 5.6, 160.3

Brash— 148,41, 150.3, J54.0, 164.21, 1671, 168,12, 16%.1, 170.6

Building Constraction Material—Ses Bullding Types

Bailding Target Types—JI45. 4

Building Types—/4#.7

Buildings—5.5, 7.3-9, 11.1, 13,4, 22,1, 15.8, 30.7, 35.1, 37.34,
42,1, 49.%, 512, 54.2, 56.1, 5R.0 59.0, 63.43 & .79, 67.1,
73.5, 92,1, 9.3 & 4, 102.2 & .32, 106.3, 10879, 104.1,
111,23 & B-9, 1120, 1142 & 52, 117.3 & .4, 113.52,
120,41, 130,32, 13,12, 136.0, 1383, 1420 & 4 & 5&.7 1448
& 91, 1451 & .61, 146,22, 14H.66, 149.2, 1503, J55.0
LEED, 1671 & 4, 168,12, 1691 & 54, 170.26, 174.2,
175,23

Bulldings, Boords § & 6—§2.2

Buildings, Marketplace—J 55, 5

Buildings, Muliflevel— 7.4 & 9, 8.6, 24.8 50,1, 43.62, 48.4_57.0,
78.3, 91.2, 106.6, 123,41, 1259, 1393, 142.2. 14331,
145.4, 1493, 1550, 164,12, page 38

Builings, Stome—30) [, 145.4, 149.3

Buildings, Third Leved—105.1, J25, 145.4, 155.14

Bunkers—24.3, 17,37 & 48, 53.2, 54.2, 56.0, 63,46 & 79, 71.9,
2.1, 100406 & 9, 1053, 106.1, 1076, 108,29, 1085,
110.81-903, 1142 & 52, 123.41-.43, 1422 & 4 & .71, 144.3
& 75, 145.3, 146,22, 150.3, 1324, 1570, 158.2, 164.12,
175.23

Burning AFY—See Armored Fighting Vehicle Barning

Buroned Up—64. 44 & 47 & 55, 71,81, 1359

Bypass, Infamtry—13.43, 18,43, 63,45 81X, 92.1, 101.3, 1022,
060, 1092, 110.1, 112.5, 114,52, 116.63, 12112, 126.1,
12841, 1361 & 43, 144.3, 149,13, 151.2, 17428

Bypass, Vehicular—25.4, 32.1, 39.4, 67,12, 71.1, EL.X, BA.3,
101.3, 108,29, J12.0, 117.4, 129.2, 131,32, 144,71, 149,13,
150.2, 1542, 168,12, 169.21, 174,281
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C

Campaign Game—85.21, 122.5, 128.9, 159.8, 166,32, puge 29,
supp |

Cenadinna—148,23

Canal—149.42, /T2 0

Canndster—See Ammunition, Cannisler of

Captured Equipment and Vehicles—2.7, 13.5, 18.2, 41 2, 4B.81,
0.4, 51,21, 89.23, SO0, 92003, B4.4, 97,7, 987, 9942,
10412, 10847, 123,91, 13681, 142.34, 143,91, 158.4,
1644, 167 .4, 175.2

Cavalry—72.4, T2, 9.6, 92,0, 106.]1 & &2, 11185, 12652,
13382, 142.71, 158.5, 1603, 1658, 173.4

Cavalry, Drigmounting—92,32

Cellar—170.7

Changing Levels without Staircase— 57 %, See alao Climbing

Charge by Cavalry—18.42, 72.4, 928, 160,31, 162,223

Clear Weather— /1.1

Clearing Fields of Pire—See Fleld of Fire

Cliffs—323.3, 43.61, 4.7, 77.1-.21, 8.1 & .4, 105.1, 106.3,
108,29, 112.3, 114.52, 126.5, 1374, 144,931, 146,22,
L6161, 162,22 & 4, 165.21

Climbing—142.7, I'62, ¢

Close Combat (incl. Advanced)—17.8, 18,2, 20.0, 3.5, 33,9,
351, 3622 & 23, 3703 & 43, 41.2, 493, 568, 574 &
U2, 504 & 6, 671, 7208, 73,3, 86,32, 89,62, 92.6 & .9,
08,3, 9941, 104,233, 1066, 10842, 111,27-.32-.45-.71,
10664 & B2, 121,12, 128.53, 131.1, 135.7, 140.9, 141.6
& 51, 1430 & 6, 144,36 & 95, 146.33, 151,52, 153,22,
1580, 159.8 & 6, 161.3, 162.44, 164.3, 166.2, 1653 & 5,
174 283

Close Combat, vrs AFY =362, 64.53, 6.1, 72,8, 853, 14497,
I38.4

Close Comba, AFY Crew Survival—33.%, 67,1, 72,84

Close Combat, APY, Order of Atack—64.53, 7285, T6.6, 86,7,
158,43

Close Combas, Broken Uniis—20.9, 8922

Close Combat Phase—3 8, 36,2, 46,2, 496, 9970, (436, 158.0

Close Combat Smoke Making-— /58, /

Close Combar versas Soft Vehicles— [958, 4

Close Combar Stacking—6,2, 20,82

Close Combat Withdrawnl—133,22, /5387

Close Defense Weapons—©&64.5, 112,011

Command Controd—I &6, 0

Commandsr Exposed (CE)—See Crew Expored

Commandos— 104,22, 162,441

Concealed Movemem— 1 7.0

Concenlment—13.41, 22.1, 23.5, 25.0, 27.5, M_5, 46,83, 45,3,
56,9697, #.0-.73, 105,23, 106.6, 112.82, 114.2, 1162 &
S, 1174 & T, 102,82, 130.7-8, 136,83, 145,34, 148 65,
1503, 153,232, 1547, 161,65, 163.3, 16811 & .21 & 45,
167.1, 173.3, 174,12 & 26

Concealment, AFY—42.7, 117.4, 1547

Concealment, Lesders—25.4]

Convoys—84.0

Correcting Fire—See ariillery, Correcting Fire

Cost of Terrain—See Terrain, Ceost of

Counder Battery Fire—45. 4

Counter Exbsusted (CX)—See Double Times

Covered Arc—13.42, 204, 30.5, 32,1, 33.1, 34.2, 3.4, 36.3,
GE11-T1, 64,1 & 46, 71,3, 92.1 & B4, 105.2, 123,41, 1427,
173.22, page &1

Covered Arc Defense Modification—356& J

Coversd Arc Focal Point—112.4

Covered Are, Turra—See Turret, Covered Arc

Cowering—121.2, 15%.4

Crag—141.21, 82,7, 164,21

Crest, AFV=772, 104 34, 107,21, 1297, 13456

Crest, Double— 144,931, 161,61, J62.2

Crest, Infantry—[3.15, 1577, 173,72

Crest Line—43.2 & 5 & 6, 114.4 & .6, 126,62

Crew Exposed (CEp=—18.4, X4, 34 5, 33,8, 36,11, 46,1, &4.44

& 0, 711 & BS, 1052, 106,62, 102.42, 129,41 & .52, 131.2,
1359, 1434, 1441 & .7 & 542, 149.5, 167,11, 168.1,
170,51 & 6, 174.4

Crew Survial—33.9, 47,2, 67,2, T2.84, 873, 128.72, 131,31 &
M1, 1434, 144,942 & 07, page &1

Crew Protection Factor—48.0

Crems—f.1, 31,9, 36,0, 41,2, 47.2, 48.3-.8, 50.3, 54.2, 64,44,
G5, T2 RA T4.5, 104,25 & 32, 107.6, 110.4, 119.2, 121,41,
12006, 1384, 141 4 & 33, 142.32-34, 14312 & 6, 144.1
G TH, 1453, 159.7, 164,43, 166,21, 167.1, sapp B, page 61

Crewd, unprotected—J44, /3

Crithcal Hit—63.39 & 9, 66,4, &5.0, 1090, 130,54, 1451 & 33
& 4 & 8 1462, 14865, 161.3, 178,21

Cullin Hedgerow Device—144 64, I7.6

Current—I24.% & 55, 120,51, 165.31

D

DD Tanks—>See Amphibicus

Drefender—d4.0

Defensive Fire, AFV Immobilization Number—36. /3, 92.6

Defensive Fire, vrs Cavalry—92.5

Defensive Fire, Demo Charge Usage—J03, J

Defensive Fire Phase—d. 4, /6.0, 36,1, 63,732, 1632

Defenalve Fire, vrs Vehicles—Ja 7, 36,1

Deliberaste Immobitzadon—36.1, 662, 130.1

Demoliticn, Bridge—See Bridge Demalition

Demodition Charges— 16.4, 23,0, 24.6, 27.6, 32.5, 50.2, 53 53,
56.53, 57.81, 58.1, 59.3, 62.4, 63,3, 50,142, 53,4, 9011 &
13, 1031, 10455, 1254, 1247, 128.7, 132.7, 137.72,
141,2, 142,61, 144.3, 151.53, 157.61, 162,222, 165.9, 165.5,
1M

Depletion M s—See A

Deploving—121 4, page 114

Depeh of River—I26.4 & B, 128.72

Deesign Your Cwn—page 25

Dresigner's Notes—page 11

Desperate Siuationa— 109,60, 133,72, 136.6

Desperation Morsle—See Morale, Desperation

Dretecdon—I50.3-.5

Dice Roll Maodifiers (DRM)—11. 1, 33.0

Direct Fire—See Antillery, Direct Fire

Direction of Brror—46_12, 1075

Disabled Counters—35.1

Disembarking—See Passengers, Disembarking

Dismanthed Suppart Weapons—See Suppor Weapons, Dismantled

Doorway Mings—J36.4

Diuable Break Survival —Ses Broken Units, Dowble Break Survdval

Dicable Crest—See Crest, Double

Duwwable Time Movement—53.4, 750, B9.7, 92.30, 84.2, 110.3,
114.4-.5, 173,41, 1321 & .9, 136,42, 142.7 & .9, 157.43,
162 451

Drrift, Parachute—9%.26

Drrifi, Witer—126,32, 128.8. 165.31, 168.32

Drop Paint—099_23

, Depletion

E

Elevation effect on LOS—[4%. 4
Elevstion effect on TEM— /49,5
Elevation, Fire on Open-Topped AFY—47.8, 138.12, J4. 5
Blevation, Fire over Walls and Hedges—11.53, 1495
Elevatlon Level—43.1
Elevation, Pensiration Effsci—2.8, 82 4
Elite Troops— 153,11, 166.31, supp B, supp L
Embarking—See Passengers, Embarking
Emplacement—J45.7, 154.4, 175,22
Engineers—22.4, 24.2, 90.1, 1368, 141.1
5—32.5, 33.3, 42.1, 540, 61.3, 759, 192.1-.81,
2, 100.9, 105,23, 107.22, 108,28, 108.1, 111.86-.94,
104.52, 123,41 & 5, 1371, 2.2 & M4 & 4 & 53 & .71,
144.3 & 71 & 75, 1301 & 43 & .5, 152.4, 1544, 155,54,
136.1, 157.1, 162,35, 164.12, 166.5, 175,23
Entrenchments, Half— 376 X, J42. 54
Entrenchmends, Russinn—supp J
Eniry Costs, 4.7, page 3
Ervironmental Conditions—See Weather
Equipment Poasession— I 64,0
Erratn—page &1
Excessive Breakdown—See Breakdown, Excessive Spesd
Execution of Captured Units—89.3, 193.4
Exiting Board—page 38
Experience Level Ratng— 415}
Extreme Winter—/11.9, 126.7

F

Eocing—17.%, 33,1, 63.11

Falling, down Cliffs—/{ 62, 41}

Falling Snow—JI11.5

Fascines— 126,61, page 106 (node AA)

Fate— I8, 48,3, 115.11, 122.1

Faie vrs Armor—38.0

Fanaticism—284.0

Field Guns—107.0

Field of Fire, Clearing— /48, 45

Figld Phomes—107.41, 120.7, upp H

Field Promaotione—See Leadership Creation

Fighter Armamem—/39.6, I171.0

Finnz— /04,5 & &, 1080, 110.95, 115,01 & .6, 153,11, 159.7,
166,31, 174111

Fire Combat, vrs Friendly Units—! 7 6, 8631

Fire Combat, through Friendly Uniis—17.6

Fire Combat Principles—#, it

Fire Combat Resalution— /0., 24.6

Fire for Effect (FFEp—4#63- 5, 56,5, 57.81, 63.343% & _Taz,
107.421-.6, 163.11 & 4

Fire Group—& &, 11.6, 152 & 4, 57.2, 86,73, 126,57, 143.3,
145331, 154.4, 155.3, 159.6

Fire Missions—45.2 & .41, 107 42

Fire Proceduse—/9.0

Firepawer—2.2, 168,12

Firepower Equivalent—f. [d, 64,45, 14391, 14444, 145,86,
146,21, 167.13

Firepower Modifienm—5.0, 22,1, 23,5

Firepower, Passengers—See Passengers, Flrepower

Firepower Splicting—B.4, 104.7

Fires—d9.X, S2.0, 81X, 1001.7, 106.1, 112,71, 118.5, 134.2,
143.7, 144,47, 149,11, Je9.0, 170.53, 1742

Fires, Extinguishing— /64, 1

Fires, Starting—59.9, 978, 1022, 118.5, 128.X, 1d48.44 & i,
1H.5, 161.5, 169.0, 1754

Fires, Spresding—20.8, 5.4, 67,12, 102.4 & 62, 111.33 & .41
& B3, 118.3, 125.9, 154.5, 161.5, 169.0, 170.53

Fires, Undeve — 169,21 & 4 & 54
Fires, Weather —102.0, 110,43, 169.1
Flak E8-—103.3

Flamethrowers—20.1, 22,0, 24.6, 32.5, 50,2, 54.6, 36,52, 57.81,
39.2, 635, B3.4, 90,11, 975, 104,55, 111.3, 1254, 138.4,
141.2, 142,61, 145331, 164,15, 169,12

Flamethrowers vrs Vehlcles—37 2, 65.3, 66,24, 97,5, 102,13,
131.1

Flamethrowing Vehicles—212.7, 72,4 JO2./, 1384, 1441 & 47,
147.6

Fog—109.4,111.2, 144,71, 158.1, 166.31

Ford—80.42, 120.7, 157.51 & .62, 172.4

Fording—121.1, 1265 & 4, 128.X & 55 & .74, 133.6-.81, 165.1

Forest/Road—59.4, T1.1, 81.0, 84,42, 921, 1060, 109.5, 117.4,
1303, 142.1, 150.3, 160.21, 160.60. 167.1 & 4, 169,1

Fortification=53,1, 54,1, 55,1, 56,1, 62.1, 1361, J460.0, | 70.51

Fourth Level Hills—See Hills, Pourth Level

French Infanery— /o83, 1OT.4, 1061, 141,74

French Armor— 1046 & 8, 129.0

Frequency of His—i{30.5

G

German Infaniry—%4.11, 99.7, 1449, 15301, 159.7, 166,31,
174,11

Qerman Vehicles— 111,95, 129,45, 148.32, pagea 65-67, supp N

Glider—126.8, T40.0, 165,12

Graveyard— 143,23, 1448, 147.4, J&0L0

Green Unita—141.1 & .54

Grid Coordinates—3.5 =

Grrodse Flossack—128.1

Ground Pressure— 75 87, 10284, J44, 82

Grounding—12/. 1, 139.2 & 4, 163.22, 164,14

Crullies—80.0, 92,84, 108,35, 110.21, 104.51, 137.4, i44.6,
149,42, 151,35, 157.21, 161.61

Oun, Abondonment—48 &2, 90,6

Cun Deatruction—48. 7, 6.9 & .3, 134.11

Ciun Emplacement—40.2, 56.4, 63,46 & 6, 1072

Gun, Firepower BEquivalent—See Firepower Equivalent

Cun, Flashes—49,2

Gun, Hidden—117.8

Oun, Hulldown— 107,21, 137.3

Qun, Movemeni-—See Ordnance Movememt

Gun, Overscore—28.2, 31,6, 4112

Gun, Pivorng—#4.5, 63,19 & 341, 707, 1427, Jd4.4

Gun, Quick Setup—&3.47, page 65

Gun, Semp—ed, 46

Gun Shickds—18.2, 25, 7.5 & 11 & 9, 77.3, 88.2, 101.417,
107.23, 108.4, 134,11, 137.3, 139,43, 145.3, /673

Chun, as Targels—37.47, 63,17, 1072, 1373, J45.7

Gun Traverse—5Sor Oun, Pivoting and Turrer

Gun Type—28.1, 48.0, 43,13

Tun, Underscore-—67, 12

Gup, Unbooking & Hookup—See Ordnance Movement

Cram, Infantry—See Infantry Gun

Crkhas— /04,22, 110,71, 153,11, 159.7

Gusty Winds—i 116, 140,42

Gyroseabilizersa— 1444, J47, )

H

HE A il Sea A ition, HE

HE Critical Hits—5ew Critical Hit

HE Mear Mlas—See Mear Miss

HEAT Ammunition—5e¢ Ammunition, HEAT

Halfsquads—121.4, 141 .4 & 53, /42,3, 143,12, 144,77, 153,23,
L6120, 16443, 1664, page 114

Halfwracks—E.6, 101, 31.1, 47.0, 48,1, 3.9, 584, &40, 722 &
A5, 112.42, 128.9, 138.4, 171.25

Haresing Fire—I07. 7 & .5, 148,522 & 63, 163,13

Heavy Overcasti—i 1.4

Heavy Poylonds—See Armillery, Heavy Payloads

Heavy Winds—111.3

Hedgerow—144. 14 & .6, 1452, /730

Hedges—3.51, 11.2 & .5, 17.5, 43.4, 46.7, 48.6, 34§, 69,8, 82.3,
96,2, 1063, 108,35, 111.85, 112.3, 114.51, 123,92, f42.4,
ldd 14, 1452 & 5, 1462, 1405

Height Advantage, Armor—&3.9, &6.23, 770, 103.1, 144.6

Hedght Advantage. Infantry—32.1, 47.0, 91,0, @031, 109.1,
14471, 151.41, 15771

Heroee—141.2, 144.7, J50.0, 162,412, 164,43, 165.11, 1706

Hewzer—64.4 & 55, page 61

Hex seale—3.0, page 31

Hemes, Half—3.7, 118.1, page 38

Hidden Placement—13.41, 42,0, 62.5, 96.1 & .73, 105,25, 106,6,
112.82, 114.2, 1166, 117.6, & 8, 120.7, 123.43, 136.83,
I43.34, 153,232, 184.7, 1611, 163.3, 154,21 & 45, 167.1,
174,12 & 28

Hidden Support Wup-um—.‘!u Supporl Weapons, Hidden &

Hill, Fourth Level—1&2.1

Hill Road— 749,22

Hit Determination—34. 2, &0

Home Guard—|04,24

Horsedrawn Transport— /08, 8, 111,85, 112.1

Horses—8.6, 92.7 & .73, 107.3, 108,36, 150,12, 162.31, 173.4

Hull Down—11.X, 32.3, 3741, 40.6, 41.1, 63,17, 64,1 & 41,
66,23, 77,1, B0.23, 107.21, 119.3, 128,71, 1302, 137.3,
144,23, /452, 162,221, 1684, 1732

I

lee—i26 7

Tdentiry —2.5

Niuminased Hex—4% 7, 67.5, 165.7

Diuminating Rewand —See Ammunition, Nluminating Round

Immobilization by Fire—&6 6, 56,7, 144,61 & 77

Immebilization by Infantry-—See [nfantry vrs AFVs

Tmmeabillzation, Repair of —39.1, 5.4, 6.3, 142.7

Immohilization of Vehicles—36.12, 38,3, 39,0, 55.62, 58.4, 6339,
Ghdd 661 & 2 T23& 5, 7.8 A0.414, H1.2 & 32, B2.14,
86,7, 927,935, 10844, 1133, L19.1, 130.4, 151,32, 135.2,
L3676, 144,61 & 7 & & 15055, 154.2, 157,613, 160,22
& MO & 5 &6

Immohilized Temparsrily [TI—53. 52, 54,22, 5552, §7.92, 62.3,
120,10, 1M6.83, 1429, 164,11 & 4, 169.5, 17T0.6, page 21




In Motion—S5ee AFY, In Motion

Indirect Fire—See Antillery, Indirect Fire

Index—pages 35 & T1-72 & 107-108 & 144

[=faniry, Inexpesienced —Ra 0, 104,02 & 24 & 53, 105.1. 141 .6,
1551, 1664

Infaniry—6. 7. 153,02, 170,51

Infaniry vrs ADVs—35.7, 36.0, 37.0, 38,3, 66,1, 72.8, B2.14,
631, §T.0, TORO, 10042, 112,42, 106,16, /19,0, 142.61,
144, 7, Ses also Immohilization of Vehicles

Infamtry GusvHowiteer—63.03 & .14 & 5, 107.1

Infanery Helghn Advantage—See Height Advantage, Infamry

[afaniry Firepower Eqalvalent—See Firepower Equivalem

Initial Turget hex—i 7.4

Iniegnity, Batilefield—See Banleficld lmegrity

Inteesive Fire—&9.4, 70,0, 72.7, 110.4, 142.61, 145,82, 167.22,
175.24

[meerrogation— J 30,0

Tralimns— 104,233, 166,31

P

Jumnming, of Weapons, Delibersie— 18, 1
B3, 136.6, 153,11, 159.7, 166,31, puge 74
Jeeps—13.42, 35.3, 52.0, 53.7, 55.61

K

Kill Mumsber—20., 3

Killed im Action (K1A)—Ji &, 64.66, 14412 & 24, 145,32
Kindling Number—S5ee Fires, Suaning

