


Welcome back to the streets of Stalingrad—only this time on a
scale and intensity never before offered in ASL. RED BARRICADES
is the first “Historical” module for the ASL system, complete with
a huge, two-plece historically-accurate map depicting Stalingrad's
famous “Red Barricades” ordnance factory and surrounding
environs, The mapsheet features new 1 "wide hexes for sase of play
In those scenarlos with high counter dansity. The factory complex
alone, axactingly adapted to ASL scale from actual German aerial
reconnaissance photographs, spans an area approximately 31 hexes
by 16 hexes,

Two countersheets provide (for the first time) markers for Fortl-
fiad Building Locations, A-T Ditches, Cellars, Gutted Factories and
Hand-to-Hand Melee. Included as well are Perimeter, Location Con-
trol and Burnt-Out-Wreck markers for the A8 Campaign Game, plus
extra Russian and German infantry and SW, Two new weapons also
make their debut: the Russian *Maolotov Projector” and the German
StulG 33B assault gun. Seven action-packed standard scenarios (in
additlon to those for the AS Campaign Game) ars offered, most of
which utilize only a small portion of the map.

Also Included is Chapter O, which contains the rules for several
new terrain types (debris, railway embankments, interlor factory
walls, storage tanks, single-hex two-story bulldings and culverts),
all colorfully detailed in the standard ASL fashion. Too, clarifica-
tions of existing rules for fortified buildings, factories, rooftops,
road-negating terrain and armored cupolas are provided, Last but
not least is Section 11—the "“AB Campalgn Games"—which
comprises about three-quarters of Chapter O.

RED BARRICADES is not a complete game.
Ownership of ASL, BEYOND VALOR
and YANKS Is required.

RED BARRICADES features three separate Campaign Games
(CG) which are designed for play exclusively on the new map,
enabling the ASL gamer to create an ongeing series of interralated
scenarios. For instance, CG 1, “Into the Factory”, simulates the
German etfort of 17-28 October 1842 to storm the Bamikady factory
complex. Each "'day" promises a possible scenario, depending an
whather alther side wishes to attack. Now, tor the firat time in ASL
scenarios, there are fomorrow’s victory conditions to think about
as well as today’s. Since surviving units are retained for the next
playing, a critical tactical dimension—conservation of force—has
been added. Gone are thosa last-turn suicidal charges so commanly
employed In standard scenarios,

RED BARRICADES Is avallable now for $25.00 from The Avalon
Hill Game Company (4517 Harford Road, Baltimaore, MD 21214),
Please add the usual 10% shipping and handling charge (20% for
Caradian orders; 30% for overseas orders). Maryland residents
please add 5% state sales tax.
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ABLE AT CESARO

ASL SCENARIO A13

el

VICTORY CONDITIONS: The Americans win by Controlling = five
Level 3 hill hexes on Board 2 at game cnd.

TURN RECORD CHART

BOARD CONFIGURATION: [, 13

CESARCQ, SICILY, 8 August 1943: After having been in bivouac south of Palermo
for several days, the men of the U5, Sth Infantry Division were chaffing for action.
Their chance came when Bradley ordered the division to enter the line and take
part in an offensive designed to overwhelm the final Italian defenses west of
Messina. Just before dawn on 7 August, the 47th Infantry Regiment moved forward,
attacking astride the Troina-Randazzo road with elements of the 9th Mechanized
Reconnaissance Troop leading the way. Despite some annoying mortar fire,
Company K managed to occupy the regimental objective by nightfall. Colonel
Smythe, now regimental CO, ordered the 2nd Battalion to pass through this position
that night and, at dawn, to seize the next group of hills and, if possible, the village
of Cesaro itself. At first light, the battalion stepped off. Pushing through the scrub
and low hills northwest of Cesaro, Company A quickly reached the lateral road
that linked the village with the coastal highway. Unopposed to this point, scouts
from “*Able’ ran back with news that Italian troops had taken up positions on
a commanding rise just east of the roadway.

BALANCE: ‘

B} Both Italisn OBA modules have
Normal Ammunition (see SSR 4). N

¥¢ Extend Game Length to 10% Turns,

I ITALIAN Sets Up First [100]

e
iy

2|3

't AMERICAN Moves First [198]

END
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Elements of the 178" Battaglione Carabinieri [ELR: 2] set up on boards 2 and 13 (see 53R 3): {SAN: 4}
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Elements of the 2nd Battalion, 47th Infantry Regiment [ELR: 3] enter on Turn 1 along the west edge of board 4: [SAN: 2}

¥ a7
.45 £15 S8 1 S AU S S
18 a 2 & 2

SPECIAL RULES:

1. EC are Moderate, with no wind at start.
2. All orchards are Olive Groves (F13.5). All buildings are stone,

3. Up to five Italian squads (and all SW/SMC that stack with them) may use
HIF, but placement is restricted to Board 2. Each Italian Field Phone must
be placed on a hill hex on Board 2.

4, The Italians receive two modules of 80-+mm Battalion MTR OBA with
Scarce Ammunition,

AFTERMATH: The Italian troops, in point of fact, were Carabinier (military police)
busily entrenching on the slopes and preparing to interdict the coastal roadway. However,
upom sighting the Americans, the fiery Iulian officers led their men down from the heights
o engage the Gls, It was a disastrous tactical error. The immensely superior firepower
of the Americans broke the hack of the enemy charge within minates, Despite two American
squads blundering into a minefigld, and the loss of the company jeep and mascot (s mongrel
bull terrier very popular with the men for his habit of biting prisoners), American casualties
were minimal. As American squuds hunted down the enemy mortar spoters that had
been troubling them, ten teams from the 19th Engineering Regiment began clearing the
heavily mined road. Meanwhile, the other companies passed through Company & and
reached Cesaro much quicker than expected. That afternoon, patrols contacted troope
of the Tdth British Infantry Divison advancing on Messina from the south,



EIGHT MILLION BAYONETS

Utilization of Italian Manpower and Material in ASL

Bravado, Posturing. Deceit. These are all aspects
of diplomacy as it has been practiced in this age (and
will continue to be). During the first half of this
century, one nation, more than any other, excelled
in these methods of modern statecraft in furthering
its goals. For quite a lengthy period, Italy managed
to maintain a political image out of all proportion
to reality. The claims that were made by her leader-
ship, notably by #f Dyce, Benito Mussolini, were
to ring especially hollow in the aftermath of the
destruction they brought upon their homeland, Yet
many in Europe believed, or wanted to believe, the
myth of & resurgent Rome in 1940.

The Italian military had indeed fought bravely
throughout the First World War, suffering several
reverses but proving that it was capable of meeting
the best that the Central Powers could mass against
it. Still, the Italians felt cheated when the war ended,
Prior to the beginning of WW1, Italy had been
aligned with the Central Powers; but, she failed to
uphold agreements with the empires of Germany
and Austria-Hungary and remained neutral. (Pre-
ferring, cynics would say, to await events and side
with the highest bidder. ) The second vear of the war,
1913, saw Italy declare war against her former allies
and field forces along the northern and eastern
borders; by 1918, the nation had suffered 462000
military dead, When peace came, the Italian govern-
ment, and her people, expected ltaly to gain greatly
from the collapse of the Austrian empire. Instead,
it was—or felt it was—ignored and humiliated,

With the state left destitite by the cost and
casualties of the war, and as the cost of living soar-
ing, the people despaired. Political factions sprang
up to voice all manner of dissent and to divide the
government into competing splinters, making it in-
capable of acting to correct the problems. One such,
founded in Milan in 1919 by an ex-socialist, was
the Fasci of Combarmimento (Combat Groups).
Growing from a small core of less than 200 found-
ing members, by November 1921 it was to number
over 300000 and to achieve party status, It had been
but May 1921 that Mussolini and some 35 other
fascists had first been elected to public office. It was
this new party that, the following year, would face
down the growing chaos and seize the reins of
contral,

By Craig F. Posey

With the collapse of its sixth coalition govern-
ment in three vears, Italy was paralyzed by a general
strike called by the Trade Union council and the
Railwaymen's Union. Mussclini, as head of the
Fascists, demnanded that the povernment take action.
When the king refused to give his approval to the
Facta cabinet’s proclamation of a state of emergency,
the squadristi of the party moved in and took over
the operation of vital services. The mail was delivered,
the trains ran, farms were tlled, factories remained
open; the Socialist-sponsored strike collapsed. In-
stead of the planned protest march on Rome, &
victory parade was held instead, On 29 October
1522, King Victor Emmanue] [T called upon Benito
Mussolini to form a new cabinet. At the age of 39,
Mussolini was the youngest man to ever hold the
office of Prime Minister of Italy, By and large, the
Italian people now felt the nation was at last on the
road to economic and political recovery—and indeed
it was.

As Hitler would do in Germany in the "30s,
Mussolini spent the 19205 melding the fortunes of
domestic policy, foreign policy and the military of
Italy into a single entity (only to lose all in a bid
for dominance in the Mediterranean). Thus, the dis-
cussion here cannot but revolve around the role of
the Italian army as reflected in the foreign policy
of Italy, of the Fascists, and of i Duce, While
Mussolini often harkened back to the glory that was
ancient Rome, the history of the Italian military is
more correctly traced to the regiments that served
Prince Eugene in Napoleon's campaigns across
Europe. More recently, the exploits of the Italian
army during the First World War served to high-
light both its strengths, and its weaknesses, Dur-
ing that conflict, Italy mobilized some 5.6 million
men and suffered casualties on the order of two
million. Of these, 462000 were killed or died,
947000 were wounded, and some SO0 were
taken as prisoners (or were otherwise unaccounted
for). Even given the disaster that was Caporetio
(1917}, Italian morale proved steadfast, given cap-
able troops capably led. Indeed, the Italian army
was shown to be able to secure Italy’s borders, and
even carry the war to the enemy. But after the war,
the military, due in part to the political discord and
in part to the disrepute of military means o settle

international affairs and in part to economic neces-
sities, languished and declined.

With the coming of the Fascists to power, the state
set forth a program of modernization for the Italian
military aimed at increasing its effectiveness.
Unfortunately for the Regio Esercito (the Italian
Army), the majority of the reforms and investment
in new equipment went to the showpieces of the
totalitarian establishment—the Regio Aeronaurica
(Air Force) and the Regio Maring (Navy), This is
not to say that the army did not receive new equip-
ment or experiment with new weaponry, for they
did. But, in comparison with the Air Force (which
was obraining numerous new aircraft) and with the
Mavy's sleek new battleships and cruisers, the
army's pace of modernization lacked vigor, due in
large part to the small industrial base of the country
and the financial realities of the late 1920s and early
19308, Still, Mussolini demanded the flexing of mili-
tary muscle on the international scens, and was to
take advantage of every possible situstion to achieve
territorial expansion. A myth was created, and
fostered throughout the decade,

Mussolini had first tried his hand as a congueror
in 1923, when he dispatched an expedition against
the Greek island of Corfu (pressure from the
Western democracies obliged him to retreat). His
aspirations took on substance with the coming of
the world-wide depression in 1929, Mussolini was
convinced that, as a result of economic crises and
social upheavals, the democratic powers were bound
to collapse, and so be unable to put up much fight
for their colomial empires, much less the lesser states
of Europe, Three regions exercised a particular fas-
cination for Italy’s imperial dreams: the Mediter-
ranean, the Balkans, and the northeastern section
of Africa.

However, ironically, Italy’s first step towards be-
ing ‘‘a warrior nation"" (Mussolini’s words, upon
taking on the portfolios of War, Adr and Navy in
1933) was to thwart Hitler's aspirations, In 1933
it Dheee met with the Austrian Chancellor, Engel-
bert Dollfuss, and promised him Italy*s full support
and friendship. It was, he announced privately, in
Italy's hest interests not to see resurgent Germany's
influence extended southward, In March 1934, pro-
tocols were signed in Rome betwesn Mussoling,
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Dollfuss and the Hungarian Gyula Gombos which
boumnd the three states to consult each other on in-
ternational political questions and pledged mutual
support if threatened, In June 1934, Hitler visited
Mussolini at Venice and undertook not to intervene
in Austria. But Ialian confidence was shaken by
Hitler*s ruthless purge of his own party at the end
of June, and by the assassination of Dollfuss by
Austrian Nazis {with German connivance) in July.
Mussolini, at whose home Dollfuss’ family hap-
pened o be visiting when the news was received,
immediately ordered Italian troops mobilized along
Italy's border with Austria, ready to defend Austrian
independence, Hitler, still not in complete control
of the German military (who expressed their con-
cerns), was forced to order the Austrian Mazis o
cancel their plans and the envisioned German-
Awustrian unification did not take place, While the
remainder of Burope was much impressed with
Italy's determined and speedy show of force, it must
e admitted that in reality the only real action taken
was limited troop movernents within Italy itself and
the issuing of ammunition to some border posts.

These events brought about 8 temporary normali-
zation of Ialian foreign policy. Ialy's opposition
1o Germany was followed by a brief resumption of
friendship with the members of the League of
Martions, motably with the Western democracies.
From France, Italy obtained rectification of certain
colonial boundaries as a result of an agresment
between Pierre Laval and Mussolini in January
1935, England surrendered Jubaland in East Africa,
and a few oases on the Libyan-Egyptian border.
Hungary and Bulgaria drew close to Italy, as
Mussolini decided to support their own revisionist
claims. But, the Fascists were to throw all of this
away within the year with their unprovoked attack
on Abyssinia.

A minor clash at Wal Wal on the Abyssinian
frontier in December 1934 had not attracted much
attention at the time. But with the agreement with
France, which seemed to presage a formal alliance,
Dre Bono (Talian Minister of Colonies) was emboldened
to demand an indemnity, ordering at the same time
two divisions to be mobilired for dispatch to Eritrea,
In March, Rodolfo Graziani, the most experienced
of Italy's colonial commanders, was appointed
governor of Somaliland. Haile Selassie suggested
that the matter be turned over to the League of
Mations, but Ialy refused all compromise proposals
made. By May, over a quarter-million Italian troops
were assembled in East Africa, and by September
some 12 divisions stood poised on the border, On
3 October, Mussolini announced that hostilities had
begun,

The League at once declared Italy to be the
ageressor and in November instituted economic
sanctions. The absurdity of their actions can be
judged from the fact that oil was specifically
exempted from the embargo, Meanwhile, the war
continued apace, pitting a relatively modern army
against a colonial state. Addis Ababa fell in May
1936, Selassie driven into exile, and Victor
Emmanuel (without being consulted) given the gran-
diose title of **Emperor”” by Mussolini to mark the
establishment of Ialian sovereignty. The victory had
not reflected any great glory on the Italian Army,
though the organization of the campaign had been
workmanlike, But the success had done much to
reconcile doubters at home, and elsewhere, The fact
that Italy had, singlehandedly and with apparent
success, defied 52 natons of the League gave
Mussolini (and indeed, many of the leaders of the
world) the illusion that Ialy could afford to throw
its weight about, and that the democracies were
decadent and could be safely pushed along the path
of appeasement. It was to be a fatal illusion.

From this moment, one may say, Fascist Italy was
doomed. Mussolini, now in unquestioned control
of Italy's destiny, was not observant enough to
deduce the implications of his aggressive policies,

He governed by intuition, oscillating violently from
one extreme to another: from anti-socialist to
socialist, from conservative to revolutionary, and
most critical, from anti-German (o pro-Cerman, So
it was that Mussolini could suddenly discover
ideclogical reasons compelling the Italian govern-
ment to intervene in the Spanish Civil War (July
1936) in favor of the insurgents. [taly stood to gain
little save prestige from this. As things turned out,
it gained little even of this and lost considerably in
the way of men and military material. What Mus-
solini had expected to be a short and glorious war
in fact continued for three years, and Black Shirt
troops suffered some notable reverses in the process,
The myth of Italian military ability was salvaged
only by Franco's eventual victory.

In April 1939, the last picce of the Italian myth
fell into place. On the Tth, Italian troops landed in
Albanian harbors and seized full control of that state,
over which Mussolini had established an Italian pro-
tectorate in 1927 by helping Ahmed Zog seize
power, But this operation was a parody of a well-
planned military offensive. Troops were assigned
to motorcycle units that had never seen one; others
were assigned to signal units who knew no Morse
Code. Many of the Italian troops had never fired
their own weapons, and tactical contral was
rudimentary at best (chaotic at worst). It was said
by some Italian officers, **if the Alhanians had pos-
sessed one armed fire brigade, they could have
driven us back into the Adriatic.””

Meanwhile, Italy's drift into the orbit of Nazi
Germany became the predominant theme in foreign
affairs. As a member of the League at the time of
the Abyssinian war, Germany had refrained from
imposing the economic sanctions the League approved;
at the same time, it stressed how little Mussolini
could expect from the Western democracies. So it
was that he came to follow Crispi’s example of
giving up a position of independence between the
coalitions of power in Europe and set his hopes on
reaping some gain from Hitler's determination to
upset the Treaty of Versailles. In September 1937,
Mussolini visited Hitler in Germany, where he
received a great welcome—flattering his vanity and
persuading him that Nazi Germany could win the
next war, Italy joined the German-lapanese Anti-
Comintern Pact in November, and withdrew from
the League in December. March 1938 brought
German occupation of Austria; and so, with the
reappearence of a powerful state upon its northern
frontier, Italy had thrown away its chief gain from
the settlement of 1919, Mussolini next renounced
the Italo-French agreements of 1935; but at the same
time, he was anxious not to appear to be a pawn
of Nazi Germany. In September 1938 at Munich,
Mussolini intervened to prevent a premature war
over Czechoslovakia. Finally, following the
occupation of Albania and thinking this proved
Italy's right to be taken as an equal, on sudden
impulse Mussolini converted the Rome-Berlin Axis
into a formal alliance in May 1939, But there was
little friendship here, and this **pact of steel”” gave
Italy many of the disadvantages of formal ties with
few of its compensations,

Despite the “‘pact of steel’” and its militaristic
underpinnings, Mussolini—in his sane moments—
knew that Italy was unready to face a major con-
flict. At the time of the seizure of Albania, he con-
fided in Hitler that his country could not be ready
for such a war within three vears. (In his less rational
moments, if Duce seemingly was overcome by his
own thetorical staternents about mebilizing *‘eight
million bayonets''; it is unforuunate, that these were
taken to heart by both other Italian leaders and the
Western democracies.) But when he made his pact
with Germany, evidently Mussolini was unaware
that Hitler—far from intending to wait three years
until Italy was ready—had instructed his military
to prepare for the invasion of Poland. Indeed, Hitler
did not even inform his erstwhile ally of his negoti-

ations with the Soviet Union, or the invasion, until
after the fact.

Surprised by the bad faith, Mussolini dispatched
Ciano to Berchtesgaden. Hitler was, of course,
unmoved by Mussolini’s desperate attempt to
preserve peace and was content to allow that the
casus foederiz had not arise, so Ialy was not bound
to enter the war. Italian military leaders were
strongly in favor of neutrality, knowing how weak
the armed forces really were; most had always
resented the attempt to farcitizzare the army. The
naval commanders knew how risky it would be for
a country so dependent upon overseas supplies (o
challenge the British and French in the Mediterra-
nean, Even without the outbreak of open hostilities,
the point was driven home; Great Britain cut off
shipments of coal, and copper and steel were soon
in short supply. In December, General Faragrossa
announced that {f the nation received needed raw
materials required, and if the factories went on
double-shift production, then, perhaps, Italy might
be prepared to enter the war by October 1942 —but
certainly not before.

Italy was again in the position it had enjoyed at
the beginning of the First World War; it could barter
its suppott to either side and profit from the even-
tual exhaustion of both belligerents. But Mussolini
felt this to be ignominious. With the exaggerated
myth of Italian military power in his mind at the
time, and restive as the war progressed (bringing
a stream of German victories in Scandinavia and
Western Europe), he feared that further delay might
leave Italy out of the reckoning at the end of the
conflict. Following one of his intuitive urges, and
without consultation with his ministers or military
experts, Mussolini unilaterally declared Italy at war
with Great Britain and France on 10 June 1540. On
11 June, the Italian submarine Sagnolini sank the
British cruiser Calvpse in the Mediterranean.

LEADERS AND LEADERSHIP

When properly led, as the earlier Great War had
demonstrated, the Ttalian soldier could function well.
But, arriving al a consensus of opinion as to the
warth of the Iralian military leadership as a whole
is o daunting task. Unlike the previous nations whose
forces we have sudied, until the advent of HOLLOW
LEGIONS the Italians were not represented in the
game system. With that unrequited treat, we can—
through the eyes of the designers of ASL—at last
evaluate their tactical performance.

Commissioned officers of the regular, active army
were drawn mainly from the graduates (second lieu-
tenants) of the military academies at Turin (artillery
and engineers) and Modena (all other arms), and
from a few non-commissioned officers who had
completed a special course for applicants from this
class, There was also a certain intake, especially
after hostilities opened, from the **complementary**
(reserve) ranks. A corps cadet school was main-
tained in each of the territorial corps areas. All con-
scripts with a high school diploma were required
to attendd, unless the necessary yvearly quota of
officers had been filled. Attrition, however, was
high and most were returned to the ranks. After
graduation from these cadet schools, and with not
less than three months service with an active regi-
ment, these non-coms could become applicants for
the commissioned rank of second lieutenant. Com-
missioned officers were promoted by arm or branch,
and took place based on seniority up to the rank of
colonel, and by selection for merit through the
higher ranks. Overall, the military education of the
professional Italian officers was considered, by their
enemies, to be rather good, Prior to the war, in-
effecient officers were eliminated, usually in the
lower grades. And those who rose from the ranks
of the non-commissioned had the practical ex-
perience that can so often make up for formal
schooling.




Young men who had attained a certain standard
of university-level education were compelled by law
to carry out their conscript service as complemen-
tary officers. These reserve officers formed the main
source from which the junior officers were provided
in each of the three mobilizations. They were
required to first serve seven months in *‘school
units’’, and the remainder of their 18 months as
officers in active units. In wartime, a portion of these
reserve officers were recalled each vear for duty
and training, the number of these reaching 20000
annually. The system of promotion for these officers
was severely proscribed, however, although social
position sometimes had a good deal to do with
appointment. In most cases, the reserve officers
were wretchedly trained, especially those unlucky
enough to be placed with the infantry formations
(the vast majority by 1943).

All non-commissioned officers of the rank of
sergeant amd above were known as sonufficiall
(""under-officers’’), and were usuvally volunteer,
lomg-service, professional soldiers. Ranks below that
of sergeant were filled from the short-service con-
scripts. Hence, the percentage of well-trained, long-
term non-commissioned officers was lower in the
Italian Army than in most others. Given that the
highest rate of pay for a sergeant-major was 525,71
monthly (although in October 1942, Mussolini
ordered the allowances doubled—the increases to
be paid, topether with interest, after the war), it was
not @ career that aftracted the ambitious. Those who
were, applied for entrance into the schools leading
to a commissioned grade,

Those who play ASL may occasionally have a
chance to command a force drawn from one of the
many paramilitary organizations of Italy. The
Carabinieri Reall (Royal Carabinieri, or CCRR)
were & select corps of well-trained, well-equipped
and disciplined military police. Apart from their
peace-time functions, during war they, for instance,
administered PoW camps, provided security for base
areas, and '‘supervised’” the population in occupied
areas. In 1942, the CCRR included some 1400 com-
missioned and 11550 non-commissioned officers.
The Fascist Militia (Miliziec Volontaria per la
Sicurezza Nagionale, or MVSN, better known as
the “*Black Shirs’") numbered some 132 “legions’,
each with its complement of officers; in March
1940, these were incorporated into the army . There
were, in addition, various **special militias"", largely
concerned with internal affairs (for instance, the
Highway Militia with a strength of 65 officers and
1185 ranks, or the Forestry Militia with 400 officers
and 4600 enlisted men). Finally, there was the Regia
Guardia di Finranza (Royal Finance Guard), serv-
ing the role of a fronter guard (in Albania, a few
battalions were used as ordinary infantry), as well
as being responsible for the collection of taxes and
duties, and the suppression of espionage, and served
as a covering force during mobilization and con-
centration to meet invasion; its 1000 officers and
30000 men were distributed along the land frontiers
and coasts of Ttaly .

While the components for HOLLOW LEGIONS
offer officer counters of all the ranges from 6+ 1
to 10-3, the role of the Italian leaders in the eight
scenarios included can be guite different. In these
(#51-#58), they are allotted a total of only 30 leaders
(of which two are armor leaders). This averages out
to 3,73 leaders per scenario (from a low of two in
Scenario #51 to a high of five in Scenario #58),
While this appears sufficient on the surface, the
figures for other natonalities represented in the
module show otherwize:

Leadership Squad

Modifiers Ruﬂu
Ttalizn —{.33
m&mi i’!ﬂgﬁ i‘mi.

T3
m'!lﬁm };‘”%?-.“.

S0, while the Italian player may generally field a
staff of leaders that is greater in quantity that those
available to the American or Russian, when equiva-
lent numbers of squads are involved, their leader-
ship quality (as indicated by the modifiers) is
significantly lacking. It almost goes without saying
that, when a leader is created during combat, the
Italian will usually get the **short-end of the stick'’
{A1B.2),

We have come to think of the Russians as having
the most brittle force, with regards to its leadership,
in the system, Now we have a force that is inferior
o it in several ways., A comparison of average
leadership values shows that the Italian leadership
is only 63 % as effective as the Russian. Even tak-
ing into account the fact that an Italian-led force
would have 14% more officers than a similar
Russian force, the extent of this dilemma is readily
apparent. With respect to the British, it appears that
the Italian leaders will be consistently out-classed,
In comparison to their own erstwhile allies, the
Germans, the situation becomes almost criminal, for
now the [talian leaders are not only less effective
(65%), but appear less often (75%) when consider-
ing equivalent numbers of squads.

GROUND TROOPS

During the North African campaign, hallan
trogpy gave proaf of dash and cowrage: this
applies particularly to those who came _from the
old cavalry regiments, and to the air force units.
Bur although they could be induced to advance
with great dash, they lacked the coolness and
phiegm required in critical siruarions . . . and
generally speaking the fighting qualities of
fralian formations could not be compared with
those of the Eighth Army, (Generalmajor FW.
von Mellenthin)

ADVANCED SQUAD LEADER models the general's
observations about the Italian forces quite well, As
we have see, the scenarios depict quite graphically
the weaknesses inherent in their junior officers and,
as we shall now see, the disadvantages which their
line formations suffered when pitied against the
other major combatants of the war.

The Regio Esercite grew directly out of the old
Piedmontese army, which had played a major role
in the unification of Italy. The laws of 1875 in-
troduced conscription for every able-bodied Italian
but, chiefly for financial reasons, only a proportion
of the available recruits were actually inducted (in
1906, for instance, only B7493 were conscripted,
although some 475737 were eligible). At the end
of World War I, the army comprised 96 three-
battalion regiments of infantry, 12 of besagliert
{riflemen) and eight of alpini (mountain troops), 29
regiments of cavalry, and 51 regiments of artillery
(including two of moumtain and ten of fortress
artillery). Between the great wars, five new infan-
try and two new alpine regiments were formed. The
artillery was reorganized and expanded; and an
armored force was created. By May 1940, the Italian
army consisted of 20 divisions, with about two-
thirds of the necessary armament and trained man-
power, and another 20 divisions at half-strength.

The Italian army contained certain distinctive
elements, an understanding of which is helpful. The
maost characteristic of these was the Royal Carabinieri
discussed above. The San Marco Marines, similar
to the US Marine Corps in function, provided a link
between the navy and the army, Two other specialty
troops deserve prominent mention,

The Bersaglieri were first emploved in Piedmont
in 1836 by General La Marmora when the advan-
tages of light infantry, trained in marksmanship,
became apparent. Prior to the First World War, ele-
ments of the Bersaglieri had been mounted on
bicycles; after the war, they were entirely trans-
formed into bicycle units, and in the 1930s were
equipped with motorcycles. To these regiments were
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asgigned the men *'of superior physical strength’”.
The long plumes of black cock feathers worn on their
headgear are a tribute to those worn by La Marmora's
marksmen,

The Alpini were specialists in mountain warfare.
In 1871 it was first realized that there would be an
advantage in creating special units from recruits
from the region of the Italian Alps, instead of merely
scattering them among the regular infantry, Several
Alpini regiments were formed before the outbreak
of World War I; by 1918, Bf alpine battalions were
in service. After the war, the battalions were or-
ganized into brigades and divisions, with permanant
assignment of artillery and equipment adapted to
mountain warfare. The distinctive cap of the alpini
resembled that of a Tyrolean mountaineer fsee the
Tralian Hlustration on Page 3 of last vear’s ASL
Annuall,

Under the Fascists, all Italian males were sub-
ject wo military duty, and training began at an early
age and continued through most of their life, The
vouth organizations provided the first indoctrination
—the Figli della Lupa (birth to the age of eight),
the Balitla (from eight to 14 years of age), and the
Avanguardist (from 14 to 16), The latter two
presented the voung men with their first formal
training (target practice, military regulations, and
the like), and were grandiosely patterned on the
structure of the ancient Roman legionary system,
The Ciovani Fascist (age 16 to 18) concentrated
on political instruction; and compulsory military
training (Premilitarf) began at the age of 18, Actual
control for military service began at the age of 11,
when a libretio personale was issued, in which was
kept an exacting record of the individual s physical,
scholastic, political and military history. After
service, post-military training was compulsory until
the age of 32; and these reserves were periodically
recalled, particularly in the case of specialists and
NCOs.

Although Mussolini referred to the ““eight million
bayonets'” he could raise, the figure somewhat
exaggerated the Italian manpower available—and
grossly exaggerated the number that could be
equipped. Armament and equipment were to be
always the limiting factor in mobilization for Iraly
during the Second World War. Plans for the first phase
of mobilization provided for the fielding of five armies
(together with zone-of-interior troops and services).
This phase was completed by 1 November 1939, The
mobilization reached only about 2.224 million men.
This included the regular force of approximately
1.657 million, the Black Shirt battalions for service
with the army, and all the various special militias.

The second phase of mobilization began almost
immediately thereafter, being completed by the end
of May 1941, Plans for this stage were greatly
affected by the course of the war, for the character
of the theater of operations in Albania and Greece
had required a duplication or expansion of certain
alpine and mountain formations. Units in this phase
were eight field armies (24 army corps; 68 divi-
sions). These included armored, motorized celeri,
and Alpini divisions, with proportionate GHQ and
service troops. In the second phase, Italian forces
reached about 2.467 million. This included both the
regular forces (1.885 million) and replacements for
existing units, and requisite zrone-of-interior
elements, The mobilization was retarded chiefly by
a lack of equipment; most of the men called to
service must have received older weapons—at least
at the beginning.

The peak of mobilization on September 1942 may
have reached as high as three million, This third
stage called for the mobilization of all available man-
power. With it, the Italians had 11 armies and 27
corps. This last mobilization included regular forces
of 2,564 million, all classes of military age {includ-
ing the 18-year-olds) having been called.

By July 1943, there remained abowt 1. 180 million
first line troops, 600000 second-line troops, and



some 200000 depot troops—a todal of 1.980 million.
In all, it is believed that the Italians put 91 divisions
in the field, though not necessarily all at one time.
Perhaps 30 divisions had been destroyed by the
middle of 1943, The decline was due to the heavy
loases in Russia, Morth Africa and the Balkans, At
the time of the Armistice, there were an additional
2,765 million reservists, 1,250 million men avail-
able for training, 1.300 million in critical industries,
and 1,293 million older ex-military {mainly 45-55
years of age). Mussolini had his eight million men,
but he didn't have eight million bayonets to give
them. =

The first consideration any player will have is the
“‘range”" of the Italian squads, in part a reflection
of the problems noted above, Consider that an Elite
(ves, Elire) Italian infantry squad is only the equiva-
lent of & 1st Line Russian infantry squad (4-4-7) in
this respect, and vou begin to see the problems that
will beset the Italian playver. Take the time to com-
pare, if you would, the firepower available to the
various Italian squads when contrasted with that of
the 15t Line German and British units that will be
encountered in HOLLOW LEGIONS:

Range in Hexes 1 2 3 4 § & 7 8 %12 Twmal
German 4-6-7 B 4 &4 4 4 4 X2 . 46
ltalian d-4-7 E 4 4 4

2 1 1 1 IR

146 8% Aadid 4 1o e}
It should be noted that these figures represent use-
able firepower factors on the fmfantry Fire Table,
those factors in excess of the highest appropriate
column being lost. Even a cursory glance at the
ahove will show the Italians to be notably inferior,
TEvaluation of American squads in this manner was
Sfearured in Mr, Posey's ''A Narnien of Warkers "' in
the ASL Annuc! '89.] While the British 4-5-7 can
muster 85% of the German fire, the best Italian squad
can generate only 70%. And the 1st Line Italian units
have but 48% of the German firepower/Tange!

Another aspect of firepower is worth mention:
the effects on the Close Combat Table. In pitting
the 15t Line of the Italians against that of either the
Germans, Russians or British, that one extra point
of FP renders it impossible for the Italian to achieve
4 one-on-one parity on the table. The result: the
enemy will score a “'kill’” 27.8% of the time, while
the Italian will do the same only 16.7% of the time.
Matched against the American 6-6-6, it will take
two Italian 1st Line squads to make the contest even.
Even if the Italian manages to close with his
opponent, only sheer numbers will carry the day
for him.

Perhaps the greatest disparity comes in the con-
sideration of morale. By averaging the morale of
all types of Infantry squad units, one can assign a
relative value to bath the Good Order and Broken
morale of & nationality, The Italian, when this
procedure is conducted, have a 6.50 Good Order
average morale, and a 5.75 Broken average morale.
As a comparison, look at that of other major
combatants; German, 7.42/7.42; Britsh, 7.2007.00;
Russian, 7.20/7.00; American, 6.40/7.60. With the
exceptions of the Americans, the Italians are out-
classed; and the G.1s will come back into the fight
much guicker than the Italians they are facing. Even
the Axis and Allied Minors fare better when faced
with an MC or Rally attempt than the lowly Italians!
Mor does their ELR rectify this hopeless situation.
In the scenarios of HOLLOW LEGIONS, the average
TItalian ELR is 2.33; that of their opponents, 3.42.

One slight advantage the Ialians enjoy over their
counterparts, though, will generally be one of quan-
tity. It takes only a guick glance at the unit costs
of the British and Italians on the Nationality Capa-
bilities Chart (A25) to realize the extent of this quan-
titative capacity. [For comparison, representanive
unirs of the German and Russian MMC mix are dis-
cussed in Mr. Posey’s article *'Man and SuperMan’’
in last vear's ASL Annual. ]

Unit BPY  Net Value
346 5 2.60
136 i 4.00
4-4-7 7 2.14
4-3-6 5 2.60

Using the total of all a unit’s factors, divided by
its BPV, we arrive ata 'net value'' which indicates
its relative wonth 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 British
4-5-8 to be 42.7% more expensive than the Italian
elite squad, and even the 1st Line British 4-5-7 to
be 16.9% more expensive than the Iralian elite. In-
terestingly, the Italian 3-4-8 is equivalent to the
British conscripts in these terms; although in terms
of the firepower evaluation conducted above, the
British conscripts are better {**22"" to **19'"),

Other attributes, if this is the proper term, serve
to further differentiate the Italians from the other
nationalities of ASL. In most cases, these are a
burden to the lalian plaver. Only the elite units have
a Smoke exponent, can deploy, enjoy the +1 CC
DEM during capture atternpts, are Normal/Stealthy,
face only a regular PAATC (all others must ake
a IPAATC), and surrender on a DR equal to **12""
{rather than **10'", and that's with a +3 DRM—
A15.1). Truly, in comparison with the other MMC
of their army, the elite squads of Italy are indeed
elfre. But even they, once captured (A25.63), will
not attempt o escape,

SUPPORT WEAPONS

The Italian army was equipped with a variety of
infantry weapons during the Second World War but,
in general, the quality of its equipment never was up
to the level of either Germany or, more importantly, its
enemies. Some of the fault for this has to be laid upon
mere circumstance—the continued usage of the 6.5mm
round in the Model 1891 Mannlicher-Carcano rifle.
Designed for an earlier war, and severely under-
powered for the requirements of a modern battle,
the weapon was scheduled for replacement in 1938
with a 7.35mm one. But the coming of war would
halt this moderization; the need to equip hastily-
raised troops and reservists required that the 1391
weapon be reissued, and that the majority of those
7.35mm weapons already in service be rebarreled
to accommaodate the weaker round. The Mannlicher
was & serviceable weapon surely, but its primary
limitations (in range, accuracy and impact power)
WETE TIEVET OVETCOME.

Om the other hand, the Ttalian automatic weapons
were effective designs. Their sub-machine guns,
notably the Beretta Models 19384 and 1938/42 fir-
ing a %mm Parabellum round, were capable of put-
ting out 600 rounds per minute (530 rpm in the later
madel). Either of these compare favorably with the
German-made MP38 or MP40 SMGs used by the
Wehrmacht, which fired the same round at a rate
of 500 rpm. Italy was, indeed, the first country to
adopt & sub-machine gun (the Villar Perosa in the
latter weeks of 1917, though the weapon qualified
as such only by virtue of its blowbhack action and
pistol cartridge). It was employed as a LMG by
mountain troops and as an aircraft MG, in neither
role was it particularly effective. But somebody at
OVP (the manufacturer) realized the potential and
had the mechanism incorporated into a handier
weapon, after which the SMG was always part of
every Italian army's TO&E.

As to machineguns, the Italian manufacturers
produced a wide variety, some which were outmoded
and some of which were innovative. To give an idea
of the range of weapons used, we need only con-
sider that their arsenal still included the Austrian-

made 1907/12, the MI907 F 5t. Etienne HMG from
France and the Colt model 1914 Browning machine-
gun. But the standard LMG of the Regio Evercim
was the Breda Model 1930 (6.5mm).

Based upon the earlier Breda 1924 model, this was
hardly a satisfactory design. For, while it was one
of the first machineguns w feature a guick-change
barrel, it also required that each shell case be well
lubricated in order to be ejected satisfactorily in
sandy or dusty conditions, While this LMG could
reach a theoretical rate of fire of 450-500 rpm, it
alzo suffered from another major drawback other
than the lubrication—it had only a 20-round capacity
in a non-detachable magazine that was fed by
chargers, thus effectively limiting its actual rate of
fire to about 150 rpm. Range too was a problem,
as noted by German analysists during desert trials.

The 8mm Breda Model 1937 HMG was reputedly
the best that Italy had; yet it too had perculiar
problems. It also required that the rounds be well-
lubricated by means of an oil pump prior to their
injection into the weapon's chamber, As to feeding
rounds in, this was sccomplished by inserting
20-round trays (in which the empty shell cases were
reinserted prior to replacement—a tidy armangement,
but to what purpose}. Also in 8mm was the Fiat
(Revelli) Model 1935 HMG—known as the “'knuck-
lebuster'. Equipped with a 300-round non-
disintegrating belt, this weapon had a cyelic rate of
500 rpm; but it was not successful because of “cook-
offs" (rounds set off by heat building up in the fir-
ing chamber) after a period of sustained fire. As a
comparison, the German MG34 could fire at a sus-
tained rate of BOO-900 rpm using a 250-round belt,

Much of the blame for the deplorable state of
Italian arms must be laid on the political system that
Mussolini forged. With the concentration of the role
of military procurement concentrated in the hands
of the party elite during the world-wide depression,
in too many cases cost, not effectiveness, becams
of primary importance. Nor did the Italian indus-
trial system coumterbalance this understandable
tendency, for it became noted for dishonest con-
tracts, cynicism, bribery, refusals to modernize, and
the squandering of vast amount of government
credit, Eventually not only did production start to
decline, but quality as well. By the mid-30s, the
equipment being produced for the Italian military
was, at best, of questionable worth—grenades did
not explode, nails fell out of shoes, and uniforms
were made from second-hand fabrics that gave no




protection from the cold. While many officers
recognized these problems, no one among those in
power seemed capable (or willing) of instituting the
reforms necessary to correct them.

We've already looked at the disadvantages the
Italian squads face in terms of firepower when pitted
against other combatants in the ASL system, One
might expect that, in fairness, this would be offset
to some extent by their support weapons, But this
isn't a game, it"s war, If we calculate the potential
useable firepower of the three types of MG (in a
manner similar to that of the infantry squads used
ghove—total FP over its entire range), we find a
notable disparity:

(rerman British Italian

Couple this with a distressing proclivity for break-
down (Bl 1—three times that of the Germans, British
or Americans), and it almost makes capture and use
of enemy SW a tactic worth consideration. Surpris-
ingly, the scenario designers of HOLLOW LEGIONS
have been quite liberal with the Italian MGs, there
being 41 allotted to the 109 Italian squads that appear
in that module—or one machinegun per 2,65 squads
(compared with one per 2.36 for their opponents
therein),

The other primary SW found in all the game's
national arsenals is the light mortar: in this case,
the 45mm **Brixia". It had a mumber of good points,
including a high rate of fire, stcadiness in action,
and the fact that it folded conveniently for carry-
ing. But its design also embodied a number of
unigue—and unfortunate—features: breech loading,
firing cartridge, trigger fired, gas ports, etc, These
drawbacks, however, translate into but one differ-
ence {in game terms) when compared with the
German and British models:

Tiullum

Britsh

With the exception of its greater incidence of break-
down, the Italian 45mm MTR compares gquite
favorably with either. (The asterisk on the FP entry
is meant to call attention to an interesting point.
When using the standard **Infantry Fire Table™, all
three are equivalent in effect. But, take a look at
the Incremental IFT found on Page 49 of last year's
Annual; note the difference the halving of the S0mm
and the 45mm equivalency will produce.)

In my earlier **A Nation of Workers'", we con-
structed a comparison chart for the American and
Cerman 5W allotment. Using a 15-squad force, as
I did then, set in an mid-1943 DY O scenario, from
the SW Allotment Charts found in Chapter H we
arrive at the following SW complement:

LMG MMG HMG 50 MR BAZ/Psk FP

Talian: 1 ! 1 L] 1 o i

The FP iotals are merely the sum of the base FP
of all the various weapons (using the HE Equivalency
of the AT weapons, C8.31). It should be noted that
the three British “*“BAZ’" are PLATS; too, inherent
German panzerfausts are not reflected. As 1 sus-
pected, the Italians show a marked inferiority in sup-
port weapons. Combine this with the shortcomings
of the weapons themselves, and we find a force not
capable of sustaining itself on the tactical battlefield
for long. Mussolini preferred to blame the soldier;
he stated, '] must nevertheless recognize that the
Italians of 1914 were better than these, It is not flat-
tering to the regime, but that's how it is." As [ hope
we've shown, rather than any failings of the Italian

soldier, the blame most definitely should be placed
on if Duce's regime—for it was responsible for the
abysmal state of both leadership and weaponry.

ARTILLERY & GUNS

The employment of artillery by the Italians was
quite traditional, and the only feature of note was
their proclivity to site the bulk of their guns well
forward. Italian artillery personnel earned a repu-
tation for sharp shooting, and consistently displayed
considerable courage under heavy counter-fire or
direct attack. In many cases, artillery firing over
open sights was used against sssaulting infantry and
tanks. The Alpird artillervmen were highly skilled
in the use of pack artillery, and their methods were
widely adopted by other mountain and irregular
forces. In short, of the three arms of the army, the
Italian artillery branch proved the most effective,
efficient and stesdfast—despite the limitations under
which it operated.

In action, the divisional artillery commander
regulated the employment of the artillery batteries—
except in counter-battery and imterdiction roles.
Decentralization of command for these functions
was designed 1w expedite rapid and effective action,
Even when in defensive positions, roving pieces
(mostly AT and INF guns) were sent far forward
of the main defensive line in order to force the
enemy ta deploy. The artillery officers, trained at
the school in Turin, were uniformly competent,
exhibited quite high personal initiative, and were
fired with a strong esprit de corps.

In those scenarios featuring the Iialians (#51-#58)
thus far, we find that they are allocated seven on-
board artillery pieces. Considering that this sam-
ple consists of but eight sctions, the designers have
awarded them a field piece 88% of the time (and
five scenarios allot them at least one 45mm mortar
as well). Quantitatively, this is quite a bit better than
even the Americans have fared—although given the
Italian tendency o site their guns near or on the front
lines, perhaps justified.

As to the availability of offboard artillery, the one
scenario that offers this awards them a 70mm
module—indicative of a battery sited just behind the
line. An analysis of the Ilalian OBA Availability
Chart (Page H36) might be more profitable:

Year 154074 1 BiAl-8/41  542-11043  1143-1943

Cost bbb b 1.9 B7.4

The result of such study does bring several points
o mind. As can be readily seen, there is a gradual
increase in all categories from the time Italy entered
the war until the 1943 armistice. At that paint, while
there iz a sharp relative drop in average bore size
for Fascist offboard artillery, there are less nowhle
decreases in average cost and cost per millimeter,
In other words, Italian offboard artillery in 1945
will be more expensive overall than it was in 1940,

To give some idea of the ramifications of the
above, we need to look at how the Italians compare
with other nationalities in the system. For this, we
will use their “*high-water"" mark of mobilization,
the 1943 entries. Building upon calculations done
in previous articles:

Mutionality Avg Gun Size Avg Cost Costimm

103mm 1.0 0,59
Readers will find that roughly the same percentages
exist throughout the war years, with the exception
of 1944-45, Thus, in DYO sitwations, the Italians
are more likely to have OBA purchased, for,
although not as large as enemy OBA, it is more cost
effective than any except the Soviets,

““Having"', though, does not guarantee usage.
With a chit selection of seven Black and three Red
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fcompared to the German 83B/3AR or American
10B/3R), the Italians are at a disadvantage when
pitted against any major combatant except the Russians,
Drawing from the figures devised by Mr. Medrow (see
Vol, 24, No. 2 of The GENERAL), the likely
number of FFEs the Ttalian player will enjoy in a
ten-turn scenario will be marginally better than the
three that a Russian player can anticipate per
module, What has been surprising to many players,
perhaps, is the quality of the Italian radio counter,
with & contact value of ‘8" and a B# of **12'"; with
a field phone, the contact value increases to "'11°°
and makes purchase of such in DY O worth a thought.

Turning hack to the onboard ordnance, let us look
over the arsenal available—using a rarity factor of
1.1 as a base (anything rarer is simply unlikely to
appedr in designed scenarios)—and compare these
with similar weapons of other nations. Scanning the
Italian Ordnance Listings reveals that only four
weapons fall within the guidelines specified: the
Mortaio da Bl/14, the Cannone da 47/32, the
Cannone da 65/17, and the Cannone-mitragliera da
20/65. When compared with the bore sizes of same
rarity factor available to other major countries in
the system these might seem less than perfect; but
they do grant the Italian player a choice in each
possible category of gun,

The Mortaio da 81714 again traces its lineage to
the French Brandt Blmm mortar, from which both
the American and Soviet weapons devalved. In fact,
interestingly, we find in the Italian Ordnance notes
mention of the fact that this particular weapon could
fire, besides seven and 15-pound shells of [talian
manufacture, French, American and even German
rounds when available. As to range, with an extreme
of 102 hexes, it far outclasses that of either the
American or the Russian model (78 and 75 hexes,
respectively). Those who play the Italians with
regularity will find this mortar to be quite service-
able, capable of firing Smoke and illuminating
rounds as well as HE, and being blessed with Q81
Given all this, the price is quite reasonable as well;
28 BPV —the same as the Russian equivalent and
one less than the American. The Blmm MTR is
perhaps the best weapon in the Ialian arsenal of
guns; yet it appears in but one scenario in HOLLOW
LEGIONS. Tt should be noted, in addition, that its
rarity does fluctuate; the RF can rise as high as 1.5
(Russia, March 1943),

Unfortunately, the one AT weapon the Italians
are likely to acquire is not up to the same standard,
The Cannone da 47/32 (with a rarity factor rang-
ing from 0.9 to 1.6) is pitted against both German
and British AFVs in HOLLOW LEGIONS. As
players will find, this [talian copy of the Austrian
Boehler had several faults when compared to AT
guns available to other nations, First, and foremost,
the 47/32 possesses a TK# of only “*10""; while
sufficient against most early-war enemy vehicles,
with the advent of the likes of the Russian T34 and
American Sherman and British Churchall, its valus
declines greatly. And, although blessed with QSU,
it has no punshield to provide protection for the
crew, Unlike the Italian 37mm AT, it cannot be fired
en portes; worse still, prior (o August 1941, it can’t
even be towed, Another anomoly of the 47/32 in
ASL is its broad RF range, causing it to see its
greatest usage in scenarios set in North Africs and
Russia. Still, when properly placed and sited, the
Cannone da 47732 will prove valuable, in an anti-
tank or even in an anti-infantry role.

Large-bore direct infantry support is supplied by
an outdated (1913) World War I mountain gun: the
Cannone da 65717, While relatively inexpensive (21
BPFY), this weapon has at least one point to recom-
mend usage—its ability to use AP and HEAT
rounds, Indeed, with TK numbers of ©9*° (AP) and
117" (HEAT), it is less expensive than the 47/32
AT gun, and more versatile. Sell, it does suffer from
MT modifiers, has no gunshield, and is not a QSU
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weapon. In effect, this combines to demand that,
for most effective use, players must carefully site
the 65/17. When properly situated, and perhaps in
tandem with an Blmm MTR, it can give any oppo-
NEnt paLse.

The final Italian piece, their Cannone-mitraglisra
20/65, is totally unsuited for its original role of air
defense, Nor, due to its small bore size, is a suitable
AT weapon. But, used in the role many Italian
officers adapted it to (i.e., as a heavy MG), this
particular weapon can serve quite well as a deadly
threat. Due primarily to its long range amd IFT
equivalent, placed on an elevation with a good field
of fire, the 20/65 can dominate any route of advance.
Particularly impressive is its ability to fire in a
limbered state. Found in every theater, owners of
the [talian module can try it out against the Germans
in “'The Batile for Rome''.

Cwerall, once again we see that the Italians
suffered from a marked lack of modern weaponry.
Their most common ordnance pieces are all out-
dated, and hence underpowered, designs often
forced into roles for which they were not designed
{hence the red To Hit numbers). Only the 81mm
Mortaio proves an exceplion. Sdll, if carefully
handled, and the range of engagement kept within
reason (preferably 12 hexes or less), these must
serve. Depending on date and what is faced, they
may even serve guite well.

ARMOR & TRANSPORT

Italian interest in tracked armored vehicles dates
hack to September 1916, when the first British tanks
made their appearance on the Somme; shortly there-
after Italy succeeded in obtaining a French Schoeider
tank and tests were immediately begun, Although
tanks were totally unsuitable for the bloodbath in
the Corso region, in 1918 Italy convinced French
authorities to provide three Renaults and another
Schneider. In the meantime, Fiat—Fabbrica faliana
Auternobili Torine, the major Italian automotive
firn—undertook the construction of a tank of its own
design, a ponderous machine weighing 40 tons. In
1918, Fiat received an order for a series produc-
tion of a modified version of the Renault FT (known
as the Fiat 3000, of which 100 were delivered to
the &rmmy ). Between the time of their delivery in 1921
and the acquisition of the British Carden-Loyd
tankette in 1929, Italian tank development lan-
quished. From 1929 until 1935, Ialian efforts
centered on the carro veloce, as the [talian-buile
version of the Carden-Loyd was known. All of these
fledgling Italian AFYs would be thrown into action
during the war. But [talian actions in Ethiopia high-
lighted the need for a heavier tank, and the General
Staff authorized design of a medium tank. An 8-ton
turretless design armed with a short-barmeled 37mm
was built in prototype but failed to be accepted.
Instead, in 1939, the 11/39 was adopted. Shortly
afterwards the design of the L6/40) was also acceped
for production.

During the war, Italian tank development and
production suffered from a variety of faults, rang-
ing from a critical lack of raw materials to a gross
miscalculation on the advent and duration of the war.
Italian officers had, as early as 1939, realized the
need for a tank heavier than the proposed M13, but
there was no priority given to the development of
such. As a result, when the P40 was first planned,
the engine as well as the chassis itself had to be
designed from scratch, The time lag between design
and production stages was understandably lengthy.
The manufacture of German designs in Italy seemed
to offer a partial solution to the problems of tank
development, but plans such as that to built the
PzKpfw III in Italy withered on the vine. Nor did
limited use of captured equipment (notably French)
supplied by Germany suffice.

Italian industry showed its ability to improvise
with what was at hand at several points. But the crux

of the problem remained: at the outset of the war
the Italians had only limited experience in design-
ing their own armored fighting vehicles, and were
ahle to draw upon their automotive industry, already
hard-pressed by the war effort, only to a limited
extent for the major components that were needed.
The two principal areas in which Italian AFVs feel
short of their German and Allied counterparts were
in quality of armor plate and their horsepower-to-
weight ratio, The armor plate was prone to crack
and split when hit and, generally speaking, the defi-
ciency in quality was not compensated by an in-
crease in thickness. Iralian crews improvised by
sandbagging and affixing track links to vital areas
in order to improve their chances of survival.
Production models of Italian tracked vehicles also
suffered from an unfavorable hp-to-weight ratio
throughout the war. Efforts to increase horsepower,
a5 in the case of the M15, did not significantly
enhance the speed or maneuverability of the
vehicles, and parity with Allied and German AFVs
was never achieved in this respect.

The armament mounted on Italian vehicles was
quite another story. The 47mm gun of the M13 was
a satisfactory weapon, and the 75/18 gun-howitzer
of the 5PA was an extremely reliable and accurate
weapon that, although not designed as such, was
used as an AT pun with excellent results. The 90/53
gun on a self-propelled mount is another example
of the occasional first-rate weapons that can be found
in the Italian arsenal, and indicutes the direction in
which Italian efforts were being forced at the time
of the armistice in 1943,

The organization of Italian armored units was
modified continuousty throughout the war. This was
due to a variety of reasons, among them the
destruction or dishanding of some armored forma-
tions and the uneven introduction of new types of
armored vehicles. Italian armored divisions were
never armaor-heavy, but rather were an almost equal
mix of armor, artillery and infantry. By the end of
1941, organization of the armored divisions had
been standardized, and consisted of a tank regiment
(equipped with M13s), a Bersaglier! regiment, an
artillery regiment with six groups (two of which
were self-propelled), an engineer battalion and
various support service units. Strength had been
increased to B600 men and 189 medium tanks,
Further organization of the divisions were some-
what elastic, the actual composition of the regiments
varying from time to time, depending on the aitua-
tion, availability of replacements and the phasing
in of new equipment,

Of Italy’s more than 70 combat-effective divi-
sions, only three might be classed as armored—the
1318t Centaure, the 132nd Ariete and the 133rd
Lirtario, A second-generation Ariete was organized
in April 1943, and fought against the Germans on
the outskirts of Rome immediately after the decla-
ration of the armistice; it was disbanded by the
Germans after its surrender. Plans were under way
to convert a cavalry divison to an armored forma-
tion, to be designated the 13dth Freccia Division,
but were not implemented before the armistics. The
136th Giovani Fascisri has at times been referred
to as an armored division, but in reality it was
nothing more than an infantry division with some
of its artillery mounted on trucks.

Although Ialian armored units fought on all
fronts, from Russia to Tunisia, most of their activity
was conducted in North Africa; it would have to
be in the context of desert combat that the record
of Italian armor personnel during World War 11
should be judged. Om balance, the performance of
the armaored units (and the armored artillery as well)
wias at the very least adequate, but probably could
be better described as having been as good as that
of German armored units in the desert. Too often,
accounts making reference to *'Italian armor’” are
misleading. Reports of engagements during O'Connor's
offensive furnish a prime example, when L3s were

pitted against Matildas and the actions labelled *“tank
hattles'", Chn the other hand, when [talian tanks were
matched against comparable AFVa, such as hap-
pened at Bir el Gobi in November 1941 when 13/40s
faced British Crusaders, results were far more
equitable. As the war progressed, with the steady
attrition of Italian armor and the simultaneous build-
up of British and American forces, there was little
hope in the long run. But the performance of Italian
armored crews was, however, superior to the end—
especially when one considers the relatively inferior
equipment which they had to work with most of the
timme,

With only 41 vehicles listed in the Italian Vehicle
Motes, it is surprising that 15% (six) are available
for use under the 1.1 rarity factor parameters that
we have adopted. The six vehicles that we shall turn
our attention to over the next few minutes are: the
L3735, M13/540, M14/41, M15/42, Semovente M42
da 75/18, and the Awtocarrena. OF these, one is a
tankette, three are medium tanks, one is an assault
gun and the last is a truck, thus giving one a well-
rounded selection. As to their quality, a brief com-
parison of similar vehicles can provide some limited
insights:
Matlon

Vehicle MF MA TEN AF BPV

413 MEIT 16
Crusader Il 15

I 32 43
I 43 &

. .

PzEpfw TR 15 CMG 4 1
PrEpfw MG 13 1] 1] .
PeKpfw [VF2 14 T5L 17 63

il

From the table above, comparing like vehicles of
like dates from various nationalities, we can quickly
spot both the strong and weak points of the Italian
AFYs as presented in ASL. Notable among their
advantages is the low cost of purchase, of prime
interest during DYO computations, And certainly
the MA is well marched against those of its desert
adversary. the British; during the later stages of the
Fascists' war, even as the Russians and Germens
were progressing to larger guns and better armor
(mote the differences in TK- and AF), however,
Italian improvements tended to be minimal. Maost
disagreeahle for those playing the Italisns might well
be the relatively slow speed of their vehicles, limit-
ing their flexibility and responsiveness. OF course,
the above does not take into account other points
of interest such as the relatively low MG FP of the
Italian BMG, nor their use of red TH numbers, nor
comparative ROF, nor a host of other factors that
will influence how these wvehicles might best be
utilized. As pointed out by numerous AFV authori-
ties, Italian designs lagged two to three vears behind
that of the common AFVs of other combatants. By
the time the M15/42 came into service, it was
already obsolete on the European battlefield.
The L3/35 tankette was derived from the Carden-
Lyod Mark ¥1, 25 of which were acquired in 1929,
Ialian authorities showed an understandable interest
in & small, light AFY suitable for use in mountainous
terrain—such as that common along the northern
borders; a joint venture of Fiat and Ansaldo
promised just that. The Fiat-Ansaldo bailt version
would eventually number 2500, and see action (in
variows guises) in virmally every theater in which
the Italian army operated. The CV was never meant
to be used in lieuw of heavier tanks, but was instead
designed according to Italian doctrine of the time
for security and recon duties and elimination of
small pockets of bypassed resistance. However, the
outbreak of hostilities earlier than anticipated forced
them to be committed as the only AFVs availahle.
More than three-quarters of the *'"tank formations™
encountered by the British in their desent offensives



of late 1940 and early 1941 were comprised of L3s,
whose armor was not even proof against the armament
of British armored cars. Although ubiquitous, the
L3/35 appears in but one scenario thus far {as part
of & motley force in full retreat in February 1941).

The Italian medium tanks appear in three scenarios
in HOLLOW LEGIONS. When it became apparent
that the M11/39 did not constitute a satisfactory
design, the development of a suitable successor was
initiated, The basic hull of the M11 was used, but
the rest was much revised and took on a conven-
tional appearance (with the MA mounted in the
turret) with horsepower increased from 105 to 125
to compensate for the added weight. The M13/40
was the best known of the Italian tanks used in the
war, and along with its improved (a 145-hp engine
was installed) version the M14/41, was the standard
AFY of their armored divisions. The M13 suffered
from frequent mechanical breakdowns in the desert,
but in this respect was no worse than British tanks
of the period. In scenarios set in 1942 or later,
expect the M13/40 and M14/4] 1o be outclassed by
most of the Allied armor encountered. Tsed in mass,
or against enemy infantry, they can be guite effec-
tive however. The MI15/42 was an upgunned
version, but chances of sceing it in ASL use is
limited—given that the bulk of them were used to
equip the new Ariere, and hence surrendered to the
Germans in 1943 after their brief defense of Rome.,

Mounting a 75* weapon, the Italian Semovente
M42 da 75/18 has a TK mumber of only **10",
despite its larger bore size over the M13/40 series
of tanks. [ts armor protection wins no prize either,
being but **3°" only, Compare this with the German
S TG, with its TSL (TK# 17) and armor pro-
tection of §/3, and one can begin to appreciate why
the Italians often referred to their assault guns as
tascabili (**sardine cans™"), which had nothing to
do with similarities in appearance. However, of all
the vehicles considered thus far, this one has the
least opportunity of sesing use on the mapboard,
due to its extremely limited time of availability—
September 1943,

Only the Autocarretta of the [talian arsenal seems
to function much as intended. As a specialized tow-
ing vehicle for artillery pieces, any Italian player
should consider it a valuable asset (and, at 10 BPY,
an inexpensive ong) in mobile situations. It has,
however, two real drawbacks—a PP capacity of but
9", and a speed of but *'16" (making offroad
travel, with or without a gun in tow, a slow
proposition). Due to these limitations, beyond
providing a tow for any onboard guns, 1 suspect that
many times it will be used to transport i fearms
(HS/crews) and their heavy SW (dismantled HMGs
of MTRs). As with the Russians, the rest of the fleet
of trucks arc rather rare and will only occasionally
appear in your games but do compare favorably with
similar vehicles in other TO&Es.

Lest one think that it will be impossible w
experience any but the limited selection above,
plavers of HOLLOW LEGIONS will have five
scenarios that bring in some of the more unusual
Italian vehicles. Of particular interest are the in-
triguing Autorghariana and Auroblinda. As future
seenarios are designed around the actions of the
Italian army, it is very likely that these, and other
special vehicles, will feature prominenthy—given the
proclivities of ASL plavers.

SYNTHESIS

Poorly led, equipped and motivated, the Italian
soldier was not generally to be feared during the
days of World War II. This is not to say that he
could not give a good account of himself, even in
ASL terms, if carefully handled any enemy force
can find them a tough nut to crack—defensively.
Mussolini himself recognized this, for in his note
of 31 March 1940 in which he defined the various

roles the Italian armed forces were to play in each
theater, only on the Abyssinia front did he envision
an offensive (which the Duke of Aosta promptly
declared could not be carried out), A rather modest
program for what if Duce assumed would be a short
war against the decadent Western European democra-
cies, Once involved in a modern war against nations
with vast resources, both material and manpower,
Italy simply was outclassed. In short order, the
defeats in Africa sapped the morale of the Ttalian
military; the horrendous losses in first the Balkans,
and then Russia, only accelerated the process by fill-
ing the gaps with troops of ever more dubious con-
wiction and ability.

Much of the above is reflected in the game sys-
term’s treatment of this least of the Tripartite Pact
members. Even the best of Italian troops are of but
wverage morale; and the limitations placed on all
but the elite forces can cripple the Italian player’s
plans. Their weaponry, with a few notable excep-
tions, is barely adequate. Unlike the Americans and
Russians, who improve as the war progresses,
Italian ELR, leadership and squad quality remain
fairly constant throughout the scenarios published.
All of this is not to say that these scenarios are
unbalanced; it is a credit 1w the designers that they
have crafted such exciting and challenging matches
for us to enjoy. The most enjoyable of tactical
actions will see the Italians on the defensive, as they
were much of the time, where they can make the
maost of their firepower at short range while cling-
ing to sheltering terrain as the enemy nears, With
polished play and a touch of luck, the Italians can
prove victorious—and victory by any means is just
as sweet,

The Italian soldier has become the brunt of much
unjustified ridicule since the war, The absence of
a dedicated officer corps, and the distaste with which
many Italians regarded the Nazi cause, naturally im-
paired their fighting ability. When well-led, their
performance was as good as any, Gurkha regimental
non-coms who encountered them in Ethiopia stated
they were the bravest they had vet met—and the
Gurkhas should know a bit about valor. During the
war, the Italian soldier faced the best of each of the
other major European combatants, in climes rang-
ing from the snows of Russia to the deserts of Morth
Africa. And, once the bulk of the army came under
the jurisdiction of Allied command (excepting a few
die-hard Fascists), it proved to be a valuable asset
tor their war effort. With the defection of Italy from
the Axis cause and the granting of co-belligerent
status to the new [talian government, a new era
downed. While training was still of dubious quality,
their forces gained vast new stocks of modern equip-
ment (as shown by the use of British counters in
1945); and there was no doubting Italian resolve,
Italian units played a considerable role in the liber-
ation of the rest of their country, occupied by the
Germans and outlawed Fascists,

Whether playing a published scenario, or crafi-
ing a DYO action, those who chose to play the
Italians have taken up the most daunting task yet
faced in the panoply of ADVANCED SQUAD
LEADER. With skill and tenacity, luck and
experience, you will be able to say someday, Feni,
wvigdi, wici.
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A WORD FROM
THE EDITOR

This is, for those who came in late, the second
ASL Annual, By now, you've skimmed through it,
maybe played a couple of the scenarios, had a laugh,
read the letters, and are at last willing to give me
a few moments 1o extend my greetings. The ‘49
Anawal was an unqualified success. Printed ten
thousand, sold cut, reprinted a few thousand more,
and those are nigh gone. (It is my understanding
that, once sold out, the ‘39 Annual will not be
reprinted again—making it a true ‘“‘collector’s
item"' .y Numerous letters brought compliments and
suggestions; to all who took the time o write, many
thanks. If we but institute all the ideas received from
readers, we've enough to keep the ASL Annual &
regular event for years to come,

As before, the centerpiece of this issue of the ASE
Annual is the scenarios—three for 5L, three for
DASL, and a baker's dozen for ASL. These were
culled from the couple hundred or so that came my
way over the past year, They were then, as usual,
subjected to some intense plaviesting and revision,
For this, the gentlemen listed on the masthead on
Page 3 deserve all the credit; it is due to their
collective skill (and the members of their groups,
whose names you'll find listed elsewhernz) that these
scenarios continue the tradition of fine contests that
was begun last year. Of special note was the effort
of Richard Eichenlaub, who—in splendid isolation
—served as my troubleshooter for the odd bits (the
“Mine Dog" rules, Steven Swann's “‘mini-
campaign’’ scenario, Jim Stahler’s ' Programmed
Instruction™’, and such). The fact that all these offer-
ings encompass a wide range of nationalities,
boards, rules and game lengths means that, hope-
fully, there is something for every player within
these pages. Indeed, where else might one find &
DASE scenario featuring the Japanese? It is our
belief that the scenarios of ASL Annual "W} include
some of the best for the system o date, regardless
of your taste.

But, don't overlock the articles. I've badgered
some of our best writers to contribute their efforts
to my tender mercies, These articles offer some in-
sights for play and much food for thought. Again,
we've siriven to bring you the best, Mr, Posey
presents a hit of history, in the same format as his
articles on the American and Russian armies last
issue, For those unfamiliar with Mr, Swann's series
in recent issaes of The GENERAL, we think you'll
enjoy his ' Reference Notes'" on the First Special
Service Force, The Series Replay (Scenario #37,
““Khamsin''} in this issue is the first of those that
we hope to bring the readers, featuring play by the
very besr of players, And Mr, Stahler labored long
hours on the ** Programmed Instruction”, designed
to ease the transition of former SL players {or to
introduce the new) o ASL with as little effort as
is possible, Along with the regular columns and
other bits, these make (I think} an interesting and
informative package for the dedicated player of this
most comprehensive of tactical wargames.

Even with all that is crammed into these &4 pages,
there was a great deal more that we wanted to bring
you, But, of course, evervthing can't fit in one issue.,
For instance, T was forced to put off an 5L Com-
mande Campaign, complete with new scenarios,
until next year's Annwal. We have just started sort-
ing through scenario submissions, and hope to com-
mence playtesting of those selected in the late
gutumn, Let this serve also as an invitation to those
devoted players who might wish to try their hand
at playtesting; drop me & line {or, better yet, con-
tact one of the nice gentlemen in your locale listed
on Page 62) if interested. With the help of many,
T intend to see the ASL Annual, as good as it is now,
get better, For now though, enjoy the 'S0 dnnwal,

Rex A, Martin
Managing Editor The GENERAL




MONASTERY HILL
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VICTORY CONDITIONS: Th
= five Level 4 hexes on board 9.

e Italians win immediately upon Controlling

South of SCIALESI, ALBANIA, 9 March 1941: Mussolini's bid o dominate
Greece had been 2 fiasco of the first magnitude; by mid-February 1941, the war
which had begun in November amid much posturing had taken the lives of 500
Italian officers and over 3000 other ranks. The Greeks, far from being cowed,
had gone on the offensive and driven deep into Albania itself. But now the terrible
winter was over, and the snow was melting from the lower slopes of the Trebes-
cine Mountains. /I Durce, fearful that the Germans might soon intervene and so
deprive him of the glory of conguest, ordered another grest offensive. Marshal
Ugo Cavallero, hoping to oblige his master, laid down plans for an attack along
a 20-mike front to clear the Desnizza Valley and thrust through the Greek lines.
To accomplish this breakthrough, the peaks on either side had 10 be seized. Most
formidable were hills 717 and 731, the latter called Monastery Hill by the Italians
because of the ruins of an ancient abbey on the crest, To storm these obstacles,
Cavallero committed the newly-arrived 38th **Puglie'* Infantry Division. Under
the watchful eyes of Mussolini himself, safely ensconced in a fortified mountain-
top observation post, the 3000 men of the first assault stepped off,

BOARD CONFIGURATION: .

A
N

& Add two 4-5-7 MMC to Greek OB.
W} Throughout play, all Italian 3-4-7 (and Elite)

MMC have an ELR of **3°"; all Italian 3-4-6
(and Conscript) have an ELR of **2"".

TURN RECORD CHART -
1> GREEK Sets Up First [112] M W
I TTALIAN Moves First [156] 1 2 3 4 5 B 7 8 g END

Elements of the 12th Infantiry Division [ELR: 4] set up on board(s) 2/9, = six hexes from the northern edge: {SAN: 4}

Tranch
W (ks f=|fhzdD] M| S5
14 3 -] 18

Elements of the 71" Reggimento Fanteria [ELR: 2] enter along the north edge of board(s) 2/9 on Turn 1: {SAN: 2}

LT PR PR R

Elements of the 72° Reggimento Fanteria enter along the ecast edge of board 2 on Turn 3:

| &

46

I

P

14
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SPECIAL RULES:

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

2. Snow is present on all hill hexes of Level 2 or higher; rules for Ground
Snow (E3.72) are enforced for these hexes only.

3. Place a Stone Rubble counter in hexes 9DD3 and 9EE4,
AFTERMATH: Hill 717 was overrun by the determined infantry of the T1st Regiment

{considered the better trained of the division's three) with relative case. But as they
set oot on Monastery Hill, the Greek defense stiffened. Once on the slopes, the Italians

discovered that the Greeks had dug five lines of trenches. As they nearsd the first trench
line, the Creeks there withdrew, sprayed the attackers with boresighted machineguns
from the second, and then countersttacked. The 72nd Regiment, which had pressed down
the: valley to swing against the hill, faced similar conditions, A bitter and bloody struggle
raged among the muddy wenches of the snow-clad slope, reminiscent of the ni

fighting in the Carso during World War [. The ferocity of the Greeks m such close
combat finally drove the Italians back. For seven days the Greeks of the [ 2th Division
beat off repeated sitacks by the '"Puglie'” and “'Bari'" divisions, until st last orders o
break off the fruitless Malian offeasive—which had gained st one objective of note bet
had cost theo 12000 casualtes—were agread 1o by Mussolind, On 21 March be flew
back to Rome to hear of Hitler's plans to settle the *‘Balkan Problem'”.



STAND FAST THE GUARDS

ASL SCENARIO Al5

VICTORY CONDITIONS: The Germans win immediately when they
have either cleared all hexes of Hill 11X5 of all unbroken British MMC
or have Exited = 45 VP off the north edge of board 11.

TURN RECORD CHART

# Delete MMG from Bririzh OB.

BOULOGNE, FRANCE, 23 May 1940: An ecpic of disastrous proportions was
looming for the BEF as the panzers neared the French Channel ports. If they fell,
the BEF would be bereft of supplies—and evacuation, if the worst should come.
As the Germans cut through disintegrating French divisions, hastily made and
executed plans for holding Boulogne and Calais were undertaken by the British.
To Boulogne was shipped the 20th Guards Brigade. Unfortunately, these British
battalions had no maps, wirelesses, mortars or grenades, Undaunted, in the best
of tradition, the Welsh and Irish Guards disembarked on the 22nd of May, forcing
their way through the refugess on the quay into the streets and o the countryside
beyond. But the Znd Paneer Division, despite being delayed by air attacks mounted
by the French Naval Air Arm, was in sight of the towers of the city, The first
clashes were inconclusive, During the night, Guderian completed his encircle-
ment of the port. All British units stood to at first light, anticipating a dawn attack—
bt this did not develop immediately. Instead, the Germans were occupied reduc-
ing the French garrison at Fort de la Creche, north of town, At last, however,
the expected whirlwind struck the Irish Guards, at 0730,

P2 BOARD CONFIGURATION: |© S
A% BALANCE:
& The number of British MMC allowed

MPh movement is determined by a
DR (see S5R 3).

N

{only hexrows R-00 are playvable)

O BRITISH Sets Up First [224] 1

& GERMAN Moves First [200]

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

ﬂmn

©

Elements of the 2nd Irish Guards and the 69th AT Regiment [ELR: 4] set up on/north-of hexrow BB (sce SSR 2): {SAN: 3}

= " .l.; Foxhole
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Sir edge of board(s) 6&/11/17: {SAN: 2}

Elements of Panzer Regiment 3 and Infanterie Regiment (mot) 2, Panzer Division 2 [ELR: 4] enter on Turn 1 along the south
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SPECIAL RULES:
1. EC are Moderate, with no wind at start.

2. A manimum of six British squads (or equivalents) and one AT Gun (plus
its crew) may begin play on each board, Placement of SMC and SW is not
restricted

3. At the beginning of each friendly MPh, the British player must make a
dr to determine the number of MMC that may expend MF during his ensuing
MPh. British MMC function normally in all other respects (including the APh).
4. British units may not attempt SMOKE placement.

5. If malfunctioned, British MGs and AT Guns may not be repaired.

AFTERMATH: The amack fell most heavily upon 8 knoll of strategic high ground held
by & platoon under Li. Sir John Reynolds. The Irishmen, suppored by a pair of andg-
tank guns, put up a ferce resistance. After about an hour, the AT guns had been disabled,
But the Guards fought on with Bren guns and rifles; and when the Brens® barrels warped
due to the iotense heat they fought with rifles alone, For two hours they held off the
German infantry and tanks, with small units continuing to resch Reynolds throughout
the moming. Yet in the end the knoll was isolated and overrun, Sell the Guards stood
fast. Using the high ground, German tanks shelled the British positions with impunity,
By noon the Irish battalion had been whittled dewn o a strength of only two-and-a-half
companies, In the early afternoon, under continuous pressure, they withdrew to a perimeter
near the center of Boulogne, and there they grimly prepared to make their last stand—
joined by the survivors of the Welsh Guards who had fought their way back street by
street from the enst.
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ki, Muartin:

1 just receaved my ASL Anawal and [ wanied
1o et you know how pleasad [ am with 1. The
articles are an excellent blend of history, game
nctics, sttistics amd new scenarios.

1 am eapecially plensed with the article
“Plper's Lamend ™. | om a Corporal Piper in tbe
Calgary Highlanders (who are briefly mentloned
in Scenario R2X2}, and am well sware of the
effect the pipes have had in barde, Bear in mind,
hawever, thal officially n 1940 the wearing of
kilts and the playing of the bagpipes in combag
were banned by the Commonwealth govern-
mems, Pipers had taken heawy losses in the
crenches in 191418, and with the advest of pew
ared harrible types of weapons, the kil was
deamod *unsuitable for modern war''. Pipers
ard drummers af the pipe bands of the Highland
and Scottish regiments usually acted as mrescher
bearers and company runners while in combat,
being ordered 0 leave their instroments in the
rear. Some pipers did ignore these restnictions,
hut a widespread use of bagpipss in batte pever
really occurred during Workd War IL

A for the use of the word Prbroch, | wonder
if Mr, Murrell is quite clear as 1o its MEANINE
Thie word does nod mean skl with thedr plpes™
ms he seems to imply, but rether describes o
category of muele, The iraditional spelling is
Piphreachd and refess to the *classical'’' music
arrangsd for the bagpipe including the gather-
ings, laments and snlutes. Piobreachd is difficaln
1o define, but can be described as having several
variations. To the uninittaed ear, piobrecchd is
slow and monetoncas, 11 owes the classical war
enissi #l one time, bat the music played in battle
throughowt the laster 18500s and the poesent
cemtury gave way wwands the common music
{swch as marches, strathapeys and the like) that
is called “linde mumic™, in contrust to the “*big
mugic”” of mebreachd. Highland regimems
farmally set down rrmthapeys as thelr regimental
chorge tunes. A strthepey 15 0 404 quickiime
tune, most commonly used a5 n dance; bui be-
cause strafkipeys are quick and lively, they Lend
themselves well 1o keeplng up the excitement aof
the charge, It was thess strathspeys, and some-
dmes marches, that the pipers in Scath Africa
uned Flanders played in the face of danger.

The rules Mr. Murred] presents are excellent,
are] even if pipers didn’t ges much employment
ahead of the rear echelon, | am golng 1o ase them
aryway. T had played with the ideas of rales such
ag this for some fime, bul sny shempt to in-
erotuce sisch ““house nales'” woukl have et with
great oppasition from my non-Highlander gam.
ing purineers, The rales Mr, Murrel] offers are,
in my opinkon, quite factual. There is ooe
documemed case of a piper fulling off a bridge
;s the: maddie of bartle, and keeping himsell aflcar
in the water belaw by continuing 1o inflae his
bag with air. As for Adrborne pipess, [ hove never
heard of i being done, | would be very interested
in hearing of an instance in which ol bas cecurred.
1 imagine it woald indeed be possible, altbough
1 don®t snticipate trying it mysellt

Al any rate, Mr. Murrell s done an ad-
mirshle job of bringing some Oavor 1o the game.
T would Lke to see some scenarios in The
GENERAL fraturing the Camadian Army (like the
anes in the Rogue packen), ard muybe ooe featur-
ing the Calgary Highlanders. And would it be
posaible o prine saome Piper counters in The
GENERAL. maybe in the near future? At amy
rate. [ keenly Iook forward 1o pext year's Anmal,
and Bope ket Cenadinn formations see more
covernge in the pages. The 151 Cansdian Army
saw a loa of stifl fighting on the lefi flank of the
Adlied armies, and some of thelr actioms would,
I"m sure, make for interesting situations

Michael A, Dhorosh
Calgary. Alberts

L& & 0 &

Crentlemen,

[ muaer start by complimenting you on your
sappart af Bill Conper’s ASL pewsletier *“In Con-
tact. "’ I've received & copy of it counesy of Mark
Nixon and am very impreased. Meedless o say,
I've poined the “*ASL Plyers Association''

A few commenis on the system are in order.
First off (amd I'm probably too lase), | hope that
wou'"ve changed your minds and bave dechded o

SIGNALS

0000 000000000000000000000000000000000000000000000000000000000000000

mount the map for RED BARRICADES. | can’t
speak for cdber players, ta Um wdiling v poy
i few dollars extra, I've Invested cver S300.00
(Canadian) In the sysiem so far; o fewr exim o
insure the lemgevity of a pa is oo great burden.

I recently ordered the Delicve ASL modules
and started playing with teen, What o difference!
Viry impreasive, 1o say the leas. Going back io
the smatler hexes of sandard ASE 18 a bic of &
shock, wo, It doesn't maiter, thowugh, what rype
af toard s nesd—ASL 1 ASL. The impontant part
i the scennrio; so long as they sty challenging
and exciting, the game will keep s magic. ([
think *'Barkmann's Corner'' is the only sceokrio
of any game that 've played where one dide was
wiped ol W B RN, yet missed victory by only
& hair's width!y

I've also started using the 'Incremesntal
IFT"', &nid 5o far s worked our beawifully, ['ve
always fousd it annoylng that & squad would use
e FP and 5W agains differest wrgets (or nod
use the 5W ar all}—nat becanse they wanted o
cover a larger area {i.e., in support of or Wb sup-
press an ing that makes sense), bl
because it was pot worthwhile gnmewise o use
them togesher, The [IFT makes the game play
thar much smoacher, and odds much ta the
realism. It also £t in cleanly (abthough the colamn
shifts fesl o bit ''fodged’") and doesn't seem to
affect play-balance (although its effects may just
be very subtle]. I fnd mysell boping that it
becomes official, so 1 can stop fecling guilry
aboul changing *'ibe system™

Victor Lewington
Deberr, Move Scota

To teke your poinis in order; By mow wou
kmow ke maps of REDY BARBICADES are
ummosmred; the cod of mownted bowrds wouwld
have been miuch more tem fuir a “ew’ extre
dollers and we decided char a rearomable price
rag waks e insporamr than lomgevicy, Mighe
sugpest a sheer of plexiglars o Loy over them
wher playing P As for the Deluze ASL modules,
these are being phared owd. 1 iy unfortumate tu
tog many players disdained DASL withour hav-
ing ever tried it Constaer DASL anr experiment
Tt feited (aleswise, amyway), Fiaclly, many
have expressed the wish thar the TFT might be
made officlal " bur MeNamara grears due fo
the exensive re-wrining of the rules thar rhis
would entail. Don 't expect the HFT to be made
afficial, although it remains the best “option ™
to enhance your play el devised,

o

Diear Mr. Martio,

1 recently finished resding the ASL 8% dn-
mual, and decided [ woald Hiee 1o ke up your
offer ard wrile you o few lines aboutr ASE. Led
me quickly introduce myself, and theo I'lL get 1o
the paint.