Kleine Flossack—128.2

Mlorihartsi— /08, 4, 133,7

Keown Enemy Position— /3,41, 106.1

L

Lack of Wireless—See Wireless, Lock of

Lathi ATR— (M.}

Lenders, Armor—See Armor Leaders

Lesders vrs AFVa—36.23, 37.33 & 43, 144.7

Lenders and Broken Units—12.22, 13,3, [4.0, 15.5, 141.1 & .51,
42312 & .5, 162.42

Leaders, Creason—iJ15. 3

Leaders, Two in Ome Hea—12.22 & 4, /4.5 & 2. 15.4, 46.2

Leaders, Wounded—/22.0, 141.5, 1558.22, 162,412, 165.11

Leadership—2 6, J5.0. 17, 19.4, 206, 33.34_ 34 8, 36,11 & .23
&4, 374, 461, 47,4, 48,82, 50.1,53.51, 5524, 3.6 &
7, 4.2, 80412, B34, 9287, 4.2, 974, 986, 102.23,
10,52, 105.4, 106,61, FOB.242, 116.2 & 65, 119.5 & .9,
1204, 120,01 & 3 & 4, 122.2, 123,92, 128.5, 133,73,
136,422 & 8BS, 136,42 & A5, 141.2 & .6, 142.61, 143,111,
143.2 & 31 & 5, 144,72, 146,22, 148,65, 151.3, 154 .4,
157,61, 162,411, 16421, 1652, 1663, 169,51, 170.6, 174.1,
175,21

Limbered—J03.31

Line of Sight (LOS)—2.3 & 6, 3.3, 70 & 5 & 8, 11.5, 13.41,
18,42, 19.3, 24.6, 30.8, 32.3 & 6 & 7, 33,5, 40.3, 43.0,
467, 40,2, 40,6, §1.3, 52.4, 53.6, 54.21 & B, 55.31, 56.2,
57,580, 59.7, 63,24, 60,3, 80,3, B2.0, %2510, 1003, 1046.5,
075, 1102, 1126 & 73, 117.0, 1184, 12364, 126 62,
1275 & .6, 12B.72, 133,52, 135.8, 139.2, 1442 & 6 & .7,
I4B4 & 5 1404, 1514 & 5, 1532 & .3, 155, 156.1, 157.7,
TE0LE, 162,33, 1631 & 33 & 4, 16R.6, 170.2, 173.3, 174,24,
appendices 11,5 & 43,9

Lesation of Hits— 1304, sapp M

Locked In Melee—See Close Combar

Long Range Fire, Machine Guns—See Machine Guns, Long rangs

Low Ground Pressure—See Ground Pressure

M

Machine Gues, AA, 360"—J4.7, 6443 & 44 & 55, 72,83, T6.86,
B2.00, 95,24, 99,323, 101.85, 1052, 112.81, 12582, 129,41,
130.5, 1404, 1435 & 91, 144.5 & M, page 61

Machine Quss, AFV—28 4, 34 4 38,2, 644, 72,82, 13B.4, 1445,
page 61

Muchine Guss, vis AFVaOuns—17.X & 5, 15, 7476, 63,9, 65.3,
66,24, T7.5, T84, 9013, J79.0, 131.0, 143,32 & 4 & 7,
145 537

Machine Guns, Bow, Coversd Are—J34.7, 645 & 11, 1441 &
5, page 61

Machine Gues, Capture of —See Caprured Bguipment

Machine Guns, Comxinl—19.3, 34,7, &4, 42 & 435, 46, 120.41,
143.5, 144.5, page 61

Machine (uns, Leades Usage—I7.7 & .4, [43.17

Machine (Quns, Long Range—9.2, 33,4, 64 48, 9935, 1/9.8, 1432
& 5& 9

Maching Gung, prel343— /047

Machine Guns, Rear Turret—&4. 45, T2.83, 144.5, page 61

Mackine Gang, vrs Soft Vehdeles—33.4, 5.4, 14327 & 32 & 4

Mackine Guns, Special—64.45, 1384, 1428, 143.3

Machine Cuns, Sqoad Usage— 170, 104,7, [43, )

Machine Cuns, Sustained Fire—See Sustained Plre

Machine Cuns, Usage Restriction—84.46 & 48, 104.7, 114.9,
119.5, 1431 & .23, 151,53

Mugnetic Mimes—See Antilank Magnetic Mines

Muin Gun Type—28 2, 63.13

Malfuncticm—See. Breakdown

Miagbeard—3.0

Marsh—22.1, 63.22, 7R.OU02.83, 111,84, 126,411 & .52, I127.0,
120.74, 144,82, 148.60, 15720 & .3, 161,61, 164,2, 165.3,
16821

Marketplace—See Building, Marketplace

Mechanical Relisbility —See Immabilization of Vehicles

Miedee—See Close Combat

Meiee, Broken Units—See Broken Unda, Close Combat

Men Under Fire—/20.4, 136,83

Mineclearing—55. 5, 120.7, 134.8, 158,24, 166.5

Mineciearing Vehicles—/34.%

Minefields—27.5, 550, 57.1, 58.1, 61.4, 66,4, 75,9, 99,4, 111,59,
1135, 116,32, 117.3, 126.1, 131.1, J34.0, 142.7, 152.4,
155.54, |58.24, 162.35, 1701

Minelaying Vehicles—136.9

Mines, Imentsonal Detonation— /346, 6

Mincr Countries— 1043 & 4 & B, 107.41, 1161

Misi—&0.4, F11.2

Mistaken Air Arncks—See Air Attacks, Mistnken

Maodube, Artillery—See Ariflery Module

Molotov Cockinils—66.24, 94,3, 7.0, L0828, 1287, 1311,
135.7, 142.61, 151.53, 162,212

Morale—2.4, J2.0, 26.0, T5.6, £9.9%, 93.0, 107.6

Morale, Aifcraft—101.851

Maorale, AFV Crews—39.2. 66.4, T6.3, 10425 & 32, 129.8, 144,
wapp B

Morule, PreAFW Anmnck Check— 18 41, 3677 & .2, 37,1, 86,31,
BT.6, 92.53, 119.1, J44 72 150,11, 167.21

Muorale Check—8, 8, 10,6, 12,0, 32.5. 39.2, 51.4, 66,44, 67,4,
F1.86, 96.4, 994, 101.9, 1052, 111.73, 121.X, 1221, 1327,
126,59 & B, 128,74, 131.1, 141,62, 142,311, 144,77, 146,22,
148,65, 133,23, 157.8, 162,42, 165.2, 179.31

Morale Check, Broken Uniis—13.6, 18,3, 142,312

Morale, Desperution—[4.4, 185, 50,1, 83.2, 80,92, 104 51,
109.2, 122.1, 136.6, 141.1, 14622, 148,65, 167.4

Morale, Hero—159.0

Muorale, Leaders—11.4

Muorube, Special— 183, 83,3, 80.93, 93.0, 4.5, 6.4, 95,5, 95,4,
LOE.9, 103.2, 1203, 120,41, 123.7, 126.8, 127.42, 131,1 &
5, 133,73, 1341, 143,84, 14531, 150.8

Morabe, Sofi Vehicles—51.4

Mortars—46.1, 56,4, G324 & 14 & 9 & 42 & 4 & 5] & .6,
75,1, 107.8, 109.6, 110,82, 144.41, 145.2, 157.72. 163.23,
16701 & .2

Muortars, ves Guns—63.51

Morers, Light—&2 6, & 42, 75.1, L4441, Scenario 34 clarificatian

Mortars, Movement—63.4, 75,1, 1078, 138.4, 142 8, 144 41,
16024

Motion, AFY—See AFVs, In Motion

Moorcycles—30.4, 106,62, 1121, 116.1, J25.0, 133,82, 151.21,
156,25, 158.5, 162.31, 1714

Mount, 360°—a3 ¢ & 41

Mountainous Terrain—See Terrain, Mountainous

Mounted Assauli—Ses Passengers, on AFY

Movement, Asssult—J42, 77, 144 930, 168,21

Movement Defensive Fire Die Roll Modifier— 42 7

Movement, Infanury—3.8, 5.0 8 .41 & 5 & .7, 19.4, 24 5, 35,8,
53,3, 61,1, T4.3, 1201, 142.7, 160.2, 162.31 & .4, 164.2,
16%.53, 1703, 173.4, 174.2

Movemenl, Vehicke—3_E, 30,0, 49,12, 53.6-.9, $4.5, 61.1, 62.2,
TLA, TS, 1313, 135, 160.2, 162.2 & .31, 166.0, [70.3,
173.4, supp F, page 38

Movemem Faclors (MFy—5.2 & 4 & 7, 13.43

Movement i the Open—I7.3, JE5 & 4, 246, 31.4, 32.2 & .52
& 7,339, 34,8, 35.8, 39.2, 44,32, 46,52 & 84, 47 8, 49,1,
544, 57,90, 63,41 & 75, 6444, 6631, T35, R0.33, 01,22,
0.2, 825 & T, 99,31, 101.414, 102.85, 106.42 & .91,
108,243, 110.3, 114.2, 118.3, 121.1, 123,63, 126.52, 127.2
& 7, 128,73, 1327, 133.5 & .71 & (B3, 137.4, 138,12,
1409, 1427, 144,97, 162.42, 16532, 174,25

Movement, Phase—a4.3, 6.3, 31 .4, 534, 63.72, 142,93, 1441 & 9

Movement Poiots (MPp—28. 1, 65,8

BMovement Proceduare— /&,

Moving Fire—%. 7

Muoving Target—337. 3, 37.31, 69.8

Mud—F02, 8, 1117 & 87, 1328, 148.6], 156.3, 15720

Mud Flats—111,84, 126,412, 127.7, 16161, 164.2

Multiple Hits—/31.5

Multistory Buildings—See Buildings, Muliilevel

N

Nahverteidgungswaffe 92—5ee Close Defense Weapons

Mear Miss, HE--63.73, J00.0, 101 425, 12581, 128,71, 1457

Neg Point Yalue (NFV)—page &/

Newtrals—See Minor Countries

HNight Rulea—4.0), 67,5, 96.3, 119.6, 144.71, 1561, 164,21,
165.7, 166,31

Might Visibility Range—49, 1

MNon-Coversd Arc Defenss Modificatian—34 1

Mon-Turret Weapons—See Turreted-non

0

Oezupation—359.5, 106.7, 11642, page 28

Orffboard Artillery—See Artillery, Offboard

Om Foot, Beneath AFV—32.5, See also AFV as Cover

Cme Man Turret—S5ez Turret, One Man

Open Terrain—See Terrnin, Crpen; See also Moversent in the Open

Open Topped AFY—See AFV, Cipen Topped

Opisonal Arm Ses Ar Optional

Optionnl Rules—pages 27 & 13

Circhard 5% .4, 1002, 106,10, {180, 129.3, 150.3, 168,12, 168,1,
0.6

Oirder of Atnck, Close Combar—5ee Close comba

Oniance—6&%, 1 (see aleo Suppon Weapons)

Ordnasce, Hidden— 67

Ordnance, Moverneomt—48.4 & 6, 63,17 & 4, 07.4, 103.3_ 107.2,
108,21 & .32, 142.7, 144.8, 157,51, page 61

Ordnonce, being Overrun—Ses Overman

Ordnance, versas Yehicles—144.94, 145,11

Oveclay—I49. 1

45

Orverrums (including Advanced)—35.0, 38,3, 42,6, 56,54, 64,45
& 5, 2.0 & 4, .6, B6.3, 95.24, 100,12, 108,42, 111,27,
TL28, 1138, 124,41, 131.34, 135.7, 1385, 142.7 & 91,
144 6 & B, 15431, 16034, 1672, 175.24, page 61

Overscors, Gun—See Gun, Overscors

P

Fanzerfoust—37 3, 83,3, 66,24, 77.5, 85.5, 103.2, 128.7, 142,61,
ldd 45, 145351, 144.2, 150,53, 165.4

Fanrerschreck—&5.0, 103.2, 128.7, 142,681, 144.45, 145331,
1462, 151.53, 165.4

Paratroops—63, 23, B0, 118.0, 121.1, 126.8, 140.3 & 4, 142.7,
LET.47, 162,32, 164.21, 165.12

Partial Armar Penetration—Ses Shock

Partial Hexes—%5ee Hexes, Hall

Partial Unit Eliminatdon—142.31-.313

Portisans—54.3, 08,0, 104,10 & 31, 1094 & 6, 120.7, 15311,
15823, 199.7, 162441

Pasaenger, on AFY-—16.4, 30,7, 1.0, 3319, 355, 36,13 & 22,
7.0 & 2& 4, 51.22, 55.63, 67.2, T2.3, 81.2, 87,4, 14.61,
120.1, 130,50, 142.32, [43.4, 144.73 & .9, 1983, 1646.1,
167,11, 168.3 & .7, 170,86, 173.5, page &1

Passenger Builing Cug— 144,93 & 04

Passenger Capacity—31. 1, 84,8, 108.21, 116.2, 123.1, 142.32,
14491, page &1

Paswenger, effect on Close Combat— 36 23, 72,85, 14473, 198 4

Passenger, Disemburking and Embarking—23.%, 31.3 & 4 & 7,
53.3, 552, GO.B, 0.2, 112.41-43, 1144, 112,42 & &,
12341 & .5, 12B.42 & 6, [42.7, 144.9

Passenger, Fire Capabilicy—8.6, 23,3, 24,3, 31,5, 37.37 & 48,
7.4, 63,44, 64.44, 722, 10828, 1232 & 6, 128.7, 135.4,
14498, 173,23

Fuxsenger, in Soft Yehicle—16.4, 51.1 & .4, 5.1, 55,63, 121.1,
143.4, 166,1, 167.11, 168.3 & 7, page &/

Penetration—2.8, 175, 12,1, 24,6, 33,7, 43,3, 44 2], 63, |6, 64.4
& B TR, E24, 9521, 9934, 106,51, 126,62, J43.2 & 41
& 42 & 9. 160.3, 162.31, 1654

Penetration, beyord Vehlcle—33.7, 143,23 & 47

Penetration, imo Friendly Unles—/7 4, 143,21

PIAT—I46, 151.53, 165.4, See alio Bazooka

Pin—JI231. 3, 1426, 1444, 146,23, 158,46, 159.4, 161.21

Povating—30.4 & 5 3331394, L4d 4, 160,23, 106, See alea
Gun, Piveaing

Placerment Hex—23.3, 1337

Plane Capacity—99.21

Print Blank Fire—#. {, 34,5, 80411, 99.3, 107,82, 111.2, 112,42
A H1Z, 121,12, 14],62, 1437 & .9, 145.6, 153,232, 162 .43,
17371, 1T4.28%

Poant Valse Chart—pages 28 & 60 & 61 & 98-102

Point Value, revised Cerman & Russian—page &0

Pond—63.22, 11084, 126.1 & 2 & 62 & 7, 148,61, 15727 &
3, 160,61, 164.2

Pamioon Brudge—See Foot Bridge

Partage—3, 7, TA.0, 92,133, 142.22 & .33, 165.6

Portage, Leader—5.71-.74, 142 .22

Prep Fire Phase—4.2 8.2, 24 3 & B, 469, 54,2, 555, 1472 &
o, 148.5, 1624

Prepare For Flay—21.4, page 18

Prisoners—H03. 5, S9.0, 3.2 & 9, 104234, 1105, 1166, 120,00,
1334, 158,22, 164.3, supp C

Pulkkn— f(4.2, 111.92, 112.1

Q

Quick Semp Time Weaponi—See Gun, Quick serup

Radic—45.0, 448 & .1, 63,32 & .37, 10741, 1287, 159.31

Rodio Contact—d. 17 & 7 & & 63,32 & 37, 107421, 148.71,
130.5, 163.11 & .2

Hadic, Lack of—129.5

Radie, Vehlcular—129.5, supp &, page 61

Raft, Bwimmers—5es Swimming raft

Rain—111 4, 162.411, 166,31

Rally Phase—d J, 46 1 & 23 49,11 & .6, 142.53, 14394, 15123
163.2

Rally, self—See SelfRally

Rallying of Broken Units—13.46, J4.0, 157, 142,1, 142.311,
1674, Scenario 34 clarificatioms

Random Tmmaobilization—See Immobdlization of Vehicle

Random Selection Chan—page 26 & 17

Range—2.3

Range Effects on Armor Peoetration—=63.9, 65.0, 146,2, 148,31

Range Limits (#—63,15 & 33

Range Modifiers—4. 2

Rangess— 162,441

Rarity Factor—page 61

Rute of Plre—38.2, 440, 63,14 & 38, 65,4, T2, 1, 1003, 34, 144 412

Rate of Fire, Exception—6314, 107.1, 130.5

Recoilless Rifle—141.3, 142,61, 1672, J759

Red Umits—18.41

Ednﬁnrmu—m: kL]

Relomding, Rate—63, 75

Repair—158.7, 48.3, 50.5, 66,3, 74,4, 76,6, 8.6, 20,12, 10456,
129,43, 141.3, 142,84, 143,92, 146,23, 151.53_ 162.4

Repair of Immobiliestion—257, 4, &4, 7, 170,51

Reverse Movement— 71,0, B1.4, 84,5, 102.5, 133,33, 144,63 & .8

Reverss Slope—126.62, 127.6, 157.3, 1735

River—63.22, 11121 & 84, J260, 1374, 14861, 14042
161.61, 164.2

River Banks— /24,6

River Crossings—&0.0

Read, Elevared—144.6, [55.0
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Road, Graveyard—i60.2

Road, Hill—/4% 27

Road Movemenr—3.52, 5.0, 61,2, 635.45, T30, T5.82, 52.1,
10280, 110,06 & &7, 1143, 132,1, 135.9, 144.1, 14921,
162.2, page 3B

Road, Sunken—1d4.6, 14942, 1510

Ruoadbdocks—&2, 0, 107.21, 112.3, 144,14, 155,54

Rocket Ardlery/Launchers—a3.38 & 7, 107.1, 144,41, 167.1,
170.1

Rumilfs— | 74.0

Rowt—i 3.4, 49,0, 53.4, 549, 33 4, 56,6, 375, 75.2, B0, 34, 99.7,
1166, 1187, 122.1, 1273, 128.742, 123.5, 1421 & 5,
144,21, 154.6, 155.54, 157,74, I58.3, 160.5, 16234, 166,21,
167.4, 1685, 170.6, 172.5

Rout, Alernate—rupp ©

Rowr, with Leaders—135.8, 42,5

Rout, Might—49 8

Rout Phase—d. &, 56.6, 57.5, 59.6, 73.2, 151.54, 153.21

Rowhouse—1 55, 3

Royal Family—J240

Rubble (incloding Advanced)—31.1, 540, 63,46 & 6, 101,7,
1061, 11230 & 71, 114,52, 123,41, 1254, 1264, 1362 &
G, 1424, 14491, 1450, 14844, 14911, 155.3, 164.21,
1691, 1700, 1T1.26, 174.2, 17523

Rubble, clearing— 70 &

Ruabble, falling—I 0.5

Runwgys—[52,0

Ruosslans—20.81, 75.6, 89.3, 901, %4.12, 10741, 1001, 1141,
141.75, 1437, 1449, 145,62, 14B.32, 174,112, supp T

Russian Vehicles and Guns—18.4, 64.7, 77.2, 129,45, pages 61
& T4

8

Sappers—[10. &

Scale, heaside— 5.0, page 31

Scale, Time-—page 32

Scouts—13.4, 965, 1054, 106,61, 1180, 123.4, 144,73, 164 .4

Serounging— [, 4

Security Area (Pield Phones)— 1207, upp &

Selfpropellsd Guns (SPO)—28.0, &4.0, 7T.2, B7.5, (4.6, 135,42,
Lidd 4, page 18

SelfRally—i4.3, 96,9, 104, 52, 167.4

Semiskmaliansous Movement and Defensive Fire—nppendiz 6.0

Sequence of Play—4. 0, pages 36 & 72 & [0€ & 144

Sequp—63.46, T8.7, page I8

Sewer—27.0, 12007, 123.41, 142.7, 146.22, 164,12

Shaped Charge Weapans— [146.2, Soe also Barooka, Panzerfaust,
ParerShreck, PIAT

Shellholea—5.54, 13.42, 17.5, 44.3, 34,1, 92,7 & 81, 862,
102,82, 1091, 123,63

Shock—64.44, 1082, 130, 1074, 1352, 13673, 138.12,
16711, 17,3

Shortest Route—13.47, 1842

Sidecars—/27.0

Simultanecus Move and Fire— i1

Singhe Man Coumters— 153,11 & 231 & 4, 150.7, 164.3, 1661

Bki— 108,292, 109.34, [/4.0, 1385, 162.211, 1734

Slope, Contimuous—HA2.4, 144.21

Slow Traverse—See Traverss, Slow

Smake—17.7, 20.1, Z2.1, 24.0, 35,1, 41.3 & 4, 46,7, 0.7, 60.4,
63,22, 69.7, 71,4, T35, B34, G2.8, 1013 & A2, 102,63 &
A2, 104,22 & 55, 1060, 101,27 & 3 & 46 & 54 & B,
11450, 1196, 14173, 14435, 1451, & 5, /495 & 6 &
B, 1503, 158.1, 162.42, ]169.7

Smoke, Artillery—24.5, #6.9 & .7, 63.22 & 31 & 36, 120.63,
10761 & .7, 1453, 1485, 163,13

Smoke i era/ Mortars/ Pots—45, 4, 64,51, 64,8,
1344, 142.7, 144,54, J47.2 & .3, 148.5 & .65, 1301

Smoke Grenades—I4/. 7, 148.3 & .65, 15381, 162,222, 166.5

Smoke Shells (from AFVs)—4l §, 6322, 64,7, 1000, 125.3,
148.5, page 61

Seiper—36.12 & 23, 6.0, 1054, 10660, 122.4, 123.4, 142,61,
144,73, 159.1, 1644

Soiper w18 CE AFVs—/ 7.4

Sniper Check— R, 1/

Salper Generntion— 174 ]

Smiper v1s Saft Vehicles— 1743

Seow—40.0, 757, 102.9, 108.2, MIS & 5, 127.5, 14B.61,
L5%4.B, 1563, 1578, 162.411, 165.1

Soow Deep—108.292 & .31, /1.8, 1267, 127.3, 1328

Snow, Falling—I71.5, 166.31

Snow Smocks—111.55 & _B], 114.2

Soft Oround— 126612

Special A HE L L

Sping, Hexside—2W. 4

Spotter—ya 0, 63.31, 107.5, 142.212, 163.1

Spotting Rounds—46.2 & .72, 63,74, 107422, 148.5 & .71,
600 & 4

Spraying Flre—d&8 23 & 16, 64.45, 72,1, TR.X, J43.7

Spreading Plre—See Fire, Spreading

55 Units—£5.0, B5.6, 82,3, 1101, 136.6, 153,11, 166.31, page
110, Scenario 3 clasifications

Stacking, Cavalry—92.2

Swcking, Close Combat—5.6, 6.2

Swcking, Guns—61.0

Sancking Infantry—5.6, 6.0, 24.2, 25.1, 29.2, 0.2, 54.3, 36.1 &
221, BR.5, 123.3, 128,53, 142,32, 144,38, 159.12, 164,1,
163.3, 174.23

Stacking, Wehicles—29.7, 40.2, 48,9, 54.3, 564, 112.73

Sumbrease—37.3 & B & 9, 1233, 1422 & 71, 155.0

Stmircase Mines—136.5

Starshell —49_6-.7, See also Ammunitbon, [umdaming Round

Stone Wall—Ses Wall

Serafing—See Air Adtscks

Stream~— 1446, 14E.61, 149.42, 150.15, J57.0, 161.610, 1642

Stream, Frozen— L5T7.51 & .8

Snun—od 44, TLH, 935, 1032, 1032, 117.4, 129.44, 131.6,
135.2, 138,12, 144,10, 167,00, 173.3, page 38

Stukn— 1000, 1394, See also Air Attacks

Sturmboat—J 28§

Seurmoviks—supp A, See also Alr Amacks

Support Weapon, Allisd-— 04,7

Support Weapon, Capture of —See Caprured Equipment

Support Weapon, Destruction of—1 7.8, 22.9, 23.7, 35.8, 44.53,
48,1, 51,4, 58,1, 6348, 9.5, [16.51, 126.8, 128.74, 147.6
& T 1493 & & 90, 148 .44, 15743 B 4T & 52,
1701

Support Weapon, Dismantied—J42.8

Support Wespon, Fire from Vehache—5ee Passenger, Fire Capability

Suppor Weapon, Movement of—5.7, 18,42, 31.1, 53.4, 63.4,
TA.9, 10708, 116,50, 123.2, 126,56, 132.4, 144,92, 137448,
130,22, 1593, 160,24, 161,64, 162,31, 173.4, 175.4 (See alse
Ordnamce & Morar, Movemend)

Support Weapon, Possession—5See Equipment Possession

Support Weapon, Type—21.7, 575, 25.1, 3.7, 54.6, B5.1

Suppreasion Flre— 07 8

Surrender— 1 53,0

Survival Mumber—See Crew Survival

Suspect Targets—148.4, 154, &

Suastained Fire—63.16, #5.0, 1104, 119.4, 142.61, 143.2 & .#

Swimming— 157,22, Jaf.0

Swimming, rafi—/df &

T

Tank—28.0, $6,54, &4.0, 7.5 (se2 also Armored Fighting Vehicle)

Tank, German Superiority—supp N

Tanketie— 104 .6

Targel Acquisiiton—a&8.0, 147.11

Target Facing—33.5, 6432, 112,65

Target Hex—16.7, 17.5, 106.51

Target Size—&4.6, 145,31, 168.3

Target, Suspect—5ee Suspecs Target

Temporarily Immobllized (T1)—See Immobilized

Terrain Alteration-—I49.10, supp E

Terrain, Cost of (COT—3.8, 5.5, 11.52, 24§, 16E.12

Terrain Effects Chart—page 36

Terrain Effects Modifier—3.8, /1.0, 145.1, 14865, 160.3, 161.3,
162,32, 170.4, 173.13, 174.25

Terraln, Mountadems—f 62,0

Terrain, Open—I2.42, 35,7, 102,85, 148.45, 148,01, 151.42,
152.3, 1548, 156.1, 157.71, 170.6, See also Movement in
the Open

Third Level Building—See Building, Third Level

Three Hundred and Sixty Degree (3607) Mount—5ee Mouot

Thrown Demoliton Char, Dreaperate Siruations

To HI{“T;hIo—zﬂi.ﬁ, 353,342 & 5, TE6, 148, 1450, 1475,
15,

Towing—See Ordnance, Movemest

Tracked Hex—=16.1

Trail Break—81.31, 112.72, 115.0, 144.8

ng—3See Passenger

Traverse, Show—J44.4

Tresiops=—i 74.8

Trench—101.9. 105,23, 123.41, 1370, 142.2-4 & .7, 144.3,
150.1 & 43, 152.4, 154.4, 155,54, 156.1, 157,10, 162.35,
164,12, 175.23

Trocks—33.42, 353, 51.0, 52.5, 55.7, 55.61, T2.85, 128.9, See
also Vehicles, Sofi

Tunnel—161.6, 164.2

Turn—4.9

Turn Record Chart—21.2

Turret Coversd Arc—5H.4, &4 1 & 46, 1033, 13000, 1444, 1452,
page &1

Turred, One Man—I2. 4, 144,415

Turred, Secondary—144.5, page &1

Turred, Skow Troverse—5Se= Troverss, Slow

Turred Traverse— 744 4

Tarred, Two Man—I144.414

Turred, noa—J44.4

Typhooe—J 71, &

U

Unaremed Units—1 64,3

Unecoversd Arc—61.11

Underbelly Vulnerabilicy —fdd. 6, 156,23, |73.5

Underscare, Qun—See Oun, Usderscore

Unit—2.1

Unit Invegrity—See Banlefleld Integricy

Unbied Stases—Ses Americans

v

Vehicle Car See Con

Vehicle Eotry Cost—page 38

Yehicle exposing Hidden Concenled Units— 106,62

VYehicle Movemen—Sse Movement, Vehicle

Venlches, Saft—64.34, 8.2, 128,52, 13005, 143,52 & 4, 144,13
& 2 & .3, 148,66, 170,51, 174.3, page 61

VYehicles, Sofi, Buming—164.4, 169,14

Vehicle Swcking—5ee Stacking, Vehicle

Yehicle, Two in One Hex=—=30.7, 14445

Vehicle Type—28.3, 54.0

Vehicular Bypass-—See Bypass

Vehicular Covered Arc—64.11, 144.2

Vehdoular Movement in Woods—See Woods, Vehdeular Movement

Vehicle

Vehlcular Targsr Bquivaleni—&3. /7, 167.1
Victory Conditions—13.4, 59.5, 106.7, 1164, 122.1, 16981,
17052, pages 38 & 74

w

Wading— 142.7

Wagons=—JI18. 7

Walle—5.51, J1.5F & 2 & .6, 17.%,32.3, 37.30 & 41, 41.1,43 .4,
46,7, 48.6, 5.3, 62.2, 63.17, 69.8, B2.3, 6.2, 106.3, 107.21,
108,35, 10901, 110,86, 1123, 104,81, 1X8.52, 1424, 134.23,
144,04 & 5 & 7, 1452 & 3, 1405

Water—See River, Scream & Pood

Weapon Type—2.T7, 5.75

Weather—102.3, [1L.0, 1196, 144.71, 148,66, 1509, 157.8,
162,42, 164,21, 163,1, 168.31, 17524

Whearflelds—13.42, 175, 24.6, 44.2, 46,7, 67.12, 72.4, T4 5,
TEA G5 & B0 & B2, 102.2, 127.5, 148 45, 154.4, 164.21,
1681, 1706

White Phosphoros—141.72-.73, 146.1, 148.41 & 45 & 524,
1486

Wind—JII1 3 & .6, 162,411

Wind Change—102.7

Wind Direction--09.26, 102.5, 169.11

Wind Force—102.6, [I1.7 & 6. 14852 & .63, 16%.21

Wire— 3.4, 42,01, T30, 759, %04, 106,10, 10829, 112 %, 11452,
123,40, 142,71, 148.44, 15554, 166.5, 160.3

Wimeleas, Lack of —120.5

Withdrawal from Melee—5ee Close Combat, Withdrowal

Woods—2. 8, 4.6, 1.5, 7.3, 11,53, 13,4, 221, 28.3, 3.7, 33.3,
351, 42,1, 49,5, 56,1, 63.45 67.12, T2.5, 735, 92,1 & B4,
GR.1 & .3, 99.4, 101.3, 102.2, 1D5.2, 106.6, 10B.35, 109.1
& 6, 111.83, 112.0, 117.3 & 4, 123.51, 128.41, 131.32,
135.3, 142.1 & .5, 144.8, 150.3, 161,61, 162,42, 164,21,
1671 & 4, I6E 12, 1651

Woods, Vehlcular Movement—113.7, /44.5] & 91, supp F

Wounded Hero—See Hero

Woumled Leader—See Lesder, Wounded

Wrack—11.53, 13,42, 2001, 0.0, 41,1, 51.41, 52,3, 67.0, B0.414,
81,32, 92,1 & 81, 96,2, 107,20, 112.6 & .74, 112.3, 123,41
& 64, 1334, 1427, 1434, 1442 & 3 & .7, 151.3, 156.3,
157,613, 1644, 167.23, 168.6, 170.6

Wreck, Burming—144.33, 148.66

Wreck, Removal—404, 31,6, 81,5, B4.42 & 6, 1133, 133,41, 1643

LY Z

SQUAD LEADER Modules

Surprising as it may be, quite 2 few folk stll
play and introduce their gaming friends to the
original SQUAD LEADER. In fact, support for
the original **Game of WW2 Tactical Warfare™
has caused us to reverse our intentions of allow-
ing it to fade away . While it was recommended
that those interested in ASL might want to start
with SOUAD LEADER before progressing, it
was thought that the further modules— COf,
CO0 and Gi—would be superfluous. Onee sold
out, they were not o be reprinted. However,
despite projections, demand for these remained
high. So, The Avalon Hill Game Company has
now reprinted all four modules of the original
system. SQUAD LEADER is available for
$30.00;, CROSS OF [RON for $24.00;
CRESCENDO OF DOOM for $24.00; G.I:
ANVIL OF FICTORY for 830,00, Any of these
may be ordered direct from The Avalon Hill Game
Company (4517 Harford Road, Baltimore, MD
21214); please add 10% for shipping and
handling. Whether vou are an old fan of the
systemn who wants to replace his ragged copy,
or @ new player just setting out to explore the
scope of the original SQUAD LEADER, rest
assured that these will be available for some time
o come.
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REGALBUTO RIDGE
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VICTORY CONDITIONS

Wictory is determined by the number of unbroken units on hill hexes on
Board 2 at scenario end. Bach squad is worth one point; each half-squad
or ¢crew is worth one-half point, Each unit on level 3 counts double, The
plly;:.ir with the greatest number of points is the winner; any other result
is & draw.

TURN RECORD CHART

REGALBUTO, ITALY, July 31, 1943: Since the 12th the British 3(th Corps
had been battling through the hills and valleys of central Sicily, protecting the
flank of the 13th Corps’ advance on Catania, Instrumental in that scheme was
the clearing of Agira and Regalbuto. Finally, after days of bitter combat in the
barren countryside, the Canadians had seized Agira on the morning of 29 July.
Mow it was up to the Devonshire and Dorsetshire battalions of the 50th Infantry
Division to take Regalbuto; but dominating the town was the massive ridge that
ran southwest of it, and that was held by the grenadiers of the Hermann Goering
Division. In a brilliamt night march and attack, elements of the Devons swept up
and took the heights. But early next morning, as the British had come to expect
from their tenacious German counterparts, the weary Tommies had to face a sharp
counterattack, spearheaded by combat engineers.

Board Configuration

A
N L .

F 1123

# German Moves First

END

4 /5|6(7|8(9]10

Elements of the 5ith Infantry Division set up on Hill 621:

T Mir
sldz|d=|de s IECAR AR
i "' ﬂ ” ﬂ * ﬂ = | 458 gﬂﬂ [ A | B | R e
2 2 14 2 =]
| |- Elements of the Hermann Goering Division set up on Board 3:
- - 4
ol v = i ‘2.8 !1'_“' 7 @
3 b ﬂ o g * i 3 !'!ai ﬁﬁ 2.4-7 Bz -I'rl: Ii g1z | Bluom
\ 2 2 3 6 14 5

SPECIAL RULES

1. All woods hexes are considered Brush (154.),

AFTERMATH: The Germans had managed to reach the foot of the slopes untroubled,
and now boiled up from ravines and gullies covered by smoke placed by their engineers,
The action quickly became one of close quarters, and a fietce struggle ensued among
the rocks and scrub, For a time, the position looked critical for the British. But, with

1. German 8-3-8 squads have unlimited smoke capability (24.2-.3), but only
one counter per squad per friendly PFPh may be placed.

3. Ome German 8-0 leader with Radio must set up using Hidden Initial Place-
ment (42.) to direct the fire of a single offboard 75mm gun. Battery Access
{107.42) is not necessary, All rules for on-board Indirect Fire (63.4) apply
{and all hexes of both boards are considered 1o be out of the minimum
range—63.41), except that the gun may not malfunction,

4. Neither side may intentionally set fires {102.2).

great cournge and dash, Lieutenant E. Helps—a Dorsstshire officer in the brigade support
group attached o the Devons—organized and led a platoon-sized counterattack at & crucial
moment, turming the tables on the Germans. The German survivors retreated; thanks
1o the actions of Lt, Helps, the Devons had firmly re-established their hold on Regulbuto
Ridge. Unfortunately, Helps was killed leading the attack, another unsung hero of the
invasion of “'the soft underbelly of Europe'’.



HOW TO WIN
AN ASL
TOURNAMENT

By Jon Mishcon

Joe Suchar and [ have had the pleasure of running
an ASL wurnament in Baltimore every couple of
vears for some time now. Our hours of hard work
before and during the convention are usually re-
warded by getting a chance to watch some first-class
play. You're welcome to join in, even if you just
onee want to experience play with the '‘pros’”.
However, in hopes of fostering the number of
matches that are a joy to witness, I would like to
paiss on the following hints to would-be winners.

1} Reread the rules. Twice. Slowly. We play a
lot of ASE during the course of our design and play-
testing chores, but I take the time to reread the rule-
baak at least twice a year. | always find something
I missed or mis-read. The guys you're going to be
plaving against are good. Very pood. You must
know the rules. Reread the vehicle notes too. It is
absolutely critical that you know the special charac-
teristics of odd units—for these are the very ones
scenarios designers delight in throwing in.

2) Play every published scenario at least twice.
We try to give entrants new SCENArios 50 NO-ONE can
have more play experience, but many tournament
directors rely on published scenarios. Knowing
which side has the edge, and having a dim recall
of some tactics that worked, are big advantages.

3) Play in one major tournament to lose. Before
you commit yvourself to going for a victory, stick
your toe in the water, See how others play. Get the
fieel of the time limits (often only three or four hours
to finish a scenario), Watch how the winners play.
It's worth the price of admission to a tournament
to look over the shoulder of Bill Conner as he, under
preasure, pulls another victory out of his hat,

4) Define your goals. If you finish in the top four,
you have won. [ know that being #1 is what makes
vour juices flow. But chance insures that the dif-
ference between fourth and first place is often in-
significant. The dice have such a big role in any
game like ASL that you can't pin your hopes on
coming in first.

5) Listen to your body. The guvs who tend to win
are the guys who know the value of sleep and solid
food. Playing other games all night insures that
vou'll be befuddled the next day. Eating too much
junk food or drinking too much coffee are good
ways (o screw up your judgment. Even single elimi-
nation meets are endurance contests. | promise
vou'll be mentally fatigued by the end of the match.
So, take a long walk between matches. [t really will
help to clear the cobwebs away,

6} Practice at least four DYO scenarios. We try
to hold our tournament designs to three or fewer
boards with = 20 counters per side (ves, counrers)
and to eight or fewer turns. Victory conditions are
almost always occupation or exiting. Limit total
playing time to three-and-a-half hours. Practice
using Smoke, taking MGs off halftracks, Deliberate
Immobilization, WP, fire lanes, dash, prisoners,
human wave assaults, mortars, DCs and flame-
throwers. DYOs are your best training ground
because they force you to improvise as you go.

7T) Remember that winning gamblers play the
odds. All too often the 15th hour of play brings with
it the desire to “*go for it"' regardiess of the game
turn, Sure, I've seen it work. More often you'll get
zapped by the dice, Play the game to use all the tumns
there are. When we design a scenario, there is a

Continue on Page 54, Column 3

ONE-HALF FP

The Incremental Infantry Fire Table

By Jay Kaufman
as modified by Charlie Kibler and Bob McNamara

This variant fFT first came fo ks over a year ago.
In frs original form, with half-FP columns from
beginning to end, it was simply too unwieldy. Too,
many of the modifications made o firepower or
resulls did nor fir this system. Sill, the problems
with unrealistic play brought abowt by the IFT had
been noted by many before and Mr, Kaufiman's con-
cepr was sound, When we began selecting marerial
Jor the "89 Anrual, the Incremental IFT seemed a
perfect choice (especially as it could be applied to
both SL and ASL). Bob McNamara and Charlie
Kibler sei oul lo refine it and, affer using it in quite
a few of the playest games here at the offices over
the past few months, we feel that this table is a great
impravement over the ariginal, McNamara then up-
dated the list of modifiers, I'd encourage all readers
fer make use of it in playing some of the scenarios
herein, for certainly the "HFT" changes the tctical
feel af the pame considerably, and let us know your
reaciions.

SQUAD LEADER and ADVANCED SL. players
are all familiar with the following peculiar, though
not unusual, situation. A player decides not to add
a MG's fire to that of a FG—because no benefit is
gained by the SW's additional firepower and firing
the weapon would only risk breaking it! Typically
this occurs with LMGs, As an example, two Russian
1st Line squads {4-4-T) armed with a LMG gain no
benefit from firing the LMG in conjunction with
their own inherent FP at normal range because the
additional FP doesn't raise the attack to the **12""
column. Astute players won't even stack a LMG
with such a force in the first place. This syndrome
has been part of the SLAASL system from the
beginning and is as well-known (**infamous’"7) as
the old Panzerbush tactic.

Obviously this is an ahistorical situation. The
mechanics of the game system intrude o provoke
unnatural responses from the players—excess FP
factors get ‘peeled off"" for use against secondary
targets, while exactly 4, 6, 8, 12, 16, etc. FF get
thrown at the *‘real " target, Players purposely stack
units which exactly match one of the IFT *“*mile-
stones'”. LMGs are stacked only in multiples of two.
There are a host of such **gamesmanship'' ploys,
all traceable to the way the IFT is structured.

The simple solution to this problem is an in-
cremental IFT. For SL/ASE, this means dividing the
IFT into columns separated by fewer than two, four
or six FP. The accompanying IFT has a point of
FP {in some cases, a half-point) separating each
column, This is the smallest reasonable change in
each column’s value from that of its predecessor and
its successor that retains some change in the results
of the DE. Usually one result only in each column
differs from the entries to its left and right. Each
of the “*standard"" columns (those appearing on the
original IFT) are unchanged. The "‘incremental””
columns between these “‘standard’” columns are
gradual compromises between the two extremes,

Omly one problem arises with the use of an in-
cremental IFT: what to do about the column shifts,
But it is relatively easy to side-step. Column shifts
(for Cowering, Barrage FP, HEAT HE Equivalency,

etc. ) always use “‘standard"’ IFT columns, which
are marked on the Incremental IFT with a color
background {as opposed to the "‘incremental”
columns which are not so indicated). When a one-
column shift is required, an attack that would other-
wise have used a *‘standard”’ IFT column simply
shifts to the next-lower-FP **standard’’ column; an
attack that otherwise have used an “‘incremental”’
IFT column first shifts to the next-lower-FP **standard "'
column, then shifts again to the nex-lower-FP
“standard”” column. A two-column shift follows
these same principles, but drops vet again to the
next-lower-FP *'standard’’ column.

Doubling, halving and such of FP is based upon
the actual FP (both before and after increasing/
decreasing it), regardless of whether the columns
involved are “standard” or “‘incremental” [EXC:
Residual FP uses the highest-FP counter that is < the
FP used in the attack], DRM are applied normally,
regardless of column,

EXAMPLES:

A 4FP mmack v Cowers shifis to, and i resolved an, the 2FP
Usrandard'’ colume or ke JFP UCrtandard'' colums ff
Inexpenienced Perwonnel were involveds. A SFP anack thar Covwerr
is resolved in the same menrer, but it fires shifts fo the 4FF (e,
Aexp-lower-FP) “rlandaerd "' columi, and ther Jo the 2FF rigm-
dard'" column where it b fesolved (unlerss Inexperienced Person-
wel were imvelved).

Simitarly, I50mme OFA, which i rormally resclved on the J0FP
“rrandrd ' column, shiftr to the 24FP rrandard ' eolimm when
wied a5 Harrage, Likevdre, T0mm through {9mm OBA wowld
b resodved on the 24FP srandard ' cotumn (f ured ax Barrage,
Addiionally, resolution af 73mm HE ures the J4FP “incremen-
fal" cofumm, bur s HEAT HE Equivilercy would be resalved on
the 8FF “srendard'’ collemn

A SFP mrack i redolved on the JOFF column if uning PAF,
or an the 244 FP column if firing @ Long Range; Haravsing Fire
1 50mm OBA ix resolved on the 1OFP {4 x 3= /{1, while S0mm
Harasting Fire (v resalved on the SFF columm (4 o )= 3 FRO = 5)

The next page carries the Incremental [FT. Note
that the Firepower and DR modifiers have been up-
dated to be all-inclusive. It is hoped that plavers,
and tournament organizers, might experiment with
the new table and report their reactions to Avalon
Hill with a view of perhaps, someday, making the
Incremental IFT official.