T'm a serving Afmy captain, (5006 1o be o
Magjor; will that nsake o & 10-37 And if | make
Lt. Cal. will I then become a 6+ 1717), [*ve been
playing AH games sinee | bought KREMGIPIEL
when [ was 12, [ ussd to play & wide variety of
warghmes and have several boxes full of games,
mastly Avalon Hill. But about three years agi,
1 mode a very deliberate decision—beliove it or
ook, e o a lack of tme 1o play—o concentrabe
an the ASL system. 1 could noc have made a better
choice, | own or have ardered every ASL item
voul sell, And ASL is all T play now (eacept for
an annual summser mini-season of 554 TIE-PRO
BASEBALL).

1love the game for several rensoms, Most im-
portantly {withoat boring you with detail), it is
stimulating, entertaining and diverses. The game
sysiem 15 so expamsive I never gel linad of it. And
the detnil in the rules, notes and counters is 1o
M |t a8 (nteresting as playing the game; for
example, a couple of howns spent reviewing a cer-
1nin rules segment or the capabilities of & certain
weapoms system can be us pleasurable aa play-
ing. Turning te the Anniwal, it provides more
pleasant bours of reading. And your Forwand
CHserver & s ware onligh g I owill
address the rest of my |eser o them,

I haven's seen RED BARRICADES, but it
sownds wonderful. I°m swre that it will be a hit
Bore hastoricnl modules sounds like o greal e
And there would be so many caprivaing acthons
1w chooss from

O caires the: Pacifec module(s) are s nataral .
Bar I would bay the French in a seoomd, and
would hope 10 have the infaniry and weapons
sysiems at the same time. I would also guickly
by the Axis’Allied Minor weapons systems,

[ don't do any PBM, so I'm nat interestsd
In that, | am, however, mosi imterested in
salitmire. Most of my gaming is salitaire. | might
saggest though, that the system plays quite well
as it is solitaire. For HIP, [ simply choase two
or more alternately good locations for each
counber and then randomly determine the place-
ment after & sc i Yrigger'’ of my
choosing. It works fuirly well. S0 1 bave no come-
plaints in playing ASL selitaire.

Fisally. ka me an the " prags 4
instruction'' for beginners you discussed in che
letters secton. T had bought 5L, but hedo't played
It for about thees years, whes | bought ASL. 1
foumd the new sysiem almost overahelming st
firsi. The approach 1 used to break the ASE code
was this. Afier scamning the rubes, I realized |
could learn v play uaing only Chapiers A and
B. I'then eliminated many of the rules to credte
(dare | say i) & roagh set of **basbe ASL rales. ™
Those sections | ellminated included cavalry.
snipers, heat of batle, baitlefield integrity,
wounds, field pro i wonit suk
prisaners, caphared equipment, FT and MOL and
DC, smoke, and (of course] all references 10
arouor sl ordnance. In Chapler B 1 simply elimi-
oabed the sections BI4-30. And at the very
beginning, 1 didn't even use Concealment, 1
selected the simplest scenarios | could, played
them umiil [ thought [ had the hang of the system,
urd then staried @cking on rales—umtil I'm play-
ing basically the whals systen now {well, Idon’t
take prisoners vet), I'm even pluying WEST OF
ALAMEMN and am working my way through
Chapter E. When [ was still learning, the " Squad
Leader Traindng Maneal' helped a ol

Twoild highly recommend thar you consides
estahlishing an officiol sed of introduciony rules.
Thess shaulkd be the simplest that will enohle new
players 10 enjoy o rodimentary version of s basic

imfaniry combat scenario. I think this will greatly
benefit pew playvers in learning to play the game.
1 think mosl new players, unless they are thoroaghly
Tamiliar with the whole SL system {1 wasn't), will
arempt  sometldog  similar anyway &5 they
sumble their way o expertise, Creating a basic
rules sysiem for beginners certninly waon't keep
someone from buying the systeme—and will prob-
ably encourage a few who might otherwise give
ap o eick with v asd buy all tbe real of your
magnificent ASL products. Leoking actoss my
gaming tnhle sacked with $260+ of your ASE
system, and with another 370 on the way for
Christmnas, [ muat say thet you should be will-
ing v take this gep 1o esemarage obers 10 maks
that type of investmend.

Capt. James Whorton
Fort Podk, Louwigians

Wirh Mr. Sushler's pece fn thir isrue
frewnartally rimilar in approoch fo yours), we
have hapefiiy provided that springboard fo help
former ployers make the leap to ASL, And we prill
have hopes of someday expanding the ' Traing
Mammai ™ to cover armor and ovdnarce, (F course,
many players first masier @ new pome sertem by
phaying soliraire—where e oo of mistakes and
dleferar b nov as heavy, We dink thar the solitaire
rystem Charlie Kibler is now engaged in reffning
mury Bring more plavers yer inte the ranks af ASL
devieer. it @5 our fondest wizh to nor only
encourage others, bur ro entice them fo foin the
fen by comnlnuing fo expand and refine war-
paming's premier factical syriem,

L & & 4

Diear Mr. Martin:

Several months ago [ briefly menticoned that
T was writing a compules program 1o lmplement
& DY} scemario generation gystem for ASL, I've
now completed the program and chought chas
your readers might be inrerested in the specifics.
The program is Ioosely based on the article by
Greg Schmitigens aod Charlie Kibler tha
appeared in The GENERAL (Vol. 24, No. 1). It
wias written for ihe IBM PC, and should nan om
rug compatibles under any memary comfigurn-
180 greater tham G4K. The program goes through
the process of genermting & sconarico. It randeniy

delermines nationalities, dale, initadve, ELR,
board configuration, total paint values, victary
comditions, wenther, etc. In effect, it gives the
players all of the data necessary to play an ASL
Y0 soenaria (excepl, of course, the sctual pur-
chase of Forces).

I'm allowing the program o be disrituted
fres of charge, ASL players can look for it an
tncal edecrronic bulletin hoards, or they can call
the Data Comm BBS (T16-271-6592) or the
Phusonium Mines BRS (716-334-2305). The pro-
grum is absodutely free, and [ eccourage users
to copy and share it with everyone. 1 &lso
encourage commems concernding the program,

T am now working on o program oo lesd a
playes through the DY purchase of forces, It
will fallow the DYO nules of Chaper H, amd will
sutematically determing rarity faciors and other
variahles, providing the user with a list of
vehdcles and ordnance msiching the time period.
Thus far incorporated in the program are sup-
port weapons, offboaard artillery, apecial infas-
try capabilities, SAN purchase, boous infuniry
sguads, besder geceratlon, eic. All purchases are
suromatically subtracied from the player”s point
tortal as the user moves through the entire DYO
pracedure, The only major ares oot yel covened
is optional equipment for vehicles (his ssems oo
much affort for the reward). All relevent data for
tbe different nationalitles ase contained in fext
fibes than can be sdded; a8 of the mament, 1 have
data files for the Russinns, Germans, Americans
and Partisans, When compiese, | plan to relesss
this program for free distribution as well.

Tim Kicchen
Rochester, Mew York

% ok

Dear Rex:

I just received my copy aof the ASL 8%
Arnual. Congratulstions and condobences &re in
arder. The former dise 10 the publicatson of an
excellenl magazine which is a mreasure 1w ASL
fans, The larier because you have established a
precedent of quality and contest which will maks
for hard work 1o maich on an anmual basis, Tam
prowd oo have heen iovalved in the creation of
such a fine pisce of work.

By way of initial comments on the magizing,
[ have only a few o pass along. First, there is
& goiod mix of ieformation, artcles and iop-noach
scenarios. The broad mix of situations and com-
‘hacants included is excellent. The sysem adjust-
ments ore really good. T am currently playing
st scenanios solitakre, froem the Annmal, o oy
cat the Incremental TFT, Mo verdict yer, Bai 1
um comfident it will be & real Tmprovement ta the
sysiem and I believe T will be lobbying for its
“official™ includion in the furune, | enjay nis
Inems like the *'Piper's Lament'* plece. My wife
sill gets a kick our af the ““hroken™ side of the
coamier,

The scenario lis is wery uselul. [ coce
tackled a similar endeavour. My anly additon,
which might be useful sometime in the Fulurs,
was an indication of scenarie size. [ used a
sraight coumt of vehicles, ordnance (includisg
OBA) and Infanery on each side. This allows one
1 plok oWl B scenarke with o lot of whaiever is
desirad (for instance, vehicles, if thet™s what I'm
in the mood for). I also included soenario length.
You may want 10 simply show the BPY for bod
sides and the number of game nams oa yours,
This would provide an indication of size so that
o player knows what he's geiting into whea he
stars digging for a Russian frool scenario.
Richard Eschenlaub
Eden Prairie, Minoesola

Pve hadd numerour sugReiions for im-
provemenr '’ of the seemario liseing, all sailing
adding some 'crucial '’ M of scenario igfema-
o {rize of OB, mapboards ured, lemgih i e,
aumber of 55Rs, adiudged balince, ec) for
potential plavers. Bl if sirikes me thal, i ol shis
war facked on, one might as well simply pile up
the roemarios and comt through them indfvids-
ally. The “Chrommogy of War'' wad seeal o
be o concite check-fim of our publinked
scenariog—nor an wwieldy, all-inclusive gulde
o every pame derall Wiy sirip oway ol the
dedighiful rurpriser lving therein juel waitiag o
by wncovered by would-be players?
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EIGHT STEPS TO ASL

A Programmed Instruction Approach

In the beginning, there was SQUAD LEADER.
Fourteen years ago | was a playtester for the original
game, way back in 1976, After reading the rules
for the first scenario, I thought that this was too com-
plex & game system, and that it would never catch
on, I admit [ was wrong. It did catch on—and in
abig way, SQUAD LEADER went on to be one of
the most popular and successful titles in the history
of wargaming. Part of the reason for this success
lies in the **Programmed Instruction™” format of the
rules, which made the svstem accessible for most
wargamers. The novice SL player eould absorh the
large mass of detail in 12 scenario-sized bits, Then
along came CROSS OF IRON, CRESCENDO OF
DOOM and GI: ANVIL OF VICTORY, which
expanded and refined the original game system, All
the gamettes continued the Programmed Instruction
format of the rules, giving players a total of 47
small, bite-sized chunks which, when all taken
together, added up o a nearly indigestible feast,

While ideal for learning an innovative new game
system, the Programmed Instruction format is less
than ideal for reference when you have to search
the rulebook hunting for that elusive rule, Out of
SQUAD LEADER there arose ADVANCED SQUAD
LEADER, with its comprehensive rubebook designed
as a reference to all the updated rules in the ASL
system. With its use of color, cross-references and
superh glossary/index, it is the best reference that
I have seen, of any type. However, the problem with
the reference format is that it made it difficult w
learn ASL; in fact, it is a lot like taking a drink of
water from a fire hose running at full blast. Luckily,
most of the ASL rules deal with specific terrain,
units, weapons and circumstances that don't appear
in many scenarios, [t is possible to master the system
by just reading the rules needed for the next
scenario, and playing the scenarios in order of
difficulty. This is the approach that this article will
take: how to learn wo play ASL (in only eight easy
lessons).

This article makes use of the first five scenarios
from the original SQUAD LEADER as updated in
The GENERAL (Vol. 22, Mo, 6 and Vol. 23, No.
2), the ten scenarios published in BEYOND VALOR
and the eight scenarios found in PARATROOPER,
The PARA scenarios require the counters and Board
24 that come with that module, plus Boards 1-4
{which were included with 5L). These four boards
are also required for the five updated scenarios,

with the counters from BEYOND FALOR. The
first ASL module itself contains all the counters and
boards needed for its ten scenarios (except for Board
&, originally in I, which is required for two of the
scenarios). And, of course, you must have the ASL
Rulebook ut hand.

1 recornmend this Programmed Instruction approach
to anyone seeking to move from SL to ASL, whether
they have played just SQUAD LEADER or kept up
with the system all the way through Gf. Even if
learning ASL from scratch, it is a useful method—
although 1'd heartily recommend first approaching
the system by reading Chapter K (the **Squad Leader
Training Manual'" found in PARATROOPER) which
1 authored. ¥eteran SLers be warned: even though
ASL evolved out of SL, and despite a strong family
resemblance, there are major alterations and inno-
vations throughout, Everyone meeting the ASL sys-
tem is in for & lot of surprises, so read every rule
carefully.

By Jim Stahler

LESSON 1:
The Basic Infantry System

We start with that familiar first scenario from
SQUAD LEADER, **The Guards Counterattack’”,
as updated into ASL Scenario 1 in The GENERAL.
It is short, straightforward, and fun. It is the first
scenario that I played as a playtester for 5L, and
the first scenario that [ playved using the new ASL
rules. It is, in fact, the first scenario that most of
us played way back when, and I think that much
af SL's popularity arose from this simple scenario
getting people hooked on the tactical system.

It uses only half of Board 1, having only four
tvpes of terrain with which to be concerned: open
ground, roads, woods and buildings. It introduces
the basic infantry units: squads, leaders and
machineguns (although half-squads may appear dur-
ing play as a result of casualties).

I am purposely keeping this first lesson as casy
a3 possible by temporarily ignoring some of the
complexities introduced in ASL, but it remains the
biggest chunk of rules to digest at one sitting. Even
if vou are a SQUAD LEADER expert, I suggest that
yvou first read all the rules sections listed below.
Much is familiar, but much has been changed. Then
play the scenario, read the rules sections again (the
rules will now make more sense, and you may note
a few things that you did wrong the first time),
switch sides, and play the scenario one more time,
Then it is time to move on. 1also strongly recom-
mend that you really do skip the rules sections not
mentioned or that T ask vou to pass over; there is
plenty to learn in Lesson 1 without being over-
whelmed.

Start with the following rules:

Introductbon
See what Don Cireenwond has o say about his creation.

Aul-ALLE

Thess are general rules about the game with n few new concepls
und 5 few old ones. Skip A.6, which refers e Depresaions nof found
oo Board 1; AL 14, which is not peeded until vehdcles are introduced
much farther down the roud; A.16 and A.18, which only apply 1o
rales which woen't be istroduced uetil later, SLAD LEADER
players will note that A.7, A8, A%, A 1] and A, 15 introduce new
lerms and concepls

AlL.I-1.5

Meet the troops. Squads and leaders are familiar from SECAD
LEADER. Heroes were intraduced in COLY, but the scouts are gone.
Half-squads first came with &F. Skip 1123 ginos crews won't make
their debut for o while, and skip 1.31-.32 1o keep things simple
in this first Jesson.

AZ.1-2.3; ALB-1.9

Thie section’introduces you be the mapboard. Skip the sections
redmting to mapboard entry, oxit and ovedays—oone of which apply
tir Scenario A, Rule AT 8 brings an imposiant ASL concepd. And,
regarding 2.9, 1o keep things simple squods moy oot be deplayed
In Lesson 1,

Al

The Basic Sequence of Play is virtually the same as thal in S0OAL
LEADER, bt pay attention 1o the abbreviations and 10 the BMove-
ment and Deefensive Fire phases. These reflect the biggest changes

fram the original 5L system, Mo longsr is there any trecking of
moving units, Infasiry is fired upon as it maves, the same as vehicles
always were.

Ad. 14,13

Infaniry movement is shout the sarme as ln SO0AD LEADER, Tam
skipping many of the sections that add denail v tbe infantry move-
menl system. We will expersence them In the next lesson,

Ad. 14
Epemy units stll block mavement, Ignore b excepbions far pow,

Ad2
The '‘Mechankcs of Movement™" are the same & in SQLUAD
LEADER, bar spelled oui mose precisely here.

Ak -4

Pomage and possession of suppen weapons. This is o refinement
of the males indrodoced in F.

Ad f-Ad 61

The movement madifiers io Defensive Fire replce the ald —2 DRM
far moving in open ground. Assault Mosemenl was Tirst introdecsd
in &

AdT

Advance Phase, Mate that units no longer can advance into a baild-
ing and then upstairs in one bound. Skip A4.71 sance there @5 B0
armor in sight vet, and A4 T2 because Board 1 has no Difficul
Terrain.

AS.1-5.11; A5 4-5.5
Stacking limits are virtually the same &8 m SOUAD LEADER, Over-
atscking is now allowsd, however, at with & penalty imposed.

Af.1-6.11; A6.I; Ab.6

The Line of Sight (LOS) nales ane the same as in the original system.
For thia firsy lessom, all balldings will be ireated as having n ground
level anly, s& you can ignore references 1o Blind Hexes. Beard |
has no half-level ohstacles, depressions, or any termain that pro-
vides for LOS Hinderance.

AT.1-7.33

Fire attacks should be familisr v any who have pliyed SQELAD
LEADER. Skip AT.211 and 7.307-.308 since there are no vehicles
Imroduced yer, To keep thinga relatively simiple, Tam skipping mamy
of the fire arck options here ond in the next rules ssction. Don"t
worry; we will get to them in Lesson 1. Note that Opporiunity Fire
and Fin Task Checks are ASL innovations

AT AS7.353

Support weapon usage is alightly different from what yoo may be
usad fo,

AT.4

Target dolermination j& dve same as in SQUAD LEADER.

AT.5 AT.52-7.531; AT.SS
These rules all concern Fire Groups,

AT.G

TEM and LOS Hindrances, TEM is the same a3 in 5L, b LOS
Hirdrance is 8 new concept the will be important in futene lessons,;
since It figures promipently and is an adunct of TEM, vou may
ns well assitoilate it now.

AT.B-T.HI; AT.B3-T.H31

““Pinning'* was introdoced with ©OF, This bs expanded upon now
with ihe poasibilicy of a Pin Task Check (FTC) om the IFT.

AR IR 14

The way we handle First Fire is the most imporiant single majos
change in ASL, This section will have the biggest &ffect an play
of all the deviktions from S5,

AB.2-B.211; ANZN: AH.26

Residual Fire is brand new with A5L,

AR3-B.A1; AH.4-B.41

Subsequent Firet Fire, Final Protective Fire, and Final Fire com
plete the new First Fire rules. This is undoubtably the mose com-
plex. innovative, and imponant section in Lesson L. It s worth 8
second reading, and careful examination af the examples.

AS.1-9.2

Machineguns have muliple Rates of Fire (ROF), which replaces
the ald Penetration rules from 5L, Machineguns seem io keep on
firing forever In ASL.

A3

Samained Fire gees hand-in-hand with the First Fire rules found
in A8, This 1s very different from **Sustained Fire'” in O0F and G

AR T-9.T4

Support wenpons break down, bt you can fix them. Mothing lases
Fomever

ALDLI-10,72

Morabe, Roat, Ralky, and Lesdership. This is anather involved bat
critical section of rules. Skip 10.533 until Concealment is inbrodusced
|ater. Mote changes o the rout restrictions and the new ways o
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become DM, There are a couple of new concepes here, including
imerdiction, low crawl, and a terrain bonus for Rally atrempds,

AJLI-11.16
This imrosdiscss the basic miantry Close Combat procedures. Maore
details will be added Inter,

AlT.

A lcader who is Casualty Reduced becomes wounded instesd of
eliminated . This concepl was introduced with OO0,
A2lL1-21.12

Uge this section should you caplute an eneemy MO in Scenario A,
A2 1-26.13; A26A4

Hex and building comtral Victory Conditlons are what you need
ta dio t0 win the scenario. Mote that, if you don "t win, your oppoe)
dhives.

You have now read afmost enough to play
Scenario A. There are only a few remaining rules
in Chapter B that apply to Board 1. These are
essentially the same as the corresponding terrain
rules in the first SQUAD LEADER:

B.1; B.I; B.T

These are soome general teresin rules you should be familiar with.
BI.1-1.11; B1.2-1.3

Open Oround. Pay attentsm to those three lines dealing with FRMO.
B3.1-3.4

Reads, The romd bonue imroduced in OO is retsioed in ASL.
B13.1-13.2; B34

Words. There are o fiew trees (o Stalingrad

RB23.1-23.2; BIN.3<23.0; BN

Baildings, For sienplicity’s sake, ireat all buildings in your firss
plaving a5 having & ground-level only, 1 will get more complicaved
soon epough,

Congratulations! You have now ingested the big-
gest block of rules in ASL. And you are now ready
o play ASL Scenario A. For those of vou who don't
have Scenario A, simply modify Scenario 1 from
SQUAD LEADER as follows: Remove one LMG
from building F5, Remove one LMG from build-
ing I7. To “*‘completely occupy ™" a building, it must
be Controlled as per A26.12,

If you are using the published Scenario A, dis-
regard the Balance Provisions, ELR, SAN and
Special Rule #2. In either case, treat all the build-
ings a8 having ground levels only, ignoring the stair-
wells. They lead 1o places that will just confuse you
at this point.

Play ASL Scenario A once; re-read these rules
sections; switch sides and play it again. Then you
(and vour opponent, of course) will have mastered
the basics of ASL and you will be ready for:

LESSON 2:
The Advanced Infantry System

You have at this point digested the essence of the
ASL system. Now, onward to your next objective—
the more advanced concepts that bring the flavor
to it. These rules build upon the rules introduced
in Lesson 1. They add more variety, options, and
weird possibilities to the stew, Some of these rules
are brand new with ASL, and others are based on
rules introuced in the original system.

ALB

Thera is a limit on marale. A number of these sdvanced rules can
incredae a unit's morale (Commisanr, Haman Wave, and Bartils
Hurdening for example).

AlLM-1.32

Deployment and Recombination of half-squads was firss seen in
CoD.

Al&

The Uit Siee Number'' is poeded for Conoealment purposes io
this lessom, and It has some other uses thar you will run imo Lates,
Ad.TM

Minimaum Move is & handy rule 10 remember in some rare sis-
tions. It sometimes is needed when a tred squad is dragging that
beavy Russian MMO ioio a building in this scenario.
Ad.15-4,152

With Infantry Overrun, no longer can & solo Jesder block the rosd
B vietory an ibe laar marm,

Ad.3-4.34

Inlantry Bypasa Movement was introdeced in OO0, You should
remember i well by the lime you ans through,

Ad.54.52

Diowable Time (huff, puffy is very litde chapged from the days of
Con

Ad.83
This rule makes it safer 1o dash acress those nacrow ety sireets
The reads in Europsn cities and towns are rarely 40 meters wide,
s on thess boards. This rule partially compensates far that anamoly.
Ad4.T2
A building can be Dafficult Terrain if you are draggicg a Russian MG

AdLE

Units con be Temporarily Immochilized (T1) when searching and
mopping-ap, as well as for many oiher actions introduced in later
lessons,

Ab. 12
Anypleal LOS us traced to other painls than tbe hex senter dot. This
is now peeded for Bypass Movemenst and Smp Shots,

Adi. 6.5
Blind hexes can be formed by bulldings or wosds (now that our
haildings saddenly have upper levels). It Is posaible for somwe wnits
1o see aver woods and lower buildings. Fis unlikely that 6,41, 6,42
or 6.42 will come inte play in Scerario A, but chey =]l be impor-
lant later.

Ab.B
This rule can apply 10 units on different levels in a bailding.

AT M

Squad Spraying Fire can be used by Crerman sguiids and the Russian
Chaards. This rule is a generalizatian of the Spraying Fire Imrocuced
in COF and 1.

AT 36

Assaull Fire, introduced in & for tbe Americans, can be used by
the Russian Quards in this scenario.

AT.54
Bergerk unite, which you slll man into occaslonally (always at the
least convenient times), are rescricted in joining & Fire Group

AT TI.T2

Encirclement is anather innovation in ASL, In Scenario A, i malkes
it tough if wou get crapped defending the upper levels of a building .
ATS

Cowering was first hroughs oeoos In OO Tr doean't often bave
an effect, but it provides o real ressan o put an 8-0 keader on the
line.

AB.15

Snap Skt (nothing 0o 4o with aking pictures) 1s another ionova-
tion. [t can be used 1o nadl that squad sneaking from ballding o
building.

AB.2I3-8.224; AR24

How Residual Fire interacts with the Snap Shot. Cowering and
Sprayiog Fire.

AR311-B.312

Triple Poinl Blank Fire can oceur against Berserk units in this
scenario, and againsr cavalry armd vehicles in laer ones,

AR
Some MG in same cerrain have a limited Field of Fire.

AD23-0, 223
MG Fire Lanes. This rule is the real replocement for Penetration
from SL.

ASd

Maondatary Fire Direction for long-range MG fire 5 oo oo
imporant in city-fighting. but can be crocial onee yoa reach the
hills and fields of the coumtryside.

AS.5; A8 52

MG Spraying Fire is o modification of Spraying Fire rules
introduced in OOV

ASE
Dismnniling of Support Weapons 1o make them easier (o ransport
was first Iatroduced (n G

ALDSNY

This rules section covers the effects of Concealed units oo routing
unis.

AlL1T

The effect of Stzalth on Close Combat resolution may cormss inlo
play in chis scenorio if 8 Hero is crested.

AllLLIR

The effect of Lax an Close Combat resofution may come imo play
in this scenaric if a Conscript unil is created (which is far more
likely than Hero Crestion).

All1®

This eovers the case of Concealed units in Clese Combat,

All.2-11.22
Withdrawal from Melee and Infileration add yet more options and
passibilities to Closs Combat.

AlL3-11.41

Ambush is an inoevation new with ASL. It certainly makes things
more imeresting. Also, the case of prisoners attempting 1o sscape
is firmt mentiened here (and trested in more deczil later). Skip
A10.31 uneil vehicles are introduced to your play.

AlLl-11.6

Concealmerd was first instituied way back in the original Scenario
1 of SQUAD LEADER. Moppang Up and Searching are new actions
Noae that there are no ““Scouts'' in ASL.

Ald.

Snipers. This procedure replaces the sniper counters iptroduced in
CoD.

AlS.

The Hear of Battle section replaces the old rubs covering Berserk,

Battle Hardening and Hero Crestbon (rules thit secmingly changed
consantly in the old sysem). Here, o0, is one of the wavs m
surrender.

AlB,
Field Promations were alan imroduced n O0F), bur s ASE this
rule also gives units without s lesder o chamcs 10 rejoen the ke,

AlS1-19.13

Unit Substitution replaces wnats that roll badly coough on a Marale
Chock with inferior substitutes . Watch your brave croops wem imo
wimps before vour eves,

ALS 19,56

These rulea detnil how your Conscrips will sct once they am
created. Skip A 1932 umil the sppearence of vehicles

AZD,

This cavers o couple of ways of wking prisoners, and the raks
cavering those unfortunabes, Prisoners cam iy io escape, asd they
can be massacrad. The most smpartant rules to shady here are 20,21
and 20.3. Concentrabe on the rest of this saction oaly when & unit
Ig Bemually capbared.

AlS.2

The Rusalans nre coming,

ALS X228 33Y

The Russian Commissar t5 an ASL innovation,

A25.23.25,231
The Hunsan Wave is also new with ASL. The Russions are reslly
coaning! These mules grant the Russians some of their special flavar,
Mow for the architecture lesson, as you master
the intricacies of some of the different types of build-
ings in ASL and visit the upper floors.
B4
It is pow poasible w see over budldings and woods.
R23.21-20.26
Drifferent rypes of balldings. Skip BE3.211 (umberyard) and 23.24
[third-level structurss), which aren’t needed In this scenassa's
Playing.
R23.42-20.422
Upper levels of budldings. This has impormn implicasons in
Sosnario A, as you will soom learn
C.5-C.5C
The Fermex Aimivng Pring is an exception 1o LOS treced to the cemer
of n bex, Tt applies 10 Bypass movemen) and 10 Sosp Shits,
Play ASL Scenario A again, using all the mles
that you have just read. You will find that it feels
much different, the problems more complex and the
solutions to them less obvious. You are starting to
polish your tactical skills if you can come to con-
sistently win Scenario A with all these rules in foree,
If vou do not have the updated Scenaric A from
The GENERAL, modify the old SQUAD LEADER
Scenario | as described at the end of Lesson 1. Also,
give the Germans an ELR of **4"" and SAN of 6",
the Russians have an ELR of **3"" and SAN of "'6",
By this peint, you have encountered most of the
infantry rules for A5L. The remainder of the rule-
book deals with additional terrain types, wespons,
artillery, and wvehicles, They all build upon the
foundation that you have acquired in these first two
lessons, If you are unsure of any of the procedures,
re-read the lessons and rules, and play Scenario A
until you are comfortable with all of the concepts,

—_—

LESSON 3:
Special Infantry and Terrain Rules

The first rwo bessons have introduced the fundamental
ASL infantry rules, which are needed to play nearly
every ASL scenario. This third lesson presents o
number of rules that apply only to particular
scenarios. Adding these to what you have learned
from the first two lessons, you will have enough
knowledge to play five more scenarios: ASL
Scenarioc B from The GENERAL, and ASL
Scenarios 14 from BEYOND VALOR, Taken
together, these scenarios inchide more types of



troops—Combat Engineers, 55, Partisans, Finns—
and many more types of terrain, and some additional
infantry weaponry,

You can read all of these rules and then play the
five new scenarios; but it is easier to pick one of
the scenarios and then read just the new rules that
apply to that scenaric. The new weapons, troop

types and scenmario-specific rules are covered in
Chapter A of the rulebook:

Ak
Thie applics 10 Gullics in ASL Sosnarios 2-4.

AdE
SMOKE, including Smoke (yes. there 15 & differencet, is impor-
tank in ASL Scenario B.

ALIZY
Crews ghow up in ASL Scenario 3. The weapons that requine crews
will ppear Intes,

Al.5-2.52

Mapbosrd entry I3 necesaary for tve 55 in ASL Scenario 2. This
rale clears ap some of the confuson fousd in e original SERIAD
LEADER methed.

ALE

Muphoard Exif is the key to victery in ASL Scenano 1.

Ad 131

Heaside movement costs spply to walls and hedges foand on most
mapboards. and in ASL Scenarics 1-4.

Ad N2

This rule applies to the raxd entering the bailding in bex | X6 and
0 the rosd passing through the orchand om Board 20, 1 3s important
in the ploy of Scennrica B and 2-4, Tia mose significant apptication
oocurs in woods-road hexes {found on Boards 3, 19, 32 and 33),

Ad. 133

Elevation change spplies when leaving a Gully {which a unit may
wigh o do in Seenarics 2-4), & well a3 when going up a hill.
Ad.i2

Hazardous Movement applics to siomping o fires (which a wnil
might atternpt in Scenario 1) and 1o Sewer Movement (which s
& distinct possibility in Scenarios 2-4),

AS.6

Lecaton resirictions to stecking &pply o undta in the Sewers aod
Trenches found in Scenarios 24,

ABZI
Half-level Obstacles include walls, hedges and rubble {found in
Scenarios 1-4].

A63

Depressions inciude gullies (found on Board 200,

AB.T

LOS Hindrance is &n inoovation in ASL that consolidates a Lot of
the terrain males found |n SQUAD LEADER, It applies 10 the
orchards, factories, graveysrds, brush and Smoke found in all five
of these scenarios.

AB.26
Mone the effect of LOS Hindranoe on Residual Fire,

ARI2
Mone the effect of some LOS Hindrances on Fire Lanes,

AlDE
Fasarieism will apply in ASL Scenarios B and 2, This is cesentially
the same rule a8 fousd in SQUAD LEADER.

Al23-12.32
Hidden Inital Flacement is lide changed From S0LAD LEADER.
It is used in the first four scenarios of SEFOND VALOR,

Al2.33
Trenches may be sel up Hidden i Scenaria 4.

Al

Bamlefield Imegrany is an oplional rube very different in methesl from
the correspanding nale an COF, Lise it 1f woo Jike, b iv does com-
plicabe marters.

Al9.13

Amranition Shortage is new with ASL. It is wsed in Scenanos -3,

Al9.132
Thig rule applies o the 53 in Scenario 1.

All.1-11.5

The deadly Damethrower is litde changed in usage fram SGLIAD
LEADER. 1 firal appeass in Scenarios B and 4. Skip AT2 34, since
there are oo AFYE on the same bardelield as fameshfowers (ye).

ALl 6-11.62

The Molotow Cocirtasl counters of COF have been replaced with
thie method. They are wsed in Scenartos 2 aml 3. Skip A26.612
until you hove some vehicles to play with,

A3,

Demolition Charges blasi their way into ASL in Scenarics B
and 4. These rules bave gome significant differences from those
af SGUAD LEADER, with s few new opbons introduced, Skip
A23.5 until vehicles are present.

A4, 1-24.2; AZd.4-14.8

The Infantry Smoke plecement rules of GF have boen generaliced
ared now apply e all nationalities, Thess rules cam, theorstbeally,
come info play in Scenano A, bui smoke grensdes are nab very
imporant in the play of that scenaria. They are, hawever, very
amperiand in Scenarios B and 4. Smoke from s Blaze ix presant in

Seeeario 1, and can play & role in Soenarios B and 4 if 8 Blase results
Irom a Namethroswe allack.

A25.1-25.12

Thia section presenes more detadls on the German infantry, The 55
are found in Scenario 2, and the Combar Enginecrs appear in
Scenarins B and 4.

AXE F438 342

Partisans appear in Scennrics 2 and 3.

A2L,7-25.73

The Fions make their debut in Scensro 1.

Al6.2-26.3

Casunlty Points and Exit Points determine wiclory in Scenaries |
and 3, The concepts are unigue o ASL.

A26.5

The Balance Provisioms are another ASL mnovagon, 1f vou and your
apponent feel that one side in n scenario has » decisive edge, ar
st one of you is & bether player. and you wish 10 even up the game
some, use the Balunce Provision thal comes with every scenario
10 help one naconality,

The new boards have a lot of new terrain tvpes,
which means vou need to review a number of rules
from Chapter B:

B.2

Coat of Terrain ia mmporant when maving in Smoke, ar amio hills,
o acress walls and hedges, 10 will play a rale in all five of hess
SCETINFING

B.E

Continuous Skope applies ta the hills on Board B (used in Scenario
3), as well a3 w0 many of the boards you will use later.

B.6

Inberest Terrain inclies orchards aped graveyards, Found in
Scenarios 1-4,

B3

Randem [hrection; required by a few rules.

B

Artificial Terrain applies io Smoke. It is most important in Scenarios.
B, 1 and 4, but it can appear in any scenarke now.

B.10

It isn"t Jikely thai LOS will be blocksd in this growp of scenarins—
but i1 can happen (especially with the smoke from the fires in
Scenarie 1},

BL.15-1.17

Bridges, walls and hedges. and smoke can negabe Open Ground.

Ba.5

This pale applies o the irenches in ASL Scenacio 4,

B 1-6.51; Be.4; Bs.S

Bridges cross the gully on Beard 20 and the conal an Board 23,
but stome bridges don't burn. Bridges are found in Scenarios 1-4.
BH.1-8.5

Sewers can be wsed io Scenarios 2-4. They can also be used with
the Balance Provision inslwied in Scenarica A and B

B 1-04

Walls and bedges are very similiar in effect o those In SOLAD
LEADER; hut pay carsful anestion e the Wall Advancage rule,
These appear an neatly all the boards (ard here in Scenarios 1-4),
BimAl

Height Advancage applies 1o fire from thar gully (Scenarios 1-4),
The hills on Board & can be ignored in Scenario 3.

Bl2.

Brush appears oo Board 21, used in Scenaric 1.

BI13.5

Kindling woods ix not 100 comaman a tsatic (especially in these urban
fighta) but here is the rule for it

B4,

Orchards appear in Scenarios 1-4, and there is even an orcharsd-
roud on Board 20,

BIE.

If ¥ou have jusl been dying te fght in a graveyard {sorry). ASL
Seemarke 1, ser on Board 21, b5 for you,

BI%.1-19.4

There is a gally on Board 20, used in Scenarics 2-4,

B20,9-20.98
Undts dn the gully on Boand 20 can be io Crest stabus,

B21.1-21.122; B11.2; B2L.3-21.4
There is a rives and a canal to deal with s Seenasio 3,

[ FE ]

Mo trenches are ollowed in the house. This applies o Soenario 4,
the anly one with trenches thus far.

B2A6

Mow you can be n oreal “harnburmer™, Thie rule ic especially
important for play of Scenario 1

B23.7-22.711

Rowhouses are found on Boarde 20, 20 amd 23, They fgure
proainently in Scemaria 2, but they have & role in Scenarios |, 3
and 4 oo

B3 T4-23,742

The faciory makes Scenane B very interesting, and very differem
fram the ocriginal Scenanc 2 in SQLAD LEADER. Tt is 0 new
inoovation with ASL.
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B213.B-23.B6

Rooftops may be used in Sosnario 2.

B213.9-23.M

Fortified baildiogs are crucial in Scenarios 2 and 4

Bid.1-24.6

Rubble is a distinct peasibility whenever there are Demo Charges
and buildings in the same scenario. Examples are found in Scenarics
B oasd 3. Rubble also exists, by decree, in Scennros 3 and 4

Bl4.7-24.721; B24.75; Bl4.8

The Clearance rules appiy i rabhle, fire, and ser Demsn Charges
Labar status is a imnovation new with ASL. This rule can be
tmportant in Soenanoes B, 1, 3 and 4.

Bis.

The elementals eater ASL i this section, whach introduces fire amd
wind, This meshes well with the Smoke rules in Chapier &, The
Wind DR should be made in every ASL scenaria. [t is extremely
important whenever there are flamethrawers {23 in Scenarics B
urxl 4). Buildings start the game ablare in Scenario 1

B27.1-27.54
Fazholes and Trenches are simalar io play 10 thoss i SQLAD
LEADER. Foxholes can be dug in nearly every scenario (hut are
et Likely in these arbwn ones), Trenches appear In Scenario 4. The
foxhole rules will become wery impamant lsier oo (the
PARATROOPER scenarios nnd the updated ASL Scenarics D
urel E}.

Mow play the scenarios; maybe even play
Scenario A again. (If you wish to add the Balance
Provisions to Scenario A but have only the original
version, these are—

Russians: Allow Sewer Movement by Russian units.
Germans: Add one Hero to any German group.
Also, Environmental Conditions for Scenario A are

“"Moderate with no Wind at start.””

SQUAD LEADER Scenario 2 has been converted
to Scenaric B as follows. The Environmental Con-
ditions, Balance Provisions, ELR and SAN are the
same a5 those for Scenario A, Delete the Smoke
counters from Company A (these are replaced by
the squad inherent smoke capability). Remove two
LMGs from ' Kampfgruppe Stahler’”. Replace the
three LMGs of ** Kampfgruppe Tienham'* with one
MMG. Replace those 27 Russian 4-4-7 squads of
the 295th Infantry Division with 26 5-2-7 ones,
Also, the Tractor Factory (Building X3) is con-
sidered a Factory (B23.74) now.

Enjay these five scenarios to their fullest, When
vou feel ready to tackle something new, move on
to Lesson 4,

LESSON 4:
The Offboard Artillery System

It is time to leave the smoking city and head into
the country for a breath of fresh air. Hear the birds
sing, the mortars whoosh, and the soldiers croak.
This lesson brings yvou some rural terrain types
(notably, hills), But the major focus is on Offboard
Artillery, This is one of the more complex systems
in ASL, encompassing major changes from the
methods used in SQUAD LEADER. Read the OBA
rules in Chapter C carefully.

Lesson 4 feamures only one scenario (Scenario D),
but the DBA rules are used extensively in Scenarios
9 and 10 in BEFOND FALOR, plus many others
in later modules.

A2 d
This rule applies caly oo hexss 219 and 21 in Soenarie [

Bi.13; B2,
Shellholes are found on Boards 2, 3 and 4, Their impas 18 essen-
tinlly unchanged since the days of SQLAD LEADER,

B 14; B0, 0-10.4

Hills are cracial in che play of thie scenario, Ruale 10,211 15 a rarely
invoked option.

B34

This rule section, which deals wilh Indirect Fire and walls/hedges,
should make more sense now that these is indirecy fire occurting
fin the form of QBA)

nil.

Cliffs are not too imporian in Scenarse DY, but they are found on
bath Boards 2 and 3,

B13.3

Aldr Burats meake OBA especially desdly i the woods,

B15.6
Gerabn I8 owl of semson during ASL Scenario Do but it becomes
impartant in many other situations,
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BI3.a2
Indirect Fire agaiost buiklings can come into piby io this scenario.

BIT.1-27.44

I kespw—y o alrendy resd these rules for Lessen 3. Bus you didn'y
dig amy foxholes then and have probahly forgoaren how, This rule
is more imporeant among the hills and fields of Scenaria D, T sugges
that you re-read this section, noding 27.11 especially.

C.1; C.6

Indirect Fire 14 geming closar,

€1,1-1.72

Indirect Fire arrives with n thump. This is & comples procsdure.,
s0 take it slow. Yoo may even wani to practice calling in OBA
few times before actaally playing the scemario. Sei up o board, o
spatter with a radio, and try getling an FFE into a bex a few times .
Skip rules 1.23, 1.54-1.55, and 1.63 since there are no Field
Phones, vehicles nor OfTooard Observers in this scenaria.

Bore Sighting can be applied w MMOs and HMOs ax well as
the ordnance that yod will see later, The Germans qualify for i
in ihis scenaren, for instance

Those are all the new rules vou will need to play
Scenario D. [ suggest that you review the rules for
Russians entrenching (A25.21), Conscripts
(A19.2-19.36), Commissars (A25.22) and Human
Wave (A25,23), If you don't have Scenario D from
The GENERAL, note the following changes from
the original version;

Balance Provisions—Cermans: Replace one 9-1
leader with a 9-2 leader.
Russians: Replace eight 4-2-6 sgquads with eight
4-4-7 squads.,
Remove the 5-2 leader, one squad, one LMG and
one MMG from the German OB. The Germans must
set up at least eleven (not ten) hexes from the east
edge. Replace the 32 Russian squads with 16 4-4-7
and 16 4-2-6 squads. German ELR is "'4°" and their
SAN is “'4""; Russian ELR of “'2"" and SAN of
2", Environmental Conditions are **Moderate with
na Wind at start.”’ The German radio represents one
battery of Blmm MTR OBA with Scarce Ammo
limitations (C1.211). These changes will allow even
those without Scenario I to experiment with the new
rules,

LESSON 5:
The Basic Ordnance System

We return yet again to Stalingrad (not ' Stahler-
grad’’, as some might be thinking) to have our first
taste of on-board ordnance—the Russian 76mm In-
fantry Gun in Scenario 5 of BEYOND VALOR, Now
that crew has a real weapon to man, Ordnance usage
involves a bunch of new rules, but it is very similar
to the systems from SQUAD LEADER. There arc
many weapons that make use of ondnance rules
(tanks, AT guns, monars and bazookas are the most
common). The only new rules you'll need from
Chapters A and B are those dealing with ordnance.
Mote that there are often specizl rules concerning
each specific make of ordnance. Be sure to check
the weapon description in Chapter H when you first
play with a new gun.

AT.S51

Crrdmance camnod form fire grouaps, just as in SQUAD LEADER.
AS2Z5

Crrdnnnce mus get a Hit io lesve Residual FP.

AlLI; AlLM

Guns and their crews can start Hidden and can gain Concealment.

All.13

Ordmance, as well as all 5%, can be manoed by non-qualified
intantry,

B6.33-6.331

In s possible (bl oot real Bkely) vo destroy & bridge with & guan,
Bii. &

A trench may not he placed on o brudge.

Bl13.413

Guns aren’t pormally allewed apdtairs.

S0 much for what vou can't do, Here are the main
ordnance rules:

C.2-C.4; C.9

This is some basic information sbout your new oy,

€3.1-3.78

The To Hit process should be familiar to those wha bave played
SQUAD LEADER, but there are soime important differences. Skip
31,31, 3.332 and 3.72, all of which apply o vehicles.

4.

Your lafantry Gun in Sceonrse 5 has a shor barred, bao can fire
smake, There are many other types of gans and smmunition that
may come into play,

CE.1-5.12

Bule C5 discusses all the To Hit DEM based on the firer's statas.
This first chse refers to the gun being wuroed when it fines.
5.2

Crurss can fire i the Advancing Flre Phase, bt with o peralcy,
C5.4-5.6); C5A

[kher cases thit affect che To Hit resolution include a pinned crew,
fire within your own hex, Intensive Fire, and captured guns.
Ch.1; C6.13-6.14; C6.17

Rule O6 discusses the To Hit DEM based an the @rget’s status
{natural comgliment to C5}. The frst one refers to a moving Larget,
samething you will encounter quite often.

Cé.26.9

her coses that affect the To Hit ressdubion includs Concealmmsent,
paint-ank fire, target acquisition, Hazardous Moevemest, TEM
and LOS Hinderance, Skip 6.55 amd 6.7, which do not apply in
this scerdria,

CH.5-8.52

The Russian Infantry Gun can fire Smoke.

C8.9-8.92

This applies to Smake &5 well 88 the other 1ypes of special ammu-
mition listed.

C1e.3

It is possible, bul nol easy, 10 puah & gun asound,

ClL.5

Crunshiells serve o profecs the crew of somee gun types, including
wour Russian Infamry Gun in Scenario §,

This is the smallest block of reading thus far, It
enables you to play one more scenario (Scenario 5),
which has but one gun as the object of all this new
knowledge, Don't fret; these same principles are
used in most ASL scenarios. Learn them now, while
the: situation is simple.

LESSON 6:
The Advanced Ordnance System

The next batch of rules enable you to greet & new
nationality and to play five more scenarios, all found
in PARATROOFPER. These build on the ordnance
rules vou have read in Lesson 3. You will meet the
Americans, and learn to use their mortars and
bazookas and white phosphorus. Fosholes become
more important, since three of the scenarios start
with some onboard, There are also a few new terrain
types found on Board 24: Bocage, grain, paths,
valleys and split-level buildings. Read the follow-
ing rules and you will be ready to play Scenarios
11-15:

A24.3-24.32

Americans can, and do, use White Phosphorus.
A2E 32534

Here come ihe Yanks,

B3 Ep £X

Walls and bedges become '‘Bocage’ in several of the
PARATRCMIFPER scenarics. If you really want to koow what it was
like o fight in Normandy. | recommend the deluxe module
HEIGERCW HELL,

Bli.s

Paahs appesr on Board 24, used in Scesario 12

BIS,

Girain was oat of season when you played Scenarlo D for Lesson
4. It povers miach of Boards 2, 3, 4 and 24 and b5 an imposiam
considerstion in four of these five scemarios,

Bl6.1-16.41; B16.5

Marsh replaces the hill bexes in Scenario 14 by way of a Special
Scenario Rulbe (*'SER'").

B2,

Thare ix & walley on Board 24

B2372-23.T22

Building 2414 is a split-leve] hilding. This can be imparan in ASL
Scenaria 12.

B27.1-27.44

1 bot you ooed anmber review of 1be foxhole rubes. You heven't
really ueed wbem e, have you!?

Chapter C brings the rules for the real stars of
this lesson: the bazookas and the mortars.

C5.M

Bueookss, Panzerfauste, and Paneerschoacis can fire in the Advanc-
ing Fire Phase as LATW, bat with a peoalry

C8.31

BAZ, PE and PSK all use HE Equivalency when they fre a
Infamiry

Ch.6

The American bazookns and martars can fire Whine Phosphons,
This can be rather nasty when il hits the target

oy,

Morars are wped o lot in ASL play, including nearly every
PARATROCGPER scenario. The small mortars don't seem very
effective, bat they can be deadly, especially if firing White
Phasphowrus, ar HE against a wrget in the woods. Don't discoum
them.

Cl1.

Thas rule is peeded for Scenario 14, just io case a basooka fires
AL the AT gun,

C13.1; ©13.3-12.5; C13.8-13.%

These rales bring ue ihe LATW (which inclles the Bazooks,
Panrerfaust and Panrerschreck). Mot that the PARATROOPER
soenarkos Al chke place sfier Sepiember 1943 and thaa the Germis
can use their PR, (Noie also, thar mow the Germans can use PF
in Scenario 3 of BEVOND FALOR, why not play It |,@u'|'| A wee
herw it affects play®) You can use the optional rule C13.311 if yoar
OpponEn Agrees.

Although this lesson has relatively few rules, it
enables you to play a lot more scenarics. At this
point, you can play every ASL scenario in any
module that does not involve vehicles. Enjoy the
PARATROOPER Scenarios 11-15. Play them until
wou are comfortable with the new rules learned here.

LESSON 7:
The Basic Vehicle System

Vehicles add 8 new dimension o ASL, and of
course require a lot of rules. This is the second
largest chunk you will need to digest (after Lesson
13. With the basic vehicle rules, vou can now play
the other three scenarios from PARATROOPER.
This lesson opens the door to many more ASL
scenarios. But first, you have to go back o Chapter
A and read all the rules that were skipped earlier
because they only applied to vehicles, Now is the
time for the tanks, Note, as with ordnance, there
are often special rules concerning specific types of
vehicles; be sure 1o check the description in Chapter
H for each new one you encounter.

ALl4

Collateral sttacks oocur when there are toops exposed oo the velicle
being attacked, or in the same location,

AdT1L

In takes guis 1o tackle & mak with your hare hands.

A5 132-5.4

Sancking limits apply o vehicles as well as troops.

AT.211

It 18 damgerous 1o stick your hesd oud of n hatch when too clase
10 infantry.



AT.NT

Oin the other hand, you are pretty safe if you keep that hatch closed.
AT.R2

But if you do stick yvour head out, this is one possible resalt.
AR.111

Yet, if yom nre butioned up, you nesd oot fear Residual Fire,
AR51

And, if battoned up, Spraying Fire has no effect either.
A9.6-9.611

Tust when you wene feeling safe, you find what n mere MO can
da in & wnk iF the armor is thin encagh,

ALL3L; AlLS-11.B

Infaniry firepower has no effect againsl your lank, butl watch aul
when they get oo close with their AT can-ppeners, Even the thickesi
armor can't save you. Skip A11.622 untl you have a scenaria with
& panzer with Nahvereidigungrivaffe.

AlZ.4-11.42

Whist bappens when & vehscle eolers a hex with Condealed intan-
iry? The Infantry may oot like i, but they may oot care,
AlSM

Comseripis and Green troops can jump enemy 1anks 100, but they
wsually won't want 5o,

All.2-21.22

This explains how to use a captared vehicle (vou should be so
fucky)

AN

Flamechrowers can inck tanks in Scenario O, in the hear of Sealin-
grad. You'll have your chance in the next lesson.

Al3S

Demo Charges can also be used againg tanks in Scenano C.

Many terrain types in Chapter B have special
movement rules for vehicles. There are a few new
terrain types to meet to play these three scenarios
too:

BA
Webicles use MP costs,

B3.41-3.42

Webicles mave faster an roads.

B 32

Those little mortars can attack the bridge in 24F6 in Scenarios 16
and 18. D't get too excited sbout the prospect though; they can’t
do much W it

B.43

WVehicles can be resricoed on bridpes

B105-10,51

These rales apply to movement between hexes D2 and C3 on Board
24, which could occur in Scenarios 16 and 18,

Bl13.41-13.4212

Tanks must Hpioe through the rees.

BI7.

Crags appeared on the balf of Board 24 that was off-limits in
Scenario 12, They come inte play & last in Scenartos 16 and 18,
B21.13

There is alea & pond on Board 24,

B2x 21

And there 1s a lamberyard on Board 24, apother terraln rype missed
in Scenaric 12,

BIy41

Tenks brovely bashing throagh a building may end wp in the
basement.

B24.76

Haow 1o unblock a moadblock.

LB

Roadblocks are ussd in Scenarios 16 und 18 of PARATRODPER,
They are very similar to the cnes in SPUAR LEADER,

There are a lot of rules in Chapter C also that only
apply to vehicles. You didn't have to worry about
these earlier. Now you have to worry about themn.

CH

Maowing wehicles are harder 1o hil,

C1.54-1,55

Thie nale applics to mortars as well &8 o OBA Gring 8l vehicles.
Tt is poesible for & small morcar oo kill a tank m ASL. (1 bave never
dome it, but | hove seen & dome!)

C1.2401

Gun Duels are 8 new concept.

©3,31; C3am

Wehicles can be targets too (and they asunlly are).

C3.72

A Criticnl Hit usually blows sway a vehicle,

ChLE

Thase litile 37mm guns an che Rensult tanks in Scenarios 16 and
17 can gel maltiple hits,

Ci.9

A vehicle can be hit high or low, as well as from the froot, side
ar rekt

C5.13; C5.3-5358

Wehicles can fire as they move and while in motion, os well as sta-
tianary, wheno in the Advancing Fire Phase.

CE.64-5.72; C5.9

Onber To Hit DREM thal may apply when vehicles fire or are mrgeis.
C6.11-6.12; C6.15-6.16

Some To Hil DEM may apply when firlng at 8 moving vehicle,
C6.7

This DRM applies when fring ai gianl or kiny lurgets.

CT.

This rule 5 crucdal once you hit your vehicular arger,
CH.1-8.3; CH.H

Same AFYa have special ammandtion (sach as APCR and HEAT);
and some AFVs con run oul of HE or AP rounds,

At long last, we get to the heart of this seventh
lesson. This is your first dip into Chapter D, it won't
be your last.

Dl D3 Dudy DOG-D.T

These are general rules that apply 1o oll vehicles.

ol

This section describes the various types of veficles found in ASE.
Pay specisl atteotion 1o the comments on Fally-Tracked Vehicles
fincluding 1anks}. These are the only wehicles 1o appear in the three
scenarios fof Lesson 7.

Da.

Vehlcles move very differently from infamtry . There are 8 number
of innovations in ASE not foand in SRUAD LEADER (such s MP
expended in starting, siopping and turning). Read these rules care-
Fally; then re-read them even mare carefully.

D3.1-3.32

AFY combal is the whole purpose of having AFVe. Bounding Fire
is new with ASL.

D3,5-3.54

AFY MG fire is smilar to thar in SQUAD LEADER, bul there are
some clarifications ot found in the original system,

D37

AFY weapons can break down, just like any ordnance or SW
4,

Wehicles get some protection from testain. They can also be Hull
Down behind walls and roadblocks; but they are vulnernble o
uniderbelly hits as they cross walls or bomage, arclimb ot of o gully.
DS,

Wehicles have crews, who can be affected by any enemy fire if they
don’t keep the baiches clased. DS5.7 applies mainky to Shermans,
bt can also apply 1o the Marder I in Somnarios 17 amd 18.

(L

WVehicles are dangerous when they overrun Infamiry,

.

Wehicles can bag down if they go blundering through woods, build-
A, and other intonvenient ohstacles. Skip 8.23 sinoe Mud doesn't
appear in any ASL scenario prior 1o FAMKS,

DO, 1; D, 3-9.4
An armared vehicle can serve 1o protea (e crew and friendly In-
fanitry hiding behind i,

Dim,
All good things misst comse o an end. An AFY's end §5 2 woeck
counter,

013,113,531

& numhber of German AFYs (Pz INC, Sl [O1B, and Sl 110G

in these scenarios) can hide behind their own smokescreen,
Mow that you have read these basic rules govern-

ing AFVs, vou are equipped to play three more

scenarios: 16-18 from PARATROOPER.

LESSON 8:
The Advanced Vehicle System

Back to Russia. This, the last lesson, introduces
some other types of vehicles, and some variations
for the use of tanks. Tanks can suffer disadvantages
from the lack of a radio, they can haul infantry
arcund as Riders, or they can be dug in to become
Armored Cupoelas. In addition, there are the vast
array of armored cars, trucks, halftracks and motor-
cycles. Lesson 8 also brings in two new types of
fortification: harbed wire and pillboxes. And two
new types of terrain: the third-level building and
the stream. With these rules, now there are seven
new sceparios that you can play:

AT 087,309

These rules apply 10 the Trecks ln Scenarios & and A from BEFOND
FALOR. Trucks are valnershle to everything.

ATH2Y

Riders and Passengers may be pinned.

All.622

This is an effective weapon against infantry io Close Combat. The
Pz IV] in Scennrio @ is equipped with tbe Nahverfeidigungswaffe.
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BIX43

The branches sweep riding infaniry right off the anks, Cuite a sigi
to behald T'm sare, so oot slbowed in ASL

BI9. 519 52

This applies 1o the gully on Beard 24, in use for Scenarios 16 and
18,

B20.1-20.6

A stream is found on Board 22, found in Scenano 6. OF course,
cromsing al a bridge i the civilized allernative o splashing through
the water, Who petds a bath in e mids of & frefight.
2324

There s o wll, third-level ballding in Scenario 9.

H24.73

Where there is wire, there |s a way to clear it This is very almilar
10 rules an clearing rubble, flames, and rasdblocks.

Bl6.

Wire, which was extremnely common in World War [, makes its
first ASL appenrance In Scenarlo 9 from BETOND VALOR,
B30, 1-30.7

The dreaded pilthax belps the Russians defend The Cicsdel in
Scenario L0,

.7

This can come into effect In Scenarios E and 10 If one of thoee
big guns (or OBA} of 100mm or mare gets o critical hi,
€229

Several small guns in Sceparios &, & and 10 have the ogilon of usang
IFT resolution instead of the usaal Ta Hit procedure.

1.3

There is an AA gun in Scenario 10 that has & 360° moum
C10.1-10.23; C10.31

The halftracks in Scenario B can haul around the Cerman AT gung,

C1AT
Like PF, ATMM are sbstracied in ASL. The Germans can use
ATMM during 1944 or 19435 [Scenarios 7-9 and E).

3. 4-3.44
Armor lesders, which were imroduced in OO, are found in
Scenartoa 6 and 9, one oo each slde,

03,71
Low Ammo rules apply 1o the 5U-152 m Sceoario B, This & new
with ASL

D, 1-6,72; D6.9; D9.2

Tracks and halfiracks can carry passengers, and wnks and assiulb
guns can carry riders an top, Read all sbowi the procedures in D6
before you play Scenarios 69 and E. [nfamiry can ride the tanks
in Soenarios 16-18 and in C, but they never do.

D9.5-9.53
Armored Cupolas appear in Sosnario 10, and are pot 10 be seen
again until RELD BARRICADES,

D11.2-11,23
Varkmus German AFWV can hive the added protection of Behuserzen
in Scenarios 8 and E.

D13.34
This applies to thal same old Pe IV] in Scenario 9.

D14.
The lack of coordinstzon caused by the Lack of radios is simualatad
by this rule, which inconwvenionces the Russians in Sceparios §
and ©

D15.1-15.7

Muonoreyeles are used in Scenario 6, very sarly in the war in the East.

This completes vour working introduction to ASL.
You can now play Scenarios 6-10 from BEYOND
VALOR and Scenarios C and E from The
GENERAL—giving vou some 23 scenarios (23
separate games) in all. Equally exciting, these
lessons form a firm foundation for the rest of the
ASL  system—which numbers well over 100
scenarios now, For those of you who have SQUAD
LEADER but do not have the updates of Scenarios
C and E, here is the detail for you to enjoy them;

Scenario C: The Russians have three T-34 M4]
and one T-34 M43, The Germans have three 5tuG
IIIG and two StuG B, Environmental Conditions
are Moderate, with no wind at start. All the Russians
in the Tractor Works (Building X3) get the Fanaticism
benefit while in the building only, which is a Factory
(B23.74). Use the Sniper numbers and ELR, and
the Balance Provisions, found in Scenarios A
and B,

Scenario E: Replace the 48 Russian 4-4-7s that
start on Board 3 with 24 4-4-Ts and 24 5-2-Ts. The
Russian Turn 3 reinforcements consist of six T-34
M43, Delete the LMG from the Russian Turn 5 rein-
forcements, and the .30 HMG starts Dismantied,
The two halftracks are replaced with two ZIS-5
trucks.

For the Germans in Scenario E, start them with
three LMG instead of four, Their first mrn rein-
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forcements consist of a 2-2-8 crew, SPW 251/1 and
a4 TSL AT gun in tow, Four Pz IVH panzers enter
a8 the Turn 2 reinforcements, The force that enters
on Turn 4 includes an 80 leader, the MMG and
HMG are intially Dismantled, the halfiracks are
SPW 251/1, and the PF counters are ignored (due
tor the inherent PF of the Germans). The Tum 5 rein-
forcements consist of three 2-2-8 crews, a Pz ITIN,
two Sl HIGIL), one SPW 251/sMG, one SPW
2501, and a SOL AT gun. Finally, a StuH 42 arrives
for vou on Turn B,

Environmental Conditions are Moderate, with no
Wind at start. The German radio that starts onboard
represents one battery of Blmm MTR OBA; the
radio that enters with the Turn 4 reinforcements
represents one battery of 100mm OBA. Russian
ELR is *'4"" and SAN is **3""; German ELR is 3"
and S5AN is ‘4", The Balance Provisions are
straightforward (at least for you experienced fellows
who have mastered all the rules)—

German: the radio that enters on Turn 4 represents
150mm OBA with Plentiful Ammo (C1.211)

Russian: add an 8-1 leader to the initial onboard
forces.

Enjay these seven scenarios. And, of course, play
the previous ones too. As often as is necessary for
vou to feel that you have mastered the intricacies
of this most marvelous tactical wargame.

LESSON X:
More to Come

¥ou have now read through most, but not all, of
the ASL rulebook. What remains, you ask? Oh, the
few odds and ends, as well as a few more modules,
some offering additional specialized rules: YANKS,
PARTISANT, WEST OF ALAMEIN, THE LAST
HURRAH, HOLLOW LEGIONS and RED BARRI-
CADES. And don't forget the two Deluxe modules,
STREETS OF FIRE and HEDGEROW HELL. There
are also plenty of new and of updated scenarios
published in The GENERAL and in the ASL Armuals,
many of which you can play with just the rules you
have studied here,

FANKS offers the new rules dealing with a host
of special features that were in the original SQUAD
LEADER system, but were not included initially in
ASL: Night, Weather, Aircraft, Paratroop Drops,
Gliders, Boats and much more. WEST OF
ALAMEIN introduces the desert environment and
rules to play therein, which was never seen in
SQUAD LEADER, HOLLOW LEGIONS brings us
a new nationality, the Italians, RED BARRICADES
features mone urban combat and brings the first cam-
paign games (and rules). And we will soon see the
warfare in the Pacific and Asian theaters, with the
Japanese, Chinese, Marines, jungle fighting, pack
enimals, amphibious landings, and so much more,
The system can truly be all things to all who may
be interested in World War 2 tactical combat. A lot
of rules that we have skipped over or lightly touched
upon in these lessons will become important in these
later modules, A brief listing might suffice:

A27
Overloys were introduced in (. They become very [mportant in
the desert scenarios found in WEST OF ALAMEIN and HOLLOW

LEGNINS, and will fgure promicently o the Pacilic/Asian
SCENArins.

Ad, 132; BI3.3-13.32

Woods-road hexes appear coly oo Beard 3 (used in several of the
updated scenarios) and oo Board 32 (which is ased in several
scenariod in FANTISANT),

AlS,

Cavalry rides again in Soenario 33 and in three scenarios in THE
LAST HURRAH.

AZ.612

Malotay Cockuails find thedr best use against AFWVs in STREETS
OF FIRE, Scenmrios A7 and 411 (ASL Anmsal ‘89, and in RED
BARRICADES. ¥ou'll probably wast i review the rules when you
next see them in a scenario. Then there's the Molotoyv-Projector
(D10, ) thal is featared in RED BARRNCADES.

AlS. 3250
Wou will likely want 10 review this secton when you mee the full
Amertcan Order of Hatrle in FANKS

A2S.4-25 48

The British debsar in WEST OF ALAMEN mnd figure in several
HOLLOW LEGIONS scenarios, as well as some scenarks pabliskaed
in tbe pages of The GEMERAL and the ASL Anmual,

AlS.5-25.52
We haven't seen the French ver, hui they are on their way. Look
for them in the nat too-distant future.

AZS.6-15.68

The Ialians are the stars in FOLLOW LECGIONS. They take oo the
British, the Americans, the Risssians, the Germans and anyone else
they can find. Jugl ook an the scenarios o this isee of ibe ASL
Angial,

A5 T
The: Fiemash Sissr, the besl infaniry in World War 2, nppear in
Scenmric A1l foand in Inst venr's ASE Arapal,

AlS R-25.82

The Axis Minors, representing the Rumanzans and Balgarians, firs
appear in PARTIEAN!

Al5.9-25.02

The Allisd Minors are introduced in THE LAST HURRAH. They
include the Poles, Morwegians, Dutch, Belginns, Yugoslavs amsd
Gireeks,

Bi.12; BT.

Scenarios A2 and A3 from the ‘59 ASL Anmual include the runway
on Board 14; Sceparia 22 from FANKS turned the canal on Boarnd
I2 intg a wide bBoulevard

Bd.

Sunken rosds appesr an DASE Boards ¢, f and g in FEDGEROW
HELL, and on Brard 32, which is used in several PARTISANY
scenarios,

B5.

Thus far, anly the fires scennmn in this yeas's ASL Axrual makss
use af the elevated reads. An elevated read maoy alsa show wp in
Scenario AlY during the FSSF mini-campaign.

Béi.dl-6.42; BE.431-6.45

These rules refer to special bridge types that are rarely found. We
bave the rules for therm, 10 be able wo cross th river when we come
o

BB 6-8.62

Tunnels can be very imporiant in many of the RED BARRICADES
sognarios, if the defeckder is imaginative. Also review the sewer
rales (B, 1-8.%) when you get ready 1o play RED BARRICADES,

B2l

This is an opgiomal rule thar can be uged in any seenarsa chat includes
hills. Warning: this has a severe impact upon the play of the
SCENAriD,

BI0.5-10.52

Thas is very imporiant in any scenario making use of Beards 9,
|5 or 25, Board 25 is featured in sevemnl scennrsos in WEST OF
ALAMEIN and HOLLOW LEGIONS.

B13.7

Forest rules have yot 1o appear io any ASL scenario published ta
dare. Bur you'll see a variation of them with the junghe scenarios
In the next module,

Bi6.42-16.8

These are rarely used variations on the Marsh males,
B20.7-20.82

Mow wo have some rarely used variations on the Stream rules,

B2l.14; BI1.21; B21.41-21.6

These are the vacations on Water Obstacles io general. Fording
(B21.41) actually plays a role in one HOLLOW LEGNING scenario
(W54,

RN 424
Y¥au'll need this if you iake the German rode in the scenario ''Con-
test in the Clowds'" (AAXS) in this issue of the ASL Annuel.

B11.T73

The marketplace only exists on Board 12 (hex R7). In ASE it makes
ity sppearance with Soenaic #55,

B23.74-21.9

When you play RED BARRICADES, be sare 1o review the rules
for Factories, Roaftops and Fortified Buildings. They get a lot of
ust in that module

H27.55-17.56

Trenches and vehscles mix in WEST OF ALAMEDN. And we finally
aee the effect of AT Ditches with play of RED BARRICADES.

B8,

Mimes make o sudden appearance in HEDGEROW HELL and WEST
UFH.:HLWEIN, s well a3 8 number of GENERAL and ASL Anmual
seenarias,

BA0LA

The Bunker rale is usad in Scenario 49 of THE LAST HURRAN,
and trenches can conpect 1o all sorts of inceresting things in RED
BARRICADES.

C1.23

A Field Phone s first used in DASL Scenario 4 in STREETS OF
FIRE, and then shows up occasionally in scenarios in the later
madules

1,63
Offbonrd Observers appear | ar least thees unpublished scenasios

I have playeested. One does appear in WEST OF ALAMEIN
(Scenario 41 and ane in HFOLLOW LEGNIVE (Scenarss 58).
CLT73

Pre-registered Fire can be called an by that feld phone in DASL
Scenario 4; it |s wsed cccasiomally o later scenarios & well,
CI1.B

The Germans are victims of @ Bombardmens in DASL Scenara 10
of STREETS OF FIRE, a [me they share with oibers in later
CENAFICS

C6.55; D111

Arnerican tnks have Cyroecsbilizers in YANKS ard o HEDGERDW
HELL. A most usefal tool ar times,

CR4

Cannister is used by several 1.5, AFVs, including the Swuart
[M5ALY. ILis also available for several British vehicles, primarily
I bualt in the Siates. Stuanls appear io a few scenarivs (HEDGE-
ROW HELL and WEST OF ALAMEIN).

Ca.7

[Hurmirsing Rounds are only relevant during night seenarios
thet, you koew thath, Might rules are st imroduced in FANKS
and are used in several scenarios thereafier

Ci,24

Limbered Fire is allowsd for several CGerman guns (madnly the A4
puns arxl the B8LL AT gun), but they rarely appear in the same
seenarie as thele tranapoet. This rule is Grsl used in WEST OF
ALAMEIN (Scenaria 37) for a British 40L AT gun. [i coald play
& part for the towed German B2 A& pun in Scenario M {which
appeared in The GENERAL).

CL25-10.26

These nules apply oaly two very large ordnance, which rarely show
up tn ASL's tectical soenarios, Mevertheleas, vou have the rudes For
them if you ever do ses these RFNM/NM weapons o play,

Cin.4

Trablers aleo are faiely uniaual 1o ses in play . A SAKfz 62 shows
up tn Scennnio 26 In FPANKS, o L3 appears in Scenario 32 in
HOLLOW LECGAYS, and Crocndiles appear in Scenaric A23 in
this issue of the ASL Annpal.

cii.
You have the rules and counters for Recoilless Rifles. Mayhe some
day they will appear in 8 soenario.

Cl1a.z

ATRS are used extensively in STREETS OF FIRE, early in the war
n THE LAST HURRAH, and In the desess of WEST OF ALAMEIN,
Ciia

The PIAT was used by the British lager in the war (from Agril 1943),
Play with it in “*Cold Crocodiles'’ and “*The Island"" in this ASL
Anaal,

D.2; D2,

All but the Amesican and British armics in Wockd War 2 were
primarily bosse-drawn, A wagons rarely appear io the fronn lioes,
The Poles have wagons in THE LAST HURRAH scenarios, and the
Germans bave them |n Scenario G7 lo The GENERAL. A wagon
i& nlso ueed by the Russlans in Scemarlo A 12, and the Finns have
sledges palled by reindeer in Scenario A11—bath fourd in b
vear's ASL Annuel.

D.E5; D8.23

A Secred DR is required ondy io Mud or Deep Snow. These incon-
vemienl ground conditions do nol occur in any published ASL
scenkrios yel

345

This isa very |ittle used nde. I can be found as s Balance Provisian
in Scenario A7 io the 'S ASL Anmual if you want o oy il
3.6

Luckily for the infantry, you don’t see Qamethrowing vehicles very
aften; bt every migos aatlonality had ar least one 1¥pe. This rule
will apply ta the lealinn L3 Lf (Scenario 58], the Crerman Px [0FT)
(DIASL Scenarin 7], the German SPW 251716 (Scenario A in last
vear's Aaruai}, and the British Crocodiles (Scenane AZS n thas
VEAC'S).

.8

W don’t need bo read up ahour Carriers undil youa ploy WEST (F
ALAMEM, since these are unique to the British Army.

DI3.32-13.33

Smoke Mortars were commuoen on 1.5, and UK-built tanks. The
Axis don't have them, and the Russians only had them on the Jend-
lease vehicles, Some American vehicles have Smoke Pos, Yoo will
wse these nales in various scenarios, beginning wich thase in FAVKS.

You can see that there is a lot left to experience
in the world of ASL still, and plenty to look for-
wird to in the future. Between the scenarios pub-
lished in the modules, in the magazines, and
elsewhere, there is enough to keep you gaming for
a long time once vou have mastered the basics in
these eight lessons above, How many games offer
such endless variety? And, should there be some
rule that you are just itching to try (bicycles maybe,
or DI tanks), vou can always craft your own DYO
actions. With such flexibility, I am sure that
ADVANCED SQUAD LEADER will be played for
many years to come.




KING’S

VICTORY CONDITIONS
The American player at scenario end must have all hexes of building 6N4

clear of unbroken enemy squads. The German player wins by avoiding
the American Victory Conditions.

TURN RECORD CHART

CASTLE

FRENZENBERG, GERMANY, November 26, 1944: The Americans continued
to forge deeper into Germany, the infantry often reduced to providing support
for the armored hammering of the heartland of the enemy. On this day, the town
of Frenzenberg was designated as the objective for the 47th Infantry Regiment
of the th Infantry Division, Company F was mounted on tanks of the 3rd Armored
tor strike frontally, while Company K was to swing southeast of the town to protect
the flank of the advance. The attack got off at 1045, but accurate long-range anti-
tank fire halted the armor and Company F almost immediately, However, **King"”
reported good progress along its route, and reached Frenzenberg at 1300, Penetrat-
ing the outskirts, the Gls suddenly encountered devastating fire from the feudal
castle which dominated the "'old town''. The castle, a landmark in the region,
was being held by the green troops of the newly resuscitated 917th Parachute
Regiment, And spotters in the castle towers were directing heavy arillery fire
onto the road behind Company K. The American position was untenable; it was
decided to storm and take the castle at all costs, although it was a 2nd Battalion
objective. With a ringing rebel battle cry, the survivors of *'King"' rose and charged
across the open ground toward the castle moat,

.
N

Board Configuration

* First
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¥r ULS. Moves Firsi
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8r Elements of Fallschirmjreger Regiment 917 sct up on Board 6:
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Company K of the 3rd Battalion, 47th Infantry Regiment enters on Turn 1 on Hex 1110 or Hex 1 A6:
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SPECIAL RULES

1. The castle is represented by the building centered on hex 6N4; hexes 6N5
and 604 are 3rd-level hexes.

1. The castle is surrounded by a wide moat. The road around building 6N4
(i.e., the road in hexes 603-6N7-6K6-6N1-603) is considered a gully (80.);
to reflect its steep sides, movement costs for this gully (80,2) are doubled,
A wooden footbridge is placed in hex 6035 spanning the moat to represent
the drawbridge.

3. Regardless of level occupied, no more than one German squad (plus
accompanying SMC/SW) may ever occupy each building hex of the castle,

4. The German player may Bore-Sight (78.) appropriatc weapons.

AFTERMATH: During the thousand-yard charge, the two buildings outside the moat
were cleared and the German paratroopers holding the grounds swept away. But a fierce
firefight developed between the 35 men of “King'' Company—all who remained
uninjured—and the castle's defenders (approximately 70 teenaged troopers). The ancient
fortress was solidly constructed of stone and surrounded by a deep, muddy moar; the
sole entrance to the castle was beyond o drawbridge leading to a barred caken door.
PFC Carl Sheridan, the lone surviving bazooks gunner, realized that his wespon was
the only one with sufficient punch to open a breach. With complets disregard for his
trwn sifety, he dashed across the fire-swept outer vard 1o 8 wall that bordered the moat.
There, under fire from the parapet above, Sheridan coolly fire two well-npimed rounds
into the door. As the last rocket exploded, he drew his pistol and charged across the
drawhridge; the others followed him through the splintered doorway. Sheridan was killed
moments later within the castle, but the remnant of Company K now held a corner of
the huge structure. Reinforced by Company G, “King"' cleared Frenzenberg Castle
the next morning. PFC Sheridan was awarded the Congressional Medal of Honor, the
only man of the 4Tth [nfantry Regiment to receive this highest decoration for valor,



ON THE BORDERLINE

ARTAHUHTA, FINLAND, 30 November 1939: The Soviet 13%th Rifle
Division—20000 troops supported by 147 artillery pieces and 45 tanks, under the
command of General 1.B. Belyayev—crossed the border on all available roads
leading to Tolvajarvi, & key road junction defended by 4200 scattered Finnish re-
servists, Cavalry Reserve Li. 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
lisutenant 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:
‘ 5
N Lo

ASL SCENARIO Al6

iy

SE0

a—— = - ..J"f'

YICTORY CONDITIONS: The Russians win if they Control = four % To claim victory, in addition to Control of four stone buildings, the Russion

=& | BALANCE:

stone buildings at game end.

TURN RECORD CHART

FIMN Sets

i 1q[2(3[a|5(6]7]8]9[10[11[12]=w

4 FINM Moves First

must have = ten Good Order squads (or equivalent) on Board 3.
# Add a BAG and a 7-0 leader to Russian OB.

Myllyjarvi Detachment, Border Guards [ELR: 3] set up within four hexes of 4X1, using HIF: {SAN: 5}
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4th Reserve Cavalry Squadron sets up within three hexes of 3N1:
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Elements of the 364th Rifle Regiment [ELR: 2] set up on/east-of hexrow I on Board 4: {SAN: 2}
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4. The Russian receives two offboard artillery modules of 100 < mm OBA.
Russian 5Rs and FFEs, however, may be directed only into hexes wholly on

SPECIAL RULES:

1. Weather is Ground Snow (E3.72) with Wet EC and no wind at start.

2, Treat all shellholes as the other terrain in the hex; shellholes do not exist.
All hills on Board 3 are considersd woods rising from level O, with the out-
line of these woods conforming to the outline of the printed hill masses.

3. Hexrow N on Board 4 represents the Russo-Finnish border, which Fin-
nish units had strict orders not to eross. Therefore, Finnish units fEXC; excaped
prisoners] may not be east of Hexrow N at any point in the course of the
game (they are conaidered destroyed immediately if they violate this rule),
Finnish units may, of course, fire at targets east of the border.

Board 4.

AFTERMATH: The Finns were unable 1o halt the initial onslaught and retreated 1w
Amnahahta, out of the Russian artillery barrage. There the Finnish reservists were con-
fronted by a solid mass of Red Army troops, ordered to seize the village with all speed.
The fire was deadly, with wroops often separated by only a few vards. One cavalryman
infiltrated the enemy positions, killed a Soviet machinegun crew, took their place and
fired the weapon at the Russians the entire night before he was discovered and over-
whelmed. Artahuhta was held by the battered reservists for rwo days and rwo nights
hefore a retreat to prepared defensive positions near Tolvajarvi was authorized.



THE PENETRATION OF ROSTOV

ASL SCENARIO Al17

ing all multi-story buildings (B23.23) of all unbroken Russian MMC.

TURN RECORD: CHART

ROSTOV, RUSSIA, 24 July 1942: With the German summer offensive of 1942,
“Orperation Blue'', Hitler hoped to force a decision on the southern front. In an
atternpt to complete a large-scale encirclement of the Lower Don, the city of Rostov
becaime the natural center of operations. The initial breach of the outer city defenses
had been made by panzers of the I and LVII corps, but the city's center was
the battlefield for assault parties and not armored formations. To make matters
worse, the NKVD garrison was determined to defend Rostov to the last bullet,
Functioning as the regime’s guard against possible rebellion, the WNEVD woops
were very familiar with street-fighting technigues, To defeat such a determined
enemy, the Germans devised a careful plan of attack. The 15t and 3rd battalions,
42 1st Infantry Regiment were divided into three assault companies each. Each
company, fighting in line abreast, was to advance down its assigned sector and
secure each block therein, In this way, each company could protect its neighbors
from flank attacks,

BOARD CONFIGURATION:

BALANCE: ‘

+# The Russian may utilize HIP for = two squads (or
equivalent) and all SMC/SW that set up in the N

same Location(s).

% Armor reinforcement enters on a dr = current L
turn number; ignore 55K 3.

# RUSSIAN Sets Up First [110] :1 2

& GERMAN Moves First [176]

3|4
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Elements of the Rostov NKVD Garrison [ELE: 3] set up on board 1 on/south-of hexrow BB in building Locations, with o maxi-
mum of two squads (or equivalents) per building (SMC/SW are not restricted so): {SAN: 6]
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AR Assault Company of Bataillon 1, Infanterie Regiment 421 [ELR: 4] enters onfafter Turn | along the north edge: {SAN: 2}
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Elements of Panzer Division 13 enter along the nornth edge as per SSR 3:
20 I-!-
il i
[ LT
SPECIAL RULES: AFTERMATH: The fighting was fiercest in the aren around the Tagaurog road, which

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

led steaight to the Don bridge. The German attack was held up repestedly as the infantry
found it near impossible to pin-point the well-camouflaged NEVD troops. By using

2. Russians have Level B BWIJ:,- Trap guquiiix_-,-_ which can be activated m;,l}- amillery for close suppor, along with o few wmnks of the 13th Panzer Division, the
by German TC. Russians also have MOL capability (A22.6).

A, The German tank may enter only if a dr of **1"" is made during the German e ks for cover whers pussible. By the early moming of the next day, all of the

RFh.
4. Kindling is MNA.

5. Russians may not Bore Sight any hex in hexrow GG.

assaulting companies began indiscriminate bombardment of suspectad enemy poaitions,
Soon they were able t work their way forward by zig-zagging along the streets, using

companies of the 4215t Regiment had reached the River Don. The Germans bad foreed
the last enemy units out of Rostov. The gareway w the Cancasus had been opened.



SBEITLA PROBE

ASL SCENARIO AlS

A
o5

.