The advantages of using an incremental Combal
Eesults Tahle are well-known to anyone who has
ever playved with one in another game system, Play
is speaded up becawse one doesn't spend time count-
ing factors to ensure attaining some  *‘magic
number’" necessary o achieve a certain odds level
or (as in SL/45L) a certain FP column, The various
modifications of FP (halving or doubling) is accom-
plished with much more precision. And, of course,
play develops along more realistic lines. Game
mechanics don't intrude into the decizsion to fire
certain units or to set up stacks containing only
certain units. The specific decision to fire or not
to fire a MG depends solely upon the value of tha
fire—which will always be of some value because
even a half a point of FP can make a difference—
wersus the risk of breaking the weapon. Units with
differing FP values (say, 4FF and 5FF or 6FF) can
be placed together without loss, simulating the
bolstering of line troops with elite units, [ would
hope that this is a kil of fine-tuning that all SQUAD
LEADERy will appreciate,




INCREMENTAL IFT

By Jay Kaufman, C. Kibler & B. McNamara

Backblast dr PFk PF
ATR MOL AP AP AP sN
wVehicel 2 | 3 | ¢ | 4| 4| ¢ | 5| 5| 5|66 7]l7|72 | 7]|8]|8] 8] 8] 9 |«Vehice
mm| 20 |25 | 30 | — | — [ —[37 — (4550 [57 |60 — [65 — [70]|— 75| — | 80 |mm
DR _|FP| 1 (1% | 2 12%| 3 |3 | 4 44| 5 | 6|7 |8 ]9 10 11 [12]|13]|14[15[ 16 [FP|DR
s 0 1KIA TKIA]2KIA 2KIA[2KIA[JKIA2KIA 2KIA [2KIA |IKIA [IKIA|3KIA[IKIA | IKIA IKIA 3KIA [3KIA [IKIA [4KIA| 4KIA = 0
1 K/1 | K/ [1KIA [1KIA lmlmﬁ 1KIA TKIA | IKIA [2KIA [2KIA IK1A ZHIA [ZKIA |2KIA [2KI1A |3KIA| IKIA 1
2 IMC K/l | K/l K2 K2 | K2 | K2 | K/2 |IKIA | TKIA[IKIA[1KIA|TKIA | TKIA [1KIA[1KIA [1KIA[2KIA| ZKIA 2
3 IMC|IMC | IMC [2MC 2M_c_“g,gc. IMC|2MC |IMC | K2 | K2 | K2 | K3 | K0 | KA K3 | K3 | K3 [IKIA| KA 3
4 NMC NMC| IMC | 1MC | IMC | IMC | IMC | 2MC |2MC |ZMC |2MC |ZMC | 3MC | 3IMC | 3MC |3MC |3MC [3MC| K3 | K3 4
5 PTC | PTC NMCINMC|NMC|NMC| IMC | IMC | IMC | IMC | 2MC |2MC | 2MC |2MC | 2MC | 2MC [ 3IMC |3MC | 3MC | 3MC 5
f — — |PTC PTC | PTC [NMC|[NMC NMC NMC|1MC [IMC|IMC|[IMC | IMC| IMC |2MC [2MC [2MC[2MC| 2MC f
7 —~ | = | = | — |PTC|PTC|PTC |FTC | FTC [NMC|NMC|IMC|1IMC| IMC | IMC |IMC | 1MC|2MC [2MC| 2MC 7
F — | — | = | = | = [ = | = | = PTC|PTC | PTC [NMC|NMC|NMC| IMC | IMC |IMC|IMC|IMC| IMC ]
9 | — =] = =l | =|=1=1=|= |PTC|PTC|PTC | PTC |[NMCNMC|NMC|NMC|NMC| IMC 9
10 — | == =] =]=]=1=1=1=1=1=1—=[PTC|PTC FIC|FIC|PIC|FTC| PTC 0
| e e = e = e e S e e | |Pre]| PTC il
R| = =[=[==]=[]=]=1=]=JT=J=J]=-1=]=1=]=J]=1=71 = [
AT
DC Set DC
wVehicle| 8 | o | o |do to|to | so|ar | oo | pp | ar | sp 2]z 2|z | 12| 13| 13 | & vehicie
mm| 85 [ 88 [ 95 (100 105 [107 | — [120] — (128 | — [ 140 | — | 150 | 160 170 | — | 183 | — | 200+ | mm
DR _|FP | 17 | 18 | 19 | 30 | 21 | 22 | 23 | 24 | 25 26 | 27 | 28 | 29 | 30 | 31 | 32 | 33 | 34 | 35 | 36+ | FP | DR
= 0 4KIA[4KIA|4KIA4KIA 4KIA[4KIA|SKIA|SKIA SKIA SKIA|SKIA|SKIA|SKIA|[GKIA GKIA GKIA |GKIA |GKIA |GKIA| TKIA = 0
1 IKIA |IKIA | IKIA |IKIA | IKIA [3KTA |4KIA|4K1A 4KIA 4KIA [4KIA [4KTA |4KIA | SKIA | SKIA SKIA |SKIA |SKIA |SKIA| 6KIA 1
2 2KIA|ZKIA|ZKIA | ZKIA [ZKIA [2KIA [IKIA | 3KIA | 3KIA 3KIA [3KIA [3KIA [4KIA [4KIA 4KIA 4KIA [4KIA [4KIA [4KIA| SKIA 2
3 LKA | LKIA| TRIA | TKLA | IKEA | TETA | 2K LA [ JKTA | 2KIA [ ZKIA [2K1A | FKIA am'axmmnsmsmsm@ 4KIA 3
4 K2 [ K4 | K4 | Kia | K04 [IKIA[TKIA[1KIATKIA IKIA [1KIA[1KIA [2KIA [2KLA ZKIA [2KIA [2KIA|3KIA| 3KIA 4
5 IMC |4MC |4MC |4MC |4MC | K/4 | K | Kid | K | Kid | K4 | K4 [IKIA 1 m*lm 1KIA |1KIA 2KIA | 2KIA 5
f IMC[3MC|IMC IMC [3IMC [4MC [4MC [4MC |4MC 4MC 4MC| K/4 | Kid Kid | K/d4 | K4 | K/4 [IKIA| IKIA [
i 2MC |2MC | 2MC |2MC | 3MC [ 3MC | 3MC | IMC | IMC |3MC | 4MC [4MC [4MC -mc 4MC 4MC |4MC | K/4 | K4 | K14 7
] 2MC [2MC [2MC | 2MC [2MC [2MC [2MC [2MC [2MC 3MC 3MC [3MC [3MC [3MC [3MC 3MC 4MC [4MC [4MC| 4MC B
9 IMC | IMC | IMC | IMC|2MC |2MC |ZMC [2MC | 2MC | 2MC |2MC |ZMC|2MC | 2MC | 2MC | 3MC | 3MC | IMC [3MC| 3MC 9
10 NMC|NMC|NMC| IMC 1MC [IMC|1MC|IMC [2MC|2MC 2MC | 2MC |2MC |2MC [2MC |ZMC IMC |IMC |2MC| 2MC 10
i1 PTC | PTC |NMC|NMC|NMC|NMC IMC | IMC | IMC | IMC| IMC | 1IMC | IMC | IMC | 2MC | 2MC |2MC |2MC| 2MC 11
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BACK TO SCHOOL

DEL_UXE ASL Scenario A3

N R

VICTORY CONDITIONS: The Germans win immediately upon Exit-
ing = 14 VP off the south edge of board d on/between hexrows E and K,

TURN RECORD CHART

. - o

STANICHEKA, RUSSIA, 4 February 19%43: Amidst STAVEA's uncertainty about
the Ozereyka Bay amphibious operation, a Black Sea Fleet commando detach-
ment of & few hundred men was landed a few miles up the coast near Stanichka
as “‘insurance””. Mistaking the Russian ships for those of a German convoy, the
defenders held their fire. Thus, the Soviet commandos were able to wade ashore
without a shot being fired and quickly overcame the German and Rumanian gun
crews. The commandos then pushed on into the village of Stanichka and estab-
lished themselves in a school building to protect the flank of the beachhead. There
they waited in stoic anticipation for the inevitable German counterattack,

BOARD CONFIGURATION:

A
N

BALANCE:

# Extend game length to 5-1/2 Turms.
* Add ten "7 to the Russian OB.

4 RUSSIAN Sets Up First

& GERMAN Moves First

2134

W=

Special Commando Detachment, Black Sea Fleet

[ELR: 5] scts up within three hexes of dH3: {SAN: 3}

B |86 (fr=fhe (X310 |ad

ImL Elements of Infanterie Regiment 186, Infanterie Division 73 [ELR: 4] enter on Turn 1 along the north edge of board b {SAN: 3}
al [m : ; 2 ﬁ - g g o | i ] T Y
1&5 . & B B 2 | yem | Jem WL. y
W 467 ﬁrﬁ > - = ﬁ | W | T B
2 8 2 2 4 2

SPECIAL RULES:

1. EC are Moderate, with a Mild Breeze blowing to the south.

2, All Russians are commandos, and thus are Stealthy (A11.17) and have

Scaling (B23.424) ability.
3. Bore Sighting is NA,
4. Kindling is NA.

AFTERMATH: In spite of the confusion brought sbowt by the surprisingly daring Russian
action, the German response was quick. A battle group of the T3rd Infantry Division
thrust down the road toward the beach, intent on attacking the Mank of the Russian beach-
head und rolling it up. The schoolhouse defenders put an end o such notions with &
sudden barrage of fire. The Germans went to ground, and a furious firefight ensued,
Momentarily rebuffed, the Germans were nevertheless able to encircle the building,
and then wiped the commandos out to the man. But their sactifice was not in vain, for
valuable time had been bought for their comrades on the beach w bring up heavy weapons
and dig in.




THE BORDERS

ASL SCENARIO A10

B
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VICTORY CONDITIONS: The Russians win immediately upon Exit-
ing = 45 VP off the west edge via any single road hex.

TURN RECORD CHART

B
%

ARE BURNING

KUHMO, FINLAND, 30 November 1939: Along the Karelian Front, as the
Saviets crossed the borders the Finnish forces executed a planned withdrawal to
the Mannerheim Line. In the north, however, the Finns were ordered to oppose
the Russian advance at every opportunity. At Kuhmo, the 54th Russian Rifle
Division led by Major-General Guscvski advanced along the Repola-Hukkajarvi
road. The 13th Finnish Reinforced Battalion, numbering some 1200 reservists led
by Lieut. Kaariala, sought to block its advance. At 1030 hours, a mere nine hours
after the Soviets renounced their non-aggression pact with Finland, the lead Russian
clements encountered the Finns in prepared positions.

OARD CONFIGURATION:
‘ o
N ['+]
ALANCE:
Finns may use HIP for all units and SW.

4 Finnish mines may be set up in road hexes only in hexrows P and Q.

4 FINN Sets Up First [180] 4 restart on
1123 5(6|7(8([9 (10w
% RUSSIAN Maoves First [182] END i
% Elements of the 13th Reinforced Battalion [ELR: 4] set up on/between hexrows B and Q: {SAN: 7}
TETHE | Roadblock
1l @& = | g e U LT i
- S L § {51 %ﬁfﬂ tM 'I+i§ ir = WF m
E&] a = ﬁ s Lt we | 1 | #lve @ B /-1 »
12 3 2 24 12 2
factors
* Elements of the 81st Rifle Regiment [ELR: 2] set up on/east-of hexrow T: {SAN: 2}
s o M A M| 25
Mo e re e e e e
by ﬁ : ﬁ‘ ﬁ RG] &wlﬂ T: %™ | e | o *
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SPECIAL RULES:

1. EC are Snow, with no wind at start. Deep Snow (E3.73) is in effect;
however, a vehicle moving across a road hexside does not risk Bog {disregard
E3.7332). All Finnish units have Winter Camouflage (E3.712).

2. Up to six Finnish squads (and all SMC/SW that stack with them) may use
HIP. All remaining Finnish units set up Concealed regardless of terrain.

3. Finnish MMG and HMG may be Bore Sighted.
4, All Finnish units in suitable terrain may begin play in foxholes.

&, To simulate the Finns' use of Klorihartsi pipe grenades, Finnish units may
utilize ATMM (C13.7); however, placement of one adds only a —2 DRM
o CC resolution,

6. Prior to Finnish setup, the Russian player may secretly select and record

any four hexes (regardless of LOS) as initial targets for his artillery prepara-
tion. During the first Russian PFPh, resolve four separate 120mm Harassing
Fire (C1.72) FFE. No accuracy dr is made; each FFE must be placed after
normal resclution of direction and extent of errar dr (C1.31), utilizing the
pre-selected hex as the Artillery Request. Such fire may not be corrected nor
held for later use, FFE counters are removed immediately after resolution
of the FFE:.C.

7. AFVsusing Platoon Movement (D14, ) nesd make one Bog check (E8.23);
should Bog occur, use Random Selection to determine which AFVY is affected.

AFTERMATH: After a brief firefight in which the Russian point troops took heavy
casualties, Gusevski committed 35 tanks. Kaariala, having no heavy anti-tank weapons
avallable (although several enemy AFYs were immobilized by make-shift weapons),
withdrew his battalion into the desp forest, The S4th Rifle Division continwed its drive
along the road, attaining its modest first-day objectives.
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UPDATING THE OLDIES

ASL Scenarios A10 and All

One of the prime attractions of the ADVANCED
SQUAD LEADER system for me is the uniformity
that it brings to SQUAD LEADER, Previously, each
new miodule not only added rules for new types of
terrain and units, but made significant.changes to
the basic game system. How many versions of the
“"Berserk"" rules were there? It was difficult, if not
impossible, to play the CROSS OF IRON scenarios
with the G./. rules, or even the original SQUAD
LEADER with CRESCENDO OF DOOM rules, Tt
eventually became nearly impossible to remember
which rules went with which module, This was the
evolving chaos that led to the creation of ASL.

Mow that we have ASL, we also have a multitude
of SL, COF, COD and .1, scenarios that require
medification to be played using the standardized ASL
rulebook. We don't want to abandon those wonder-
ful old scenarios; yet we certainly don't want to go
back and relearn the old rules now that we have
mastered (more or less) ASL. OFf course, anyone can
take an old scenario and update it as he wishes, but
this results in as many variations of each scenario
s there are ASL players who choose to play it.
Wouldn't we rather have a common **set’” of up-
dated scenarios—just as we have a common set of
rules to play them by.

Toward this end, Jon Mishcon has updated several
scenarios from SQUAD LEADER and CROSS OF
IR (all published in The GENERAL), more or
less in their orginal order of appearance. I have
taken a somewhat different approach in choosing
scenarios to refurbish, I first defined what 1 con-
sidered to be the ‘‘old"’ scenarios. These are the
official scenarios published by Avalon Hill either
with the four gamettes, or as separate scenario
packets, or as separate inserts in The GENERAL—a
total of some 111 simations, [ then organized these
in chronological order by fromt. It was very
revealing to organize the scenarios by date, and see
the ebb and flow of the fortunes of war and follow
the continuing improvement of tanks and guns. To
that end, [ present the first two from the Eastern
Front—remakes of the COD scenarios #22 and #23.
[Editor’s Note: Readers can find updaies of twer of
the Sertes 100 scenarios elsewhere in this issue ay
well |

One thing that [ discovered while sorting these
scenarios is how few of the 111 old scenarios 1 had
actually played. I have been a playtester since before
SQUAD LEADER came out, yet I have played only
10% of these scenarios more than once, 30% exactly
once, and some 60% of them I have never played
at all® I suspect that a lot of you readers are in the
same boat. A Jot of the **old favorites'' we haven't
even tried yet,

UPDATING A SCENARIO

In updating each scenario, [ tried to maintain the
feel that the original had, while striving to balance
it under the new ASL rules. [ kept the original board
configurations in all cases (although I was tempted
to substitute another when the original boards had
a lot of terrain re-defined by SSR). 1 modified
Victory Conditions in many seenarios to make them
consistent with the provisions of A26. (For example,
in Al and All, instead of victory stated in terms
of squads or units, I"'ve used the Casualty and Exit
YP from A26.2-3)

"‘Balance’ provisions are new with the ASL
system. [ tried to choose them to give a side enough
of an edge to make a real difference in the play of
the scenario, without being overwhelming, If the

By Jim Stahler

basic scenario is balanced at 50/50, using a balance
provision should tilt it w 45/55. 1 usually choose
play balance provisions so that both could be used
at the same time, which gives players four possible
variations on the scenario to attempt,

In general, Tkept the same units as in the originals,
although in most cases vehicles and ordnance had
10 be converted from the earlier limited countermix
to the ASL OB—which was sometimes & real
challenge. For every scenaric, ELR had to be
assigned to each side. [ used the ELR chart in H1.28
s a general guide, but I am not afraid to increase
or decrease the ELR to reflect historically good or
bad formations, Too, Sniper numbers had to be
devised. An infantry force gets an automatic SAN
of 2" from me. Sniper numbers are normally
higher for the defender, and higher in urban terrain
than in open country. And other factors come into
play as well, In A10 and All, I gave the Finns a
high SAN because their snipers were historically
very deadly and impacted on tactical actions to a
great deal, Last, for convenience I included the in-
fantry MMC point totals for use with Battlefield
Integrity (A16.). This also can give a rough idea
of the relative infantry sirengths of the two sides
at a glance.

There is certainly some room for creativity in the
Special Rules. 1 uwsed standard ASL practices
whenever possible, and I included references to the
appropriate ASL rules throughout the scenario. For
these two scenario updates, the Miscellaneous Rules
included in YANKS are needed (as they are in
roughly a third of all the older scenarios) to pro-
vide for simulation of the umique weather and trans-
port found on the Finnish Front.

THE BORDERS ARE BURNING—
Update

This scenario was originally #22 published in
CRESCENDO OF DOOM. It depicts a large force
of Russians, liberally supported by tanks and
artillery, with unusually good leadership, fighting
their away along wintery roads blocked by a small
force of Finns with light weapons, high morale and
a lot of fortifications,

I set the Victory Conditions in terms of Exit
Victory Points (A26.3). S0 now the leaders, half-
squads, crews and even trucks all count. Originally,
the Russians had to exit 20 out of 36 squads {count-
ing tanks as two squads) off the board. Trying to
maintain the same percentage, now they have to exit
45 VP out of a possible 91. 1 kept the game length
and board configuration the same as the original,

I felt that the Russian numbers and AFVs had the
edge in this scenario and that the Finns would need
all the help they could get. Therefore, I changed
the original Special Rule limiting Finnish placement

of mites into a Balance provision (helping the
Russians), For the Finns, their Balance provision
allows they to set up all—rather than half—of their
infantry hidden.

Turning to the OB, I deleted the five ATMM from
the Finnish setup, since these do not exist in ASL,
and represented them by way of an abstract rule.
I deleted the fixed number of entrenchments and in-
stedd allow every Finnish unit to set up entrenched.
This is much more realistic than allowing the Finns
to place a foxhole here, and a squad there. I in-
creased the number of mine factors from 20 to 24,
since mines now must be placed in blocks of six,
eight or twelve, And 24 factors gives the Finns just
a touch of help by giving them the flexibility to have
four hexes with six factors, or three with eight, or
two with twelve, or even one with twelve and two
with six. The Finns are now restricted from setting
up in hexrow A, so that they can't block the only
Russian exit routes with mines {a problem which
cropped up in playtesting). The Finns were very
good troops, so I gave (o them an ELR of "'4'",
Their snipers were excellent, well-camouflaged,
very active when on defense, so [ gave them the
maximum SAN possible,

The Russians use all the 4-4-Ts in the counter mix,
a fortunate happenstance. I did give the Russians
the better version of the T-26 (the M37 instead of
the M33). I also had a choice of trucks, but since
the original specified them as light I chose the
lightest truck in ASE even though it can carry two
squads, Tused the ELR chart to specify the Russian
ELR, and gave them the minimum SAN since they
were advancing over enemy territory,

The showpiece in **The Borders are Burning™' is,
of course, the weather rules. I used the Deep Snow
rules from Chapter E. Some BEYOND VALOR
scenarios had the innovation of allowing a side to
set up part of its force using HIP. I liked that and
felt it makes the game more interesting, so [ included
it here to help the Finns. It also emphasizes the
sudden nature of the action for the Russians, I per-
mitted the rest of the Finns to st up concealed, since
unconcealed Finnish units are simply too vulnerable
o & Russian ““kill group' with three squads, the
10-2 leader, twao MMG and the HMG on the first
turn. Standard ASL rules allow fortifications to be
set up hidden, which 1 point out lest new players
forget. The Finns can use Winter Camouflage, since
they did so historically. They can set up in foxholes
a5 explained above. They also have the abstract
ATMM rule, as well as the excellent ATR to counter
the Soviet AFVs, And they may Bore Sight their
HMG and MMG as in the original,

Special Rules for the Russians were simple. T felt
that it was helpful to remind him that his tanks must
use Platoon Movement, And used the opportunity
to clarify the situation with regards to bogging any
of them.

Finally, T moved the pre-game bombardment o
the first Russian Prep Fire Phase. This saved
answering a lot of questions about **Heat of Barttle'",
pinning and DM. {For example, what happens if
a leader is pinned in the same hex as a broken
Finnish unit—as happened in our first playtest.) It
is hard for the harrassing FFEs to bother the Finns
much, With a SAN of **7"" for the Finns, it might
have been hetter for the Russians (o forego this bom-
bardment. However, the 1987 errata page for Al4.1
nicely got away from this (note the “non-OBA IFT'
reference) problem.
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THE BORDERS ARE BURNING—
Analysis

This scenario is one of the longest for ASL to dage,
It takes at least a full evening o play to conclusion,
guite possibly two evenings to complete. It is a
classic contest between quantity and guality. The
Finng are the best first-line troops in the world,
upagainst all the Russians in the world (or, at least,
all the Russian 4-4-Ts in the counter mix).