‘\-’ICT'UHY C{)NDITIGIHS To win, the Germans must have amassed =
B Casualty VP more than the Americans at game end. The Americans win
if they amass = 12 Casualty VP and the Germans do not fulfill their victory
conditions.

TURN RECORD CHART

BALANCE:
# Initial Base NVR is one hex.
T Add one M7 HMC to American forces sefting up on road 506-5X7.

SBEITLA, TUNISIA, 17 February 1943: During the night of February 16th,
as battered elements of the 1st Armored Division fell back westward under the
onslaught of Operation Fruehiingswind, they met with reinforcements and set up
a temporary defensive line in the olive groves and wadis west of Sbeitla, 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 uncontrolled flood of vehicles which
threatened to unhinge the entire defense, but fortunately for the Allies enough
of CCA held firm so 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-Fald Road.

BOARD CONFIGURATION:

B

i
N

77 AMERICAN Sets Up First L 1

# GERMAN Moves First
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Elements of the 3rd Battalion, 6th Armored Infantry [ELR: 2] set up first on/between hexrows C and Q- {SAN: 3}

S06-5X7 (see SSR 4);

[IS Foxhole

1 : L L R

gﬁﬁn i b i ] CI 18
¥ o = & ik m ™ k

B 66 ﬁ. ﬁ' Z P I O I e P LR
B8 2 2

Battery C, 68th Armored Field Artillery and elements of the 3rd Battalion, 6th Armored Infantry set up second on the road
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Elements of Gruppe Pfeiffer, Panzer Division 21 [ELR: 4] enter on Turn 1 along the east edge: {SAN: 3}
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SPECIAL RULES: 5. German units may delay entry, but must be in play by the end of Tum

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

2. Night Rules are in effect. The initial Base NVE is two hexes with no Cloud
Cover and no Moon., The American is the Scenario Defender (E1.2); the
Grerman is the Scenario Attacker, Majority Squad Type on both sides is Normal.
3. All grainfield, woods and building hexes are orchards; orchards are in
season, The roads 4A6-519, 4010407 and SQ1-5SE1 are gullies.

4. The American vehicles that set up in the road 506-5X7 must be in Mation,
with VCAs facing due east.

3 or are considered eliminated (and VC points are awarded to the American
player),

AFTERMATH: At 0115, as the American salf-propellad guns were maoving Into position,
Crerman tanks appeared only yvards away, A wild firefight ensued, with tracers and HE
shells flying in every direction, The ammunition supply of the U.5. AFVs began to
dwindle, but then the Germans—surprised at the resolve of the GIs—broke off contact
and withdrew, leaving three wrecked tanks behind. The Americans, minus two SPGs
themselves, also withdrew 1o prepare for the daylight resumption of Sbeitla’s defense.
The HBth would later receive the D¥stinguished Unit Cirarlon for its action this night.




During World War II the United States Army
employed five different types of “*light"’ infantry.
The largest (five divisions) and best-known light in-
fantry were the paratroopers, Their actions are well
covered in the ASL system with the many scenarios
featuring themn, and even their own module (PARA-
TROOPER) that allows one to sample the Normandy
experience of the lightly-armed soldiers of the U_5.
Army,

Agumtdtj.rpeafuni: was the Rangers, a commando-
rype of formation that specialized in amphibious and
night raid operations. The Rangers saw the most
gction in the North African and European theaters.
One battalion (the &th) was used in the 8W Pacific
area. The organization and history of one of these
units has been studied in my artcle “'Darby’s
Rangers'” (Vol, 25, No. 5 of The GENERAL). A
scenario was included to allow players to ex-
perienced the abilities of this type of elite unit
(Scenario GB).

Another kind of light infantry was the American
““Merrill's Marauders'', an offspring of the highly
successful British *'Chindits"", which were used in
the Burma theater, Information on the organization
and history of this unique formation must await the
release of the Pacific ASL modules, Yet a fourth
type of American light formation were the special
“Mountain’’ divisions, raised and trained late in the
war for operations in northern Italy, Austria, Scan-
dinavia and southern Germany.

The one 1 wish to look at here is, in my mind,
the most unique light infantry unit of the war. It
was the only bi-national unit in the U.5. armed
forces. In my opinion, it was the best trained, and
itz actions bore cut that it was one of the hardest
fighting units, in the U.5. Army. It was, of course,
the 1st Special Service Force (hereafter the FSSF)—
sometimes known as the *‘Devil's Brigade''—a
unique Canadian-American force originally intended
and trained for combat in mountainous and extreme
winter conditions.

The concept for such & unit originated in the mind
of Geoffrey Pike, a British scientist who belisved
that an over-snow vehicle was needed for commando
operations in Norway, British Prime Minister
Churchill and Lord Mountbarten (chief of the British
Combined Operations branch) agresd with Pike, and
they convinced the United States War Office to
design and build such a vehicle. At the same time,
the United States and Canada agreed to raise a
combined light infantry force trained for raiding in
Scandinavia.

The vehicle was eventually developed, and labeled
the M-24 {"'"Weasel ') The Weasel never saw com-
bat in Norway where it was designed to operate,
but it did see limited use by the 10th Mountain Di-
vision and other units in the Alps of northern Italy,
Sadly, a counter for this unigue vehicle has not been
provided as vet for the ASL system.

With the decision to raise a special force for
mountain/winter warfare, the call went out for
volunteers in Canada and in the United States.
Lt-Colonel Robert T, Frederick of the U8, Army
was chosen to be the force's first commander.

Entry requirements for the American volunteers
were rather stringent: the applicant must be unmarried,
berween the ages of 21 and 335, have completed at
least three years of grammar school, and had train-
ing or experience as a lumberjack, forest ranger,
hunter, woodsman, game warden, Or prospector.
Unfortunately, most of the U8, Post Commanders
viewed this call for volunteers as an advamtage to
rid themselves of their worst and most undisciplined
soldiers. While many of the these “‘volunteers''
were returned to their original units, some were
retained. They proved to have the aggressive and
individualistic qualities that Frederick believed
would be necessary for the type of action he
envisioned. With the steadying influence of the high-
guality Canadian soldiers, these American misfits
would help form one of World War II's toughest
commbat units.

The Royal Canadian Army set entry requirements
that were even higher than those of the Americans,
A Canadian volunteer had to be willing to undergo
airhorne training, be physically fit, be a trained in-
fantryman, possess a knowledge of internal com-
hustion engines, be NCO material (average rank of
the Canadian contingent was sergeant), and have
experience as a mountainesr, skier, woodsman or
have extensive winter survival training. As can be
imagined, the Canadian volunteers were of higher
quality, had a better morale, and were under much
more rigid discipline than the Americans. But as
the training progressad, the influence of the dis-
ciplined Canadians mixed with the aggressiveness
and originality of the Americans to form a combat
unit that had its own distinet flavor, and whose
record in combat was second to none. It is now
believed by many military historians that the higher
average age (26) of these men contributed a great
deal to the formation's cohesion, morale and fight-
ing abilities.

The Table of Organization (T/0) of the FSSF was
determined by the original mission for which they
were raised. The first conception had been that the
FS5F would be performing large commando oper-
ations, preventing the Cermans from using the
hydroelectric and transportation facilities of
Morway, acting behind German lines for weeks in
the mountainous terrain of the country during the
winter, This plan was soon quashed by the Norwegian
government-in-exile, which feared for the lives of
MNorway's citizens in German reprisals and were
horrified by the potential extensive damage to
Morway ‘s industry. Even so, while there were some
minor changes and additions to the T/O detailed
below, the basic form was retained throughout.
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THE

DEVIL'S BRIGADE

Reference Notes for ASL

By Steven Swann

Because the mission had called for many opera-
tions by small groups, the FSSF was at first divided
into three small regiments of &00 men each (see
Table 1), Each regiment would have two battalions
of 300 each, further divided into three equal com-
panies. The Canadians filled owt about one-third of
the regimental personnel, and about one-half of the
brigade’s leadership positions; the Americans made
up the remainder, Each company had & H} section
and three combat platoons. These platoons were
comprised of a platoon leader and two 12-man
assault sections, each lead by a staff sergeant,

Each section leader was armed with a submachine
gun, and each section had a BAR and a bazooka
or a 60mm mortar, All other personnel of the section
were armed with the reliable M-1 rifle. When the
Force’s mission in Norway was canceled, Lt-Col.
Frederick changed the armament to add even more
firepower to the assault section. Even though the
Johnson LMG was not an authorized weapon, he
was able to acquire about 125 of these weapons by
trading two tons of the new RS explosive to the
Marine Corps. The Johnson LMG (an exclusively
Marine weapon) was much preferred by the FS5F
soldiers over the BAR, for it was lighter and
“‘hatdiet’’. Thereafter, each section had a Johnson
LMG in addition to the above armament. All officers
carried a carbine and . 45-caliber pistol. Through-
out the force there were no organic heavy weapons
of any sort,

The *“*Service Battalion'' was in 1942 a new
experiment for the 1.5, Army. Its objective was
to relieve the three fighting regiments from aay non-
combat functions that might detract from their
mission. Thus, the Brigade HQ included all clerks
and communications personnel, as well as a Mili-
tary Police platoon and the brigade's Forward Air
Controllers, The Maintainence Company included
all personnel required to repair and service the
weapons and vehicles of the FS5F. The Service
Company provided food service and the personnel
for transport and supply. Officially, the FS5F was
to have 1190 trucks and 600 Weasels as its organic
transport. In actual fact, the FSSF never had any-
where near this number of trucks, and received only
a small number of the M-24 (and only then as a tem-

ary loan from the mountsin formations).

In July 1942 the Americans and Cansdians arrived
at Fort William Henry Harrison near Helena
(Montana) to begin one of the most comprehensive
and lengthy training pericds ever devised by the
L5, Army. All personnel received training in cold-
weather survival and combat, and in mountaineer-
ing skills such as rock-climbing and skiing with full
pack and weaponry. Parachute training was com-
pleted in only six days instead of the normal three
weeks received by the airborne troopers. All per-
sonnel were expected o operate all weapons that
they might possibly come in contact with; this in-
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cluded live-fire training and practice with captured
German and Japanese infantry weapons. Demoli-
tions training was emphasized. Many hours were
spent in hand-to-hand combat and bayonet drills
(which were done with bare blades), Many standard
subjects—such as first aid, mountsin scouting and
patrolling, map reading and winter camouflage tech-
niques were taught; navigation exercises took place
both in daylight and during darkness, The brigade's
superions were somewhat surprised when the American
misfits and rather reserved Canadians took to this
form of warfare quite naturally.

In April 1943 the FS5F was moved to Norfolk
(Virginia) for amphibious training. Again, the FSSF
completed the course well ahead of time. Next they
were sent to the shores of Vermont for further
amphibious training from rubber boats in conditions
that approximated the rough coast of northern
Europe. Finally, in June 1943, the FSSF was
declared ready for any kind of combat, anywhere
in the world.

On 15 August 1943, the operational history of the
FS5F began in the icy Arctic waters off the shores
of Kiska in Alaska's Aleutian island chain. Kiska
and Attu had been occupied by the Japanese in June
1942 as part of their offensive which culminated in
the battle of Midway, But the men of the F53F, who
were eager fora fight, were due for disappointment
it seems. The Japanese had evacuated Kiska after
the U.5, Army had reclaimed Attu earlier in the
year, The FSSF part of the operation went exactly
as planned and, even though there were no Japanese
to fight, the landing in rubber boats in arctic waters
was considered a perfect training exercise.

Mext, General Eisenhower requisitioned the unit
for use in the mountainous Balkans—but the FSSF
never made it that far, Instead, the formation was
to spend most of its career on the Italian Front; in
MNovember 1943 the FSSF was assigned to the U.S.
Sth Army.

The first actual combat mission was the capture
of Mount Difensa as part of Operation "' Raincoat'”.
Mount Difensa was part of an inter-locking German
network involving several mountain peaks. With
nature, fortifications, mines and interlaced felds of
fire, the Germans had stopped a 5th Army | 2-day
assault dead in its tracks. Lt-Colonel Frederick
offered to attack the Germans at night after scaling
the precipitous northeast face of Mount Difensa,
hinge of the German positions, The Cerman com-
mand, believing that no attack could possibly be
mounted from that flank, had not built defensive
positions there, After an incredible climb and a
short, sharp firefight in freezing fog and drizzle,
the FSSF commanded the ridge, pushing the veteran
10dth PanzerGrenadier Begiment out of its path,

For the next six days, the men of the FSSF lived
under a constant crossfire from adjolning Germarn-
infested mountains. Resupply was a weary and back-
hreaking job, as every item had to be backpacked
by the men of the Service Battalion. Even the clerks
and medical personnel and MPs were pressed into
service, for in the FSSF all went into combat.
Mevertheless, by 9 December, when British troops
had at last cleared one of the nearby peaks, the FSSF
had slowly advanced to the town of Remetanea, This
first use of the FS5F as a line unit had cost Frederick
511 casualties {73 KIA).

Their next mission was to clear the area south and
southwest of Mount Sammucro. As this was to be
a conventional infantry operation, the 504th
Parachute Battalion, the 141st Infantry Battalion,
and four artillery battalions were placed under the
direct command of Lt-Col, Frederick to support his
FS5F. In two days of bitter combat, the FS5F took
all their objectives—but suffered nearly 50% casualties
in the process. Their reward was three days of rest
before their next job. It was the Sammucro opera-
tion that earned the FSSF the nickname “*The
Devil's Brigade'"—from the Germans (who called
them individually ‘‘Black Devils'').

After their brief R&R, the FSSF was ordered to
cover the right flank of the IT Corps® advance to
Cassino by moving along the mountain ridges above
the valley. For this, they were augmented by the
456th Parachute Artillery Battalion, an engineer
company, and a Sardinian pack mule company,
Mowving rapidly in melting snow and enduring freez-
ing temperatures in high wind at night, the FSSF
consistently surprised and overwhelmed the scat-
tered German outposts in their path. The typical
action of this campaign would occur at night, with
the troops close assaulting the enemy with grenades
after approaching silently. This was the very tvpe
of mountain warfare the Canadians and Americans
had been trained for, and they did it so well that
they surprised both the Germans and their own
divisional and corps commanders with the rapid
advance. Unfortunately, the pace wore down their
supporting units,

On 6 January 1944, two battalions of the 133rd
Infantry, another enginesr company and the 3rd
Divisional Artillery were placed in support of the
FSSF. With these, the FSSF was to lead the attack
on Mount Majo, The ratio of attacker to defender
in this bizarre action was one-to-one, yet the FSSF
carried the day in their usual and efficient manner.
For the next three dayvs, as other Allied units strove
to clear their flanks, the FSSF defended Mount Majo
against 27 separate German attacks. Making use of
captured German machineguns and a huge stock-
pile of ammunition there, the battered FSSF crippled
# German regiment during the first few of these
counterattacks.

Certainly success had crowned all of the assaults
made by the FSSF, but at an ever-increasing cost.
On 8 January, the combat strength of the FSSF had

from 1800 to only 53 officers and 450 men.
The Service battalion had decreased by 50%, with
many casualties evacuated due to frosthite and
fatigue. From the 10th to the 30th, the Force was
pulled from the front lines for rest, refit and reor-
panization, At this time, the 456th Parachute
Artillery Battalion (75mm pack howitzers) and the
815t Recon battalion (light AFYs) were permanently
attached to the 1st Special Service Force.

Om 30 January, General Clark ordered the F55F
into the right flank of the Anzio beachhead along
the Mussolini Canal. For the next 20 days, the FSSF
would act as puard to the Anzio lodgement while
the Allies built up their strength for the breakout
to Rome, Opposite the FSSF was the elite Hermann
Goering Division, with a strength of about 1250 and
some 12-15 MEIV panzers. The Germans were
organized into two small infantry battalions, one
tank company, and several small independent com-
mands, Between the Mussolini Canal and the
German main lines {1500-2000 yards) the land was
flat and almost barren. The high-water table made
digging foxholes impossible, and only slight cover
was provided by a few farmsteads, some drainage
ditches, and scattered clumps of trees. By day,
artillery ruled the landscape; but by night, the FSSF
and the panzergrenadiers came out. They grew to
know each other very well over the next few
months,

On ococupying their assigned position, the men of
the Force began a nightly series of combat patrols.
On the very first night the FS8F took the initiative
from the Germans—and never gave it back. Every
night during the months of February, March and
April the FSSF went out on these ' Cat and Mouse™”
missions (see Scenario A19) into the deadly night-
scape of no-man’s-land, The preferred tactic was
to blow up any buildings that they found (so depriv-
ing the Germans of shelter), and then attack
whatever German patral came to investigate, They
also became adept at probing enemy lines and at
ambushing enemy patrols, who were secking to do
the same thing. The men of the Force readily wok
to this type of warfare, it seems, They settled in
for the duration, planting crops in some areas; the

2nd Regiment even maintained a small dairy herd
“liberated'” from the Italians, Truly, they lived off
the land.

During this extended period in a stagnant line,
the FS5F received their largest batch of replace-
ments. Canadian replacements came from several
special training camps in Canada that kept to the
high standards of training. And many of the
American replacements were transferred from the
Ranger regiment destroved at Cisterna, The FSS5F
also received the Ranger's T5mm SPG company as
a permanent addition to their TAO (four TSmm
howitzers mounted on halftracks),

Then came the breakout from Anrio. Here again
the FSSF had a leading role inm covering the flank
of the advance of the Allied VI Corps. Reinforced
by two companies of tanks and tank-destrovers, the
FS5F commenced its movement on 23 May 1944,
As usual, the excellent training and morale of the
FS5F showed, Moving along mountain ridges, it
even outran its own armor and artillery support. For
the final thrust into Rome, the FSSF was made part
of a two-battalion armor heavy task force (TF
Howe), By moving around German blocking posi-
tioms, the force was able to capture eight of the six-
teen bridges over the Tiber before the enemy could
destray them, These bridges enabled the V1 Corps
to continue their pursuit of the Germans north of
Eome. After holding the Tiber crossings for two
days, the bridges were turned over to units of the
3rd Infantry Division. Once again, the FS5F was
moved back for rest, refit and training for the next
planned operation,

The FS5F was at last going to be used in a role
for which it had been envisioned, a nighttime am-
phibious landing on two islands off the coast of
France believed to contain coastal guns. The Hyeres
islands flanked the invasion beaches of Operation
**Dragoon’” and could provide the Germans with
close-range fire at the invasion ships. On the night
of 14/15 August, the 15t FSSF Regiment put its 650
men on the island of Port Cros, while 1350 men
of the combined 2nd and 3rd regiments landed on
Levant, On Levant island, the batteries turned out
to be dummy emplacements, even though the
German garrison resisted the FSSF onslaught
throughout the night. The Germans on Port Cros
meanwhile had retreated into an ancient French fort
there. From its thick walls, they held off the FS5F
for 48 hours. Finally, tired of waiting for their sur-
render, Frederick had a passing battleship place 12
15-inch shells into the fort. The Germans gave up
and the white flags broke out.

After the Allies secured their beachhead, the FS5F
was attached to the 1st Airborne Task Force, Their
mission was to secure the French coastline from the
Hyeres to the Italian border. In less than three wesks
time, the FS5F worked its way 45 miles to the edge
of Italy, fighting mumerous small skirmishes along
the coast. Their only support were their own 75mm
puns.

By the autumn of 1944, the Canadian High Com-
mand was ready to shut down its FS5F training
camps and dishand the unit. The Canadian govern-
ment believed that the special maintainence required
for such a formation was now out of proportion o
the benefits of a small, elite combat unit. With the
end of the war in BEurope in sight, there were many
in both America and Canads who expressed similar
views, Even though some commanders expressed
their desire for the unit to be attached for action in
the Alps, the two governments agreed to dishand
the FSS5F. On 5 December 1944, the 1st Special
Service Force was formally dissolved after a
memorial service and one last parade of its colors,
The Canadians were transferred to the st Canadian
Parachute Battalion in France, while most of the
American personnel went with Brigadier-General
Erwin Walker when he formed the 474th Infantry
(Separate). Ironically, the 474th finished the war
in Norway,
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TABLE 1: Table of Organization

Ulnit Manpower ASL Equivalent
3 Regiments (each) 500

2 Battalions (each) 0
3 Companies {cac 100

1st ecr.lun I . 1
LMG (British)
BAZ (latest model

Sugport Batmlion

TABLE 2: Standard FSSF Company OB

This would be the ASL composition of a single F55F line company. For
actions invalving three or four companies, add one battalion-level SMC

TABLE 3: Attached Units

Unit ASL Equivalent
456th Para Artillery
Battalion HQ
Signals
Supply
Maintainence
Security 2x6-6-7 MMC
2= HMG

X

-ton Truck

"3 ART Batieries (cach)
2 ART Section (each)

2%2-2-7 Crew
2% 75mm Pack Howitzer

2% ]e p

R.I‘.'E h_l

and one 6-6-7 MMC,
9-2 SMC
B-1 SMC
7= 6-6-T MMC
3-4-7 HS
6x LMG (British)
3 xBazooka (proper vear)
3xM19 80mm MTR
IxDC

5 MIAL

Fitting the FSSF into ASL

In ASL terms, the organization of the FS5F (see
Table 1) is very easy to sitmulate. Since all of the
service and supply personnel were in a separate
battalion, the combat battalions are readily filled
with existing ASL counters. Each platoon has two
sections of 13 men, one LMG, and either a bazooka
(latest model) or a mortar, Since there is no generic
American LMG in the countermix, I have chosen
o use the British LMG (after all, one-third of the
F55F was Canadian), Since the FS5F was a light
infantry unit, the M19 60mm MTR should bhe
utilized.

The leaders of the FSSF were very aggressive,
highly-trained combat veterans who insisted on lead-
ing their men personally. Oftentimes the officers
and senior NCOs conducted their own recon before
leading an assault or advance. Because of this trait
(rare in any war), I believe that all SMCs of the
F55F should have negative modifiers. The Leader-
ship Generation Number (LG) for the multi-national
FSSF should be placed at 4.5 for DYO purposes
due to the high proportion of sergeants and other
non-coms serving with it.

Simulating the special characteristics of the men
of the FSSF is the hardest part of this project. These
men, a mixture of American and Canadian troops,
do not readily fit into any category of MMC as
deseribed in the rulebook. With steadfastness and
fire discipline of the Canadians, and outfitted with
American weapons, it would requine a 6-5-8 MMC
to properly reflect the FS8F. This we don't have
in either the British or American countermix, S0 we
will have to compromise, The squad of choice is
the 6-6-7. It reflects the effect of American FP, and
by considering its morale as underlined and giving
it an ELR of *5°" we can duplicate the Canadian
influence. Too, the FSSF units are not subject to
Cower (A25.45), again attributable to the Canadian
personnel and training methods. Finally, in all
dr/DR  affected by nationality—such as Recon
{E1.23) or Heat of Battle {A15, 1)—the FS5F player
may make use of whichever (British or American)
is most favorable.

With a wvear’s training in all forms of warfare
{except jungle and desert), the MMC of the FS5F
can take advantage of all options allowed in the rule-
book. All FSSF are considerad Elite, with
Commando capabilities (H1.24). As such, they may
also use any SW provided in the American counter-
mix, as well as the British LMG. Highly trained
in the use of German weapons, FSSF units can use
German MGs without the capured use penalty, but
the B# (12) becomes a X# when the MGs are fired
by FS5F personnel. (Table 2 gives a guick list of
ASL counters needed to form one FSSF company . )

Cmly the actual fighting components of the F55F
have these special benefits. Attached units do not
have their morale underlined, and their ELR is "*3""
(1-6/44) or “'4'" {7-12/44). The crews of the
parachute artillery have an ELR of **5"", but their
morale is not underscored, These attached units have
no Commando abilities and, in night scenarios they
would be considered NOEMAL.

The FS5F had several support units attached dur-
ing its career. Besides the temporary units, it
acquired an artillery battalion, a SPG company, and
a recon battalion (gsee Table 3). The FS5F arrived
at Anzio with the 456th Parachute Artillery Battal-
ion as a semi-permanent unit for fire support, This
battalion had three batteries of four 75mm pack
howitzers (M1A1) and an AT platoon of four 37mm
ATG (M3AL). Since all its antillery support would
be from these guns, the onfy OBA available to the
FS8F is 75mm. At Anzio the FS5F inherited the
Ranger Gun Company from Darby's Rangers. In
ASL terms, the company would be represented by
using four T30 HMC Halftracks (see U.5. Vehicle
note #35), The service and support personnel (such
as the Sardinian Pack Mule Company) need not be
shown at all,

The 815t Reconnaissance Battalion is not shown
in full on Table 3, First, there simply are not enough
counters to fill out a battalion; second, the unit was
split up to provide support for all the FS5F battalions
and would never be in play complete. In ASL terms,
there is available an AC platoon with three MBs and

six jeeps. Three of these jeeps would have MGs
mounted, while the other three would carry 60mm
mortars. There are six 3-3-6 HS shown for the jeeps.
Toa, there would occasionally be a light tank platoon
of five M5Als available for combat.

All of these benefits combine to make the FSSF
very potent in ASL terms. For those readers who
wigh to devise DYO scenarios featuring it, you
should remember that the FSSF never fought as a
brigade—or even in regimental strength as such,
Owcasionally elements of it travelled and landed as
regiments, but once in combat the FSSF fought on
battalion or company levels over a broad area. It
never lost a battle, even though usually outnumbered
and outgunned. Thiz unit should be used sparingly,
and only in Italian or southern France settings.

This is my third article on the light infantry forces
of World War II (see Vol, 25, No, 5 and Vol. 26,
No, 2 of The GENERAL). As with the previous
ones, the accompanying scenario is intended o give
players a taste of its special abilities. The accom-
panying scenario is intended to be the basis for a
rmicro-campaign. It should be plaved five imes, each
playving of five turns. Each such micro-campaign
must oceur during one month—February, March,
or April 1944, The variables of changing weather,
terrain and German forces should keep it fresh
throughout the five games of the campaign. At the
end of five playings, the plaver with the most CVP
is the winner in this war of attrition. I hope you
enjoy it . . ., and don't get lost in the dark.




CAT AND MOUSE

MNear ANZIO, ITALY, February-April 1944: From the moment that the ' Devil's
Brigade'" moved in wo occupy a portion of the defensive perimeter around the beach-
head, Li-General Frederick instituted aggressive nightly patrols of company
strength. His goal was to keep the enemy opposite—elements of the elite Hermann
Goering Panzer Division—off balance by probing the lines, causing casualties and
destroying any shelter that might be of use. The men of the Canadian-American
FS5F proved quite adept at the game, turning the night into a time of deadly little
firefights and ambushes, giving the Germans no rest,

BOARD CONFIGURATION: ‘

Prior to setup, the German player must determine
N L

ASL SCENARIO A19

the board to be placed in play. Make a single dr:
I =hboard 4: 2=11' 3=13: 4=18: §=10: =31,
[This single mapboard is oriented with the numeral
on the west edge.)

BALANCE:

# Majority Squad Type for the German is Stealthy,
r Majority Squad Tvpe for the German is Lax.

VICTORY CONDITIONS: It is the intent that players should play this
scenario five times {(all set within one calendar month of the given time
span). In each, both players amass Casualty VP normally; in addition,
each building controlled at scenario end is considered the equivalent of
two Casualty WVP. The player with the most Casvalty VP at the end of
the five-scenario micro-campaign is the victor. [For a truly lengthy cam-
paign, play the scenario 15 times, with five plavings ser in each calendar
mawth, and toral Caswalty VP lo determine a winner in this battle of
arrrition. |

TURN RECORD CHART

# GERMAN Sets Up First ﬁ‘l 2 3 4 5

“r ALLIED Moves First

END

JRL Elements of Panzer Division Hermann Goering [ELR: 3] set up onfeast-of hexrow Q: [SAN: 3}
oLl 2 -

m &; BT | (also see 55R 3)

+4-7 LR ]

10 2

Company Element of the 1st Special Service Force [ELR: 5] enter on Turn 1 along the west edpe: {SAN: 4}

I g | LME L] BAT 44 o
. LY - £ =" E = {sez also S5R 4)
GG EEEE
3 & 3 3 3

] 7
SPECIAL RULES:

1. Following the placement of the mapboard and prior 1o German setup, the
Allied player determines Weather (F11) and EC (B25.5) in accordance with
the rules. [Players should note that conditions in the region are best reflected
by the Arid Weather Chart (F11); for those without access to Chapter F, simply
substitute **Mud'* for all entries reading "'Snow’” in Chart E3.] There iz no
wind at start.

2, All plavings occur at Wight. After determination of EC and prior o German

4. The Allied player may also better his force by making a single dr; a result
of **1-4"" allows him o make one Recon (E1.23) dr; a **5"" adds one T30
HMC ht; a 6" adds one MB AC.

5. All special rules for the FSSF are enforced: underlined Morale; ability
o use all SW without captured-use penalties; not subject to Cower, Commando
and Aszault Engineer capabilities.

setup, the German player determines NVE (E1.11). The German is the Scenatio
Defender (E1.2); the Allied player is the Scenario Attacker, The Majority
Squad Type for the German is Normal, for the Allied, Stealthy.

3. Finally, the German player may augment his force by making a single DR
(if both players agree, this may be kept secret until game end) and adds the
corresponding units from the table below o his OB:
DR Units
Bl Tl LMG: DC; PeKpfw IVH
8-1; 8-k 224-4-7; Shnm MTR
B-1; 80y 2wR-3-8; 2=LMG
B-0; 7-0; MMG; 12 factors Mine; 4 xWire
2x8-1; B-3-8; FT; Opel 6700 Truck
74, 6+1; 2% 4-6-7; S0mm MTR; Kubclwagon
2270y, 2xa-6-T, MMG, 12 factors Mine
B-0; 740, 4-6-T; HMG; SPW 251/1
10 0-2; 8-1; 2x4-6-7; DC; Roadblock
11 B-1; 8-0; 2-2-B; 81mm MTR; 4 = Wins
12 B-1; 80; 2 xLMG; SmG G

W oae -4 Oh LA B L b

6. All roads are paved, Other than weather- or season-related changes, all
other terrain is as depicted on the mapboards. Terrain variables (for example:
stream depth) are determined randomly along with Weather and EC,

7. Bore Sighting and Kindling are NA.

AFTERMATH: Unul their relief at the beginning of May, the FSSF gave the Germans
0 rest. But the men of the Hermann Goering Panzer Division proved themselves, ot
times, capable and deadly opponents. Casualties among the FS5F were high, requiring
a lengthy period of rest and refit for the Canadian-American unit after the capare of
Rome. The final accounting o repeated playings of this grim game of “*Car and Mouase'*
in the dark would show the series a draw.



THE ISLAND [

West of VILLERS-BOUCAGE, FRANCE, 14 June 1944: On 12 June, the Tth
Armoured Division advanced to exploit a perceived gap in the German lines south-
west of Caen. As the leading tanks and motorized infantry drove into and beyond
Villers-Bocage the next morning, they were cut to pieces by a few Tiger tanks
under the command of the great tank ace, 55-Oberstmurmfuehrer Michael Wittman,
With theit drive so rudely halted, the "'Desert Rats'' attempted to hold Villers-
Bocage; but by late afternoon the unexpected appearance of the 2nd Panzer Division
prompted them to pull back even further 1o the vicinity of Tracy-Bocage. There
they formed into a tightly packed defensive box, North African style—which the
troops promptly nicknamed “*The Island®’, On the 14th, the Germans attschked
the box from three sides, probing the British defenses for a weak point, but were
driven off. Then, around 190 hours, they attacked again from the south,

BOARD CONFIGURATION:
‘ h

BALANCE:
@ In the VC, change "' =
VP o Y= 30 VP

4 Add a second 9-1 armor
leader to the German J

67 (8|9

DELUXE ASL Scenario A4

Y |8 4

VICTORY CONDITIONS: The German wins if, at scenario end, he ha
& 25 VP (calculated as Exit VP, but exchuding prisoners and captured
guns/vehicles) on/nonth-of hexline gAS-eA3. The number of YP required
is increased by rwice the number of the tarmn of entry of the British rein-
forcements.

TURN RECORD CHART

BRITISH Sets 17
© e g P "*1 2

# GERMAN Moves
First [228]

3|4

)

Elements of the 1/5th Queens and the 65th AT Regiment, supported by Battery G of the 5th RHA [ELR: 4] set up on/north-of
hexline hAS-fA3: [SAN: 4}

O 1 i L L NG LME TR PIKT !?
o o) as [zl gsdz[ el ] s
45.5.8 4%.5.7 228 L !i‘. 6-14 412 1 LM ERL] B-3 7wy
4 12 2 2 3 2 3 a
14 - " 30 AT | Foxhale
1 @ L] T
| W] @ [ | =
88 .. | BB e J6LL o 4
3 2 2 8 & 13 18
Elements of the 4th County of London Yeomanry enter on the north edge as per SSR 5: &: 'ﬁﬁ
TOLL * | T
3
dABRL Elements of Panzer Division 2 and schwere 55-Panzer Abteilung 101 [ELR: 3] enter on Turn 1 on/between hHH3 and hO2: [SAN: 4)
_| r"" 1 & et ﬁ ﬁ % S n R L. “+ UG N ma
g!g ﬁgi‘ h Hed Ay T e | r'ed (BT kD Fln
68 | 467 = - = = ﬁ ~ ] .i‘?' 34 H H E¥ 124
& 15 2 3 & 3
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il it

five < the current turn number, These AFV must enter, and may not be

SPECIAL RULES:

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

2. All marsh is brush. All hedges are bocage,

3. The British Sextons may not Bore Sight.

4. The German player receives one module of 150+ rocket OBA, which is
resolved after all setup but prior to play. No LOS/Battery-Access is required;
the German player merely places the AR, determines error normally, and
resclves the FFE:1 attack {there is no FFE:2/C) and removes the counter prior
to play. Broken units are DM at the start of play.

5. British reinforcements enter anywhere along the north edge during the MPh
of the turn in which they make a mandatory RPh Reinforcement dr of at least

delayed,

6. The last three Game Turns take place in gathering darkness, which adds
g +1 LV Hindrance DREM to all LOS/fire.,

AFTERMATH: The ferocity of the assault opened & hole in the perimeter, and the
German panzergrenadiers began to pour through—due mainly o the confining nature
of the bocage, which prevented effective use of artillery. The Royal Horse Artillery
gunners were forced to thern over open sights at point-hlank mnge, with devastating
effect. Meanwhile, the 1 7pdr AT guns brought the Tigers to bay, brewing up several,
With that, the German attack broke down in the fading light. However, later that evening
the Tth Armoured Division abandoned **The Island™ and retreated four miles to more
defensible positions.



COUNTERATTACK AT SIDI BOU ZID

ASL SCENARIO A20
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Wear SIDI BOU ZID, TUNISIA, 15 February 1943: Following the initial
successes of the Allied invasion of French Morth Africa, the British and the
Americans sent units racing for Tunis. However, the Germans quickly dispatched
troops by air and halted the Allies short of their goal, The situation had reached
& stalemate by the end of December 1942 after much bloody fighting; throughout
January, both sides consolidated their forces as they cautiously jockeyed for better
positions. Finally, in February, Col.-General Jurgen von Amim launched his panzer
divisions against the Americans, looking to crack open the front, On 14 February,
fast moving kampfgruppen of the 21st and 10th Panzer Divisions annihilated a
1.5, tank battalion, captured 5idi Bou Zid and isolated about 2000 Gls on two
dominating hills, djebels Lessouda and Ksaira. Mot appreciating the scope and
threat of the sudden German attack until that might, Maj.-General Lioyd Fredendall,
CiC of the U.S. IT Corps, ordered a counterattack by the 1st Armored Division.
To accomplish the task of rolling back the Germans and relieving the isolated
Americans, Combat Command C and one battalion of Combat Command B were
to lead the counterstroke. At about 1600 hours, the American tanks sighted Sidi
Bou Zid and the imposing djebels. To reach these, the Americans had to cross
@ 13-mile wide plain. Almost immediately upon their appearance, the “*stately”’
V-formation found itself under attack by German aircraft, followed by an artillery
barrage. With the American formation thrown into confusion by these attacks,
the Germans sprang their trap.

YICTORY CONDITIONS: The Americans win mm:-edjmlg.r upon E.xmng

= 42 DVP off the east edge of board 31, or at game end if they have BOARD CONFIGURATION:

amassed more Casualty DVP than the Germans,

BALANCE:

i1 Delete both Armor Leaders from the German OB,
# APCR Depletion Mumber is increased by one (+1) for all German

AFY.

TURN RECORD CHART
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H3 H2
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17 AMERICAN Sets Up First

4 GERMAN Moves Flrst

#* *
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Elements of the 2nd Battalion, 1st Armored Regiment set up, in Motion, within five hexes of 26HS (see S5R 1 and S5R 4): {SAN: 0}

JRU Elements of Kampfgruppe Stenkoff, Panzer Division 21
enter on Turn 1 along the south edge of board 28: {SAN: 0}

Elements of Kampfgruppe Gerhardt, Panzer Division 21
enter on Turn 3 along the north edge of board 29:

ar
‘l - “
- 91 8-1
%..5 A &
- 6
SPECIAL RULES: AFTERMATH; German panzers struck both flanks of the 1st Armored Regiment, which

1. EC are Dry, with no wind at stert.
2. Place overlays as follows: H2 on 28BB2-CC2; H3 on 28M3-M2; and H6  less, wo finish off crippled and disabled encmy vehicles. Within minutes smoke covered

on 29UB-T7.

3. Use American M4s for the extra M4Als needed.

was in the lead, From slight but commanding heights, the Germans poured fire into
the now-motionless Shermans. Other German AFY's moved in close, 300 meters and

the plain, and the leading edge had been decimated. Even as other German formations
maneuvered to complete the encirclement the survivors withdrew, bat losses had been
stagpering. At the end of the day, 15t Armored Division reported the Joss of 46 mediom

4. Following initial setup, the American player must determine VCA (TCA  tanks, nine self-propelled guns and 130 other vehicles. And, while some of the troaps
ocrn.funnin;?g randomly bI:r making a dr for each of his AFV. (It i6 tecomn. 90 Lassouda and Ksaira managed to break out and rejoin during the ught, the majarity

were coptured. Such was the scope of the defeat that Fredendall was forced to order

mended that players use the eastmost vertex as **1"" and proceed clockwise corps to wi o, ins of the G Darsale. This in o lad i

when determining VCA.)

the hasty evacuation of Gafsa, capmred by panzers the next afternoon without o shot
being fired, The Allied line in Tunisia was in danger of being shattered.
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SERIES REPLAY

Scenario 37—Khamsin

German Player: Mark Nixon
British Player: Bill Sisler
Neutral Commentator; Dave Sisler

e I o AT

For our first annual Series Replay, we 've brought
same af the best and most knowledgeable players
fo the board—establiching a precedent for the futere
of this periodical. Mark Nixon should need no in-
troduction, being one of the most proficient and
profific writers on the system. Bill Sisler has played
ASL since the firse playtest back in earfy I985; he's
a member of thar ASL elite who have won the
ORIGING tournament, has several scenario designs
1o his crediv, and to this day delights in tasking us
with the misspelling of his name on a 9-2 leader
counter. Dave Sisler (Bill's brother) has also been
involved in ASL since the beginning; he has a keen
eve for uncovering holes and flaws in the rules,
making him one of those valuable, unsung heroes
af mamy a playtess. Together they here illustrate one
of the several “‘stvles af play ' of this most demand-
ing pame system, the primary reasaon we have broughs
the Series Replay approach 1o the ASL Annual.

OPENING COMMENTS

German: Bill Sisler and 1 play a lot of ASL. Like
many of you, we could tell so many *‘war'” stories
about oddball situations which have occurred in our
games that we would arouse such nausea that most
gamers would want 1o seal us up in a vault labelled:
“ASL Grognards—Open only following nuclear
holocaust and cessation of all Life as we know it, '
Suffice to say that I am still trying to repay Bill for
crossing '*The Czerniakow Bridgehead® directly
down five open ground hexes of my firelane—and
that [ will likely never know revenge for those five
German heroes he generated against me while
““Plercing the Pesl'.

Bill plays the game with a keen awareness of its
finer points and a healthy appreciation of what this
whole thing is supposed to represent, When I try
something which the rules seemingly allow, but
which is totally unrealistic or ashistorical, his
standard line is, “*Hey, you can’t do that!™* (Most
often with the epithet **punk’" thrown in there some-
where for good measure.) Further search of the rules
usually proves him right—which serves as testimony
to the veracity of Bill, and the rules themselves,

Omne thing to watch for when pitted against Bill,
especially in the desert, is that he is totally fearless
in his use of Intensive Fire, True, it can burn him
badly upon occasion; but more often than not it gives
him that extra Kill or Acquisition which shifts the
balance of the game. It certainly gives one a lot to
think about when contemplating a frontal armored
thrust at the eight guns under his command in this
encounter.

Bill's favorite attribute of ASL is that it is a *"blast
to play’”, To this end, our practice is that if a shot
looks good, we take it—and thereby save a tremen-
dous amount of time and interruptions which would
otherwise be wasted by the constant summing of TH
modifiers on shots which, once the DR are known,
are obviously going to be a Miss. This helps kecp
the game flowing at a steady pace, but can make
some of our shots look a bit silly, or at least ill-
advised. Sounds kind of realistic, actually. But we
wouldn't play the game so much if we were overly
concerned with who wins or whether or not the

system is ‘‘perfect’’,

This is the fourth time Bill and I have played
“Khamsin'". The last game of it was back in
October 1988, over 17 months ago, But it is still
fresh in our minds as one of cur favorite scenarios.
For me, it was the scenario which convinced me
that the desert could be a wonderful place to
experience ASL and that Avalon Hill had done a
remarkable job adapting the systermn to such a radical
change in environment. True, it might take a bit of
effort to master (but o did the ASL rulebook itself).
This is a complex game system, but we all knew
that already, didn’t we? The desert simulation is no
maore, nor any less, complicated than the whole sys-
temn; it is merely another chapter in the evolution
of this tactical game—destined to be the most com-
prehensive in the hobby,

I would have been happy to take command of the
British forces in this scenario, but in truth feel more
comfortable with all these tanks to run. Because of
the Heavy Winds, I won't get to utilize any of my
infamous smoke tactics, so everyone will be spared
that much at least, Since I've already written about
this scenario extensively for The GENERAL {Vol.
25, No. 6), and since Herr Sisler has certainly read
that analysis, we'll see if it does any good for me
to take a different tack. Hah, if he expects me to
follow my own excellent advice, he doesn't know
me a5 well as [ thought. T want to keep my options
open, and so will set-up in the middle of the board
and go whichever way [ want once the screen
between our forces is down. I'd like to swing around
and hit him from the southeast in order to avold that
Heavy Wind blowing in my ¢yes, but will not yet
commit myself to that approach. No rgid game plan
will be in effect for me other than to close with the
enemy and demolish them at point-blank range. The
dust more or less forces this upon me, coupled with
the desperate need to take out all those British guns
and grab the three summits in eight-and-a-halfl turns.

I'm not going to worry about the Sniper at all,
and about the Stuart and the Crusaders only enough
to deny them “‘cheap’” shots, I'1l put everything big
up against his Grants, the ATG and the infantry,
I'm hoping a Grant gun or two malfunctions; other-
wise I'll wheel the Marder in to take them out at
long range, or be forced to get the infantry in for
CC, or else have o swarm over them with my tanks
at close range firing for rear and side shots. My
armor leaders go in the MkIlls in order to benefit
from the “*2"" ROF and the higher probability of
keeping AP ammo throughout the battle, That METV
with H6 and APT might never realize a single such
shot, even though I would like his full *'6™ AF in
the front protecting my 9-2 armor leader, But [ think
I'd regret such an assignment.

Keep in mind there is a maximum LOS of ten
hexes due to the Heavy Dust, and that each vehicle
must spend an extra MP per hex entered, Don't look
for me to roll Hammada Immobilization for the half-
tracks, for they won't rush through it and will spend
three MP when accessible in order to avoid the DR.
Too, my vehicles will all be concenled after Bill
briefly sees them upon removal of the screen—but
this is only a formality. Since I'll be moving into
his LOS, all Concealment will be lost once I'm
closer.

The last thought [ want to stress to readers is the
importance and power of even the threat of Cher-
runs in this desert scene, There is no terrain in this
battle—not sangars, scrub, hammada, wrecks or
vehicles—which safeguards infantry from that
" —1"" DEM for Overrun in the open. Heavy Dust
doesn’t help in the hex, although the Light Dust die
and the TEM of sangars, wrecks or vehicles can
alleviate the problem somewhat for the defender.
But just imagine an Overrun directed by one of my
%-2 leaders. That would be, for any of my nine tanks
or for any halftrack loaded with a squad and LMG,
a 16-3 attack (12-3 from a MkII). This is why it
is 50 tempting to keep the infantry loaded and go
for a Blirz. Well, 1 will certainly move in to Over-
run and take Point-Blank and Triple Point-Blank
shots as much as prudent, but T won't expose my
halftracks to Bill's well-trained gunners, Life in the
desert offers plenty of other challenges without ask-
ing for a thrashing like that.

British: [ first met Mark Nixon {originator of the
“‘boardedge creep’’) in late 1984 at a local [Chiof
convention where I emtered a CROSS OF IRON tour-
nament he was running. It just s0 happened he was
looking for peaple to help him playtest the upcom-
ing ASL, and my brother Dave and I latched on for
the ride. What a trip it has been, through most of
the modules in the ASL series, as well as several
related projects, and on to cur current efforts with
the %0 Annual you hold in your hands now and the
upcoming Japanese module CODE OF BUSHIDO
—at last. [True ASL dichards always seem to add
“at last”" when they speak of the Japanese enter-
ing the system. ] Mark is an expert player, a con-
clusion I have come to after some couple hundred
matches. I find him a tenacious player whether on
the attack or the defense, and have to stay awake
late into the night to score a win against him. (T have
to beat him pretty badly to get him to concede, so
I miss a lot of sleep.)

Brother Dave and I have been playing wargames
for many years, and [ must admit it has been quite
& convenience to have a live-in opponent for most
of my life. Dave himself is a very good player (better
than myself, in all honesty) with a keen eve for
details. On those occasions when all three of us get
together to gun up the mapboard, the level of play
probably goes down a bit as a result of the hilarious
ad-libbing on the virtues (or lack thereof) of the
game, the rules, the opponent of the moment, and
s0 on. It is all just an indication of thres grognards
enjoying their game; we truly do have a great time
with ASL. But we'll try to play it straight tonight,
since this is a serious replay.

"Khamsin'’ is my favorite scenario from WEST
OF ALAMEIN, mainly because of the Heavy Winds
amnd Dust which free-up movement and allow the
fighting to evolve into & combined-arms confron-
tation at close quarters. In this replay, I will try to
defend the summit of 28BB6 and score as many
DVP as 1 can. [ think the key to a British victory
lies in the DVP qualifier of the Victory Conditions,
s0 I will be looking for kills wherever possible in
order to outscore Mark by at least six DVP. To
accomplish this, [ will wse a straightforward



12

ORGANIZATIONAL COMMENTS

Reflning the system used in the two ASEL Series Replays that previously saw print in The GENERAL, we decided 1o again
chronscle ench player acrion as v iook plece——in the exact order of occurrence. The “*Serial Event™ listings that sccompaoy each
Game Turn record ench happening sequentially, nnd are fsund befiore the players” comments in the text, Bach shows the sction
undertaken, any die'dios roll required, any drm/CERM appéied, and the resalt; as an example, Event #275 indicates o shat by a German
Kk [T on a Crusader taken during the Advancing Fire Phase of the fourth German Player Turn that missed (due. no doubt, o the
fact of the =9 DM applied). Throughaut the Event listings, we have daspensed with items of mere beokkeeping sisch & ' Remove
DM, Remeove Pin'', ' Place Acquikition’', “*Residual Fire'' and the like. which experienced players (such a8 the readers of this
journal) will conduct automatically, [Readers showld move s the 80 Ervara ne longer dates logs af Acquisinion when @ tanget
Teves LOWS | thar wrget's Location doss nor clumge, corsider the implicarion with variabler such ar dunt and smoke. [ Should an
entry far movement of & unit be followsd by three dos {, . .}, the BMPh has beeno iolerrupted by some other action (usually Delfenaive
Fire ar n PAATC), and will be completed in o later entry. Wheoever an attack wos nesde againsg two disline unil tepes in o hex,
the second emiry is marked with & lower case “*a"" and reflects the lowered Grepower of higher DRM npplied

To record the information for the 21 AFVS in our replay of ' Khansin'', we devised a code which, once the reader has com-
silered a moment, quickly conveys afl imporiaet Informmion on esch vehicle. The code takes the format: Hew™VCATCA/CE!
KMetion, Should the TCA be the same as the YOA, or if the vehicle is BU or stopped, no entry is made for such. The ¥CA asd
TCA codes are noied by o single digit, representing the center of that Coversd Arc as per the [oflowing diagrans:

6___1
A

5 2 N
4 3

Therefore, shoukd you read " ZROCL 1 S3CEM ', the vehicke is in hex 2R0C2 with n VCA facing CCIDDL, a TCA facing DDLOCE,
with its crew exposed, and s in Motion, But should you read “'28CC/L", the wehicle 3s in 2BOC2 wilh both CA fackng *1'", Ia
urtoned up and spopped,

Ie many eniries, readers will nates that o second value is shown io parentheses under the DR bepding . This represerts the value
rodled on the ''Dust’” die. The *“Event Listing Legend'* shows tbe comventional abbooviatsons we adopred in recording the action.
The tables below List all distinct umits capable of sction that appear In the Hstings; not shown are the 21 vehiculor Concealment
counters, the varius 5%, oor the fortifeations. And, of course, If the rendes plans o set op his game and follow the action described,
# Full comphimeed of Prep Fire, First Fire, DM, esc, counters will be necessory. There is no indicator for the coodition of units
whille in play {hroken, malfunctioned, ecc. ): renders playing along will st simply keep track of such sthtas changes on thelr awn
mapboards, As In common practice, the Sniper counters were placed such that the side numbered *'1°° matches the hexside coneain-
Ing the grid coordinstes. Finally, it should be noted by readers that oveslay baxes ane dealgnaied as per the coordinntes of the board
urnderneath.

If the reader wishes (o take the iome o follow the play along exoctly, using his own pieces (o re-cresle the action, we feel tha
he will cerainly gain some inslghts beyond those we offer in the commentary. It may alse be that he might find & rules error or
twi in the play or calculation that we missed, I so, no oeed o dash off a letter, Mo one (oo even the bunch nt Avalom Hill) can
ges through every gnme of ASL without a rubes oversight or two, 10 wealy |8 oot a crisis, and arguably is part of the game—just why
da you think A7 was drafted?

GERMAN UNIT LISTING:

At Start: Addithonal:
Type Unat Dhesignitios Type Unit Diesignation
G2 Lender Klaus 1-2-% g-ln
G| Lender Kubach 240 B0
d-6-8 G.8. 2-4-R B-F
6B GG 2-4-8 g-T.
+6-0 K 2-4-8 Y.
4-i-B G.N. 2-4-0 v
460 GV, =
EN.Y | G2
Mk [OH m-A

1-B

m-c

m-o

m-E

M-F
Mk IIF IL.C

I-E
Mk I¥F, B 1¥
Marder TINF} Marder
SPW 25101 hi-B

hi-I¢

hi-E

hi-AA

he-2C

hi-FF
BRITISH UNIT LISTING:
Al Start:
Type Umat Dresignation Type Lnin Desigration
G2 Lender MucNamara (Mac) T Coamer CA.
& Lender Barker i, =
&0 Leader Kearney c.D.
45-8 BB, cL
4-3-4 B.E. [s¥ 3
450 B.L .0,
454 BZ R
FE S B.G. Crusader [T Crusader-A
4-5.7 B.H Crusader-B
57 B Girunt {u) Crant-
5T B0, Grant-I¥
4-5-7 BT Stuart 1a} Suart
24-7 bL. 1-2-7 b4
4.7 b5 47 b},
28 b.2
S0 OOQF 2pdr. ATG

approach, The ATG goes right up front in 2827,
a location which ought to offer it plenty of shots
no matter where the attack hits, [ expect the
Germans to come right at me and hit hard at one
spot, then fan out from there. Whether the 401 ATG
takes the full brunt of this thrust or finds itself on
one of the outside fringes, it will be used as aggres-
sively as possible. 1 won’t wait for Mark to show
side shots that will never come, but will try for kills
by the very high volume of fire put out by this 40L.
My tanks will also run interference with the on-
coming enemy. My plan is to disrupt Mark's amtack
by placing armor in front of the 28BB6 defense, This
will either force him to come ahead, or sit back and
exchange shots, or move to outflank me. 1 think any
of these are o my advantage; and since the tactic
seems 50 straightforward, it might even work.

My infantry will remain dispersed as long as pos-
sible, I don’t want to present any large concentra-
tion for the enemy guns to maul, There will be
plenty of time for that kind of defense at game end,
should it come down to trying to hold one last
summit hex, To try and make 28BB6 that kind of
spat, [ will plant one of the Grants there, and will
move McNamara (' "Mac''—ithe British 9-1) in with
& couple of sguads to try and dig foxholes, I'm not
overlooking the extra +2 for entrenching in the
desert, but am casting a very leery eye upon those
16 enemy AFYs, particularly the nine tanks and the
enemy commender’s love of the Overrun. A fox-
hole in 28BB6 would certainty go a long way toward
making the position more defendable against such
attacks, After all, Mac won't have any shots for
awhile and digging foxholes would be much prefer-
able to attempting long-range shots at targets
coversd by massive Dust DRMs. Sgt. Kearney (340}
and squad ), as well as squad L, will endeavour
to remain HIP as long as possible, They are in
position to attack the enemy when Mark moves units
into my rear (for I know he will try it, as a method
of cutting off my rout paths)., Summit 27AA4 is
lightly defended by a single delaying squad, just so
a victory hex is not vielded without some resistance.
The balance of the infantry will carry the main load
of the fighting and protection of my tanks through
the first several turns, until the enemy attack hrings
those mentioned above into play. Notice that the
51mm mortars are fired by half-squads, so that they
both can fire each turn and maintain scquisition at
the loss of only one squad’s inherent firepower,
Unfortunately, the set-up restrictions force them to
both occupy the same location in this scenario when
deployed in this manner; but 1 still think this prefer-
able to firing the mortars with squads and either
losing acquisition each time the squads fired, or else
forfeiting the firepower of both squads. Of course,
I can move the mortars later on.

1 expect this to be a tough match, for it has been
50 every other time we have played it. | have tried
to position the best British squads (those with a
morale of “*8"") where I expect the greatest threat
to be mounted, They are wielding my MGs, for I
anticipate needing them to remain active moreso
than the ATRs which, at least, are both protected
by HIP and might be able to spring a surprise. |
will face a vigorous attack, and will likely be look-
ing for every kind of advantage artainable. I won't
rule out a counterattack; but that can’t happen until
I have inflicted some losses on the enemy, for they
are unlikely to leave an cpening so long as their
force maintains its cohesion.

Weutral Commentator: *‘Khamsin*' was one of the
first WEST OF ALAMEIN scenarios that Mark and
1 tried back in the winter of 1988 during the play-
test, The initial version had exactly the same infan-
iry fiorces as this final draft, but the British had nine
tanks and the Germans had 15, The Germans were
alzo rowing a SOL ATG, and were required o score
at least 15 DVP more than the British, in addition
to taking the three summils, in order to win in seven-



Figure 1: Initial British Sei-Up, Hidden units are indicated with
& red dai

and-a-half erms. The problems we had with this
scenaric were that we ran ot of Acquisition
markers, Motion markers, and so forth—and that
there was 5o much going on that it was impossible
to complete in a single siting, | rell you all thix
merely to reflect upon & scenario which we thought,
fwe years ago, to be one of the last we would ever
want te play; vet now we find ourselves spending
uncounted hours crafiing a Series Replay on it
Obviously, something went right in the playest of
“Khamsin "', and the scenario has become a joy o
experience.

The battle apens with the Germans maving in
Platoen, although they will lose thar staius as soen
as they pain LOS 1o any British unit. In this case,
with Heavy Duxt in effecr (+ 1 DRM hindrance every
ey hexes (FRUT and Light Duse [+1, FRDJ), thar
will entail meving within ten hexes of a British Con-
cealment counter. Don't look for much Defensive
Flrat Fire at infantry rargets because of these dust
modifters, especially as the Heavy Dust hindrance
will negate FEMO, The only FFMO possible here
will be when Triple Point-Blank Fire applies at an
IN-hex target, where Heavy Dust has no effect
{although the Light Dusit dr would still apply). Also,
because there is no FFMO, there will be no Inter-
diction; and due to the high dust modifiers, there
will be lirtle Residual Fire placed.

It will prove interesting to see how Mark uses the
special ammo of his vehicles, He has APCR, H and
AP depletion numbers to congsider, The Marder also
har an HE depletion number, but it would only be
an act af desperation (or possibly near the end of
the game) for this ammo o be iried; that Marder
is simply roo potent versus the AFVs and itx circled
breakdovwn number (*'11"") too susceptible to mal-
Junction to expect Mark to waste it against infantry
unless he has to scramble for firepower, To counter
the strength of those German tanks, [ expect Bill
to throw around some Intensive Fire shots. Natur-
ally, there comes a time when IF is called for, but
Bill won't alwayy wait for thar moment. 'l be quick
to pounce on fim should he break a gun or two
becase of this. After all, he has hammered me often
emaugh with such rude tactics.

But the focal poinr of thiz baitle will likely be the
close-in fighting. How many Overruns can the
British take; will their Reaction Fire save the day;
will Mark's “'sleaze tactic'' of driving a tank into
the infaniry's hex so they can’t fire outside the hex
at German infaniry moving up behind the tank to
fire point blank in the AFPh deliver the relling Blow?
Will Mac rake ous MEFT after MEFIT in CC: or will
the panzers park adiacemt and simply rip-up the
British infantry with Encircling shots ? This is going
to be @ real brawl on the desert floor,

We will be on our best behavior for this replay.
No heavy “‘chimping”, and not even any “‘tag-
feam "'f [So you won't see Bill tag Dave in when
he's looking for that crucial “eves''!] He's on his
awn this time.

As a final point, throughour this replay readers
may find it difficult ar times to undersiand some of
the DRM, as there will be many in dewble-digits and
many which seem o come _from nowhere, To allevi-
ate some of thiy confusion, we considered listing
every single modifier which came irto effect during
the game, bur that list grew so long I abandoned
the idea. When in doubt, kindly review the Dusr,
Heavy Winds, vehicle/wreck/burning wreck hin-
drance/TEM, Motion and Movement modifiers, and
the hillock rules . . . and nearly all the less obvious
should be found. Bear in mind also that we delayed
this replay long enough io incorporate the '89
Errata. Sp any reader yet to familiarize himself with
its alterations should also check there, particularly
Jfor queries concerning Reaction Fire,
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Simultaneous Initial Set-Up

Final
Serial Event DREM DR Hesull

| B.T. IM sangar in 27AA4

2 B.0, wATR IN zangar HIP in 27Z1
3 B.H. [N mngar in 28X%

4 bS5 wMTR and b.L. w/MTR IN

sangur in JEXT
b2 wiATG [N sangar HIF in 18765
Barket and B.Z, w/LMO IN sangar
in 2874
7 B.L IN samger in 2072
B B.L. wLMG IN sangar HIP in
IBAA]
9 McNamars and B B, w'HMO IN
anmgar in 2HBAS
1y B.E. w'LMG IN sangar in 2HBRE3
1l Kearney and B.Q w/ATR IN sangar
HIP in 2RO
12 A w1 in MBHEXCEM
13 MLB m 2BHWICEM
14 I-C in JEHINZCEM
15 I-D w'%-2 in ZTH1ZCEM
16 II-E in 2THLACEM
17 MLF wiA-1 in ITHYLCEM
18 1T in 2BGR2'M
1% B-B wiKubach and 0GB w/LMG in
ZHGHECEM
20 Merder m 208G WW2ICEM
21 PeIV in 2701L2CEM
11 D.E in ITGEEM
13 hW-Aa wid.N. i 27032/ CEM
4 W-CC w!Blaus and GV, w/LMG In
G4 ICEM
B D wiGG, wATR in ZEFOLCEM
¥ h-E wiG K. in 28FtI07LCEM
17 beFF wil £, w/LMG in ITR&LCEM
1i Remove Screen
19 German Sniper placed in 2827
30 Britsh Smiper pleced in ZAM 10

Following set-up of British smiper, Brilish player places Conceal-
ment cownters; C.C. in 27444, C.O. in 289, C.D. in 28X7, C.R.
in 2824, C.I in 28Z2, C. A, in JHEBS, C.J1. in J8BB3; and the
German plaver places vehiculer Conoralment counrers on all af
My wehicler.

TURN 1
German Player Turn

&ia

Sertal Event
Raily Phare
31 Wind Changes L} ME
Movemes! Phase
31 MI-A from 28HE 1w 2TN1ZCEM
{Platoos Dighands)
33 MI-B from ZEHY w0 ITNII2ICEM
3 -C from 2HI0 w ITNADICEM
3 I-E from 2THI o ITH4/2CEM
6 MI-F from 2THS 1o ITRS2CEM
317 Murder from 18G10 o 2TM12/CE'M
38 PeI¥ from ITG] w 2TMILCEM
0 10T from 2TH1 o 2TMILCEM
4 I-E fram 2732 to 27M47TM
dl  be-CC wipasseagers from 2704 1
ITMI2CEM
42 b-B wipassengers from 2AGY o
ZHLINZICEM
43 m-E wipassengers from 28F (D
TILLRACEM
44 -AA wipassengers from 2703 p
ZTLIRICEM
M-FF w/passengers [rom I7F o
2L N'CE'M
a6 11-C feoen 2ROA 1o ZRE 10720
-0 wipasseagers from 28F% o
ITKICEM

&

=
e

British Player Turn

Flmal
Serial Event DRM DR
R&I.i} Phase
Floce Gram-C w/8-1 oftboard sd), 1o
1BCC]
49 Place Grant-D affbosrd adj. to 28BEL
51 Place Crusader-A offbosrd sdj. 10
DD
51 Place Stusn offboand adj. wo 2HEE]
57 Place Crusades-B affbcard adj. vo
IEFFQ
53 Place vehicular Concealmem oo
Brinsh AFVa
54 Wind Change 1] ME

Moveriear Flue
4% Crusader-A 1o 2HAASM/CEM
36 Grant-D o ZEZ3M4/CEM
57 Grant-C 1o 2SRBS4/CE'M
58 Stusrt o IEDDTHCEM

58 Crassder-B io HEEA//CE/M

60 C.A. from 2BBES 1o 25BB6

6l ©.J, from 28BB3 10 28BS Mergs

WiC.A

German: All is procesding as planned. [ notice that
Bill is defending out in the X-hexrow, allowing my
platoon to dishand on the initial turn—but so what?
Platoon Movement didn't really slow me down
rmuch since I wouldn't lead with the halfrracks any-
way. Instead, Bill picks the spot he wants (o defend
and ignores the slender advantage accrued by keep-
ing me in platoon for another couple of hexes. With
the lay of his defense showing the strong side on
the north, | wonder whether the ATG might not be
in 28AA417 Our last playing of “*Khamsin® was &
life-and-death struggle in that region; but T can’t
really expect to be so fortunate as to think he’d put
it so far from the summits. More likely spot is
28004,

British: Well, Mark didn't head for the north like
I expected; but that is fine, for now he will be forced
1o move an extra turn in order to reach my main
line, or else will enter the field of fire of my ATG.
My tanks all head for their assigned positions. There
is no hurry o be at any one certain spot just yet,
since the enemy must twice move again, I will wait
arcund just a bit to see where they launch their
attack. Mac and his boys move up to the summit
and should be able to dig some foxholes before the
Germans arrive. In case you're wondering why Mac
didn't start the game on 28BB6, it's because he
wouldn't be able to attempt to dig a foxhole while
already in an entrenchment anyway; so I'll get more
use out of the extra sangar in 28BB3, while Mac
will be coversd by a Grant at least (which is even
hetter than a sangar)—and hopefully by a foxhaole.
I'll keep my troops dispersed to the north and east
until the Germans indicate where they are headed.
Meutral Commentator: Ar this poing, it (5 too foon
to tell where those British tanks are headed, but their
best positions wowld be HD behind the hillocks, We
will keep an eve on their next moves. The Germans
might be able to grab summit 27444 on the bounce,
and then swing back ro the north o get behind the
British. Coupled with a move by a small force into
the northwestern British rear, this could sharply
hamper Bill 's rour options. But, so far, Bill is keep-
ing his infantry in position to thwart such a move,

TURN 2
German Player Turm

Final
Serinl Event DEM DR Resalt
Raily Phase
B2 Wind Changs 5 NE
Movement Phase
63 [I-A from ITN1 0 2ITHLCE
4 TI-B from 272 0 2IT4LCE
61 I-C from 2783 0 2TTH/CE'M
66 II-E from Z7M4 o 2TTA2CE
7 T-F fram 2TRS o ZTTLLCE Liowe 7
68 11D from 27M2 10 2TRYL/CE Lose ¥
49 PzIV from 2TMI 1o ITRYL/CE Lose T
MW M-CC froen 27M5 1o 2TRSICE,
utlosd Eleas and O.¥. w/LMO Lowe 7
T m-FF wipsssengers from 2704 10
2TRVIICEM L ?
72 Marder from 27M1 10 27021 /CE Lose 7
731 1-E from 27M4 1o IT0E2'M Lowme ?
T h-AA wipassengers from 2703 1o
ITIVCEM Lowe ?
8 W-B from 28LL0 0 JTPULICEM,
unload Kubach and G.B. w/LMG Lise 7
6 B-E from 27LL o 2TPAA/CEM,
unlosd GK. Lose ?
T D-C from Z8KL0 10 2P0 Loe 7
T8 ED from 27K to ZT0NZCEM,
unload G.G. w'ATR Lo ?
Defensive Fire Phase
™ MTR fires oo 17724 +5 4 (% Mis
B0 MTH ROF fires on 2744 t4 0 (8)  Miss
Bl MTR fires o X773 +4 Tl Mis
&2 MTR ROF fires an 2TZ3 +3 65 Mis
Advarsing Fire Phase
83 IL-D MA fires on C.O +@ 11 (55 Miss

B4 I-A MA fires on C.C +12 E(5) Mis

45 [M0-B MA fires on C.C. +123 4 (3 Mia

A6 M- WA fires an C.C. +1R 9} Miss

87 [M-E MA fires oo C.C. +10 91} Miss

8% [M-F MaA fires on C.C. +2 Tl Miss

8% Pel¥ MA fires oo C.0 +131 106 Mis
Advance Phoze

W Klaus and G, w/LMG inio 2755
%} Kuboch ond G B. w/LMG inca 2TG2
9 G.G. wATR imio 2TP2

93 G.K. anw I703

British Player Turn

Firsal
DRM DH Resuh

Serial Event
Raily Phase
% Wind Change 9 MNE
Prep Fire Phoase
95 Mac and B.B. entrench +1 E&  Fail-Labor
L
W B.E entrench +«1 10 Fail-Labar
]
Movemenr Phase
97 Start from ZR0DD) o 2BCCHS4CE Loss *
98 Gram-C froen 20BES to 28BB6/4/'CE
W Gram-D from 2023 w0 YR4CE Loss T
100 T-A sttemgs Motion 2 Supcmeds;
2T
1/CE'M
101 T1-B ateempie Moton 4 Supieed:
2Ty
1CEM
1R Crssder-A fram 28445 o
2BZ9/4/C3 Lose ¥
13 I-D attempls Malion (astomatic) Succeeds:
ITRLY
LICE'M
104 P2l wtemiple Motion (asiomeaci) Succeeds:
TRIA
LCEM
115 Marder asiempes Motion (amomaric) Supceeds:
I
CEM
106 Crusudér-B from 2HEES 10
2RI I0M4CE
107 C.R. from 2874 o 2RXA Loss T
108 C.1. from 2872 o ZRZ4 IN sangar
Defensive Fire Phase
W Klava amd GV, wiLMG fiees CC, 44 %(3) KE
110 MI-E MA fires an C.C. +& G Miss
111 TM-F M4 fires om C.C. +7  Aidy  Miss
Advancing Fire Phase
112 Smarr WA fires can [1-8 +12 #(3)  Miss
111 Grazi-D ATenm fires om -4 +12 44 Miss
114 Gramt-D 75mm fires om [1-A +13 Tif M
115 Crusader-A MA fires oo PelV +U6 LS Miss
Advance Phase

116 Barker and B.Z. w/LMG ima 28Y7
German: Ho-ho! Look at this strong front line! Herr
Sisler is daring me to assault his front or flank
around him {which would eat up an extra turn, and
then he would likely shift again). I rolled for Motion
because I'm not fighting from this position and want
to avoid any lucky hits by British guns, plus this
then saves me a MP or two, My infantry unloaded
&0 that they will be able to run in on enemy positions
next tarn, a valid tactic with all this dust in addi-
tion to the confusion and uncertainty caused by all
my AFVs, which will be applying pressure on Tum
3. The defense has stiffened behind summit 28W9,
but during Bill’s AFPh I decided to use that height
as a screen to wheel the Marder into position on
Grant-Db while the bulk of the force continses to
sweep around to the southeast. Because I decided
upan this course so late in the turn, the headings
taken by some of my tanks which rolled for Motion
now have them faced in the wrong direction. Oh
well, maybe it will all confuse Bill.

I'm going to split my attack. Perhaps it will throw
the defense into some disarray, or at least provide
me some benefit when the defenders are forced to
commit their fire to one flank or the other. If I
manage to envelope them, the British will suffer
when they try to rout, s0 I'll be looking for
prisoners. Unfortunately, 1 can send only one in-
fantry leader per flank, but have no chodee as T want
o support my tanks and feel that I need 1o take two
summits at once in order to still have time to get
the third. 1 am concerned about potential enemy
units in the southeast corner, but my movement dur-
ing Turn 3 will quickly reveal any sangars located



thers, Don't ask why the in-Motion III-C fired in
my AFPh; maybe he was trying to set a record for
TH DEM, or just reacted to the rest of the MkII
line firing off their better shots,

British: | have to make a move now to stop the
enemy from turning a short corner on my left flank,
50 four tanks head out that direction—leaving my
ace, Grant-C, to nail down the defense of 2E8BB6,
If Mark comes stright in on me as the positions now
stand, he'll be driving directly onto my eight guns.
If he swings back to my right flank, the ATG will
have a field day. If he continues around to the
southeast (like I expect now), it will be vet another
tarn before he can bring effective fire on me. 5o
my guns pull up and take their Acguisition shots,
The two mortars also threw out 8 couple Acquisi-
tion shots to discourage horseplay around the
summit 27AA4. Mac and his boys missed their
initial rolls for foxhales, but the Labor status will
help next trn,

I am moving up some of my infantry, mostly to
delay the occupation of summit 28W9 (which seems
o be early on the German hit list) in an effort to
keep my ATG in the game as long as possible, If
I can keep the enemy armor several hexes away from
the gun, 1 have a distinct advantage. But if the
panzers get in close, my gun will not last long, Too
bad it appears those tanks have completely side-
stepped the 28V6 region, where I had hoped 1o catch
them in a display of unending ROF. At least by rein-
forcing summit 28W9, I will enhance the likelihood
that Mark will beef up the attack there with panzers,
thereby providing me ATG targets, Of course, T will
breathe not 2 word of such a motive to Sgt. Barker
and squad Z as they head for 28W9 to provide the
bait, although there will be medals waiting for them
should they distinguish themselves (and return),
Neutral Commentator: Ah-ha! Mark thought he 'd
stide thar AFPh shot by his H-C right past every-
aone; but § bet he just forgor thar JI-C was still in
Motion, How often does one get 1o witness a TH
roll with a +/8 DRM? This was your basic
“Ogops'" shot. But at least it added some flavor
1o the turn.

The British edge out to fight, and that means we
will be seeing some death and destruction very soon,
an one side or the other—or, more likely, on both,
Mark way alert encugh to roll for Motion on those
tanks for which he was able. Although it seems a
simple enough ploy, how many of us neglect to spot
this tactic during the course of a game ? The deed
will gain an extra hex for those tanks come his next
MFkR, in additon to making them more difficult
targets for British gunners right now, ft avoids thar
very awkward moment when, af the beginning of
the next German MPh, those fanks must spend a MP
to stari—at which moment they can be kit by an
enemy gunt which has them Acguired, and that TH
DR occurs before they are considered moving
targets. The Motion roll is a classic move, but an
effective and valwable one.

TURN 3
German Player Turn

Berlul Evenl

Phre

117 Wind Chasge 4 ME
Movemnsnr Phase

11§ -G from 27T 0 ZTHSCE ,

DEM DR Result

Heveals

sargar

118 Crussder-B B{& fires on [0-C +8 Miss

120 O-C w 272650 LICEM

121 OF-F frem 27T w0 27Y R 1/CE

132 01-E from 2TTE i ITNEICE

13 hi-FF from 2TRT 40 ITW&ICE . | .
unloed .2, = LMG

134 hi-FF o 2TVEACEM

125 Klwes and G.V. /LM fram 27585 wa
2725

126 MITRE fires on Klaos and G.¥. ]

127 0-E [roen ITOH 1o 3TXI0M

B i4)

Flace CX

1103 Miss

128

hi-AA froen 270 o 2TYTILCE,
usload G.M

12%  hi-CC from 2THS 0 2TWI0CICEM
130 M- from 2TH2 o R0 FRovoals
sungit
131 Marder freen 2702 o 2308°LCE
132 [-C from 2702 w IHTH2
133 Kubech and (3.8, &/LMG from 3702
o LY
I3 Harker and B,Z. »/LMG fires om
Kuhach and G.B—6FP =4 T {5 NE
135 G.G w/ATR from 27P2 io 28510
13 G.K. fram 20 1o 28510
137 PoIV fram ITR3 o 2TRAT . . .
138 Crusader-A MA fires on PelY +7 G4 Miss
139 FeIV 1o 2ERM2
140 II-B fram I7T4 o ZTWE']
141 M-A from 2TT3 40 27THACE . . .
142 Grant-Id 78mm fees on O1-A +85 Ty Mis
143 Grane-D 37 fires om 1A +8 L0 4y Biss
144 M-A io ITWTILM
145 Ba-E from 27P3 s ITTR/2/CEM
146 B-D from 2703 o 275RCEM
147 B-B from 2P o ITT1/3/CEM
Deferrive Fire Phore
148 MTR fires on Kwhach and G.B, +3 @ Mis
149 Spsart MA fires an [1-B +8 94 Mis
Advancing Fire Phane
150 Marder MA firea on Grant-Id +11 6 (2 Miss
151 Kobech and G.B, fires an b.5.
and b.L. +5 908 MNE
152 M-D MA fires on b.5. asd h.L. +8 il Misa
153 -0 MG fires on b.5. and
b.L.—4FP +& LR L] NE
154 M-C MG Gres on b5, and
b, L.—4FF +4 1y PTC
155 b5, mkes PTC 9 Pinsed
156 h.L. tmkes PTC 9 Plnsed
157 O.K. and G.G. fire on b5 and
b.L,.—4FP +1 L] NE
158 PzlV MG fires on Gren-D LOS
hlocked
159 PeIV MA fires on b5, and BL. =12 B8 Miss
160 IM-E MG fires on C.C.—21FPF =6 108 NE
161 Klous and G.V. fire oo C.C.—1FPF =1 B{[]. NE
i62 MI-F MG fires oo C.C.—2FF =5 34 NE
§63 [O-F MA fires oo C.C. =10 63 Mis
I64 [MI-E MA fires on Crosader-A =2 {8 Mis
165 MI-B MA fires on Crosader-A +12 B{5 Misn
Advrmee Phase
166 Klaua snd GV, w/LMG into 27AAS
1487 G.N, intoe 2TVE
168 G.Z. wlMG imo 2TWE
168 G.0. w/ATR inwo ZHTIO
1M GK e 2579
171 Kubach asd G, B, wLMG into 285
British Player Turn
Final
Serlal Event DHM DR Result
Rally Phare
172 Wind Change & KE
Frep Fire Fhare
173 BT, fires on Blsus and GV —RFF -3 95 NKE
174 MTHR fires oo Kubach and G B, +3 T Mis
178 MTH fires oo Kobach and G.B, +1 Bily Mis
176 Stuart MA fires an [M-B +3 Bl Miss
177 ATG fires oo M-I ] B 5 Misa
178 ATO ROF fires on -1 +5 4 (6) Hull Hn
iMultiple)
1% Final TE DR B NE
180 Final TE DR 7 MNE
18l ATG ROF Greas on (I-I¥ =4 & () Turrer Hit
182 Final TE DR k| Flaming
Wreck
|83 ATG ROF fires on PeIV «5 83 Misa
|84 ATG ROF firss an PeIV +4 3 (4) Turmet Hil
|85 Final TE DR 11 MNE
186 ATO ROF frm on PeIV +3 62 Hull Ha
187 Final TK DR 11 NE
188 Mac and BB, enirench 11 Fail-Labar
2
182 B.E. entrench +1 ] Fail-Labar
]
Moverment Phore
1590 Crusader-B from ZEDDILO to
ITHBLAVCE. makes Mach
Reliability DR & Passes
191 Orant-Dr gane Malon in 288
192 Marder Ma fires oo Gram-D +5 4 {4} Tarres Hit
193 Fieal TH DR 5 Wreck
14 Grunt-I¥ crew survival ] Kl
195 Crusader-A starts Mogios in
ZREY . .., mokes Mech
Reliabilicy DR a FPrases
196 I-E MA fires an Croseder-A +3 0 B Miss
197 I-B MA fires an Croseder-A +6 12 3 MA Melf
198 Crusader-A o IRZ1LACE
199 20, asamalt moves from 2065

o WY

35

200 Kuohech and (G.B. w/LMG fire on

C.O—-6&FP =21 1% NE
201 Barker and B.£. w/LMG from 28Y7

Mo sangar at 2GS

Ofrrsive Fire Phare

202 Klwas nnd G.%, wl.MG fire an

B.T.=121FP +1  7(3 HKMC
3 B.T. mkes NMC q Passes
204 M-F MG fires an B.T.—&FP +§ B(}) NE
205 T-F MA fires on B.T +1  6(2) MM
206 M-F MA ROF fires B.T. +2 B3 Mis
207 O.Z wLMG fires oo B.T—6FF +6 7(8) KE
208 ATR fires oo Crusader-A +i B Miss
20% GG, fires on Barker and B.Z,

=4FP +1 6i(l) KE
210 O-C MG fres on b.2—BFP +7 14 PTC
210 .2 takes PTC i Pusses
212 Hrizish Snsper acrivaces ] NE
213 PzI¥ MA fires HE on Crossder-A +% 2 (1) Imp Hit
214 Improhable Hit dr 4 NE
215 British Sndper actvases ] KNE
216 Kubach and G.B. fire on C.O—2FF +1 11 () KE

Adwancing Fire Phare

20T Crusader-B Ma fires on I-E +& 3 Miss
218 Crusader-A MA fires on [11-C +12 T Miss
219 Barker and B.Z. fire an G.G.=2FP  +] Gill KE

Advance Fhure
20 B.T. imo 2TAAL
121 Crusader-A buttans up
112 Crusader-B buttons ap

German: RATS! My entire left wing drove into an
ATG ambush, carefully disguised by Bill's patience
in withholding his fire, Because he didn’t fire the
gun in his DFPh, [ placed no Acquisition markers
on it (since it was still HIP in my AFPh) and so
wold have a hard time hitting it if I thought T might
want to stick around and Prep Fire at it next time.,
Well, I wouldn't do that anyway; and if it were my
ATG, I would have fired it off in Defensive Fire.
In any case, I will try to run away from it, for 1
certainly can't expect to withstand another six ROF
from the beast. [ will maneuver to take it out in
Overrun, but not on Turn 4 because the distance
is yet o great.

Losing III-D and my 9-2 was a severe blow.
Should this tank have remained in Motion once the
sangar in 2826 popped into view? I really didn’t
expect the ATG there, but perhaps the safe move
would have been wisest. But I know [ can’t win this
game with fire from in-Motion tanks, so I stopped
II1-I¥ in order to gain higher IFT and TH chances,
MWow I have the worst situation: a burning wreck
in heavy Wind, which provides absolutely no cover
whatsoever, no hindrance and not even +1 TEM
since it is still a burning wreck (just one with no
smoke), Fortunately, the lucky nail my Marder
drove into Grant-D more than evened the score,
What a relief to kill one of those monsters so early!
Bill doesn’t realize he is ahead on points right now,
for [ won't mention the death of the 9-2 until game
emd.

1 am surprised Bill came at me with infantry in
2EW9 and 28X9. Perhaps he is thinking these bays
will scare me away. Perhaps he thinks his ATG will
convince my AFVs to back down and allow his
troops to secure the summit 28W9. Perhaps he is
right. | know my tanks won't challenge that ATG
in any case. At least, not from this formation. It
looks like anather turn of movement coming up.