Let us turn o examine the Russians first. Their
most notable advantage is numbers, They have over
twice as many squads as the Finns, even though their
men are nod nearly as good. They are well-armed,
with ten machineguns {including a heavy and three
mediumns). In sddition, they have the support of five
tanks, very decent tanks for 1939 woo, They enjoy
good leadership, including that awesome 10-2, The
biggest advantage they enjoy may be the number
of tarns they have to accomplish their victory; 13
turns is & very long time in ASL.

But the Russians also have several disadvantages,
Their squads are, one on ong, no match for the
Finns. They easily become reduced to Conscripts,
which are of marginal utility. They have a long way
o go to win, and they have to get there with half
their force intact, The deep snow slows their move-
ment considerably, and the chance of Bog effectively
limits their tanks and trucks to the roads. Their
leaders, while very good, are still very few—Iless
than one for each six squads. Most Russian MMOC
will have to move forward without benefit of a
leader urging them on.

A major feature of this scenario is the snow. Lat
s see what effect it can have on Russian movement,
Moving along a road, each hex will cost a tank 2MP,
and & track 3MFP. A Russian T-26 thus can move
o maximum of eleven hexes along a road (the roads
are oot plowed), and often only five (remember the
platoon movement penalties), A truck can move only
eight hexes per wrn at most. Moving off the road
is wery risky in the deep snow. The tanks will bog
downona DR or **9°" or more (DRMs for normal
ground pressure, snow amd deep snow—+3),; the
trucks bog down on a DR of 7+ "' (+3 as above,
plus +1 for not being tracked and another +1 for
being & truck). In addition, a truck will spend 6MP
per off-road hex in deep snow, so that it could move
& miserly four hexes per mrn. Double-timing in-
fantry moves as fast. Smart Russian drivers stick
te the roads in this scenario.

The infantry is similarly slowed. In their move-
mend phase, MMC can move only two hexes through
the snow; three if they double-time or have a leader,
four should they double-time with a leader. This
applies to the open, level ground, To go up a level
to an open ground hex will cost four MF—going
down costs two-and-a-half. S0 moving through the
hilly terrain on Board 2 is going to be extremely
slow. However, moving through the woods is at the
same speed for infantry as it is in clear weather,

The snow and the terrain combine to channel the
Russian advance 1o the two roads. It is possible to
mount & major infantry attack between the woods
and the hill, but this must leave the vehicles behind
ard the infantry vulnerable, For all practical pur-
poses, the Russians advance along the roads,
Assuming that the Finns evenly divide their forces
between the two roads, the Soviet player will be ahle
o mass evervthing against one road and so out-
pamber the Finns locally 4-1, instead of the 2-1 the
scenario OB implies. However, this does allow the
Finns on the abandoned road to join their comrades
and even up the odds in a few tuns. Movement is
too slow for the Russian vehicles wo change course,
50 his opening setup comumits the Russian player.

The best approach I have discovered is to use &
light force to pin down the Finns along the road on
Board 2, while the bulk of the Russian force attacks
along the other road. A force of eight squads with
the -1 leader and a few MGs should be sufficient

for your diversion, If the Finns ignore them and shift
everyone o reinforce the other flank, this foree is
large enough to move to the hilltops to hinder the
reinforcement, und then can either attack the Finns
on Board 5 on the flank or exit with enough points
to make it easy for the main force to win the game,

The rest of the infantry advances through the
woods and engages the Finns, With 18 squads, this
force should initially outnumber the Finns 3-1. The
Eussians should have one “‘kill stack"" (10-2 leader,
three squads, two MMG and the HMG). This
attacks any Finns up to sight hexes away with 20
factors (24 within four hexes) and a -2 DREM, The
tanks advance along the road through the woods,
engaging Finns when possible, being careful not to
get oo close because the Finns are deadly with their
ATMM: in Close Combat. As the Finmish defense
evaporates, the Russians will have to detail platoons
of thres squads to remove the wire, mines and road-
block to make way for the vehicles. This is a good
Jjob for vour Conscript squads. (You say you don't
have Conscript aquads; you will, with an ELR of
ey

Ome item that the Russian plaver must not count
on much is his inital bormbardment. Since the Finns
will mostly be in foxholes in the forest, they will
be attacked—at best—on the BIFT with a <3 DEM,
This will cause a PTC or better on a **6"" or less,
And that only if you manage to attack a hex with
a Finn in it, which is a matter of luck since you can’t
correct the bombardment. Just make sure when
selecting the initial target hexes that your artillery
cannot possibly fall on your own troops, who are
much more vulnerable, on Turn 1, If it can happen,
it will—it happened in our first two playvtests of the
revised scenario, Don't put the Antillery Request
counters closer 1o you that hexrow K. Put them all
on the board on which vou have your primary
attack. Who knows, you may get lucky and break
an enermy squad.

The Finns have some important strengths to kesp
in mind when using them. Their squads are very
good—with excellent morale, firepower, and that
all-important self-rally capability. Their leaders are
few, but the Finns do quite well without them, They
have ample support weapons, but their major ad-
vantage here lies in their fortifications and their
Hidden Initial Placement, They should be set up
differently in every game to keep the Russian player
guessing—and walking into your traps.

The biggest problem with the Finns lies in dealing
with the Russian tanks, which fortunately are road-
Bound in this scenario. The Finns can attack them
in three ways, MMGs and HMGs can, theoretically,
destroy these Russian tanks, but with a To Kill
number of 4" (up to 6" if adjacent), the machine-
guns are bemer employed against the hordes of
Russian infantry. The ATRs are better against the
AFVs. Their TK number is 6", which goes up
to 8" if adjacent. This makes them a danger even
against the frontal armor of the T-26s if they get
too close, If the Finns manage (o get that close,
however, they can advance into the tank's hex and
attack in Close Combat. The Finnish morale of *‘8""
gives them a good chance of advancing in CC
against an AFY, with a CCV of "'5"". In addition,
each squad has a 50% chance of using a pipe
Erenade against the tank. This would then give the
Finn a —2 DRM, which has a average chance of
destroying the tank or slightly better than average
of immobilizing it. The Finns are not helpless
against the Russizn armor, but they must get close,

The Finnish playver must defend both roads. One
of their roadblocks should be on each. In the woods,
it should be set up out of sight of any Russian units
so that it can remain hidden as long as possible,
somewhere between SP4/P5 and 5I4/73. The
defenses should be set up based on the roadblock,
Perhaps mines can be placed in front of it and wire
on both sides of it, Make it hard to remove. Also,
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the roadblock should be covered with infantry fire.
The wire must also be used 1o hinder the Russians
moving through the woods, Hexrow 5K is a good
place to block with a line of wire, with several
squads hidden or concealed in foxholes just behind
it.

On Board 2, vou will want to put the roadblock
where the vehicles cannot easily move around it
Good candidates for this location are 21 1/M2 and
2L1/K2, Both sides of the roadblock must be
covered with MG fire, Be careful of putting troops
on the hilltops, because they can be attacked by a
lot of Russians. It might be & good idea to commit
some mines or wire on some key Level 3 hexes,
such as 205 or 2MS5, just to deny these to the
Russian,

You will need a few squads to defend this road-
block. Good positicns are in the building in M1 and
the woods in M4, to control the hill, and in L2 and
I3, to watch the roadblock itself. Four squads are
sufficient to stop a weak thrust here and slow up
a strong one. You should deploy the six hidden
squads in the woods on Board 5, protected by the
hidden wire and mines, with two squads and a lesder
somewhere in between (near 519) to act as a reserve
to reinforce either threatened position. Of course,
all infantry should start in foxholes or buildings for
maximum protection, For variety, the Finnish player
may want to deploy a squad or two 5o he can set
up in more positions and confuse the Russians, but
these should re-combine as soon as possible after
contact is made.

When all the playtesting was over, we rated this
ong &5 J50—all one could ask from a ASL
scenario.

SILENT DEATH—Update

This scenario was originally published as #23 in
CRESCENDO OF DOOM. It contitues the Winter
War with a daring raid by a small, elite Finnish force
against a slightly stronger group of drowsy
Russians. The Finns should always ““win'" in the
sense of defeating the Russians, but (o win the
soenario they must win decisively, In the original
scenatio, the Finns had to eliminate o the Russians
without taking any losses themselves, or burning/
destroying enough buildings to make wp for lost
Finns and surviving Russians, [ changed the
numbers so that they now reflect the Casualty ¥YP
in A26.2—but the points needed by the Finnish
player still equal the total mumber of points the
Russians have. They get two points for each build-
ing hex with a Blaze (not Flame) or Rubble. For
balance, 1 allowed the Finns one VP for each build-
ing hex that only has a Flame in it at the end of play,
This should help the Finns a lot. (For their play
balance provision, the Russian gets a better chance
of waking up amd avoiding the Finnish *“surprise’.)

I took away the Molotov cocktail counters from
the Finns and gave them the abstract capability
(A422.6) in its place, The Finns are elite forces, so
they naturally have an ELR of **5"". The Russians
have an ELR of **2" on the other hand, which is
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their norm for this period of World War 1. The
Finns have a SAN of "'4'" {again the Sissi snipers
were quite active), but it is not as high as that of
the Finns in the previous scenario for here they are
on the attack. The Russians have the minimal SAN
of “*2"". 1 replaced the original crews with half-
squads in the Russian OB, I see no point in having
crews (since there are no weapons (o man) with their
self-rally ability, and infantry HS were not yet
invented when CO/J was published with the Russian
OB,

This scenario makes use of a lot of rules from
Section E: Deep Snow, Extreme Winter, Winter
Camouflage, Skis—all of which favor the Finns and
contribute to the unique feel of this action for ASL.
Another important SSR is the **Russian Wake-Up"'
rule. Originally this was a “'sighting”" die rofl, but
I felt that putting it in terms of awake/aslesp is more
in keeping with the commando raid nature of the
scenario. Sleeping Russians should not cawse the
Fiotne o lowe ' Conceslment mor prevent them From
gaining it. However, firing at the Russians would
definitely wake them up and spur them to action,
Instead of not allowing the Russians to attack in any
first turn CC, 1 am using the Ambush rule to
penalize them. Should the Russian squad survive
the ambush, then they can attack back. Of course
the elite Finns are stealthy and the drowsy Russians
are lax, making it more likely that the Finn will
ambush a Russian even without the benefit of auto-
matic ambush. All of these changes use existing ASL
rules to enhance the feel of the scenario, always a
good policy when revising old scenarios.

An important part of the Finn's Victory Condi-
tions is the burning of the village. The ASL kindling
rules are very restrictive to prevent unrealistic,
unrestrained use of Fire as a weapon, In this scenario
however, one of the purposes of the raid was to burn
down the village to deny its shelter and warmth to
the Russians, suffering in —30 and —40 degree tem-
peratures. Because of this, I dropped the kindling
Task Check and the leader requirement for the
Finns, and I let them use Molotov cocktails to help
burn the buildings. What else are they good for?

And because this was a raid, the Finns cannot take
prisoners, and so **No Quarter’” is in effect for the
Russians, The Sissi are not likely to surrender dur-
ing the raid, so it is in effect for them as well,
However, since this was a hit-and-run action, any
Finn left behind at the end of play is considered
captured and then counts double against the Finns;
this should strongly discourage the Finnish player
from leaving anyone behind if he can help it

SILENT DEATH—Analysis

This is a short, sharp scenario—only six urns
long, and with a small number of units, It can easily
be played in one evening. The short length of the
soenario is the Russians' greatest advantage, coupled
with the massive amount of damage the Finns must
inflict to win. The Finns have all the rest of the
advantages. The Sissi have high morale, high ELR,
high SAN, self-rally capability, and twice the fire-
power of a Russian squad. They are well-armed with
MGs and DCs, and they even have reasonably good
leadership. With their skis, they have much better
mohbility than their enemy, and their stealth and fire-
power give them an overwhelming advantage in
Close Combat,

What the Russian player must o do is try to stand
and fight. That is the quick ticket to defeat. Initially
the Russians should not be set up within two hexes
of any board edge, or else the Finns can assault
miove adjacent to them while maintaining their con-
cealment (because of the Finn's winter camouflage)
and then advance into Close Combat. The best setup
1 have found for the Russians is a compact group-
ing in the center of the town, with the two outpost
HS in the woods covering the approaches. Putting
both on the same side of the board, for example in

PE and RE, discourages the Finns from entering that
side of the board, and may give the Russians an
escape route to leave the town.

Once the Finns enter the game, slowly pull back
with vour survivors. Don't give the Finn any Defen-
sive Fire opportunities if you can help it. It's better
to force them to use Prep Fire. Units that Prep Fire
can't be starting fires or moving toward you. Also,
don't concentrate too many Russians in the same
hex, so that a single attack won't do too much
damage. And don't be reluctant to run away. While
the Finns are chasing you, they can't be doing too
much other damage.

The Finnish player must be aggressive (this is
definitely a scenario for the “‘gung-ho’" tvpes). To
win, they must do a tremendous amount of damage
with very few losses, and then withdraw evervone
off the board. If they eliminate all Russian units with
no losses to themselves, they barely win. Alterna-
tively, they have to Blaze/Rubble 18 building hexes
o Wit —agauming gy don’t elfimimete aoy Russoons
or lose any Finns. Usually, the smart player will
do & combination of burning buildings and killing
Russians in his try for victory.

The Finns have a number of possible strategies.
One is to bring on the entire force on one side of
the board, either the north or south, and sweep
everything before them. The disadvantage to this
is that the Russians can easily pull back. Another
possibility is to split the force in half, with six squads
attacking from the north and six from the south.

A strategy I favor is the “*hammer and anvil"’.
The hammer is a main attack by the bulk of your
force—eight or nine squads—on one board edge
(generally the south), The anvil is the remainder of
the force, which enters on the opposite edge. They
should advance to good firing positions, but they
should not make & major push or take many risks.
Their mission is to prevent the Russians from
retreating, keep broken Russian units desperate, and
encircle the Russians who try to stand and fight.

As well as killing Russians, it is important to set
everything in sight ablaze. The wooden buildings
normally require a DR of **7"" or greater (one of
the few cases in ASL where you want to roll high
numbers) to start a Flame if a squad is doing the
kindling. Don't forget that sach squad has a one-
third chance of having a Molotov cocktail, in which
case it needs only & **5°" or greater, This is a total
probability of 67%. A half-squad needs 8" or
better, but it too can use a Molotov cocktail if it
rolls a **1°" first; this gives it a total probability of
47%. It pays to deploy one or two squads into half-
squads to start fires. Don’t forget that even a Finnish
leader has a decent chance of starting a fire; it
requires **9'" or better, a probability of 28%. A
SMC cannot use a MOL against terrain or infan-
try, unformanately (a +2 drm to the MOL check and
+1 because it is not using the MOL against a
vehicle).

Starting with Turn 2, the Finns should be mak-
ing at least three or four attempts to start & Flame
each turn through Turn 5. Mote that Blazes can
spread in multi-hex buildings, even though due to
the snow they cannot spread from building to build-
ing without a gust of wind. Therefore, start a Flame
early in the multi-hex buildings (especially M2) so
that they have lots of tme to spread to the rest of
the hexes.

This is one of the great scenarios, and it should
be evenly balanced when two experienced players
face each other.

How to Win . . . Cont'd from Page 48
good reason you're given VX" number of moves
to work with,

B} Last, and most important, remember that when
“yiou're hot, you're hot*' and when vou're not, you
gotta smile and say “‘Rafs™", We've seen a fourna-
ment game when a U.5. leader escaped prisoner
status to win a scenario. More than one game has
been won or lost with a couple of critical hies. By
their very nature, short and small tournament
scenarios are mote vilnerable to the vagaries of
chance.

It is our hope to come to Baltimore in 199 again
with a set of new scenarios for tournament play.
Hope you'll be able to join us then. Good luck.

Man & Superman . . . Conr'd from Page 41

nationalistic army in which even a case of frostbite
was a punishable offense. When need be, he served
as & pack animal. The life of the average Soviet
soldier was sold cheaply, his drafting into the army
treated much like a funeral by his family; once
enlisted, he was not to see home again until war's
end—if he survived. Yet he would stand againat the
Cermans, not because he was a Communist (most
were not) but because he was a Russian. His ancestors
had overthrown the Golden Horde, torned back
Charles X11, and led the crusade to free Europe from
the yoke of Napoleon,

As a Russian, he had certain preferences in com-
bat, aside from the simple life. He closed with the
enemy as rapidly as possible, and fought to the last
man on many occasions. In game terms, we find
this reflected micely but not overstated. The squads
given have a penerally shorter effective range,
necessitating that they close the range with the
Germans to increase or reach their maximum
effectiveness. Soviet artillery, while generally of
larger bore diameter, lacks the sophisticated sights
of their German counterparts, and therefore func-
tion best at shorter ranges as well, They should be
hidden, protected and used mercilessly. Only in
armor does the Soviet excel, and then only until the
introduction of the German Panther and Tiger. Yet,
even in the later days of the war the Soviet player
will find he can often out-gun his opponent, especially
again at the shorter ranges.

Quantity will be the saving grace of the Soviet
player in most scenarios, quantity that begs to be
used to overload the enemy”s abilities. 5till, units
canmot just be throw away,; an enemy's position must
be weakened and then swept aside. As in any tactical
game, we cannot make sweeping statements for all
situations, I realize that some players will prefer in-
fantry and others armor; but the Soviet player will
need to integrate all available assets. Why? He faces
better leadership, better squads (capable of laying
smoke and deploying—hence, having better cover
and more flexibility), and an opponent who will be
aver-equipped in many cases for the job he has been
assigned, 1 can only recommend audacity with
caution—finesse mixed with a sledgehammer.
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ASL SCENARIO All
TEE e AITTOJOKI, FINLAND, 9 December 1939: As Soviet troops pressed into the
i 2 wilderness area north of Lake Ladoga, the Finns instituted a full-scale scorched
i earth policy. Even those Russians lucky encugh to find Finnish dwellings still

intact often met with disaster. With the onset of the severe winter, the Sissi began
raids deep behind Red Army lines with standing orders to destroy all shelter. One
such raid by the 27th Sissi Company, led by Lieut, Perala, struck several banalion
headquarters of the 1&th Rifle Division stationed at the village of Aitojold at dawn.

3

]

YICTORY CONDITIONS: The Finns win if at game end they have
amassed = 35 VP more than the Russians, Both sides amass Casualty
¥F in the normal manner, and the Finns receive two WP for each building
hex that containg Rubble or a Blaze at the end of play.

TURN RECORD CHART

BOARD CONFIGURATION:

A
N

BALANCE:

% The Finns also receive one point for gach building hex that contains a Flame
at the end of play.

# Russian units awaken on a dr = 3 (see S5R 5],

% RUSSIAN Sets Up First [105]

% FINN Moves First [204]

2(3(4)|5

Battalion Headquarters of the 208th and 316th Rifle Regiments [ELR: 2] set up per 55R 4. [SAN: 2]
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4-4-7 2:-3-7

-

12 2

4

27th Sissi Company [ELR: 5] enters on Turn 1 on anv/all board edge(s): {SAMN: 4)

e 0 s | 42030 el

SPECIAL RULES:

1. EC are Snow, with no wind at start. Deep Snow (E3.73) and Extreme
Winter (E3.74) are in effect. Treat all shellholes as Open Ground.

2. All buildings are Single-Story and wooden. MOL can be wsed 1o aid in
Kindling a building (A22.613); Finnish MMC may atternpt Kindling without
& leader or a NTC.

3. All Finnish units are Ski-capable (E4.), Stealthy, have Winter Camouflage
(E3.712), and may wse MOL {A22.6).

4. All Russian units, except for two HS, must be initially set up in building
hexes with no more than one MMC (plus sccompanying SMC/SW) per hex.
5, Russian units, asleep for the night and caught by surprise, may not fire
during Turn | unless awake, A Russian unit awakens by making & dr = 2
(subject to leadership modifiers where applicable) at the beginning of the first
Russian EPh. If any unit in a hex awakens, all therein are considered awake.
Russian units also awaken if fired upon or attacked in CC—or automatically
upon the start of the Russian RPh of Turn 2. Russian units aslesp may not
fire, move nor voluntarily rout, are automatically ambushed in CC, and Finnish
units are automatically out of their LOS for Concealment loss/gain purposes,

6. Russian units may neither start Concealed nor gain Concealment. All
Russians are Lax,

7. The Sissi were commandos, and as such rarely engaged in extended
combat—excelling instead in *“hit and run’” tactics. Any Finnish unit {includ-
ing sledges) left onboard at scenario end is considered Caprured for VP
PUIPOSES.,

B. The Finns may nod take Prisoners. Mo Quarter (A20.3) is in effect for
both sides,

9. The sledges represent Finnish pufkkas, A pulkka may transport broken
Finnish units off the board. To load & broken unit, the pulkka (using VBM
if necessary) and the broken unit must simply both occupy the same Location
at any point during the MPh, with the vehicle paying appropriate MP to load,

AFTERMATH: In the pre-dawn darkmess, the Finns had silently enveloped the Russian-
occupied village, aided by the biner cold which concerned the Russian sentries more
thun the possibility of a Fionish stteck so far behind the front lines. The surprise was
total as the Sissi killed many of the Russians in their beds and fired the sooden strecnes
with **Molotov cocktails’’. As nearby Russian reinforcements, roused by the sounds
of gunfire, hurriedly approached the village, the Sissi faded silently once more into the
forest—the wounded loaded upon pulkkas,



SAVOIA! (J

ISCHBUCHENSKIY, RUSSIA, 23 August 1942: As the Italian 8th Army took
up positions along the west bank of the River Don, a Russian counterattack opened
a gap between it and the German 6th Army advancing on Stalingrad. As part of
the effort to seal this breach, the Savoy Cavalry and Novara Lancers were sent
to aid the hard-pressed 3rd Cefere Division. With the dawn of the 23rd of August,
clements of the Soviet 304th Rifle Division advanced expecting no opposition,
but immediately ran into the Savoy regiment, Unprepared for suddenly finding
themselves on top of the enemy, the overextended Russians began to withdraw—
only to be met by 8 squadron of Italian cavalry charging headlong at them from

ASL SCENARIO Al2

WCT{}R\' CONIMTIONS: Th: Italians win if at the end of any (f‘a:m:
Turn they have amassed = 27 Casualty VP, and on each of boards 27
and 31 currently Control 8 majority of the original entrenchment hexes,

TURN RECORD CHART

BALANCE:

the rear.