British: BOOOOM!! I got six shots with the 40L
ATQG, scored four hits {one of which was multiple
hits), but registered only one kill. It was satisfying
to draw first blood, but then that kill on my Grant-
D spoiled the whole turn. 1 figured it was hard to
hit and hard to kill, even for the Marder; but for
now I can’t do much more than whine about it, for
the battle continues, [ was surprised that Mark split
his force, for I though he'd do the usual and bring
everybody into my line at one point, He must have
decided summit 2EWY was ripe for the picking; but
I've made a few moves now, backed by the end of
MI-Dv, which make it look quite a bit more formid-
able. I couldn't have been happier with his posi-
tioning of the fine selection of AFVs for my ATG
to pick and choose from. After the end of I1I-D3,



Figure 2: Situation ar the end of Tam 3. Mat shown is the Marder
in X809, the PzIV in 28R and hi-D in X758,

I might have shot up the MEII since it was, after
all, one pip easier to hit, But I wanted to take out
the much more valuable and potentially more
dangerous MEIV. It was only misfortune that my
two TK rolls for it were both **11"". Maybe [ can't
kill it with a Final TE# of '4"", but I'd like to think
I can come closer than that. I'll get one more shot
at it before it starts moving next tum, so we'll see
what happens.

My C.O, with squad H moved to draw fire so
that Barker and squad Z could move around a bit.
Since the Concealment wasn't removed, I was just
about to advance on Kubach when I suddenly real-
ized the Heavy Dust doesn’t apply if the range is
zero, so C.0. would have been lost on the advance
and my opportunity to ambush Kuback would
vanish. S0, instead, C.0. and squad H stay in 28W9
1o give the German something to think about, Crver
ta the southeast, the Crusaders go out to gain HD
status, showing only their superior urrets to all
enemy units at ground level. I hope the ROF, mul-
tiple hits and small target size of these tanks will
be able to buy some time, and at least trade even
for two MEIT kills. It was a tough chodice, but I
decided to button them up due o the strength of
those enemy AFY machineguns—and also the =2
maodifier of Klaus, Squad T finally received the
order to fall back; he can't stop the whole German
army, but he has done quite well slowing them
down. I wonder whether the Germans are ready to
fight? Or will they dance around vet again?

Neutral Commentator: The Brirish ATG war
hiessed with a wonderfil rate of fire, but could not
make much of it count, [ ihink T would have gone
Jfor the M after II-D was disparched, but that's
a matier for debare. On the German side, Mark
showld ar feasr be thankfil the bulk of the panzers
are far away from the ATG. And, of course, rrading
=D for a Grant i5 a German viclory (even with
the 9-2 armor leader thrown into the equation). Now
the panzers can concentrate on rhe second Granr,
picking off the other tanks and the ATG as con-
verdence allows. But first, they 'l have to escape that
AT

I moticed that Event #I154 was the first effect
atteined by fire, after a siring of more than 30 misses
to open the game. But thar is the kind of scenario
we have here. It seems at times that the plavers are
only trying to generate Sniper attacks, what with
all those double-digit modifiers applied to 5o many
of their shors, Bur whar they are really doing is work-
ing for Acquisition and position in order to finesse
a small advantge, which might be exploited and
rrned into something worthwhile, [ loak for the
match to end relatively soon, in a flurry of activity,
when Mark realizes he can't waste any more time
darncing around.

I may be proven wrong, bur it looks fo me like
a M manewvering ta pull off some sleazy ploy
down in the southwest corner. Just where is thar guy
headed, anyvway? [ think the German should keep
his squads spread owl with ne more than one per
hex ar this stage of the game. { ree no good reason
for Mark to have rwe squads stacked together right
row. Ax for the concealed British squad H, ke had
a wonderfil idea in ambushing Kubach, bur finally
responded to the hand signals Barker was flashing.
Ar the last minwge, he realized his concealmens would
be lost were he to advance on Kubach and wisely
backed himself up onrto the summit again.

I think Crusader-A should have found a berer
rarget than HI-C for his Advancing Fire, for that
Crerman tank will elude LOS with is very firsme MP
expenditure in the next turn. Even more important,
[ would have fired Mac's 12{+3) shot ai Kubach
instead af rving to entrench. | may be proven wrong



Figure }: Siuacion ar the end of Turn 5. Noae: the sangar partialky
shows im 28AA0 | noo oocupied,

should the Brit actually dig in and turn back an
Cverrun or twa, but thar 121+ 3) simply demands
1o be rolled right now. It is also difficrelt to justify
the twe movtars firing at Kubach, They would prob-
ably have berter chances for something worthwhile
had Bill used them against 1-C, for the =1 DRM
Sorits AF on an Indirect Fire hit translates to some
harm to the tank on an IFT roll of "'4"" or less. Most
important af all, though, is why Grant-C didn't fire
its T3mm gun at either Klaus or Kubach? Looking
at all this in total, the British commander had a
rough time this urn calcwlaring his shots, or even
taking them at all in some cases, Will this come hack
fo hawnt Bill 7 Perhaps he couldn 't have scored on
any af these potential shots, bur the proper Acgui-
sitton placed on the proper targets might mean betrer
results in the upcoming turm,

TURN 4
German Player Turn

Final
Serial Even DEM DR Hesult
Rally Phare
13 Winl Change a KE
I 10-B wmemps Repasr of MA 1 Repaired
Prap Flre Phase
225 M-E MA firs APCR an Crasscder-4 a1} De
ABCR
6 O-E MA fires oo Crusader-A +4 65 Miss
&7 Eubach and G.B. w/LMG fre on
C.0.—&FP 4 {1} IMC
1R BH. mkes 2MC 5 Finned
29 Klwes and G.Y. wLMG fire oa
BT.—6 FP +3 5 {5 KE
Movemeent Fhase
130 M-C from ITZ6 o ITCCH2E - Reveals
sangar
231 Orant-C 37men Gres an [0-C +9 & 4] Miss
23 104C w0 2TDDENSE | . .
23 Crusader-B MA lires on 1I-C =0 44} Mis

24 N4 wn ITERAN

15 10-F from ZTYR w0 2TAASE

26 I-E from ITXS o ZVAATG'M

17 -8 sans Moten i 2TWE .,

BB Smar MA fires on [1-B =35 4] Muas

139 M-8 o 27ZT LM

140 O.E. msaault moves from 2ATY
o R0

2] GG wiATR msauht moves from
ETI0 w2 27U

41 D-C from JTY 10 28VT

21 [0 MG bounding fires on

B.H.—EFP +1 3N MO
I4d B.H. mkes 1MC i Rreaks
J{ELLH

W8 I-C v ZEWLDG L.
i 1C ROF MG bounding fires on

Barker and BT —4FF +3 Wik NE
W7 I-C w0 ITWLMAR
148 ATR fires on 0-C +7 1L Miss

148 [I-C po ITVIAZM
150 PV mams bowon (s ZERS |
251 ATG fires on PeIV +4 G e8] Ml
2152 PaIV w0 2TUI2
253 Marder from 1808 o 2ET10/2NCE
334 10-A from 2TWT o 27TBBSLN
2155 G.Z, wil.MG from 2TWE 10
ik 4 S
1% B.T. fires on O.Z.—FF +3 B 5 NE
5T G.Z wiLMO o 21724
256 Crusader-A CMO fres on G.E,
—4FP +4 5 (8 MNE
2% G Troen ITVE 1 2784
260 W-0C feom 2TW G 2TY HKLCEM
261 hi-AA from ITVT w 2TWINIICE™M
261 hi-FF fram 27%6 o 27XW L CE/M
263 hi-E from ITTE 1o 2TVZCEM
2 hi-B from I7T7 10 2TINVZICEM
268 hi-D from 28R 10 ITTIICEM

Difererter Fire Phase

266 Barker and B2, w/LMG fire on

G.G.=6FP +4 HBifi HMNE
167 MTE fires on Marder +5 4l Mis
4 MTR ROF fires on Mander +6 B Mix
25 MTR fires on Marder +7 &% Mis
I Crusader-B MA ROF fires pe II-C +8 7060 Misa
I7l Crusadec-A MA [ires oo [1-E +4 Bily Miss
I ATG ROF firs on I1-C +11 &5 Mis
I Geani-C Tdenm fires on Klaus

and GV, +5 RS Miss
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27 Mac and B.B. w/HMO fire on Klaus

and G.¥ .—5FF +4 10 (1} NE
Advancing Fire FPhare
275 I-C MA fires on Crassder-B e B2y Mis
2 I-F MA fires an Suari +10 B(5 Mis
27 G2 und GN, firs an B.T.—4FF +5 9 (6 MNE
278 1A MA fires on Crusader-B 1T 9% Miss
2T% PrIV MA fires HE on Crossder-A +12 11 (&) Miss

280 Marder MA fires on Crusader- A +10 Tl Miss

Fowt Phase
151 RBH. rouis o ZERBG

Advance Phase
282 PzIV unbutions
151 [-A unbutons
1584 M-C umbutians
1585 [-F unbutons
166 GV, w/LMG oo ITHB4
BT O.L w/LMG [N aengar m TTA AL
IBE Blens DM sargar mi 27A A4
RGN inmo XTI
T GG, wATR into ZEY LD
201 GE. mie 28V

British Player Turn

Final
Sarlal Event DHM DR Hesult
Rally Phase
252 Wind Change L] RE
241 B.H. wuth McMomarn +3 5 Fails
Prep Fire Phase
%4 MTR fires on Marder 12 (5] Malf
195 MTR fres on Marder =2 75 Miss
296 Crgsadec-B MaA fires on [0-C =5 95 Miss
297 Crusader-4 M firee on 0-B =5 4 (1) Turret Hit
298 Final Th DR ? Passible
Sheek
29 [M-E makes Shock DR & Shak—BU
¥ Croseder-A Ma ROF fires on PelV +7 Bid)  Mls
¥l Scuert MA fires oo 1I-C +7 G4 M
2 ATO fires oa II-F +h A1) s
3 ATG ROF fires an [1-F +h T Mas
¥ ATR fires on I[-C +7 G{d]  Miss
¥4 Crossder-a IF Ma on P21V =7 44 Mis
3 Stuen [F MA on II-C =4 LI {1} MA Malf
37 Grant-C 75mem fires an Klaus and
., +6 26 Imp Hiz
4 Imgrohenle Hit dr k] Hit
0% Resalve 12FP aguics: Klaus and G2, T 1MC
D Klaus rakes 1MC 4 Pusses
3l G.Z. mkes IMC =g~ 7T Pagses
311 Cherrean Snlper srivines L KE
313 Grane-C Ydonm ROF fires an Klaus
end G2, +5 Ja) Misa
314 Grrane-C 3Tmm fires oo T0-C +7 T4 Miss

315 BT, fires on Klas and G2 —&FF +4 6 (4) NE
316 Berker and B.E. w/LMG fire on

G.G.—6FP +3 &t NE
11T Moo and B.B. entrench 4 Fails
118 B.I. entrench +1 7 Fails

Defensive Fire Phase
319 Marder Ma fires on Crssader-a +6  5(5] Mim
1 PV MA fires HE on Crusader-A ~5 &4l M
121 ATE fires on Crassder-A =4 1243) Malf
322 Kubech, O.B. &nd G.K, fire on

b.5. and b.L.—3FF +2 6{l}) NMC
323 b5, mkes NMC 3 Praases
324 b.L mkes NMC a2 Breaks

(DM
32§ 0.0, fres oo Backer and B.Z —4FF +4 & (5 NE
326 IH-A MA fires on Croseder-B +1 101} Mis
27 IM-C MA fires om Crusader-B +d 10y Miss
324 1I-F MA fires on Sman +4 TS Mis
2% 1I-F MA ROF fires oo Stuart +3 &I Hull Hix
330 Final TK DR T Lenmsarhi-

lized
331 Tmmobilization TC for Stuarl crew T Passes
33} Klaws and G.Z. w/LMG fire 0a B.T.

=I1IFP +2 4 () 2MC

133 B.T. ke IMC 4 Breaks
el ]
Rowr Phage
554 B.T. surrenders bo G.M
Inberrogabion Alemgn =1 B Fails

335 boL. routs 1o 23RBS, [N sangar

German: My moves deliver me—luckily—from the
ATG's kill zone, and also murned the flank to the
southeast. This was tremendous good fortune for
me, as Bill's gun had caught me flat-footed. The
positioning of [I-C and Kubach forced the surrender
af the British squad T. Those four points for
prisoners might well come in handy at game end,
Bill must have felt the pressure during his Prep Fire,
for he knew [ would have two consecutive fire
phases (my DFPh and my PFPh) with his Crusaders
sitting in my sights and he squeezed off some In-
tensive Fire shots and paid the price. (“*Ha-ha"";

I'll laugh while I can, for he is usually very suec-
cessful with his IF shots.) I can't believe that I skated
through this whele m and suffered only a Shocked
tank. How long can this continue?

While the advance of the two Crusaders was an
unexpected move, | can soe that Bill has many ways
to justily the maneuver. Most important from my
perspective is that they will delay me from moving
in on the true objective: 28BBA. If I run straight
at them [ will probably lose a couple of tanks; but
if I don't, there is no guarantee I can nail the
Crusaders from my present positions. T thought that
I could, but my entire DFPh expired without any
effect on them; the Immobilization on the Stuart was
small compensation for an entire fire phase of effort.
But now that I have full Acquizsition out there, we'll
see how those Crusaders fare in my upcoming Prep
Fire; it’s time to “*“HEAT'' up this desert scens,
courtesy of the MEIV {along with some APCR from
the others), On Turn 5, 1 will mostly sit and blast
away. After that, [ must initiate a battle of motion
which will continue until the end of the game, for
it will take the remaining four mrns to work through
the enemy and grab summit 28BB6 from the Mac stack,

I'd like to claim that much of the targer switch-
ing Bill was forced to do this turn was by design
as part of my grand strategy, ut actually it ocourred
only as a by-product as I ran from his guns, swing-
ing the attack around to the right. But what a spot
to place the Marder! I was looking at the wonder-
ful shots hex 28T10 would offer at the Crusaders
and the Stuart while shiclded from the ATG and
Grant-C; so I drove right into the realm of those
blasted 50mm mortars. I hope the Field Marschal
wasn't watching. In any case, typifying my excel-
lent luck this turn, one mortar broke down and the
other fell silent when its manning half-squad broke
and ran away.

I am not at all happy about the sitation on the
southeastern hillock, where those darned Crusaders
have jammed up my attack. Perhaps [ should have
run at them this turn, but it didn’t feel like the time
was right yet. I can accept even losses, but | have
a healthy fear of their ROF and killing power against
the **4"" frontal armor of my MIII turrets_ Bill has
stung me often enough in the past with Crusaders,
so I'll try to blow them away from this blocking
position. If that doesn’t work, I will have to swarm
in on them.

British: Too bad those panrers escaped the grasp
of my ATG. I took my shot at the acquired MkIV,
but once it started to move I figured I may as well
wail 1o see where the tanks were headed in order
to use my ROF shot o align my CA where it could
remain fixed for my following Prep Fire. What ac-
tually happened was that everybody ran from sight,
50 1 had to be content shooting at the MkIT—which
is tough to hit due to its small size, motion and dis-
tance. Chasing the enenmy from this flank is a victory
of sorts, but it would have besn vastly more enjoy-
ahle to continue to whip 40mm high-velocity shells
at them. The Marder, however, has driven into a
location it has no business occupying. A few rounds
of $1mm fire ought to start scoring and, due to the
—2 DEM for Indirect Fire versus AFV IFT, the
bloody thing ought to be Shocked or Immobilized
into submission before too long. Just look at the
number of shots those two mortars are due over the
next two rns. (Too bad they were both put out
of commission so easily.)

Mac and his command declined the 12{+3) at
Kubach in Prep Fire in order to dig again. But they
continue to make the atternpt with blunted shovels,
If they can't manage to fortify that position, [ fear
they may be in for a rough time when the Overruns
start pouring in. Likewise, it was a bad break losing
the Stuart’s gun to an Intensive Fire shot—but [ can’t
moan about that now without trying to defend the
concept of using Intensive Fire itself, so I'll have
to pass on that matter until some future time when

an IF shot saves the day. The end came fast and
surg for my loner in the south—squad T. 1 feel those
bovs did their job well, for they singlehandedly tied
down Klaus for & couple of turns.

I managed to get both Crusaders through Mark's
DFPh, so now he will probably sit and shoot in his
own Prep Fire. While it would have been preferable
had 1 knocked out a tank or two of his, at least my
continued presence on this line of defense is mess-
ing up his attack. If good fortune will see me past
his upcoming fire, it will be time for me to start
scoring some kills with these, for | need—at some
point—to do better than just trade AFVs with the
enemy if I am ever to take control of this game,
That's why I am most worried about his panzers,
and am letting his infantry run around unhindered.
I still have plenty of squads to deal with his, if only
enough of his armor can be stripped away. That's
also why | switched targets after his III-E was
Shocked. It might blow up on its own, and no matter
what, it will probaly be out of the battle for a whole
turn. There are plenty of other, more-immediats
problems out there for me to deal with than that ane
Shocked tank. If I can win the tank battle, my
higgest fear—that of Overruns—will be gone. My
sangars won't stop Overruns, and any of my posi-
tions occupied by German tanks are fire-dead against
enemy infantry pouring in on the heels of the
panzers. Yes—they re coming!

Weutral Commentator: This was a furn of many
misses on both sides (especially for the Britigh). The
combsatants must move in closer, or nothing s going
to be resolved. OFf course, that’s whar Bill would
like, so I think he would have been justified in pull-
ing back a bit this turn. Bur kis stand has worked
well 5o far, and that makes it difficult to fawlr his
order to stand fast,

Notice that Barker couldn 't shoot at Kubach due
1 fiix enrrenched starus behind the hillock; they have
no LOS to each other. When the German II-C started
moving, [ expected him to go for an Overrun, but
his point-blank Bounding Fire nailed squad H and
his ROF gave him a chance ai Barker. Maybe the
Grerman commander wis giraid of repercussions had
he ventured up onto the summit, In any case, [I-C
made a safe mave and scored the first broken in-
fantry of this baitle. On the other pincer af that
artack, Klaus finally spoke up and convinced the
English to surrender. Does it look (ke I[I-C and
Kubach are too well placed to believe, ax they com-
bine to force squad Tio give up? Was this iy design,
ar merely chance ! We won't get a straight answer
out of Mark, for he is trving lo confure up some form
af mystigue {f just overheard him mumbling some-
thing about ''scourge of the desert"').

Despite my earlier promise, I won't flay Bill for
the Intengive Fire shot of the Stuwart, It reems pretty
obvious thar this ianker was overzealous. Already
down a Grant, and with kis infantry starting fo run
from the field, this was certainly NOT the shor 1o
try and recowp anything. Loss of the Stuart's gun
will be felt over the next few rurms as the enemy come
in even closer. Maybe it can be repaired,

T counter the loss of the Stuart MA, Mark affers
up his Marder by driving it into a position where
the British mortars can unload all of their muni-
tions onto it! This should be as eary a throwing the
anumeo into the febes and placing vour beits for which
round will score the kill. Did Mark think the LOS
blocked? Ir's close, but T think it looks like fe was
just distracted by smacking his lips over the easy
pickings (those Crusaders). He was caught escap-
ing the ATG trap and landed in anather, only 19
dodge the bullet again as the mortar position fell
apart. With all the Acquisition on those Crusaders,
I can’t see them surviving the German Prep Fire
next turn. The question is, however, whether the
German attack has been disrupted by the British
actions. He could have ignored this advanced line
and held fast further back (even as far as northeast



of hillock #4), but had he done 5o, the Germans
would already be assautling the summit ar 28886,
Perhapy this defense will prove a good one from
that perspective—keeping the panzers so occupied
that they fail to reach the last summit in time,

Notice that the MV fires HE on Crusader-A in
order fe acquire it without risking AP depletion for
that gun. The German commander doesn't expect
15 score g hit yet, but he {5 setting the stage for his
next turn of fire when the MENV will have a —2 Ae-
guisition and be able to lash out with AP {then H,
and finally HE, should the other rypes be depleted).
Surety something will hit with all these chances, but
Mark will still fire everyone else at Crusader-A first,
in order to preserve the special ammo of his METV
if possible. It might come in handy later versus
Grans-C.

TURN §
German Playver Turn
Flnal
Rty Phase
33 Wind Change 12 Cisats—
Yery
Heavy Cust
157 G.G. atiemw Repair of ATH 1 R?l‘.ll‘ﬂd
33 Swar attempis Repair aof Ma 3 alls
3 b5, wmempts Reawery of MTR +1 5 Fails
M) BH with McNamara =1 4 Rallys
M| IM-E resolves Shack & flap o UK
Prep Fire Phase
M2 ME-C MA fires APCR om
Crusader-8 6 (1) Deplas
APCR
MY [I-C MA fires an Crusader-B +5 104y Miss
Moveman Phasie
34 [I-F froen ITAAS w0 ITAALLCE . .
33 Cresader-B MA fres oa 1-F =7 LL{5 Mis
ME T-F o 2TAAIEICE |
M7 Crusnder-A MA fires on 1-F =8 B Min
34 I0-F Stops in 274478 |
M3 ATR fires on I0.F =1 B Miss
i I0-F MA bounding fires APCR on
Crugmder-A +5 |0 4] Depletss
APCR
351 I-F MA bounding fires an

Crusader-A +4 21 Hull{H

351 Fital TE DR 5 Flyming
Wreck

351 Briish Sniper mcrivases 4 MNE

3% 10-F turms urret to ZTAA L SCE |

355 II-F MA ROF boanding fire an

Crusader-B =6 5021 Mis
i IM-A from ITRED w ITEEVE/CE
7 GN. wILMG from 2THB4 10 27007
158 Kleus emd G2, w/LMG from 27484

o 27002
15 Q.M. wiprisoners from 2723

i 27002
360 [-E from ITAAT b 27CC4 M
361 I0-B from 2TZ7 wa ITAANLCE
6L hi-CC o TTAAY, h-FF o 27E9;

ht-Ad 1o ITYID; he-E 1o 2959,

hi-B o 2TWI0; kD i 27V
361 [-C From 27%1 10 ZEWIO . ..

e Barker and LMOG fires on [-C +3 5[5 Hull Hit
¥5 Fmal TK DR 5 NE
36 0-C o 2BX901 . . .

M1 B.Z wmkes FAATC, with Barker =t .7 Psses.
34 Barker and B.¥. Reaction Fire an

I-C—50CY =l 8 NE
30 11C MG TPB bounding fires ca

Barker and B.Z —2FF =1 6{}) K~MC
1M Barker makes NMC i Pinned
171 B.Z. makes NMC 3 Prases
172 Kubach, G.K. and G.B. w'LMG

a3l mowe From I8VY 1o

W0
MGG wATR assauh moves from

2BVI0 in 2HW 10
174 Marder from ZT1) o 2H01NICE
375 PeIV from 2TL3 eo 28V 1CE

Defensive Fire Phase
3% ATG fires on OI-F +9 105 Misa
377 Crusedes-B IF MA oo 11-F +4  Bil) Mis
ATE Grani-C Tenm fires oa TI-F +B 1005 Mis
™ Mac, BB w/HMG, B.H. and B.E.

w/LM fire an I1I-F—XFP +a  Til) HNE
3E0 Crani-C A7mm fires oo 10-F + 8 B2y Mis
3Bl Stuert MG fires an Klwas, G.7, and

0.¥.—EFP +4 Ty NME
32 Crusader-B CMG fires an M-F=RFP  +6 4 (3 NE
33 B.G. fires oo [0-F—EFP +5 85 NB

Advancing Fire Phzne
384 Kubach, G.K., G.G. and G.B.
w!LMO fire vn Barker and

B.Z.—12FF + B3] NMC
185 Harker mkeg NMC 7 Pasies
186 B2, mkes NMC 1 Breaks
18] ]
JET P21V MA fires HE an b.S. +9 Tl Miss
385 PelV Coax-MG fires an
b.5.—2MPF +4 101 NE
385 M-B MA fires on Crusader-B +& 4 (1) Turret Hit
M) Final TE DR ] MNE
Raur Phase
W1 BE. rows v IRAAS, Barker
BOCOETIPNIE S
Advance Phare
W2 G.Z mkss PAATC, with Klaus = & Passes
3 GV, rakes PAATC, with Klaus =2 -3 Passes
304 Kluas, G.7. wLMG and GV,
wiLMG into 2TBRI
35 G.N. wipnsoners mio 2700
36 Kuhach and G.B. w/LMG INo
sangar al 28X9
WY GO wATR into 2BXS
HE GK. bmo 28WE
Cenee Cromisad Phoare
¥ Klava and G.£. ve, Crusader-B—
HOCV -5 T Wreck
British Player Turn
Final
Serinl Evend DHM DR Hesult
Raily Phase
20 Wind Change B Heavy
Drast
401 b5, sempts Recovery of MTR 5 Recovesed
03 Bniart anempts Repair of MA 2 Fails
403 Barker self-rally s +5 6 Fuils
4 bL, seif-rally +1 0 Fuils
405 MI-E resolves Uncomfirmed Kall 1 Remune
UK
Prep Fire Phase
406 ATG fires on HIF +4 T8 Mis
407 ATG IF on OI-F +5 T8 Mis
408 Orant-C 37mm fires on [-F +21  5{1) Hull Hir
48 Pleal TE DR 5 T
lized
410 Immabitization TC for O-F chew 1o Fails—
Bail Cnot,
gD
411 B.0. Gres oo g [0-—AFP +3 &y PTC
A1 g 10 akes PTC ] Pinmed
413 Girem-C Thmm fres oo 01-F +2  B(ll Miss
4ld ATR fires on II-F 7 (2) Turret Hit
415 Final TK DR 11 NE
416 MTR fires o Kubsch, G.B. end G.0.  +4 T Misa
41fia Sume on 11-C +7  same  Miss
417 Mac, B.B, w/HMG and B.E. w/LMG
fire on Klaus, G.%. and G2, —
16Fp i 7 18} MNE
418 Mec, HMG and LMG ROP fire on
Klgus, O.¥. end G.7. <8FP +3 (1) MNE
419 Swart BMG and AAMG fire om
Klous, 0.¥, and G.Z.—dFPF +4 CNE}] NE
420 Sruart CMG fre on G.N.—4FP +5 A6 NE
Muvemen Phase
421 B.L. w!LMG from 20A41 w 280D Flace CX
422 B from 2RZ4 i 28RB4 Lose 7
4I3 B.H. from 2BBB6 1o ZRCCE
Defensive Fire Phase
434 Kubach, 0.B. w/LMG and G.0.
fire an b.2—12FP =T 1Li& NE
425 [-C MG fires on b5, —3FF =4 & (5] NE
426 PzIV MA fires HE an b5, +6 12 () MA Malf
437 PeIV CMO fres an b5, —4FP +4 11 NE
428 Klwus, G.¥, wLMG and G.Z.
w/LMG fire on b, 2—12FF +i 56 MNE
429 Klmos end two LMG firean b 2—8FF  +46 4 () MNE
430 QK. fires an h.5.=dFP +3 LR ME
431 M-E MA fires on b.5, +B 203 Imp Hit
4321 Improbable Hit DR 4 Misa
433 British Sniper activates 1 Targe DR
=32 for
hex 28K1
434 Brish Sniper moved oato Manber Stun—BLU
435 II-E MA ROF firee om b5 +h 6 (1) Mis
436 II-B MA fres oo Grant-C +4 102 Miss
437 1I-B MG fres on Mac, B.B. and
H.B —GF'.F' +6° X[y PTC
457w Same on Grant-C +7  same KE
438 NeMamara takes PTC L] Pusses
43 B.B. wakes FTC -1 4 Pusses
440 B.E, tekes PFTC =1 X Pusses
441 IM-C MA fres on Stuar +5 6 {4}y Bl
442 [MO-C MG fires an Stuari—AFP 6 902 KE

Rowit Phare
443 g 10 voluntary breaks and routs
ta 2TBEI

Advance Phase

+45 B.H. into IRCCY

445 B.L. wLMG ime 25045
445 B.1 IMw sanger at 28BE3
7 BG wATR i 2TAAL
448 Flip Sun on Marder o +1

German: VERY Heavy Dust! At first | was per-
turbed, for it appeared my tightening hangman’s
noose around those Crusaders had been loosened
into no more than a poorly tied three-year-old's
shoelace. Suddenly, thanks tw the +1 Hindrance
per-hex, Bill's Crusaders were out of LOS—or at
least extremely difficult to hit. 1 still thoughe 111-C
might score, but was obviously mistaken. But it all
turned out to be a blessing in disguise, for the extra
dust forced me to run right at the enemy . . . and
that's what worked. The 8-1 in III-F radioed that
both Crusader turrets were faced away from him,
buttoned-up, and that he had a clear path to run
between them for some heavy-duty death dealing,
Oh what & medal we will pin on his chest, if only
he recovers and manages to get back in his tank.
He drew the fire which might have stopped half my
force cold, and knocked out 8 Crusader to boot.
Elaus lived up to my expectations, taking out the
other one, Together, the actions of these two leaders
have given me a quite definite advantage.

The long-shots my tankers have been cranking out
caught up with them this turn, and an "“eyes” finally
gained no result on the British target but signalled
the enemy sniper to stun my Marder while a *'box-
cars"’ broke down the MkITV main armament. Both
of these shots were on that lousy British half-squad
5. {Grrrr!) This is the price to be paid when **fir-
ing from the hip'® as we do; | turned my boys loose,
so they aren't calculating percentages in advance
of each shot but instead are just shooting their shorts
off. Certainly not the most cautious or technically
perfect way to run an attack, but a lot more fun and
fast-paced, (I'd argue that it’s more realistic too;
but don't tell Bill—he'll think he has made a
convert.)

I think Bill will take some heat for putting his
Crusaders out in front like he did, but [ think he
is to be commended for successfully using tanks of
marginal quality to halt a superior force for more
than a complete turn—and even then succumbing
due only to some unusual circumstances (including
a desert storm and an enemy AFV driving unscathed
between the two to deliver a Bounding Fire CH).
I personally cannot condemn his move with those
Crusaders, for he has forced me to do something
which I declared at the outset I would not—I had
to attack them head-on. All I really planned to do
at the start was to slip past the Crusaders to nail
the Grants and score a victory. Bill didn't let that
happen.

MNow I must deal with the ATG and that remain-
ing Grant. Bill has moved his reserves forward since
it is clear I haven't the time or inclination to swing
anyone around the north flank. He still has nine
squads in my path; I am most concermed about Mac,
his HMG and that Grant. As for the ATG, we'll
see how it fares against several tons of good Denrsch
steel and iron hurled down its pipe!

British: What can I say? The dust kicked up and
the enemy came in on me. I could have used better
luck with the dice. (Maybe a little more whining
would do well.) The ironic note on the sudden in-
crease in dust density was that it forced Mark to
adopt an attack which not only brought him better
results than the Prep Fire he had surely planned,
but also, because he moved, brought his army closer
to the summit 28BB6 than it otherwise would have
been, The matter [ am most curipus about now is
whether I can rally my boys up to fight well enough
to get back into this game. It's suddenly slipping
away in the dust.

I was delighted to see the MkI'V's MA go down;
and the Stun on the Marder and immobilization of
II-F were an indication, at least, that the 215t Panzer
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Figure 4: Sinonticn ot the end of Turn &, Mot shown are the
in-Moticn German halfirncks (2TEEG-AAS)

boys are not invincible, But the recovery of his IT1-
E and the fact that Mac continues to miss with his
shots leave me looking in sad shape. Coupled with
the loss of the Crusaders, it's forced me to decide
to bring forward the reserves to see if they can
stiffen the manner in which their comrades are
waging this battle. They are also needed to protect
Barker and squad Z, who were finally flushed out
of their sangar, The return of the enemy on my right
flank was unexpected. Perhaps the ATG did not
quite get its message across on the first go-round.
I'm looking forward to a repeat performance.

Neutral Commentator: What a rum! If thar 8-1
armor leader from the MEIT can ever be dug out
af the sand, he should be rewarded by a meal with
Erwin, Sometimes this game can be infuriating when
your opponent manages to drive his AFV up adja-
cent to yours and your shots miss {even though vou
see him coming afl the way), yer he nails vou. Bt
then, that is part of what makes it so enjoyable. If
this sort af thing couldn 't happen, no one would ever
iy such a move and we ASLers would all die of
horedom—or move on ta some other game. So the
Crusaders commit their fire, vet fail to lond a hir.
All the other fire ar I1I-F was fo be with massive
modifiers, and Bill was probably correct to with-
hold it until ke saw who else might be feeling brave
and come in even closer than the IH-F did, Bur |
world certainly have taken thar Stuart MG shot on
Klaus when he moved up. It would have been an
&(+2), and such fire simply has te be made,

British squad G might have tried a Deliberate Im-
mobilization shot with his ATR, although the TH
maodifiers would have been enormous. But right new,
with [II-F abandoned, this squad might be in
position to pull a tremendous coup if only ke can
surive gome fire. At least, Mark will have to expend
some effort on these fellows; and squad G offers Bill
the hope for the kind of action he needs right now—
something brave with enormous implications. Per-
haps Bill should have opted for a “'Piper™ SMC
counter when he sar down fa play!

There is no doubt the Very Heavy Dust greatly
aided the Germans this turn. Look how the Marder
angles up for an even betrer shot, Bur T think this
AFV should have moved up even more. True, this
spet shields him from both the Grant and the ATG,
bur Mark should have expected Klaus to KO that
Crusader for ar least remain in its hex and, more
ar less, force it to leave in its following MPh), With
that Crusader handled one way or the other, the
Marder's only rarget from 280710 is the Stuare . .
the one with no main armament, [ wouldn 't have
been so cautious. And, look what happens after
Mark's statement that ke worldn 't worry abour the
Brirish Sniper. The Marder has been exposed our
here by the Sniper for quite some time, and firally
takes a hit—although only a mild one this rime
around,

Any rookies out there who want fo learn how o
clear those enemy positions when you have both
armor and infantry ar your disposal need look no
further than Events #366-#373 (followed up with the
AFPh #384-#356). There can be abour a billion vari-
ables thrown inte this kind of situation, but this is
how one does it, plain and simple. The tank runs
into the enemy location, even remaining in Motion
in order to help turn back those Reaction Fire
aftacks; and rhen the infantry moves up adjacent.
The defenders cannot fire outside their hex when
the tank locks them in, so the attacking infantry are
able o use Advancing Fire point-blank. Very effi-
clent, and very effective.

For that matter, look also at the Bounding Fire
of Hi-F, Had Mark's first shor (#350) wsed normal
AP ammo, following that miss kis only chance o

squeeze off another would have been fo claim fn-
tensive Fire. Bur it would have been a tough
decision: taking an IF shot with this tank already
enjoving a rear view of an adiacent rarger, Why risk
malfunction of a gun so well placed? Mark would
likely have done it; but, his first shot was with APCR
since the TH modifiers dictared he needed to roll
low enough to have the special ammo in order to
obrain a kit anyway, This alse nearfly doubled his
chances o ger a hit by virtue of alfowing him ro
Sfollow wp with a regulor AP shor once the APCR
was depleted. Note too, all this happened nigh in-
startaneously; our German fanker didn 't stop to cal-
culare all the modifiers, but simply drove his AFV
inte position and fired. Mark already knew what he
warnted to do, for fie is a seasoned vereran and fus
made thiy sort of move many fimes before, A prime
reason experience with the svitem oan 't help bur in-
crease enjoyment of ir.

Looking back over Turmns 3-5 now, after the dermise
af the Crusaders, it might appear that Mark was
avercautious with some of his tanks {notably HI-A
and [I-E). At this poine, it may be difficult o explain
why they skirted so for around to the southease, [
think the reasons they did so—fear of the high ROF
and TK# of the Crusaders which we have seen in
games past—fully fustifv his hesitation. ft's an
indicarion of how successfil the German Turn 5

MPh was thar these ranks were caught out-of-
position, aot prepared to explolt such a break-
through, Bur hindsight must not cloud our thinking;
had the dust storm not kicked wp and had the
Crerman PFPR or MPh not nailed the Crusaders,
those German tanks would have been well-
positioned, Finally, notice that a BU AFV musr
spend an extra MP to enter a hex during Very Heavy
Dzt since the Milfs opred ro remain so, their
mavement was somevwhat curtailed.

TURN 6
German Player Turn

Final
Serinl Evend DRM DR Result
Raliy Phare
440 Wind Change A KE
450 Swart attempix Repair of dMa 4 Pails
451 b5, afempts Repair of MTR 2 Faals
452 g 00 self-raly +2 B Fails
451 Barker self-rally +1 k] Rallys
454 B.7, with Barker =l 1 Fails
Mevempn Phase
455 FriV from 2BV e 2ENYZ
456 Pz[V Overruns b.5.—12FP +2 B IMC
457 b5 tekes |MC 1] Breaks
(DM)—
sangar Elim
450 Pl o 286

458 11-C from 2EX9 1o 28¥7T0 .
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ATG ROF fires an [I-C
I-C declares Overrum of ATG . .
AT Overran Prevention fire oo 11-C

0-C Cverruns b2 = ATG—12FP

0-C to 2RZ6 1M

Marder from 2010 o IRUT2ICE

O.K. from I8WS 1 286

0.0. wATR from 28X9 w 28Z7

0.0 w/LMG from 28X9 w 28Y7

Kebach from 28X9 o 2HYY

I0-C from ZTEBd 1o JERB1NG

I0-A from 27EET o ITEEL&/CE

II-E from ITCC4 ro 2RDDAT | .

Reveal HIFC.J, in sangar in 28008

C.J. mhkes PAATC

II-E TPB bounding Fre oo C.J.—&FP

II-E ROF TFB bounding fire oo
C.J.—2FF

I-E m ZHEEW1/5/M

-8 from 27AA3 106 2TA811,
Crverruns B.G,—16FF

B.G, mkes 2MC

OI-B io ZEBRIN /M
G.N, wiprisooers asssult moves
Irom ITDDH 1o ITEEL
G.Z, wiLMG from 2THBL 1o
Stuart M3 fires on G.2.—EFP
0.2, mkes NMIC
G.Z wlMG to I7CCL
0.V, w/LMO assauh moves from
1THET w IO
Elmus mssault moves from ITEEL
W 2TCC]
I-E from 27X6 1w 2TCCA1'CE
h-CE from 17AAY o JTEESTICE/M
te-FF from 728 i 2TEET1/CEM
Bi-k from 2TY10 b0 270D RCEM
-E from 27X9 1o ITCCH! L/ICE'M
hi<B from 2TWI0 o 27BRE/LCEM
B0 from 279 4o 2TAASLCEM

Dyfemsive Fire Phase

4%

BE B33

30
3l

L1
33

B.H. fires on Klaes, &V, and
G.Z—dFP

Klaus tskes NMC

Klaus Wound Severiny

G.Y, mkes NMC

6.7 ukes NMC

G.Y. kes LLMC
G mkes LLMC

Geamt-C 3Tmm fires oo II-C
Grant-C 37mm IF firea on H-C
Fizal TK DR

[I-C erew survival

Immohilzstion TC for I-E crew

Mz, BB, »HMG and B_E. w/LMG
fires o Kubach and G B.—16FF

Kuhach wkes | MC

G.B, mkes 1MC

Advacing Fire Phare

L]
515

5i6

5

Marder MA fires oo Gram-C

0K, 0.G. wATE and G.B.
wILMG fres oo Mac, BB, and
B.E.-8FPF

Random 5W Malfunction DR

10-A MA fires ca B.OQ.

517 Same om €,

LI

T0-A MG fires oo B,Q.—4FP

5182 Bame om C.J.—2FP

1)

I0-E MA fires oo B.Q.