BOARD CONFIGURATION:

A

(Only hexrows A-P are playable on esch hoard)
I The Dialians receive a Pre-Registersd hex, recorded prior to the set-up of
Russian units.

# Exchange the fralian 9-2 for a 9-1.

% RUSSIAN Sets Up First [131] Wi

11213

W TTALIAN Moves First [112]

45(6(7|8|9]|10

END

Elements of the 812th Rifle Regiment [ELR: 3] set

First:
— Fazhole Foxhole
‘ g1 £ : _ o
R §='L'Lf ? T Al ; ﬁ' » T:Ifﬂ? ? 518
a-4-7 2| e | 447 26 | e | MM
: Third: set up on board(s)
Second: set up on boards 27 and 31 in hexrows P
Foxhols [-1, one per hexrow on each f;ﬁ 'ﬁ'[?a"bl‘.t'ﬂ-'.‘.en hexrows
T i w o - board and with = two hexes Faxhole :
A |tM i % Eﬂn H berween each foxhole onboard: L = E - P
= L pd i +F § ‘:3 st
o v | el i3
i2 - 42 Dthar: + 1

Fourth: all squads, SMC and MG set up on boards 28 and 29 in hexrows B-H, with a maximum each of one squad, one SMC
and one MG per hexrow on each board, and with = two hexes between each squad onboard. The remainder then set up anywhere

up in the following order: {SAN: 4}

within the same hexrows (see S5R 8):
+  INF A B
[l il & MRE . e MB *
: z ﬁ‘ ﬁ‘ 2 ‘i\'lﬂ.? +f | it | @ "
447 23;& 2.2.8 : 2 ] 1 4 '[ 5 -
14 2 3 2

on boards 28 and 29: {SAN: 2}

tilk:zs

Hh

14

]
%‘%

14

-] -—
£ o
4'.4.7 -

2nd Squadrone, Savoia Cavalleria [ELR: 3] sets up on/east-of hexrow N

4th Squadrone, Savoia Cavalleria

enters on Turn 3 along the west
edpe of hoards 27 and 31:

. © = o
oo | Rs A1)
P,
11 3

SPECIAL RULES:

1. EC are Moist, with no wind at start. Steppe Terrain (F13.2) and Early
Morning Sun Blindness (F11.611) are in effect. Place Overlay 852 on 28D3-E4
and 86 on 2BE3-F3; they are considered one grainfield.

2. The Italian player receives one module of 70mm + OBA (HE only) directed
by an Offboard Observer at level 0 in hex 27P10. For its initial Battery Access
draw, remove one black card/chit, thus bestowing automatic Access for its
first Fire Mission.

3. Each cavalry leader is secretly recorded as being an inherent part of a
particular squad and is kept offboard until such tme as it performs (voluntarily
or not) any action other than Riding.

4, During Turn 1, each cavalry unit must move directly toward, and must
attempt to charge, an enemy unit it can reach during that MPh. Cavalry may
not voluntarily dismount (including voluntary break) during Turn 1.

5. During Turn 1, the first time each Russian MMC fires in each fire phase
(counting the MPh and DFFh as one), its [FT {or ordnance TH) DR also serves
as a MMC on it (but not on any leader directing it). Should such an attack

R S~

DR exceed the morale level of > one firing unit in a FG, use Random Selection
to determine which unit(s) breaks,

6. Commencing with Turn 5, Russian units may exit off the east edge of the
playing area (even if broken) without counting as Casualty VP,

7. A unit'entrenchment set up in a hex formed by two half-hexes is, for all
purposes, considered to be on the lower-numbered board.

B. The Russian crew must commence play as a Passenger on the Wagon and the
Gum in tow,

AFTERMATH: After their initial shock, some Russians opened fire on the cavalry
while others ran in en attempt to regain the cover of their foxholes, But the Italians,
crying *Savoia!'", crashed into their midst and rode right through their positdon. Onoe
clear of the Russians, the cavalrymen wheeled about and charged again, Meanwhile,
the troopers unhorsed in the first charge were engaging the enemy with carbines or in
hand-to-hand combat. By now the squadron had shrunk to half its criginal mumber, and
riderless horses dashed madly o and fro in the wild meles. At this point Col. Bettoni,
commanding the Savoy regiment, ordered the dismounted 4th Squadron to advance and
sent the two remaining squadrons against other portions of the enemy line. Some Russians
fought to the last, while other surrendersd or fled, In the end, the Soviet rifle regiment
wis effectively eliminuted, though at o significant cost to the troopers and horses of
the Savoy Cavalry.



ANOTHER SHELL IN THE TUBE

On-Board Mortars in ASL

By Robert Medrow

Alang with a lot of other people my age, as a kid
T sat through many & Grade-B Hollvwood WWII film.
One of the things 1've carried with me ever since is
4 memory of that peculiar THLUWCK signalling the
Immch of 8 mortar round, Part of mastering the ASL
svitem involves becoming familiar with what that
THUNCE can do, either for or to, the cardboard units
under your command,
called mortars {or '“bombards®*) date back
i the early days of the gunpowder era. Given the
initially available methods of manufacture, short-
harrelled weapons were much easier to produce. Com-
binad with the primitive powder, this meant that one
needed & high angle of trajectory in order to achieve
any significant range. This was hardly an incon-
venience, since sieges provided the best chance for these
early weapons 1o hit anything anyway. Without a high
frajectory fire, one cannot reach an enemy sheltered
behind walls,

Weapons of this rype, called artillery mortars,
evolved along with the other members of the artillery
family. The mortars under consideration here also in-
clude infnery mortars, whose history really began early
i WWT with German usage of a 1911 design. However,
it was the Englishman, Sir William Stokes, who
designed the mortar that proved to be the ancestor of
the small (B1mm and smaller) mortars commonly found
represented in ASL. This time, the extensive use of
trenches by the enemy provided the reason for having
high trajectory weapons.

From that time to the present, most martars have con-
sisted of the same four main parts: a barrel, a mount,
4 baseplate, and some type of sight. The barrel, a
smooth-bore tube, rests on the baseplate, held up by
the mount (usually a bipod), upon which are located
the devation and traversing mechanisms required to aim
the weapon. The base of the tube contains some type
af firing mechanism to detonate the mortar bomb's
propeliant charge when the shell is dropped down the
barrel, Both the weapon, and enough ammunition o
muke it useful, are designed to be carried readily —so
that mortars, at least through the E1/82mm size, can
be comsidered portable. As evidence, we need look no
further than the German practice in WWT of equipping
& Sturm trooper squad of 14-10-1F men with both a
LMG pnd a mortar.

e ——

In ASL, mortars utilize Direct Fire procedures in the
sense that one must successfully roll a To Hit before
any damage roll can be made. Unlike other Direct Fire
weApons, mortars must use the Aren Target Type,
meaning that the firepower of a successful hit is halved
even before the IFT roll. Further, the rules divide
mortars into support weapons and ordnance, with the
latter being defined as any morar with a caliber greater
than 60mm, All may use Area Target Acqisition. Only
those 82mm or smaller in size can be dismantled in
order to make them easier (o move.

In the tables that follow, survival probabilities are
expressed in percentages, Thus, a “*30"" means that the
target in gquestion has a 30% chance of surviving the
specific attack without some measure of damage. All
of these results are exact, If there is a possibility that
a mortar can fire more than once in a given Fire Phase,
the expression for a target’s chances of survival
unscathed is an infinite series, The effects of To Hit
DRMs with successive attacks has been included,

Light Mortars

Light mortars (60mm and smaller) are Supporn
Weapons, we can expect, therefore, to find a
number of differences between these and larger
mortars. In each case we'll be looking at weapon

effectiveness against both infantry and vehicular
targets,

Tabie I typifies the infantry target tables | have
devised. Because the *** Gun'” DRM, the bazic To
Hit number for a mortar—out to a range of 24
hexes—is "*7"". Lower Final To Hit numbers are
included to reflect reductions in this typical value
due to such things as hindrances and greater ranges.
Larger values reflect the use of a favorable leader
modifier. Target types include representative
examples of situations in which mortars might be
expected to have some reasonable chance of doing
damage,

Three numbers appear for each combination of
Final To Hit value and target category—one for each
of the common Morale levels, Thus, attacked by
& 60mm US mortar while motionless in the open,
a German squad with a morale of *'6"" would suffer
ne inconvenience 59% of the time if the Final To
Hit value was *'7"". For morales of *'7"" and *'8"",
the corresponding survival percentages are, respec-
tively, 63% and 69%.

The differences between the results in parts *‘a’
and “'b"" of Table 1 are due entirely to the different
columns used for each mortar size, Normal hits by
a 50mm mortar are resolved on the 2FP column

) German and Rursion J0mm mortars

Target Calegory 4 5 L] 7 L] 9
Infaniry in & wooden building 919293 | RO 9092 | BGBR 90 | B3 BE &0 IIH!B]HESM
[nfantry motionless in the open B5 8790 | BOBXES | T4 7781 (687177 | 626773 | 5864 70
Infantry motionless in woods BLA38s | 747780 | 667074 | 5963 68 | 52 5763 | 46 52 59

1B UF dlmm movtar

Targer Category 4 5 ] 7 B 9
Infantry in a wooden building BR OO0 91 | B4 86 89 | ROB3 86 | 76 79 B3 TZT&EI'H‘NTE
Infantry motionless in the open Bl B4 86 | T4 77 81 | 67 7075 | 5963 69 | 52 58 64 | 47 51 60
Infantry motionless in woods TEE0 83 | 707376 | 61 64 69 | 52 5661 | 44 4955 | 38 43 50

Tahbe 1—Probability that a single unit will survive a light mortar attack, unharmed und unpinned, when there is
no initial Acquisition, The values in each TO HIT column are for Morales of 6§, 7 and 8 respectively,
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{(while Critical Hits roll on the 12FF column), For
a Bmm mortar the cormesponding FP column is **4™
fand **16"" for s CH). 1 have encountered players
wha, because of the feeble atacks associated with
anything other than a Critical Hit, consider mortars
1o be of little value. As with so many of the routines
in ASL, it is difficult w draw sound qualitative con-
clusions abour what will likely happen withouwt some
careful study, There may well be those wha can
simply “eveball” results when muldple attacks, To
Hirt, amd Critical Hit probabilities cloud things—
but there can't be many of them.

To try to make these numbers on the tables more
meaningful, | compared them with some basic
results from Table 5 in my earlier ASL article
{Vol. 22, No. 6 of The GENERAL), This table con-
tained survival probabilities for various FP, DRM
and Morale values. From this comparison, for a
Final To Hit value of **7°", a S0mm mortar, used
against an enemy in the open, 1s a little bit more
dangerous than a 2FP half-squad; and a 6(mm
maortar does about as well as a 4FP squad. When
the enemy unit is in a wooden building, the same
15 not true; each mornar attacks almost one column
better.

However, the third target catepory 15 the one in
which mwonars ceally shine, Normal infantry fire inwo
& woods hex would receive a +1 DEM, but mortars
gualify for a —1 DEM due to the air burst produced
by trees, This difference leads to almost a two-
column shaft. Thus, for example, a S0mm moretar
attack will leave a Morale 7™ target unharmed and
unpinned 63 % of the time, The corresponding per-
centage for an infantry 6FP attack with a + | DIRM
is 64%,

The sole sdvantage of having o use the Area
Target Type i that a hex can be Acquired, at the
risk of malfunction, when thene 1z no koown enemy
present, Table 2 shows us what will happen when
4 hex has been fully Acquired prior to the start of
the Fire Phase in which an enemy actually enters
the hex. In this case, the Final To Hit value does
nat include the Acquisition DRM. Comparing the
results of this table with those found in my earlier
article, full Acquisition is essentially equivalent to
another eolumn shift, Consider a 6mm US martar
firing into a woods hex: in the 7" column results
an enemy with a Morale of 8" escapes 52% of
the time (exactly the value for a 12FP attack with
+1 DEM}.

A leadership DRM modifies the To Hit result.
Within 24 hexes of a target, with no modifiers other
than that due to *** Gun'', one must roll 7" or
less to hit, A —1 leadership modifier 1o the dice
roll i, effectively, the same as getting a hit on an
unmodified roll of 8" ar less, A ook at the results
shows that such u — | modifier 15 worth abour a half
# column shift. The practical conclusion is that good
leaders are befter used in situations in which they
modify the IFT roll directly, However, as we'll see
a bit later, those 7-0 and 8-} leaders do serve a useful
purpose in comnection with mortars.

The other pussible target category for monars is
“vehicles™ . As was true for the infantry-oriented
tahles, these results are probabilities expressed as
pecentages. For armored vehicles, as I've mentioned
in earlier articles, [ consider Immobilization results
little better than KLA ones, so that in this case **sur-
vival™™ also means mobkile, Various vehicle
categories were considered, but the three shown in
Tabile F are , | believe, the most interesting,

Soft-skinned wehicles, being natural prey of
ordnance, obviously must be included. OF all the
open-topped AFVS in the German, Russian and US
inventories, only six (all of which but one are US)
huve one Armor Factor greater than 4", Thus,
it"s almost true to say that the second vehicle
category results apply to all open-topped vehicles.
The final target category embraces a large number
of WWII close-topped AFVs, those having at least

Target Calegory 4

[nfaniry motionless in the open

fal trerman anad Ruscian Slhom martars

Target Category 4

Inlantry moticnless n the open

by LS Gl mmarfar

Table 2—FProhabilicy that a single unit will survive o light morar atack, wnhsmmed ared unpinned, when Gere o
full initial Acquisition. The values in each TO-HIT columa are for Morales of 6. 7 and 8 respectively

Final TO HIT valus

Tarpet Category 4

OT AFV, il AF = 4

o) Crerman aed Rurvan 50mm moraes

Target Calegory 4

DT AFY, ull AF = 4

i) LTS Sl morere

Table 3—Probahility that u moetionles vehicle will surdive o light morter anack when there 15 noonital Acguisizon

Final TO HIT value
5 b I b 9

Final TO HIT value

Final T HIT value

fa) CRerman ard Russion S0 mortars

Target Category H] L] 7
Wb mnE [ mna | eun
Infantry modicnless in the open I - ) ; 54 6l 66 46 52 59
nfaniry moGonless inwoods 1 559964 | 444985 | 44046

Targel Category 5

Final T HIT value
fi i)

Infantry in a wooden building
) LK Slwm mortar

Morales of &, 7 and 8 respectively,

53 60 &5

: ; b T mlxx BEEE T4 I HEIEs
Infantey motionless in the open : T '

Table 4—Probabiliy thar a single unil ertacked by a pair of wentical momors will survive, unharmed ad unpinne:d,
when there is oo nitnl Acquisition and no leader modification, The values in each TO HIT colump are for

44 50 56 35 40 4k

one AF greater than **4"" and at least one AF less
than **8"". Examples include the best makes of the
PzKpfw IV, the T-345, and most of the Shermans—
all of which formed significant fractions of their
owners' armored forces,

Against soft-skinned vehicles, these mortars both
shoot a bit better than their weights, As was true
in the case of infantry targets, attacks inta an
alresdy- Acquired hex will be about a column betler.
A few interesting things appear in the results for
attacks against armored targets. First of all, lighty
armored, open-topped vehicles have little more
chance of surviving than do soft-skinned ones.
Secondly, both the Stmm and &0mm mortars have
o respectable 25% chance of doing in such vehicles,
Finally, I was surprised at even the 9% chance to
stop a good tank being possible with these puns.
As an aside, if any of vou arc curious as to why
the AFY results are almost the sarme for both SO0mm
and &mm mortars, this is a result of the structure

of the [FT, which mukes their normal attacks iden-
tical against AFVs; those minor differences you see
result from their differing Critical Hit strengths.

With thas mass of information available, let’s look
at some ractical considerations associsted with the
use of light mortars. Becawse they are 5W, they cin
be used by squads and half-squads without penalty,
For those nationalities that can voluntarily take &
portion of their initial forces in half-squads, it makes
sense to crew light mortars with o HS. Perhaps the
critical observation behind that recommendation is
that there is no difference, in the portage capacities,
betwesn these two units,

I like 1o use these small morters in pairs when
plaving the Russian side of a scenario. Typically,
the Germans have fewer, but better, squads to go
along with their more numerous leaders. A single
light mortar attack isn't going to kill a squad very
aften; multiple hits are required so that multiple
“hreaks' can do the dirty work. This 15 @ Lot more




|ikely when there are two mortars pecking away at
the same hex. I've included Table 4 just so the reader
can se the effect of doubling up on a target. Con-
versely, with Russians on the receiving end, con-
cemtration is frequently a poor idea. The chronic
shortage of Russian leaders means that a broken
Russian unit may well be out of action for guite some
time—and time is all the Axis player needs in many
wenarios. Between two forces, both of whom are
well-supplied with leaders, concentration decisions
will probably hinge upon such considerations as the
number of targets and the nature of the available
caver,

Of course, it often happens that, when vou shoot
at someone, they shoot back. Practically, most ASL
scenarios occur in terrain congested encugh so that
mortars will not be out of range of MG fire and may
even be within range of an enemy squad's inherent
fire. Effective wse of mortars involves keeping them
ground. So vou should use walls and hedges, or dig
In, or uze "“Spouers"’.

Defenders will be able to dig in more often than
will attackers. Prime real estate for a mortar means
g good field of fire, and it's hard both o find that
when you pre advancing and to survive long enough
tn dig. Here, for a change, the Russians enjoy an
pdvantage. The more squads you have, the more
holes you can dig, and those more-numerous
Russian squads get a favorable DRM for entrench-
ing too. Spotting, the only situation in which on-
boerd ordnance can use spotters (an indirect fire
technique), can keep your mortars safe, but the price
is comparatively high: a reduction in the chances
aof demage of from one-third to one-half,

Finally, leaders having favorable leadership modi-
fiers are not, as we've seen, particularly effective
in increasing the damage done by mortars, How-
ever, they do have a role by virtue of the move-
ment boous they produce. Without that, those five
Portage Points weapons have a way of not getting
o where you'd like them to be,

Heavy Mortars

Table 5 does for the heavier guns what Table |
does for the smaller mortars, Since leadership modi-
fiers don't apply to these pieces, the To Hit values
doa't go past *'7"". Based upon ROF and FP values,
heavy mortars belonging to the US, Germany and
Russin divide into the four groups shown.

The clear champion among these *hoomers” is
the B1/82mm model, Its firepower is respectable and
its Rate of Fire enables it to do a lot of damage in
& short time, Since it can be dismantled, it also
enjovs more fexibility with respect 1o movement
than do any of its larger kin, In its dismantled state,
it can be carried into a foxhole. As a simple rule
of thumb, it is abour 30% more likely to inflict some
kind of damage than is a light mortar,

When we turn, in Takle 46, o attacks upon
vehicles, the B1/82mm mortars again emerge the
clear winner, Comparing these results with those
in Table 3 above, we see that the 81/82mm guns
are almost twice as good at putting vehicles out of
sction. What these numbers don't show is the better
than rwofold increase in the chance of killing either
type of AFV. As thev did in the real world, the
BI/EZmm mortars emerge as the best of the bunch,

Conclusions

All of the abowve numbers mean little if the player
doesn’t make use of them. When faced with a DYOQ
purchase, or a scenaria in which you've mortars in
your OB, keep them in mind. The mortars are cer-
tnly the most underrated and misunderstood picces
in the ASL arsenal. (Something vour fathers were
never prone to underestimate.) And I haven't even
touched on some of their special uses, or the effects
of WP and starshells. Perhaps one more ambitious
than I can take on the task of producing the defini-
tive text on tactical use of these weapons in ASL,

e —
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fa) LS and German 8lmm, and Russian 82mm mortars
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Final TO HIT salue
Target Category 4 L 6 T
Infantry in a wooden buikding Bl B3 85 T4 77 B 66 70 75 50 63 69
Infantry motionless in the open 76 7T 80 67 69 71 57 60 64 47 51 56
Infantry motionless in woods T4 75 77 64 66 69 54 56 60 43 46 51

Final T HIT value

1) Cermgn J5mm and Russian 107mm morars

Target Category 4 5 [ T
Infantry in & wooden building E6 28 B9 B B3 85 T3 76 BD 6570 7S
Infantry motionless in the open B 83 BS TITET9 & 67 T LER R
Infantry modonless in woods BD 82 B3 T | s0e3 67 48 52 57

Final TO HIT value

fe) U8 107mm, and German and Rusrian [ 20mm morfars

Turget Category 4 - | & 7
Infantry in o wooden building B4 835 87 T6 79 82 6871 76 59 63 69
Infuntry metzonless in the open B0 82 B4 T1 7376 &0 63 67 49 53 58
Infantry motionless in woods T4 B0 B2 @7 | marsd 45 49 53

Final T HIT value

fd) Russign {omen mortar

Target Category 4 5 6 7
Infantry in 8 wooden building B0 9] 92 B3 BY 83 75 79 B3 6671 76
Infantry motionless in the open RE B8 B9 TH RO 83 6771 75 Sd 59 65
Infantry motionless in woods BS 87 88 0 | eETTI 50 54 60

Table 5—Probability that & single unit will survive various morar arscks, unharmed and unpinned, when there 1a
no initial Acquisition, The values in each T HIT column are for Morales of &, 7 and B respectively,

Far those whe may not be famillar with Mr.
Medrow's wark, he has produced several articles
analyring the probabilities in ASL—one each can-
cenfrating on  infantry, armor and  off-board
artilfery—urnder the series frle " Firs Impressions ™
which have appeared in the pages of our periodical.

Those tnterested in obraining these are referved to
in the index of ASL articles found elsewhere in thix
issue. Back issues of The GENERAL srill in stock
are dvailable for 34,00 each (plus the uswal 10%
shipping and handling) divect from The Avalon Hiil
Ciame Company,

Final TG HIT valkue

fap 'S and German §lmm, and Russion §2mm morars

Target Category 4 5 & 7
Unarmored vehicle in the open i 62 60 51
OT AFY, all AF < 4 54 TH 72 65
C AFY, 4 < one AF < 8 " By 86 83

fc) U'E J107mm, ard German and Ruerian {20mm mortars

Target Category 4 5 L] 7
Unarmored vehicle in the open 5 76 67 58
OT AFV, ull AF = 4 L 53 78 T
CAFY, 4 < one AF < 8 1) L] B &7
By German [0Fmm and Russian 107mm mortaes

Final TO HIT valoe

Target Category 4 5 [3 7
Unarmored vehicle in the open 4 72 62 31
OT AFV all AF < 4 E:H] 823 74 T
CAFY, 4 < one < B ] 92 9 E7

Final TO HIT value

fely Rutsian 6o mortar

Target Category 4 H] ] 7
Unarmored vehicle in the open 87 M 69 57
OT AFV, nll AF = 4 93 B 84 M
CAFV, 4 < omc AF < B bt 95 93 a1

Tahbe $—Probubility that n motionless vehicle will survive various mortar attacks; o initial Acquisition.
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Al

Are you intimidated by the size of the ASL Rulebook? Do you enjoy
games other than ASL and dread having to re-learn even the basics when
you want to play it again? Are vou an experienced ASL player, but find
it hard to remember all the details? Are you dred of those arguments over
“eocked'" dice and knocked-over unit stacks? Then let the ASL Game
Assistance Program help vou! What does it do? ASL GAP serves as a
QRDC on a computer. It includes all the following tables from the
Rulebook cards:

Chaprer A: 3, 5.132, 11.11, 14.3, 15.1, 15.5, 16., 17.,18.2
Chapter B: 25.65
Chapter C: 3, 3.6, 3.7, 2.4, 3.9, 4, 7.2, 7.31-.35, 7.7, 13.33

The program presents only that information related to the results of your
actions, And it keeps track of where you are in a game. It does not judge
LO5; it does not cheat; it does not use a “‘mouse’’. And while the pro-
gram does not teach you how to play ASL, it can help you to understand
how ASL rules and situations work by seeing how the GAP executes and
resolves them—and it also reminds you of many little-used rules you may
forget during the heat of battle.

The concept is simple. For example, the IFT function asks for the FP
and DRM of your attack. The program then locates the proper table, rolls
some *‘dice’” and you are told what happened to the target(s), Further-
more, it takes into account Cowering (AT.9) as well as the increased
penalties for Inexpericnced Personnel (A19.33); it even accounts for Critical
Hits from FFEs (C1.53). It reminds you of Sniper Activation (A14.1) and
offers to resolve this for you right then and there. It reminds you when
ROF has been maintained (or lost) and to check for SW breakdown. Do
you remember all those possibilities every time you roll the dice on the
IFT? How about for To Hit and To Kill tables? Infaniry close combat
resolutions? Or Morale Checks? Do vou even use the Battlefield Integrity
rules? Now youcan, and without worry, (Some sample screens from ASL
GAP are shown 1o the right),

If you are a fan of ASL and play often, think what the program
can mean in savings of time and trouble. And that means that you can
concentrate on the game at hand, not the game system. ASL GAP is
available for the 64K Apple®II+, //c, //e and //gs computers. A version
for IBM®™ and compatible computers is currently under construction. The
Apple version {only) can be ordered by mail for $25.00 from The Avalon
Hill Game Company {4517 Harford Road, Baltimore, MIx21214). Please
add 10% for shipping and handling (20% for Canadian orders; 30% for
overseas). Maryland residents please add 5% state sales tax.

® Trademarks of Apple Compuiless and [nscrantional Business Machines.

ASL GAF MAIN MENU
FFFPh AMERICAN GAME IURN 1

. Infantry Firs 7. DICE / ENIFERS

. Infantry 0O B. GAME TURN TRACK

. TH/TK (BLACK) §. BATTLIFIELD INTEG
. TH/TK (RED) B. BAVE GAME

. Qulek Hit/Xill B. RESTORE GAME

. BOMTR® /HX/4 “DELEYTE" back to AFh

SELECT cholcs:

BATTLETIELD INTEGRITY MENU

., SUBTRACT AMERICAN LOBSSES

. SUBTRAOT GERAMAN LOSSES

ADD AMERICAN REINFORCEMENTS
ADD GEEMAN REINFORCEMENTS
ATTEMPT T0 REGAIN AMERICAN ELR
ATTEMPT I0 REGAIN GERMAN ELR
BAISE/LOWER/FIN AMERICAN SAN
. BAISE/LOWER/PIN GEEMAN BAN
AMERICAN GAINS OVP

. GERMAN GAINS CVP

'"AETURN'' MAIN MENT

PRENABAUD

Basa THK* = T
TK#* +0 for > =8Emm gun firing AP
ammo at & haxes
BASE TE ROLL = &
VEHICLE KILLED

CREW SURVIVAL ROLL = 4
“AM ACQUIREID TARGET ROLL (DREM = 1)
“p' TO ROLL WITH NEW DEM:
“A" FOH RANDOM SELECTION:
“§" T0 ROLL SAME PARAMETERS:

The applications, especially for solitaire play, are incredibly convenient,
Can't finish a game in one sitting . . . no problem. Save it for instant recall
when you begin again. Tired of your opponent grousing about his luck?
The GAFP will put an end to that. Dice roll averages for each plaver are
continuously updated and presented on the Main Menu 5o that each player
will always know exactly how far his overall “*luck’ has varied from
the norm.




The following are questions that
heve appeared on the ASL system thus
fiir in *“The Cruestion Box™ {found in
each 1ssue of The GENERAL). Note
that in some cases, further refinement
of the game rules has caused changes
fo the snswers as published in the
magazine; such guestions are marked
with a bullet and players are urged to
note the difference from the previous
response. Al the end of the section is
a listing of all Errata to date for the
module scenarios and counters: it is
recommended that plavers make cor-
rections to their components, although
further printings of these will incor-
porate the changes,

AL & ANDA I 2 Fanalic HS Recombines
Wit a H5 thet's not Fanmtic, s the ceauliant
squal Fanatic’?

A o,

MM Suppese o syuad is corrving six PP,
leaving It with ane MF, and 1t uses o Minimum
Mawz I move inea on adiscent building bex. For
Defenaive First Fire purposes, |3 i consklered
tohave spent cnly oo MF in that building bex—
o fwn?

A, Tws MF

.1 Hastack of unsls is moving togecher, and
il in fae giack expends MF 1o place o SMOKE
gronade/ D or w0 Recover n 5%, then oust other
it in e stack alzo expend the tame MEF of they
e o cirlines Lo move together as 4 sanck?
A Ve,

A0 Canan Infaniry undt that is using Hypass
axpend MF 10 place a SMOKE grenade (A24, 1}
ar o [AZ1,3) while @il in Bypass {as long as
ahes mificient MF 10 Leave the hex)?

A, Ves

ML Buppose nn Infanery unin using Bypass
movement s atncked in the Bypass bex by
Defeasivg Frst Fire and it survives withour belng
frvken or pinned. Could 3t then expend an addi-
tizeal pan MF 1o gnter the building instend of
Eeiing mother hex?

A Yiu; see Ad.] in the 1987 Erracn,

A4 1T a unzt hegins itn MPh with a 5W io dts
possssion bul drops it before expending any MF
mll, is the portage costs axsessed?

A& Mo, See Ad.47 in the 1987 Ervat,

Add I the PP cost for & 5% deducted from s
eil's IPC il the unsl begins its MPh wich the 3W
and drops Il e eapending o MF in 15 hex (such
as fo place a SMOKE grenade or 10 Becover a
Ferent 5W) but s moving ome hex with it?
A Yes.

AdAY I nn unbroken unit wishes b do nething
during its MPh except drop & SW, can il do s
o e coet of one MFT

A [t would do a0 al pe MF cost—bur it crald
then become the (non-moviog) arget of Defen
sive Firsl Fire

Ad.43 Cap an Infarcry unit abandon & SW s it
advances during ics Advance Phass?

A Yes: see Ad.43 in che 1987 Errsia

A4.431 The nile permits SW to he Transferred
amoag Riders on ke same vehicle while it is in
Mation. Cen 5% really be Tranafecned between
Eiden om the same Matarcyvele while it is in
Muotton?

k. Yes,

A4 Can o leader apply his lendership mesdi-
fer b0 mnother unit's Recovery dr?

A, Mo, See A4.44 in the |9RT Ermain

AES Foe an Infantry unid b make o Dash, muwst
It have encugh MF Jeft (aller deducting for PP
i excess of s [PC) 1o cover the nurmal cost of
e teo-hex movemend?

A Yes, Sex A4.63 in the 1987 Errora,

Ad.B) & A15.43 Cun s Berserk unit use a Dagh
move o EntEr BN Enemy oocupied hex?

A, ¥es—provided it meets all the reguirements
dx both Dash and Berserk movement.

e T—

DEBRIEFING
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=ATES If & leader uses his leadership modifies
o direcs a FG in Defensive First Fire, then Later
an in than same phase can he direct a FO in which
some units'53W are using Subsequent Ficat Fire
and some are using Defensive Firsr Fire?

A. Oaly il all the wnis'SW invodved nre che
same anes he bad directed in that previcuos First
Fire arnck

*AT. 355 & AR M e HS uses a LMG during
Diefensive First Fire, can it use both the LMG
and ils icherent FP during Subsequent-First-Fire!
Final-Procective-Flre in the same phase?

A, Mo, [t can use its LMG or s inherent FP in
Subsequeent Firkl Fire; faor FPF, 1 mas use ats
L.MCi and canedt use ils inbereot FP.

AT.T Can an ordnance hil oo the Area Targec
Type be considered o hit for Encirclement pur-
poses (a8 opposed 10 one an the [nfasiry Target
Typeyt

A Tes

=ATT Tfa MMC s attecked by Defensive First
Fire which causes Encirclement bui it continoes
its mvvement owl of the enciccled Location, are
ather friendly units in that meget Location {who
were oo meving in 8 stack with the atlacked
MMC) encircled?

A, Yes, see AT.T in che 1987 Erramn

*AT.T Suppose an atack by German unis causes
Russians in the targel Location o be Encircled,
1f German units then advance inta the Encitcled
Lucation far CC, are shey oo afected by the
Encinclement?

A Yes; see AT.T in the 1987 Erraca,

A8, 11 If the DEFEMDER declines in use Dition-
sive Firar Pire verdus & unit after it moves imlo
a certain hex and the ATTACKER subsequently
announces that he had finished moving that umit,
can tbe DEFENDER then change his mind and
use Defensive Firel Fine {befure another uni has
physicaly mmaveddy?

A Yes.

B & AZLE Woukd a undl Flaving o DC noross
an Crpen CGroursd heaside be subject o o Spap
Shot?

A No.

ABZE A CE AFY moves sod a squad chooses
10 attack il using Defencive First Fire, Accord-
ing te this rule, the Genemal Collaieral Arack
leaves no Residisal FP—true or folse?

A, False. The Small Arma Atlack is scroolly
maile versus the entire Locarion, and does leave
Resldaal FP. The occompanying Ceneral
Crllateral Awhck (ve, the PRC) coused by thar
ateack does not leave Residual FP; see the laat
seotence of A, 148,

ARZL If o HMG firing from a building bex has
entablished a CA, can the HMWIE be usad that same
phase against an enemy Infarcry MM thal eoters
the HMI's Location across a hexgide that |s ot
within the HMO's Ca?

Al Yes,

A2 Can n MO set up on Albernae-Hex-
Gruin Fire Lane along & Comineeur Slope?
A Yes.

ARZIX If o MG has established 4 Fire Lane,
would an enemy unarmosed vehicle (with no
FRC) entering the MG s Location cause cancel-
Intlon of that Fire Lane®

A Mao; AT 212,

=ALLEN [hes Mopping Up cause enemy units
in Rubhble Lecations of the building 1o 1ose Con-
cealmenl, or b surrender (if heoken)?

A Mo see ALZ 153 in the 1987 Errain

AT9A2-13 If a Finnish B-0 leader auffers
Replacement, bs It replaced by & German 707
Ao Mo; it hecomes disrupted,

A20E51 I ap wnarmed unit atincks in CC ond
its target survives the amsck bul o different snemy
unit is eliminated in that ssme CC (by another
alacker), 33 ibe unormed wni immndjml}-
rearmsed !

AL Yes, provided oo other enemy unit is in thar
Location

AR IIT 15 a Coomndssar immuoe e DM when
attempting Sef-Hally!

A. Mo, & leader cannod affect his own per-
formance (A10.7),

AZ6.21 I caprured Personnelisquipment count
a5 double their parmal VP oaly an the and of play,
what |8 thetr value diering ploy?

A. They count as their oormal VP value during
ploy. For example, a captured sguasd is worth owo
VI during the gome (even if Exited): only ai the
enil of play is its value inerenssd 10 four points,

*B3.4 Ifa MM emers o shellhole hex through
u road heasude, con it retain the eatrs ME far
crassing caly rand hexsides If it enters the shell-
Bl hex by expending 28 F {in oader 1o gain the:
shellbode™s lerrain benefits)? By expending only
IME?

A, No. Yes. Note oo that the extra MF is alsa
negated G0 the unit enters  SMOKE Deep-
Snowwoods 44 i1 moves oo the Toad.

B3} & B6.45 Is an underwater pandoon
hridge's +2 TEM (for purposes of bridge
destruction) i sddition 1 is having a +1 TEM
for being o poneeon bridge—a cumulatve +3
TEM?

A. Mo, +2 cumulstave,

B4 Cana bicycle be riden oneodacross & ool
bridge?
A, M,

BE. 41 The rule states that 8 unit in & Sewer hex
mease o curing its MPh, Bun if the unit is com-
pletely surrcunded and this unsble 0 move, is
il eliminated?

A Yes

BE. 44 If o unit in o sewer Location altacks on
enemy unit io an ADJIACENT pewer Location,
Is the PRE also balved for Ares Fire?

A, Only duting AFPh—nod Final Fire.

BI0.92 Tioes n unit In Crest slatus receive
enlrenchment benefits from fire that emlers i hex
through the vertex of a protected Cres hexside
and n nen-Cresl hoxside™

A. Yes

=HB23,71 I un Infantry unit moves directy Eromm
one Rowhouse hex to another Bowhowse hex (al
gresand level), would it be attscked by nny mines
pressnt or ground level of ciber hex?

Ao Wes, onless moving through o Breach. See
B23.711 in the 1987 Errsta

B24.2 If Rubble is 1n a hex wik n wall o hedge
heaside, i3 the wallhedge mavement o atill
applicable?

A, Yes

B25,12 Dows the EC DRM modify che DR used
o determing f & FT sitack has coused n Flame
in & building hex? In a Rubble box?

A. Moo Yes.

BIR.41 & BIB.5T When resolving o minefiekl
artack, & & partially armoned vehicls trested the
same as an AFY whoss lowest hull AF is zero?
A. Only if the vehicle has & “‘0°" hull AF, orif
Bth irs sides end rear are unsrmored,

Cl.1 & C%.} Doea Guarding prisvners affect o
unit’s ahility to Act aa & morlar Spotter or use o
radio/field phome?

&, A Cuard canncd perform chese functions i€
his LIS# s = the wdol LS as his prisoners,

C1.5 If & Berserk unit s 1n the Blast Aren of
friendly FFE, is its Marabe Leved lowered by rme
(ALS.420

A. Mo,

C1.51 I a unal Withdraws from Melss during
4 CCPh into a FFE hex, is it anscked by the FFE?
A. Yes,

=CA.T MG To Kill attacks have no CH pos-
sibility . . . "' Are Flghier-Bombers. Stukos, and
5 cal. HMG (12.7mm) included as *'MG"
under this rule? Are | Smm wenpons!

A, Yes, Mo,

Scenario Errata:

ASL I: The Germans mgsr pecform the Maop
Up procedure in a building in order e claim it
for Wicory Condition purpasss, even | ihey
Coneral &l! b3 Locations.,

ASL 3 Each unit elimingted due to 558 2 counts
a5 Casualty VP.

ASL 41 In 58K 1, the Russians should have
Level & Baoby Trap copabiliy —men Level C,

61

ASL 9: The Russian radio ahould have comtact
walises of 67 H—not 16/7, [n 55K 4, allow the
Crerman HMG (as well &5 the MM 0 use Bone
Sighting.

ASL 20 The Viceory Conditions should read:
“The Amerticans win if ot game end they have
Exited &= four Good Omder squads {ar their
aexuaivalenty ff the north edge of board I, oo
currepaly bave more Good Order squads Gor their
equivalent) am level 2 hexies) than the
Germans. '’

ASL 23 U5, 1anks do ool count lowands the
Wictory Conditions,

ASL X6 [nthe secand line of the Vietery Con-
ditioms, change "'hy'" 10 “al'’

ASL 4% In the Victory Comdilions, change
byt in “ar,

ASL ®i: The Hussian radio should have comaa
values of §/TH, nm /67

ASL 8% The LMG counger shawn i the British
OB shoubd ke Britlsh—nct Axis Minos, The
British light morsr shown shoulld be the
stamdard  (range 2-111—not the Ajfborme—
wersion.

ASL A, B, Cand [k AT.72 supersedes 55K 2,
2, 3 and 4 respectively.

ASL C: The date, of course, should read
a7

ASL Ji In B5R 4, the Blhim = OBA shoald have
Aormel ammuanitien

ASL G4: In 55R 3, delete all'.

DASL 5! The Rusasian radic should have con-
inct velwes of & VE—nol 587,

Counter Errata:

" The Mauolion counters included in
PARATROGPER should nal comain the words
VMo Ordnance™. The Motion counters in the
various peher modiles are correel,

= All 172Y SMOKE courders should have hid
green prnting oo the white beckground, since
iy are cemioved al e end of esch MFPh

* The Cermsan Fobpfis 35 tanks shoald have
U —r 01T —In RS e oo e coudler, sinoe
it does nol receive the zern BESE DRM for being
Ceech-bule (D2 5).

* The German Marder { TD should hove '(f)""
in e name on the counter. for ESE purposes
2.5

* The Cerman SFW I50/7 and SPH 2502 W
shoubd hove Ind Crew'' on the counter: see
British Viehicle Mote H

* The German SPR° 251400 h should have
“ATRE: PSK®+" o the back of the coumter; see
Crerman ¥Vehicle Mode 65,

= The German PSW 220 5C shoald have ~“BU
FFMA' on the counter; see Brilish Vehicle Note
k.

* The Ma af the German 2om Flak LKW rack
shoald be V200" ot " 207"

& All German RCL Guns shoald have a chin
wliie carcle an the front of the counter 63 endicaie
thit they have s 360" mouant (C2.3)

® The Russian J5-2m tank with [0 VF" shoubd
have n white dot behind its BMO factar,

= The Russian BA-648 AC should have “BL FP
MA™ on the coumer; sse Ruasian Vehicls Mot
40 #nd Brinsh Vehicls Note O,

& The L1.5. M4, MdA! and M2 M ht should
b "'Inf Crew " on the courter; see British
Wehicle Moz H,

= The U5, I'% “5C should have s 2FF BMO.

® The Brobsh Valerrdne [T tank wich [0 A
ghoukl be marked s a Small Target (e, +1
TH; [¥1.74).

= The British Ferrgpin MK § amphibious rruck
shoubd have “REV = 1" oo the back of the
courler {i.e., Reverse movemes should oot i
twice its normal bex entry cost).

® Each counter illussration on pp. H&3-He4
[EXC: the Shermar IIT Dial] should show the
AFY B O, The counibers thernselves are correct;
oanly the illusirations are ook
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March 31st, 1941. The 5th Light Division, just
recently arrived in Libya, is on the atfack. Its goal to
drive the fresh but green troops of the British 2nd
Armoured Division out of their prepared defenses in
the coastal bottleneck near Mersa el Brega, Men of
the 8th Machinegun Battalion battle their way forward
across the undulating sand dunes as Stukas prey on
the defenders from above. Suddenly in the swirling
dust they encounter minefields and wire. ' Sappers
forward!'' comes the cry. A new chapter in the
history of war Is beginning, and a new legend—that of
Rommel, tha Desert Fox—Is about to be born.

April Tth, 1941 .in confused and headlong retreat,
the British are falling back across the Cyrenaican
bulge to Derna, But German armored cars and

motorized infantry have cut the road atop the coastal

escarpment, trapping those still in and west of the
town. Colonel Drew of the 5th Battalion, Royal Tank
giment, o

This Is WEST OF ALAMEIN—the long-awaited British ;
addition to the ASL system. As the title implies, it focuses
on battles between the British 8th Army and Deutsches -
Afrika Korps in the Morth African desert in 1841-43. WEST
OF ALAMEIN containg the enlire British crder of battle,
including all U.5. Lend-Lease vehicles, ordnance and -
support weapons, thus enabling you to command every

‘major vehicle, gun and troop type used by British andfor

Commuonwealth torces in every theater throughout the war.

Also contained herein is Chapter F of the ASL rules, which

covers the lerrain types encountered in the desert and other
arid regions: scrub, wadis, hillocks, escarpments, sofl sand,
dunes, deirs and hammada. Chapter F also provides rules
for the special climatic conditions that were so much & part
of desert combat, such as dust, heat haze and sun.
biindness. Of the five mounted mapboards in WEST OF
ALAMEIN, four (#s 26-29) deplct flat open desert, with the

‘dominant terrain features on separate, moveable overlays

s0 as to maximize flexibllity. The fifth board (#25) represents
a rugged hill mass as s found in Tunisia, and can be

troops and vehicles. Surveying the situation, he knows
he has no options: He must lead his men up the
-steep, twisting escarpment road past a huge crater
blown in by overanxious sappers; and, once over the
lip of the escarpment, must locate the German anti-
tank and machinegun pasitions in the shimmering
heat haze and blast a way through. The afternoon
promises to be hot in more ways than one.
November 23rd, 1841. As part of the drive to open a

- corridor to Tobruk, the 25th New Zealand Battalion,

supported by Valentine tanks, has just captured Point
175 atop a high inland escarpment. However, instead
of halting to prepare for the inevitable German
counterattack, the Kiwis continue their advance
almost nonchalantly—and walk right into the sights of
the veterans of the 361st Infantry Regiment "Afrika’’,
who at the moment happen to be under the personal
command of Rommel. For many, Germans and New
Zealanders allke, the bloody battle about to begin will
rmake Point 175 their point of no return.

converied to a large escarpment by means of an overlay
specially designed for this purpose. A Design-Your-Own
system far the random selection and placement of overlays
is also provided, which in combination with the vehicle and
weapon point values, historical notes and DYO charts, will
provide an endless varlety of situations for those who enjoy

_ creating their own scenarios. And as if all this weren't
- enough, simple rules have been included to enable the
- desert boards and overlays to represent the steppes of the

Ukraine, providing added flexibility for these components. Of
the eight scanarios enclosed, four can be played using the
ASL rules and BEYOND VALOR; the other four also require
rules, counters andlor a board from YANKS. No other :

‘boards or modules are needed.
" 'WEST OF ALAMEIN is now available for $45.00 from

The Avalon Hill Game Company (4517 Harford Road,
Baltimore, MD 21214). Please add 10% shipping and

“handling for domestic orders; 20% for Canadian; 30% for

overseas. Maryland residents please add 5% state sales tax.

-




FOWARD OBSERVER | CHRONOLOGY OF WAR

As a closing word, | wanted 10 give you a brief The Scenario S“ﬁ!}"
peek at our doings here at Avalon Hill for the To date, some 117 “'official’’ scenarios (including those printed herein) have been published by
ADVANCED SQUAD LEADER sysiem. The past Avalon Hill for ADVANCED SQUAD LEADER. To act as a checklist, the following is a complete
year has seen the release of iwo new modules— listing of these—by date, location, tite, number and combatants. By spending & few minutes with
THE [AST HURRAH and Hﬂu?“’m. 1 it, a player can readily spot any scenario that may deal with a particular campaign, region or people
suspect that many of you haven't even digested he is interested in. The survey can cven be used 1o give an ASL tournament s unified theme or provide
WEST OF ALAMEIN vet, and now here are two the basis for & **campaign’’ of scenarios,
more. But never fear, you'll have some time to catch
up. With the exception of Charlie Kibler's RED
BARRICADES {the first ASL “*historical’” module)
and the f989 Ervatg, not much looms on the
immediate horizon for the ASL fanatic.

RED BARRICADES (tentatively priced at $20 and
due for release in the late autumn) is based upon
the struggles in Stalingrad for control of the factory
complex. This one is Charlie’s baby. Ever since he
did the research and mapboards for RAID ON 5T
NAZAIRE and THUNDER AT CASSING, he has
wanted o produce truly sccurate terrain maps for
the ASL systemn. Having spent many hours with
recon photos, maps and charts, | think vou’ll find

his map for RED BARRICADES both intriguing and Date Title Number Combatants
informative. Laced with new terrain types (rules to | Sept 1939 Krojanty, Polund Into the Fray ASL-43  Oerman vs Polish

be included), unmounted and non-geomorphic but 27 Sept 1939 Przemysl, Poland Age-0ld Foes ASL-30  Russian vs Polish

with slightly oversized hexes (1 "), it is the center- g’utg""l:?:g ii‘“’”ﬁfwd :lhl: m e HupNAg ::':}? :“"f“ i ]1:"””';.

) s & < C apakl, Findan o n = AAKIAT VE Finn
plece of the module. Added to this will be eight 9 April 1940  Elverum, Norway The Gauntlet ASL44  German vs Norwegian
scenarios, and the rules and set-up for a truly ; ; g .

Fipes 4 v 10 May 1940 Witry, Belgium Toupours |’ Aodace ASL-44  German vs Belgian
Sostrous *Campaign Game . And one-and-a-half 10 May 1940  Gennap, Holland Piercing the Peel ASL49  German vs Dutch
counter sheets bring the players extra German 10 Msy 1340  Coevorden, Holland Bring Up the Guns GEN-G7 German vs Duch
md Russian counters. along with a couple of sur- 11 May 1940 Briedgen, Belginm Birds of Prey ASL-46  German vs Belgin
prises. (for instance, the **Molotov projector™). If 7 Feb 1941 Siddi Saleh, Libys C1 Arrendiamo ASL-58 [l ve Brigish
you bike playing a few dozen 6-turn mini-games 1o 3] March 1941 Merss el Brega, Libys Turrung the Tables ASL-3%  Oerman vs British
son out who controls the city, this module is for T April 194] Derna, Libyva Escape from Derns ASL-38  Ciermnan va Britssh
W (or vour game club, P:rh._'psj Should RED 9 w 1941 Alibunara, Tlllﬂillﬂl Rude .ﬂ"lk‘m‘.ﬂ. ASL-4T  Oerman vs Yugoslav
BARRICADES prove popular, we'll be considering 20 May 1941 Kastelli, Crete Revenge ot Kastelli ASL43  German vi Greek
mare *'historical™ modules with unmounted maps 20 Moy 1941 Maleme, Crete Tavronitis Bnda: #9-A1 Clerman v mm:h
and “campaign games'' 20 May ] Maleme, Crede Bofors Buashing B9.AZ Gierman vi British
3 ) ; 200 May 1941 Maleme, Creee Descent into Hell #9-A1 German vs British
b Mheciacan (OIE B8 Fociouk DA NS 22 Jupe 1941  Zhubinski, Russia Red Packets ASL46  German vs Russian
done, 10 the time-consuming task of producing the  § 34 june 1941  Seirijai, Lithuania A New Kind of Foe ASL-M  German vs Russian/Partisan
et free™ errata section, to cover Chapters C and 24 Jume 194]  Brest-Litowsk, Ruasia The Ciimdel ASL-10  German vs Russian
D. U'pon completion of that (as might be expected, 25 June 1941  Raseinisi Lithuania Firt Crinis st AG North GEN-M  German v Russian
wdate yet on when it will be ready—I"ll announce 1) July 1941 Shidov, Russia Shikkow's Labors Lo GEMN-T4 German vs Rossian
BThe GENERAL when you can send in your 1989 12 July 1941  Gomel, Russia Timsoshenko's Amack GEN-G)  German vs Russian
ewpons), he’ll begin studying the Japaness and 12 Aug 1] Yasnaya Polyama, Russia Bridge o Nowhere ASL-54  lmlisn vi Russian
(hinese. Given that the knowledge of the Pacific 17 Aug 1941 w Russa Slamming of the Door BO-AT Bm i Itlu.nn
and Asian fighting held by those of us here at Avalon 1 Sopt 1941 Terijoki, Finland Fighting Withdrawal ASL-1 FI-ﬂI\'Im
Hill involved with ASL wouldn't fill 8 modest-sized ek mmm i v R i e
migari -h " N Ll arin’ rics Al erman v& Bri
oot g gty ie 19 Nov 1941 Bir el Gubi, Liby Half & Chance ASL-56  lulian s British
£ s ! £ W 23 Now 1541 Sidi Reregh, Libva Polnt of No Return ASL-42  Cierman vs Britsh
mﬂ:?nuﬁ: of terrain, weather, troops, equipment, 25 Murch 1942 Rhodopes, Greece Ak ASL-28  Bulgartan vs Partisan
e, It's going to be a long praject, so patience is 13 June 1942 Tobruk, Libya Kuhmsin ASL-17  German vs British
ndvised. 28 July 1942 Rosiov, Russia Storming the Factory DASL-1  German vs Russian
For my part, having now polished off this vear’s 23 Aug 1942 Bchbuchenskiy, Russia Savola! B9-A12  Imlan vs Russian
Annual, 1 will be casting sbout for some other 14 Sept 1942 Sulingrad, Russia In Sighe of the Volga ASL-S  Cerman vs Russian
projects in the ASL vein, We'd like, of course, to 60ct 1IN Sulingrad, Russia The Cuards Coumeratack ~ GEN-A  German vs Russian
produce a solitaire and 1 PBM system—and at the & Oct 1942 Sulingrad, Russia The Tractor Works OEN-B German vi Russian
h & Oct 1942 Smlimgrad, Rossis The Streets of Stakingrad OEN-L  German v Russian

moment we have several proposed for each in vary- “ 5 A
7 Oct 1942 Stalingrad, Russis Fima 1o Strike DASL4 German v Russian
ing states of development (from a few random con- 2% Oct 1962 Sdingrad, Russia Berserk! DASL:D .. Courrams ou Bamen
cepts to full-fledged submissions f1'|.'lm your fellows). 27 Oct 1942 Sulingrad, Russia uiryev's Headguarers DASL-1  Cierman ve Russian
!Im.-'l" well be that, if one strikes us, it will sce print 9 Nov 1942 Stalingrad, Russia The Commissar's House ASL-4  OCerman ve Russian
in next vear's ASL Anmua!, Then we could make 12 Jan 1943 Leningrad, Russia The Paw of the Tiger GEN-F  Cierman va Russian
use of the feedback to fine-tune it until it gleams 12 Jan 1943 Welikiye Luki, Russin Eacape from Velikive Luki OBEN-H  German vs Russian
enough to be put in the rulebook, IE Jan 1943 Warsaw, Poland Mila 18 ASL-2  Cerman vs Purtisan

Then there are my own pet projects. I've started 4 Feb 1943 Swanichka, Russia Buck to School #e-03 Cerman vs Russian

dabbling with designing scenarios for actions involv- 26 Feb 1943 Medjez el Bab, Tunisia Fort MeGregor ASL-40  Cerman vs British
ing the Japanese—the next great siep in the develop- 11 March 1943 Wadi T.i.,gzlw._'l_'url'!i.l A Bridgehead Too Wet ASL-4]  Oerman vs British
ment of ASL. And some early war ones for the Brits 20 April 194)  Tukrouna, Tunisis The Taking of Takrouns ASL-51  [lwalian vs British
' . 5 July 1943 Cherkassoye, Russia With Flame and Shecl DASL-7 Georman vs Russian

for the 0 Annual. And ['d surely like to mwm my : 4

- & : 9 July 1943 Ponyri, Russis The Schoolhouse DASL-S  Oerman vs Russian
hnd o yet another module. 1've my eye on one 10 July 1943  Symcese, Daly A High Price to Pay ASL-53  [alian ve British
beinging in the French, or perhaps the armor and U0 July 1943 Pelna d'Montechiaro, [ly  Retribution ASL-33  lmbisn ve Amencan
m for the Axis/Allied Mm ”M- I} Aug 1943 Kharkov, Russia Draconian Messares DASL4 German vs Russian
far cither 1 need McNamara's cooperation, since O Sept 1943 Parma, [ly Too Linle, Too Lawe ASL-52  German vs [wlian
| would perforce rely on him 10 provide the **Notes™ 9 Sepr 1943 Pacstum, Italy Beyond the Blue Beach B9 Al German vs American
ind values for the counters. | am loathe to release 10 Sept 1943 Rome, lly The Bartle for Rome ASL-57  German vs ltalian
Just the French infantry (as we have the lesser 11 Sept 1943  Persano, luby Holding the Rear B9-A%  Cemman v American
pawers in LAST HURRAH and PARTISAND, but if 14 Sept 1943 Sulerno, Taly Ranger Stronghold GEN-T3  Genman vs American

pressured to do something to satisfy your cravings
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COMUTSETIEATY .

Mloduabes:

Seenarios ASL-1 through ASL-10: BEYOND VALOR
Seemarios ASL-11 through ASL-1H: PARATROOPER
Scenarins ASL-19 through ASL-26; YANKS

Scenarios ASL-27 through ASL-34: PARTISAN!

Soenarios ASL-35 through ASL-42: WEST OF ALAMEIN
Seenarios ASL-43 through ASL-30: THE LAST HURRAH
Scenarios ASL-51 through ASL-58: HOLLOW LEGIONS
Scenaring DASL-] through DASL-10: STREETS OF FIRE
Soenarios DASL-11 through DASL-18: HEDGEROW HELL

Magazine: (all have sppeared in issues from Yal. 22, Mo, & o date}
Scenarinos GEN-A through GEN-M: Revisions of soonarios orginally published for the 51 system
Scenarios GEM-GO1 through GEN-GT: Mew scenariog designed for the ASL ayanem
Scenariog GEM-T1 through GEN-T4: Tournamest sceonras from ORIGINS '87
Scenaric DASL-A: The orly supplemensial acenario pablished thua far In DASL forms

Amrvual: (1hat's this—lest of the sories)
Scenarios BW-A0 chrough B9-412: New ASL scenarios deslgmed for the ASL Admnarl S
Scenarios B8-03] through 89-D3; Mew DASL scensrios designed for the ASE Anrual ‘59

Combatumts: This information has been provided so that readers can determene which countermix may be necessary oo play the
seanario, Mode that the Ariy Miner encompass Hungarian, Bulgarian snd Rumaninn units, and that the Aliied Miners encampass
Polish, Norwegian, Dutch, Belgian, Yugoslav and Oreek units. Note alse that all Commonwealth units are listed as Bricish,

I
Dmie Location Tithe MNumber Combatants
I2 Mov 1943 Leros, Greecs Rachi Ridge ASL-3  Cerman vs British
12 Inn 1944 Kerch, Russia Subterranenn Chuarry ASL-32  Rumanian vs Partisan
30 Jan 1944 Cigterna, Italy Six Came Buck GEN-G5  German vs American
14 Feb 1944 Novayn Budo, Russia Little Stalingrad DASL-5  Cerman vs Russian
11 May 1944 Santa Maria Infante, laly Taking the Left Tit ASL-20  Germen ve American
2 May 1944 Bessarabia, Russia Sylvan Dheath ASL-M)  Gerrnan vs Partisan
& April 1944 Buchach, Russin Huhe's Pocket GEN-G  German vs Russian
6 June 1944 La Fierre, France Le Manoir ASL-13  German ve American
& June 1944 Foucarville, France Silence That Cun ASL-14  German vs American
6 June 1944 Ste. Mere-Eglise, France Lost Oppormunities ASL-1T  German vs American
f June P44 MNeuville-au-Plain, France The Roadblock ASL-18  German vs American
G June 1944 Pont-du-Hoo, France Backs 1o the Sea ASL-19  Clerman vs American
6 June 1944 Copenhagen, Denmark The Globus Raid ASL-29  German vs Partisan
G June 1944 Chef-du-Pont, France Gavin Take GEMN-T1 German vs American
7 June 1944 Ste. Mere-Eglise, France Confusion Reigns ASL-12  CGerman vs American
7 June 1944 La Fierre, France No Better Spot to Drie ABL-16  German ve American
T June 1944 Tulle, France The Liberation of Tulle ASL-27  Clerman vs Partisan
B June 1944 Pont 1"Abbe, France Diefinnce on Hill 30 ASL-11  German ve American
& June 1944 St. Come-tu-Mont, France  Trapped! ASL-15  CGerman vs American
B Jupe 1944 La Cambe, France Buying the Farm DASL-14 German vs American
& June 1944 Cressensac, France The Price of Impatience E9-AB German vs Partisan
B Jupe 1944 Tulle, France L'Ecole Normale Ro-D1 German vs Partisan
16 June 1944  Les Foulons, France Repulsed DASL-12 German vs American
28 Jume 1944 Lepel, Russia The Puma Prowls GEMN-T2  German vs Russdan
1 July 1944 Minsk, Russin Hill 621 GEN-E  German va Russian
8 July 1544 Pont Herbert, France Ripe Pickings DASL-11 Cerman vs American
10 July 1944  Haut Vents, France King of the Hill DASL-18 German vs American
11 July 1944 Dufayel, France Clay Pigeons DASL-16 German vs American
11 July 1944 S, Jean-de-Daye, France They're Coming! DASL-1T Gesrman vs American
15 July %44 La Luzerne, France Bopged Down DASL-13 German ve American
27 July 1944 Le Lorey, France Barkmann's Cormer DASL-15 German vs American
12 Aug 1944  Warsaw, Poland The Old Town ASL-31  German vs Partisan
16 Aug 1944  Ostroviee, Poland Preparing the Way DASL9 German ve Russian
17 Aug 1944 Paleanik, Yugoslavia The Cossacks are Coming ASL-33  Cront/German vs Partisan
23 Awg 1944  Cannes, France The Cannes Strongpoint GEM-KE  German ve American
12 Sept 1944  Warsaw, Poland Dash for the Bridge ASL-T  Geerman vs Russian
15 Sept 1944 Uttfeld, Germany Midnight Massacre BELAD German vs American
20 Sept 1944  Nijmegen, Holland Gavin's Gamble ASL-25  German vs American
22 Sept 1944 ‘Warsaw, Poland The Czerniakow Bridgehead ASL-3  German vs Russisn/Partisan
11 Oct 1944 Bardenburg, Germany Tanks in the Streets ASL-26  German vs AmeTican
17 Ot 1944 Aschen, Germany Among the Ruins ASL-21  Clerman vs American
18 Dot 1944 Aachen, Germany Kurhaus Clash ASL-22  German ve American
§ Mo 1944 Wic-sur-Seille, France First Action GEN-(4  German vs American
6 Dec 1944 Singling, France Laat Act in Lorralne GEM-G2 German vs American
6 Dec 1944 Singling, France Last Act in Lorraine I BS-D2 German vs American
16 Dec 1944 Buchholz, Germany Buchholr. Swation GEM-1 Clerman vi Americin
22 Dec 1934 Cheneux, Belgium Rocket's Red Glare GEM-Gf German ve American
25 Dec 1944 Champs, Belgiom Unider the Noel Trees ASL-23  German vs American
3 Jan 1945 Longchamps, Belgium The Mad Minute ASL-24  German vs American
13 Jan 1945 Budapest, Hangary To the Last Man DASL-A (German vs Russian
14 Jan 1945 Bitche, Crermany The Bitche Saliem GEN-]  German vs American
17 Jun 1945 Warsaw, Poland To the Squars ABL-S German ve Russian
9 Feb 1943 Henpebont, Prance The Forgotten Front GEM-G3  German vs American
6 April 1945 Hitdorf, Germany Hitdorf on the Rhine GEM-L.  German vs American
19 April 1945 Muncheberg, Germany The Agony of Dioom BO-AE Gierman vs Russian
28 April 1945 Berlin, Germany The Fioal Battle DASL-10 German vs Russian
3 May 1945 Berlin, Germany The Fugitives ASL-8  German vs Russian

Deate: The abbreviatons used foe ibe months should be recognizabile 10 moat feaders; bat for those confused by twese: Jan = Tanuwary,
Feb = February, Aug=August, Sepr=Sepember, Oci=October, Nov=November, and Dec=December,

Lacatbon: Many of the scennrkos place the action ““sear’’ 8 city of wwn, To simplify mamers, and gince this column is meant meely
ta plaee the scenario withdn the conrex of the war, we hive noted the most recognizable geographic locsion mentionsd n the historical

Bumber: All scenarios listed have appeared esther in the madules {denoted by the prefix ASL or DASL) ar in the pages of The
GENERAL (denoted by the prefix GEM) or this Anmual (as indicated by the prefix 89). Toe funber spacify:

while the long development and testing of the first
Pacific module drags on, we may be forced into this
extreme, I would object to such an approach, nat
because | have any greal problem conceptually in
releasing a nationality’s infantry and vehicle/
otdnance OBs separately, but because from my read-
ings the actions in which only French infantry were
present would make even more boring scenarios
than the ones [ did for the Allied Minors, No
paratroopers, no cavalry, no fortifications, no
unusual weather, and no contest when the Germans
faced unsupported French infantry. How many
scenarios having the German armor blitz French
reservists would you want to play? So I'm sell up
in the air about any future module that T may
'.'nlunt:r,r 0 DVEersee,

And, of course, I will be continuing in my
unending quest for ASE material for The GENERAL.
At the moment, the issue featuring WEST OF
ALAMEIN (Wol, 25, No. 6) looms on the horizon—
with some top-notch material from Mark Nixon,
who analyzes the desert scenarios, amd Charles
Markuss, who analyzes the British in the syvatem,
There are & number of new “*Clinic"" installments,
along with Mr, Mishcon’s accompanying updates
of old scenarios, cluttering up my desk. There is
the next step in the DYO systemn that Schmittgens
and Kibler came up with (bringing in the North
African and Middle East theaters) that | need to look
at. In short, there should be plenty for the ASL fan
in the pages of The GENERAL, wargamings oldest
professional magazine, over the course of the next
VEAT,

Despite the upcoming year being a guiet one on
the ASL front, there still should be plenty to keep
the system fresh. Your input, even if just a few
suggestions or opinions, on any of the above plans
would be welcome. Just drop us a line,

Rex A, Martin
May 1989

D-3257 #1832141