518 Same on C.J.

0

10-E MG Fres co B.Q.—4FP

20u Bame on C ). —IFF
Rout Phasr

321

m
=

LT
br)
246

g.. routs 1o TTAA, IN sangar

210 mois 1o 27 AAS

b8, surrenders ta . B, | Imsermogacian
Atempt

B.G. rouls b ITW3

bl routs 1o 18008

B.E. routs o 2ZHBRS, Harker
BCOOmEnies

Adwnce Phaze

527
28

i
530

QK. o IRZS

Kotach and G B, wiLMG &
wipnaomers into 286

G.G. wiATR min 2EZ6

G.M. wiprisaners inta 2B8FFID
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T
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& (5)

1L (3]

T3
Sare

Miss

b.2 Breaks
—ATG
Balf
NE—
AR 4
AT Blim

Passes
NE

MA Maif

aMc
Breaks
(O

NMC
Passes

MMC
Wounded
Kia
Plnsed
Brenks
iRl 1]
NE
Reduced—
hecomes
&
Miss
Turret Hit
Wreck
Kia
Misa
Hull Hx
Immahi-
Limed
Passex

1M
Passes
Passex

Miass

NE
LMG

Miss
Miss
NE

!;d'm
Muss

British Plaver Turn

Final
Serinl Event DREM DR Heslf
Rally Phase
531 Wind Changs 11 NE
531 Soemm wiemges Repalr of MA 4 Fails
533 B, amempe Repair of LMG L LMO
Elim
534 TI-E atternpts Repair of Ma L
Recall
535 B, self-rally +5 4 Fuils
536 b.L. wilh Barker +3 11 Fuils
537 B.E with Barker 3 B Fails
530 b2 self-rally +3 B Faila
530 g 10 selfrally +5 B Fails
FPrep Fire Fhare
M0 ATR fires an I[-E +I 4 (5 Hull Hit
M1 Finsl TK DR a Wieck
42 N-E crew survived i LAY
543 B.Q, fires on GV, —4FF +1 9(1) NH
54 Gract-C T5mm fires an [I-B +4 94y Mis
545 Orant-C 3Tmm fires an 1I-C +7 44y Mis
546 OCraoe-C 37mm IF fires an [-C +6 T(5 Miss
7 B.H. fires on O.V.—IFP +1 93 NKE
B M, BB wHMG and BLE, w/LMG
fires nes Kubach and G.B.—16FF +2 103 NE
54 Stuart MG fires on GV, —AFP +1 T& NE
Mivemenr Phase
550 B.L, wlLMG from 2EDDE 1
ZRCCT
551 B.1 mssault moves from 2ERB3 ta
ZIHBB4
Defensive Fire Phase
352 Marder MA fires on Gran-C +% LI {6 Low
AT
553 ATR stterpis Dielibersse Tnmohili-
zatian of Orant-C +& 3 {1} Hul Hit
334 Imenobilization TC for Gram-C
Crew & Prsses
555 G.K, and GG, fires on Mac, B.B
and B B.=8FPF +5 4] NE
555 Same an Grunt-C =&  pame SE
556 Kubach and G.B fires on Muoc, B.B.
and B.E.—4FF =5 T {6) NE
556 Sarme on Orant-C =6 same NE
537 PeI¥ MO fires oc B.I.—BFF =4 B {d) NE
538 [-C MG fres on b.L.—4FP =4 T{5) DMs
Ai8a Same on Barker and B2, =31  same  DMs
555 [N-E MG fires on B.Q,—AFF =4 86 NE
55% Some on C.],—4FP =4  pame NE
560 M-E MA fires on B.Q. =5 did) M
S60a Same on C.1. «0  same Miss
56 M-E MA ROF fires on B.G. +5 TiB Mms
Stla Same on .1, +8 same  Miss
562 M-A MG fires on B, —RFP +4 Bl NE
562a Same on C.J.—IFP +4  same NE
563 O1-A MA Gres on B, *2 T2 Miss
S6da Same om .1 +5  same  Mias
564 T-B MA fires oo BH, +8 T2 Miss
565 TI-B MG fires on B.H. —dFP +5 B NE
565a Same on Sbart +6  same MNE
566 6.V, w/LMO fires on B.Q.—6FF  +2 LAY NE
Sbba Same oa 1 —IFP +2  same NE
567 1-E CMG Gres on B.J.—EFP +4 93] NE
5678 Same om £.1,—4FF +4  same MNE
Advancing Fire Phaye
568 B fires on G.K.—2FP +1 G il) NE
Rour Plase

56% B.Z. rouss INmMm sasgar in 25BR3,
Barker soccompanies
57 b.L. rouls w IEDDE

Advance Phase

571 B IMw sanger & 24BES
572 B.L. w/LMG mio XRERT

German: Yikes| Klaus, I-C and I1-E alf bite the
dust on my right flank! Coupled with the way British
squad ) and the still concealed leader in 28DD9
are laughing off my fire, this would have been a
disaster of a turn for me were it not for the gallant
efforts -C visited upon that ATG crew (and the
continued poor marksmanship of Mac's boys in
28BB6). The inherent weakness of sangars works
to my benefit, as both it and the gun are lost fiol-
lowing any Overrun which leaves my fully-tracked
AFV mobile.

But T royvally screwed up in my Rout Phase when
I sent that crew to 27AAS, Had they instead gone
to 2TZ3, the enemy squad G would have been elimi-
nated for failure to rout. Will B.G, pose a threm?
Now I must keep it under DM to guard against an
untimely return to Good Order in my rear.

I didn’t even try to repair the armament of the
MEIV, for | need his MGs in close at 28BB6. [ can't
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afford to risk a Recall on a MA repair dr of 6",
There are still six British squads out there which
I must now hammer with point-blank fire, There
is no time left to be polite about this. Only the Grant
is left to bother my tanks, so I will swarm in—and
even move the halftracks around, These will be
employed to chase any broken enemy. And I want
them close now, just in case [ need them to help
with the final assault. Losing Klaus cost me my #1
hammer, and while 1 hope my battle won't deteri-
orate to that point, 1 may need to substioute for him
with these six. With the immobilization of [11-F in-
cluded, my right flank has been reduced to three
tanks, while the left hobbles in with three (featur-
ing a Low Ammo’d and +1 TH Marder, a MkTV
with no MA, and—fortunately—the heroes in [I-C).
But at least the left flank still has Kubach and three
full squads, while the right can only draw on those
halfiracks (shudder) as they follow the lead of a
squad (3. M.) which just happens to be guarding
prisoners.

British: There is Life after Death! The 9-2 is
through; the 9-2 is through! Doesn't it alweys seem
to be that lousy 4 + 1) shot that always inflicts the
most damage? [ was delighted to finally rouse the
Grant crew with the kill on II-C, and Kearney's
lads save the day with some expert ATR marksman-
ship. Well, that's only o be expected from the
“*Sarge’'; that's why he is the one holding the flank
and not just some no-name who has yet to earn a
reputation. Unfortunately, the ATG crew must be
a whole bunch of no-names, for they fail to hit the
charging MKkII-C despite three attempts. The last
shot breaks the gun, but it matters not a bit since
the sangar is crunched and buries the gun anyway.
I think the gun was more of a threat than anything
else in this playing, despite its outstanding begin-
ning; after Turn 3, it did not contribute any German
losses to my total. It is difficult to accept what
amounted to a **joy ride”’ for this MKII, but [ just
plain missed.

However, this turn was a tremendous victory for
me—and I stand some chance of accomplishing &
total recovery. If I can have another turn similar
to this one, then I would have the advantage. That's
a lot to ask for, but it's what 1 must try for, I still
have a sound firebase around 28BB6, Kearney is
holding off the attack from the southeast (although
some Germans are bound to slip through), and I
need just ancther kill or two out of my Grant . |, .

An ATE immobilizes the Grant? Really now!
That's the same ATR which was broken a few turns
back. How come none of my weapons can be
repaired? By rights, those Germans should have
thrown that antique away instead of dragging it
around in this heat. But no, right in the middle of
& battle, they fix the bloody thing, haul it up to the
line, and shoot a lock-washer off a 28-ton tank.
Meutral Commentator: Have the British pulfed this
one ot ! The German losses this hum certainly make
things ook grim for Mark, I'm not sure ke can knock
ouf the remaining ememy with what he hars left,
unless he can somehow aveld losses for awhile. At
this point, fe needs just abour everything he has to
wipe out the stalwart Brivish. Should Bill score just
a couple more kilis, he might even go over 1o the
artack, Bur first, Bill must get some of his * Tommies ™'
o rally,

Yet the battle has not completely reversed itself.
For one thing, the hero commanding MI-C puts
his pedal to the metal, turns his glassy gaze on that
ATG, and says, ""Outa my way, or you ll be feel-
ing the toe of my iron boot! " Whereupon he prompriy
carries oul that threal, The sangar collapses, the
ATCr breaks into fittle pieces, and the Germans—
led by a MEIT and a MV with no gun—are knock-
ing on Mac s door from the west. The ATR shot im-
mobilizes the Grant; and vou can be sure Mark will
contrive to aveid the CA of that 75mm gun for the
rest of the baitle now, Bill is left spinning his urret
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around, trying fo land a shell on all important
targets, and hivting nothing, He should have settled
upon one and steck with ity he needs the Acquisi-
rion fo get a hit, and he iy just wasting fime firing
at the MEI in morion,

Off 1o the southeasr, any of you readers who have
playved against Mark will delight in seeing him forced
now to break up that infamous Board-edge Creep-
ing Ralfirack column. Those three-FP AAMGs are
vet going to add their bit of grief to this donnybrook;
and dor't forger they can alve conduct a six-FP
Chverrun, Have vou ever been the recipient of six
consecutive halfirack Overruns? Nothing ta laugh
at. But Klaus iy gone, so these flimsy vehicles must
be pul to some such use.

Since thir is supposed informaiive as well as
entertaining, lel's take a momens o consider the
details af the Overrun of that ATG. To set the stage,
the MEIV overruns hex 28X7 in order to completely
free H-C to run 1o 28¥7, The gun changed its CA
to comduct Defensive Firse Fire, bur missed, although
ir retained ROF, It then First Fired again, since If-
C spent two MP to enter 28Y7; but this afse missed
and ROF was failed, leaving a *'First Fire” counter
on the gun. Then, Mark announced an Overrun of
2826 by I-C, whereupon the ATG was able to
declare an Overrun Prevention shot, despite the fwo
previous shois and the First Fire counter, Notice,
this was not @ Reaction Fire shot, for it occurred
before the Overrun took place and used the +2
DRM for TH Case E. The crew then broke due o
their required MC {with the Chverrun Prevention shol
DR}, which also voilded the shot and cawsed the gun
te malfunction to boor (due o the +2 breakdown
DRM for Intensive Fire). Despite the failure of the
Cverrun {tself o obiain a result (DRM=+2
emplaced, + 1 Light Dust, — I Open Ground Cver-
run), the sangar and gun were eliminated due o
Overrun by a sill mebile fullv-tracked AFV,

New where, you might ask, does Reaction Fire
(D7 2) fit inte all thar? Had the crew survived the
verrun unbroken, they would have rolled a PAATC
ai that paint—and might have conducted a FPF CC
Reaction Fire attack against the M. For the gun
o be able 1o get off such a Reaction Fire shoe, it
must fire either at an in-hex targer which is not fully-
tracked, or one which was rot mobile after its Over-
run, Axsuming one of these conditions were met {or
that there was na sangar in that hex to collapse wpon
the gun) and the crew held in good order with only
a First Fire counter on the gun, its CA would change
to match the VCA of the overruning vehicle (to
2826/1 in this case) and could fire a shot at the
AFV's rear, There iy a fair chance fo hir—burt don 't
think it's all as simple as this brief sketch appears,
for there are many variables, Of course, in this in-
stance, Bill knew that H-C would eliminate the 40L
with a successful Ohverrun ard so tried to stop the
tank before it got thar far, With a *“No Fire'' coun-
ter on the gun, the only option remaining o a sur-
viving crew would have been FPF CC Reaction Fire.

TURN 7
German Player Turn
Final
Serial Eveni DHM DR Result
Rally Phase
5T Wind Change 9 NE
574 Stusn aempts Repaic of MA 6 Disabled—
Recall
595 g.Z. self-rally +] 1l Fuils
§76 g0 self-rully +#l 3 Fallys
577 b.2 self-rally =1 ] Eails
578 B.Z. with Barker <1 0 Fails
Prep Fire Phose
579 Marder MA fires on Grunt-C 43 T Mis
530 G.K end GG fires oo Moo, B.B.
and B.E =8FF +5 36y HWMC
80 Same on Oran-C +6 same PTC
58] McMemars takes NMOC B Passes
5B B.B. wkes NMC -1 11 Breaks
(D)

583 B.E. imkes NMC -1
84 Grami-C crew takes PTC

Mowereent Fhare

485 [M-E from 270C4 1o 28DD1IVG'CE
585 ATR fires on II-E -t
557 I0-E MO bounding fires oo

B.Q.—AFP+4 ERE]
557w Same an C.J. —4FF +4
SRE II-E MA boundisg fires on B, +6
5EHE Bame on ), +5
B0 I-E MA ROF bousding fires

an B, +7
E89n Same on T +3
530 IM-A fram 2TEED o 24DD9EM
51 I-A Owerrons ©J, —8FF -1
591u Swme Owerrues B0, —16FP =l
592 Kearney takes 1MC
03 B, whes IMO
504 B, takes PAATC
545 B.Q. OO Heacnon Fire—alCV +2
506 I-B from JEBEID TO IROCTES
597 Orant-C 37mm fires on -8B +id
358 [0-B MA boanding fires APCR oo

Grape-C +3
599 I-E MA bounding fires on

Orant-C +5
M) 11-B MG bounding fires on Mac,

B.B. and B.E.—BFF +3
B0a Same on Grase-C i
B0l [-B MA IF bounding fires an

Crant-C +A
B2 [-C from 2H26 o 2BCCAHDS
B3 [-C MA beunding fires an

Grraps-C -3
G4 [-C CMG bounding fires on Mac,

BB, and B.E.—AFP +3
Glda Same an Grant-C *d

605 PzIV fram 18X4 w0 28EBS
606 B.1 takes PAATC
607 PeIV MG TFE bounding fires cn
B.I1.—12FF +1
G0R B mkes NMC
6 GV, w/LMO mssalt moves Trom
ANCCT o TRODI0
810 N, wiprisooers assaull maves
fram XEFEID o ZREE1QD
611 g.10 from ZTAAS to ZTBBI
612 bi-D from 27AAS b 2TYSSCEM
613 bi-B from 27BBE w 2TY4GCEM
614 W-CC from 2TEES 1o 2HFPUECEM
613 b-FF from 27EE] o 2RFFI0ECE™M
Gl6 W-AA from 27D 1o ITFRLGACEM
617 ht-E fram 2TCCE ta 2TFF3/ACEM
fil& Buhech and O.B. wiprisoners Eroi
IEYE o IEYS ..
BL5 Mac and B.E. w/LMG fires on
Kubach and G.B. wiprisomers—6FF <1
620 Kubach takes FTC
611 G.8. mkes FTC -1
X2 Kubach and G.B. wipri
in 2ERBd
G623 Mac and LMG ROF fires on
Kukach and G.B. wiprisaners—21FP

Deferipive Fire Phase
24 B.L, wLMG fires on G.G.—6FF +3
625 Grapt-C TSmm fires an lI-F +4
426 B.H. Gres on O.¥.—4 FF +3
627 Swart MG fires on g 10—8FF +é
Advancirg Fire Phase

628 G.¥. snd G.N. fires on Kearney

and B.{).—BFP »3
62X Kearney takbes MMT
63 B.Q. takes NMC
631 Kubach and 3.8, fires on

B.I.—FP +3
632 B.1. mkes NMC

Rowr Phase
633 b.L, routs o 26FF3
634 5.2 routs o 2ZD02
635 B.Z. routs o 23BB1, Barker
BcuoEnpanles
436 BB, elimingted for fadlure o rout
637 Moc ariempts immediate Recovery
of HMO
Advance Phase
6358 G.V, w/LMG leo 28D
639 N, deploys into g.T snd g.¥.
W/ prISONers
B4 g T. iseo 28DD9
B4] g Y. inta 2BEER
g- 10 into TTAAL
0.G. w/ATE inlo 18446
O.K. into ZHAAS
G.B. deploys ineo g0} and g.P.
w/prisomens
g.P. wiprisaners [Nin sacgar
ac 2ABB3
Kubach and .0 iso 2XBBS
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LD {1}

& {5)
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T 4
B2

T
10 (5)

514}
]

i®m
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Paases

X ETTY

KE
Bfiss
Miss

Miss
LT 1TY

NMT
Fasses

Pmsses
Passes

ME
Miss
HE
MNE

KMC
Prases
Pusses

KMC
Pinned

Clope Combar Phase
64 BT, mtacks Kubach and g.0) ar 1-2
4% Huwhech and g0} amscks B af 1-2  —1
650 Hearney und B.Q. stscks GV,
ul L-1
651 GV, and g T, sitacks Kearney and
B.GQ. at l-I
652 T-A CMG anscks Kearney snd
B.1
at 14
653 mark ZEDD% with MELEE oounter

British Player Turn

Flmal

Serial Event - DRM
Rally Phase

654 Wind Change

655 B.E. atempts Rocovery of HMG

654 PeIV anempts Repalr of MA

657 B.0. self-rally +1

658 B.Z, with Harker +1

55 b2 self-rally +5
Prep Fire Phase

&%) Granc-C 3Tmm fres on 1I-B

G561 Crase-C TSmen fees on 101-F +3

il Finel TK DR
661 Grame-C TSme [F fires on II-F 4
&6d Final TE DR
665 Mes and B E. w/HMG fires an

Kubach and g0} —20FF +1
G Kobech tnkes 1MC
667 g0, inkes LMC =1

665 B.L. w/LMO Gred oa .05 —6FF +4
659 ATR fines an M-8 +3
57 Finad TK DR

671 B.H, fires on 466G —4FF +d

Movemenl Phase
672 Barker asasalt meves from ZREBR]
o XREB2
&M crew shandocs Stuart, becomes b4

Dfenrive Fire Phore
67 Marder MA Gres on Qrani-C +3
675 TI-B MA fres on Grant-C +2
676 Final TE DR
77 M- MA ROF fires aon Granl-C -2
672 Final TK DR
E7% TC Far Orant crew
680 0.0, fires on Mac and B E.—RFP =4
B0 Same on Girant-C 5
5&] MeNamara ckes NMC
65 B.E. mkes NMC =1
B4 Gront crew mkes FTC

684 [M-B MG fires <m Mac &nd B.E.
—16FP+3
McNamara wakes 1MC
B.E. wkes 1MC =1
ATR fires an Swan +3
1:E MG fires on Mec and
B.E.—16FP +5
MiMamars kes NMC
B.E. inkes NMC =1
Pzl% MG fires on Mac and B.E.—
L&FF 4
M-E M3 firss oo B.H. asd b.4—
EFP +4
b4 cakes KM
B.H. mkes KMC
IM-E MA fires on B.L. +2
G.K. fires oo Barker—4FF +3

ERER
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TEPE ¥ 23

G0 g0, rowts g 2BAAS, Kubach
II:DCI:IPII'I]D!
Advance Phase
G99 Barker inoo 2HBB3
MM B.G, wATR Eeo 2TXD
M Moo and BLE. tnke PAATC =1
M2 Moc and BE. inta 28CCT
WA B.L. w/LMG into ZREBSA
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German: This was a disturbing turn, reflecting my
losses suffered on Turmn 6, Mac shrugged off three
consecutive 16-FF attacks despite being encircled,
and then counterattacked to put the game on the line
by challenging ITT-B. Had Bill taken out that tank,
the advantage would have swung solidly over to
him—especially given the antics being played out
to the southwest, where British squad G self-rallied
and then Shocked my halftrack-B. 1 left the door
of opportunity open by screwing up my halftrack’s
move, erroneously thinking it would readily DM
squad G with Advancing Fire, having forgotten the
AAMG fire would be halved twice for Motion fire
in the AFPh (and so not even get a shot at B.G.).
Had I used Bounding Fire, or stopped or moved
adjacent to G, or simply remained adjacent to
halftrack-D 1o form a firegroup, I would have DMed
it, The only reason I didn't move adjacent to the
broken British squad was that it would have entailed
taking one Hammada Inmobilization check (a **12"
to immobilize), Such caution didn’t seem to matter
when I thought the vehicle would be able to fire for
the DM; but now B.G. is running rampant and will
be able to move to either summit on the next mrn,
which forces me to cover them both.

To the north, [ had saved half-squad F to fire on
the broken B.Z., thinking Barker's charge merely
i decoy; but then forgot to shoot in all the excite-
ment over the resistance put up by Mac in 28BB6.
I'was shocked when Barker actually came in for CC,
although he may have as good a chance with that
move as a rallied squad Z would have had of caus-
ing any meaningful disturbance.

Just a few odd comments on some of the events
of this turn: #621—Prisoners aren’t subject to
pinning directly; if its Guard were to pin, then so
would the prisoner, #62.2—This was 4 very dangerous
move, for had Kubach and squad B broken in this
position, they would have had to surrender; but it
was against only a two-FF shot, and I felt the risk
justified. #4539 and #645—CGuarding units deploy at
any time. #714—Since CC with a vehicle in the
Location is not simultanecus, I-A does not roll for
its attack on B.Q. at 1-3 odds, but at the already
reduced b.0). with the attack still a 1-2 (2.5-3).

Looking ahead, I can only say that I'm worried
ghout Mac, B.G. and the Grant now. Everybody
else dies this turn (or surrenders), But since point-
blank fire couldn't harm him, we'll have to see what
triple point-blank fire can do—although I also still
need IT-B to shoot up the Grant, Is the Marder crew

steeping? The best thing to happen for me on Turn
7 was the malfunction of the Grant's 37LL.

British: Well, well, well. What happened to the
“slinking"* German halftracks? Looks like they will
have to come out and play after all. Mark does what
I had feared and starts driving his AFVs into my
positions for the final fight. The CC in 28DD% is
working to my advantage by tying up more of his
forces than mine, but I cannot stop all these moves.
He comes straight onto my positions, and now all
my boys can do is hang tough.

Aaarrgghhhh! The Grant 37LL malfunctions.
{Copious whining.) Now it is left 1o Mac 1o take
out the MEII, I"ve decided he can’t remain in place
and take this pounding while encircled. It's incredi-
ble he has survived this long. Mac hasn't dealt out
much death and destruction (although he did finally
break someone), but at least he and squad E have
held their ground through a great deal of fire. So
I move them out, wiping out the encirclement
penalty prior w0 re-entry of the hex by sguad L.

The move by Barker may not have been a wise
decision, but I'm going for the glory here and hop-
ing to spring the prisoners. This was an easier choice
to make than it might at first appear, because [
figured my squad Z wouldn't be able to supply any
real help anyway—even if he rallied. In any case,
the real celebration is going on to the south, where
squad G is cansing turmoil among the halfiracks.

I didn’t even think twice about moving directly on
one of the two summits this turn, for I'm blood-
thirsty to charbroil one of those halftracks. This
might have worked to my advantage, for now Mark
will have o worry about both summits instead of
concentrating against only the one I would have
occupied had [ chosen that option, But none of it
will matter unless Mac and his fellows can hold.
Too bad they botched the CC. Could have used a
campfire for the cold night ahead,

Weutral Commentator; This urm plaved fike an
ASL highlight film. I won't heap any more abuse
on Mark for borching the attack on the broken
British squad G, other than to point out thar he did
do a fine job in assigning blame to the way he
handled halftrack B. 8o, of course, British B raflied
and Shocks the hr. That oughra show them! [ also
enjoved the move by Barker—ihe first brave thing
I ever saw him do. The loss of the Grant's remain-
ing gun was a key event, but none of it will matier
if Mac's marauders are going fo pass every attack
the Grermans throw their way, Encircled, they ignore
the drove of {6-FP attacks. No wonder Mac hasa 't
hurt any of the enemy this pame; he's got fo be
hugging the ground. But { can’t be too cruel, for
he did break a German half-squad this m.

The other move I particularly fiked this turm was
when the German guards remembered to deploy so
they could build up the odds in CC withour raking
the prisaners into combat with them fwhich is always
a dangerows act). The move of Kubach and half-
squad @ into 28BBS would seem odd wnder differ-
ent circumstances; but this claze to the end of the
match and with British squad [ pinned, and with
the need 1o protect the MV in the hex, Kubach had
to go in. Look what happened too—it worked like
a charm,

The refusal of Kearney to break held up a major
portion of the German manpower, It is interesting
to note et the only three positions which have held
fast for Bill have been the ones with leaders, In the
early going, Barker held back the German left wing;
Mac continues fo hold out; and Kearney has only
Just given in to overwhelming pressure fard it fook
a CC random roll followed by a mortal wound dr
ter stop him). At this point, Mac must win the game
for Bill, for I can't see squad G gaining either
summit. Not with rwo German movement phases to
#o. Mac could have staved in 2BBB6, but fe wonld
have died there. Thiz would have been ax sure as
three point-blank AFV MG shots coming right back
at him in Prep Fire, followed by MA shots on the
Grant, followed by IHI-A driving into their kex . . .
ard so forth, Too bad for Bill thar his CC DR con-
tinue to disappoint him. Elimination of -8 would
have made things interesting, as we would have
witnessed Mark throwing some furions attacks
against the British positions holding the summit
28BB6,

One other occurrence of note this turn was the
attack which forced the Grant to button up (#683),
Had the crew passed that check, the Encirclement
counter on 28886 would have remained in place
when Mac departed the hex, because the stifl CE
crew would have locked it in place—and they could
not button up until after squod L enrered the hex.
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German: The defense in and around 28BB6 finally
succumbs to the point-blank hammering. The
pasition absorbed a tremendous amount of firepower
during my Tura 7 DFPh and Turn B PFPh, which
finally overwhelmed Mac., Now my III-A and III-
E, as well as the Marder and some of the infantry,
are all freed to move on British squad G . . . so
it would be pointless for Bill to continue, Until this
tarm, it was a very close game, which seemns typical
for this scenario (at least the way Bill and [ have
played it).

British: I have yielded the field to my enemy. All
I have remaining are squad G and my troops locked
in Melee. I can't expect Mark to let anvone live
under these circumstances, and will avoid the sorry
spectacle of total annihilation in print. The end was
quick, but not totally unexpected. I was close in
points; in fact, we were separated by only a single
DVP until this Turn £ bloodbath—and the uncon-
firmed kill on halftrack-B kept me hopeful. Mark
Was Ccertain to gain more points at scenario end for
the prisoners he would collect in the northeast; but
I held open the hope that Mac and Grant-C would
survive, or that squad G might grab one of the other
summits, or that perhaps Mark would be forced to
split his force between all three summits and that
I could sneak out with a win. But for any of that
to happen, the defense in and around 28BB6 would
have to withstand even more firepower than it
already had—and that was hoping for too much.
What a slugfest it was, though!

DICE ROLL SUMMARY

German;
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The German player made 175 rolls, with a 6.949

average,

British:
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The British player made 196 rolls, with a 7.11
average,
Mare: The OC column aleo reflects OC Reaction Fire.
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CLOSING COMMENTS

German: [ think a review of the dice rolls will clear-
Iy show T had the advantage of better luck; and I
also feel my luck on Turn 4 when I escaped the ATG
and on Turn 5 when the dust kicked up were major
contributors to victory. But surely the key 1o the
entire game was that early kill of Grant-I), That was
a Jucky shot . . . but Bill had put him out front
where [ was able to squeeze in a low-odds Marder
round.

Beyond the element of luck, T felt that Bill played
a sound game. I can't fault a thing about his set-
up; the move of the Mac stack and a Grant onto
18BB6 has always made a tough position in past
playings (just as it did in this game). The single on
summit 274 A4 slowed my attack enough to make
his loss worth the price; and even summit 28W90
held out longer than I expected. Typical of this
scenario, the only way the Germans were able to
get anywhere was by forcing things to happen dur-
ing the Movement Phase. This, I think, is why the
encounter is so appealing. There are only a few
scenarios of this size in which there is so0 much close
action with AFVs, It is a game of motion, and all
of Bill's defensive moves were well-planned o force
me to make moves directly under the sights of his
guns. His gamble with the two Crusaders very
nearly locked my panzers in place on Turn 5; and
looking at the end of the game, it is easy to see that
I didn’t have that extra turn to spare. Had the
Khamsin not increased, how might the match have
been affected once the German tanks sat still to Prep
Fire on Turn 57

I think it interesting to note that we actually only
traded tank for tank, although it could be argued
that the Germans will pick up the Stuart as well,
On the infantry ledger, there was only one German
half-squad lost and the 9-2, but the British lost nine
squads and two leaders. This is the price paid for
pitting infantry against tanks. None of Bill's Re-
action Fire or CC attacks were successful. It should
be obvious that, if Herr Sisler had enjoyed a bit more
success with the dice, we would have seen the
Germans forced into a much more reckless attack.

I felt my own play was uneven. I was able to run
the kind of fluid attack [ wanted, in which Bound-
ing Fire, Overruns and point-blank fire from my
AFVs ruled the battlefield. But that's no great
achlevement in this scenario which is tailor-made
for such gyrations, The risks I wok and the mis-
takes I made were mumerous, but every time it seems
I was able (0 escape catastrophe. [ was disappointed
on the four occasions I tried the APCR ammo. But
on the shot that mattersd most, the Bounding Fire
of III-F on Turn 5, at least the APCR attemnpt
allowed me to burn a DR of **10"" and then come
back with “‘eves’” to burn the Crusader, Viewed
from this perspective, I have to admit that the APCR
served me well by allowing me that extra non-IF
shot,

British: I want to take a brief look at why [ lost,
but first will mention that Mark plaved an excel-
lent game with no major mistakes. He made some
slip-ups and was formunate to escape them without
added losses; but the point is that whenever he made
& bad move, he seemed to realize it almost instantly
and quickly reacted to address the problem, He
doesn’t carry around with him the “‘killer'" reputa-
tion that some of the other ASL grognards seem to,
but as this playing shows he will find an opening
and put the hammer down. And you will find your-
self wondering just where in the western desert did
all thar come from? But [ will have to give him some
grief about that Marder that drove into my 51mm
“kill zone'", Maybe I'll tell Erwin about it.

My initial set-up was, basically, a bad guess, for
I expected a massed attack in the north. But [ was
happy that it didn't hamper me in any meaningful
way since the ATG and ATRs were in the right

spots, and the British infantry located in the north
were easily able to move and reinforce my line once
my front had crumbled. The problem 1 did have was
that once my oops were established on the front
line, they mostly failed to deliver. [ was happy the
ATG knocked out ITI-D (and even happier at game
end when I discovered the 9-2 armor leader had died
in that blaze), but looking at the number of shots
taken by that wespon—especially those six in its
initial fire and the three against the overrunning I1-
C, shots which somewhere along the line should
have scored—I have to conclude that the gun failed
its role. Likewise, Mac and the HMG did not con-
tribute their fuir share, which helps explain why the
German infantry of this battle appear to be nearly
unscathed. I was not able to repair any weapons,
and got precious little assistance from my Sniper,
who certainly had some chances to make his
presence felt.

During the struggle, [ tried to show a bit of resolve
thave to live up to what's expected of the British
soldier, ol® chap) and put some pressure back on
the German on thres separate occasions, One was
on Turns 34 when | moved Barker and squad Z
to defend the summit at 28W9, Their position in
the sangar held for some tdme; and I'd call that a
successful move, for Mark had to expend a lot of
time and effort to force them out. My second
countersiroke also came on Turn 3 when I moved
the Crusaders forward, This probably will be the
most questioned of my mowves, if for no other reason
than because it turned out so badly for me. Frank-
ly, until the Khawrin kicked up even more dust, 1
felt my decision to be sound, for I still held the
position and was successfully delaying Mark’s
advance. Finally, the last gamble 1 wook was on Turn
T when Mac and Squad E went after III-B. But that
was a foregone decision, for my boys were doomed
to die standing where they were. They had a much
better chance of taking out III-B in Close Combat
than of surviving Mark's Turn & PFPh, MPh and
L

As mentioned often, the wind increase on Turn
5 hurt my position; and | registered a great many
AFV hits that failed to kill (15 hits, four kills); and
my CC, IFT and rally rolls were pathetic, Fortunately,
the British MC rolls were excellent {(mostly by Mac
amd Kearney's lads) and that kept me in the game.
But I was not able to get the early AFV kills I needed
and in the end was simply overwhelmed. That was
one reason it was easy for me to take those eight
Intensive Fire shots. The Overrun Prevention shet
by the ATG was a must; the Crusader-B shot on
Turn 5 was forced since Klaus was coming in any-
way': and only the Turn 4 shot by the Stuart bit back,
The two kills scored by Grant-C on Intensive Fire
probably did me more good than the loss of the
Stuart 37LL did harm—but it is really only a judg-
ment call, Looking back, it's easy to say that the
Stuart should have held its fire; but then, should
the Grant have taken those two shots which did
score? Where would my chances have stood without
the elimination of IM-C and II-F, both of which
were brought to their end by Intensive Fire?

MNeutral Commentator: With thar final shoe,
Cerman victory becomes inevitable. There have been
too many British casualties, and not nearly enough
early German losses, For a moment on Turn 6 it
looked as though the British would come back, Even
irto Twrnt 7, when Mac and Kearney held tough and
squad G self-rallied, it appeared as though Bill
cowld pull it owt. In face, this was a rypical "' Bill-
srvle'" defense, recalling past games jand one in
particular—although I can't recall the scemario—
in which his lone Commissar held off several of
Mark s platoons which had kim surrounded). Bur
this was alse a rypleal “"Mark game’", as he never
let the pressure ease, First on one side, then the
other, and finally on both simultaneously. There is

INTENSIVE FIRE SUMMARY
Serial Turm Event DR Hesult

5 4 Crussder-A fires an 5 Miss—NE
Palv

3 4 Sraen fires on 11 Miss—Ma Malf
(1R

m ! Crusader-B fires on B Miss—ME
II-F

are 5 AT fires o II-F 7T Miss-NE

d4% 6 AT fres om L-C 10 Miss-ATG Malf

S04 & Gram-C 1Tmm fires 3 Tusrer Hix
oo -

546 & Gram-C 37mm fires T Miss
oa [I-C Acquisitan

601 T 1B fires on 5 Mis-NE
Grant-C

63 T Grant-C Timm fires 3 TusretHit
on TP

a fine line between an attack which iy reckless and
bold, and one which is relentless and bold, Probably
Ao one can walk that line on its edge with perfect
leanings to one side or the other as needed in every
game, but [ feel this replay showed a fine split
benween whar is reckless and what is relentless. Mis-
takes there were, on both sides, but that is part of
the game after all. Mavbe some will gain new in-
sighty from our discussion of those mistakes as they
oecurred.

In addition to the deliberate efforts of both Bill
and Mark, there were two random variables which
influenced the play ro a degree. First was the Very
Heavy Dust which was generated on Turn 5, This
caused two dramaric changes io their plans, and
I'm not sure which was the maost influenstal. Firsr,
and most obvious, it altered the Hindrance modifiers,
Bur in my opinion, thar was less important than the
effect that prompted the second—which was Mark s
decizsion to run Fight at the British Crusaders since
the TH modifiers were suddenly 5o high he couldn 't
hir them during his Prep Fire Phase. Thar was a
simple enough decizion to take; but how many of
us would have sat and fired all guns which sill had
LOS? Maybe every player is too smart for thai; but
either way, I think it must be accepied that the
panzer attack which KOed those Crusaders was a
ke moment in the game,

The ather aspect which neither plaver could con-
trol wayr the fall of the dice. [won't go into any long-
winded staristical analveis, bur Table | shows Mark
rolling average results and Bill rolling high, Bill
Sfuiled all his CC and Reacrion Fire rolls, and even
on his TK rolls {which were near average overall)
could claim anly four kills from 15 hits, Compare
that with Mark's three kills from seven hits (the
fourth Brirish tank fell to Kiaus' CC arack),

The "'Intensive Fire Summary’’ indicates to me
that BIll made but one counter-productive shor—
that one with the Stuart—but he alvo made thres
which accomplished nothing sigrificant; and his
el ef eight such shots might have coused him more
grief than ke did, in foct, suffer. But those two kills
do lend credence to hix claim that IF is a legiimare
ploy. It might be an accurate assessment to label
every non-forced Intensive Fire shot a “potential
mistake ', But there are certain unguartifiable ruths
to ASL, such as player morale and confidence or
the experienced gamer knowing when he needs a
break to pull him through a rough spot. And since
Inrensive Fire brings a much greater chance of an
extra, “free" shot than of a malfuncrion and can
aften salvage a lost sitwation, § have 1o agree with
Bill more than disagree, After all, since a hit might
be obvained and a kill scored, and because statistical
analysis of the massive number of variables depresses
this observer, [ find ir enough ro conclude that
Intensive Fire in the desert is ¢ matter of doing what
“feels'' right.

And, afier all, isn't thar what this system is all
about?
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YICTORY CONIMTIONS: The Americans win if they Control = three ‘
Locations on each Level of Building aK2 at game end. BALANCE:

TURN RECORD CHART

MANILA, THE PHILIPPINES, 12 February 1945: With the Americans closing
in on the capital city, General Yamashita had no intention of allowing his forces
i be trapped fighting there and so ordered a withdrawal eastward. But Rear-Admiral
Sanji Iwabuchi, in command of some | 7000 naval troops stationed in Manila, was
not subject to Yamashita's control and, despite the general’s expressed wish to
evacuate the city, was determined to fight to the end. He planned no specific strategy
other than widespread demolitions and the all-out defense of formidable strong-
points in and around ancient Intramuros, the original walled settlement built by
the 16th-Century Spanish. As the American 37th Infantry Division attacked south
along the waterfront, one of the fiercest fights occurred at the New Police Station,
a multi-story concrete fortress on the corner of San Marcelino and Isaac Peral
streets blocking the route to Intramuros. The 200 Japanese there had installed
machineguns inside and out, and surrounded the building with obstacles that the
men of the 129th U.5. Infantry Regiment—veterans of the vicious fighting on
Bougainville—called the most formidable they had ever seen. Moving howitzers
into position to soften up its defenses, the Gls prepared to storm the Police Station
on the morning of the 12th.

@ The Japanese have Booby
Trap Level B on Board a.

7 Extend Game Length to

N

L

@ JAPANESE Sets Up First [256]

i AMERICAN Moves First [215]

1(2|3|4|5|6

. Elements of the 31st Naval Special Base Force [ELR: 3] set up within two hexes of aK2: [SAN: 5}
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Reinforced elements of the 129th Infantry Regiment [ELR: 4] set up on/north-of hexrow G on board(s) c/a/b: {SAN: 3}
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SPECIAL RULES:
1. EC are Moderate, with no wind at start,
2. Orchards are in season; all rules apply,

3. Prior to initial setup, the Japanese and the American plaver each place
four Rubble counters in any appropriate building hex [EXC: none may be placed
in building aK2]. Alternate the placement of these counters, one at a time,
commencing with the Japanese player,

4. The Japanese player may record any three Locations of building aK2 as
Fortified (A23.9).

5. Kindling is NA.

AFTERMATH: As the guns lifted their fire to the upper stories, the Gls rushed in
under the falling dust and debris, pushing through the tangled barricades at doors and
windows., *'Our mistake, " wrote one, **was in starting at the botrom and working up.
By the time we reached the first floor, we had a firefight on our hands . . . In one room
alone, we had to wipe out three machinegun positions, By the time we had cleared the
first floor, the Japanese wers on the second floor, destroying the staireays so we couldn't
climb up, and then cutting holes in the floor to drop grenades on us.”' Frostrated in
the atternpt to reach these last defenders, Maj.-General Robert Beighter at last ordered
the 12%th to withdraw. A few days later they re-entered, only 1w be driven oul again,
Mot until 20 February, after eight duys of shelling and fighting had reduced the station
to rubble, were the Japaness overcome. More bloody fighting followed; it was 3 March,
one manth after the 37th Division had entered the capital, before the Americans silenced
the last strongpoints. The liberation of Manila had been a brutal, costly affair, The
Americans lost over 1000 killed and 5500 wounded; 16000 Japanese troops died in the
street-fighting. And in Manila’s sprawling ruins lay the bodies of more than one hondred
thousand Filipinos who had perished during the battle for the city —at least six for every
fighting man killed.



COUNTERATTACK

ASL SCENARIO A21

YVICTORY CONDITIONS: To win, the Germans must Control building
4P6 and both 58 and 529 a scenario end, provided they have not lost

= 19 Casualty VP,

TURN RECORD CHART

ON THE VISTULA

Mear WOLA CHODKOWSEA, POLAND, 6 August 1944: As the Russian &th
Guards Army was expanding its bridgehead on the Vistula, they met with stiff
German resistance. Using the Hermann Goering Division, which had just been
brought up from Warsaw, in the lead the Germans mounted a number of counter-
attacks in an effort o eliminate the Russian toehold on the west bank. After six
German attacks failed to achieve the nesded breakthrough, a seventh assault
supported by Tiger tanks forced the situation to its inconclusive end,

BOARD CONFIGURATION:

A
N

BALANCE:
# Shorten Game Length to 8 Turns.
# Increase allowable German losses in VC to = 22 Casualty VP.

% RUSSIAN Sets Up First

2

# GERMAN Moves First

3

4

4 15|6(7|8(|9 |0

Elements of the 220th Guards Rifle Regiment, 79th Guards Rifle Division [ELR: 4] set up on/east-of hexrow N: [SAN: 4}

A 1
y X
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% 4 AT | Foxhole
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Elements of the 3rd Tank Corps enter on Turn 4 on/berween 5GG6 and 5Y1, having already expended six MP:

JBL Elements of Panzer Division Hermann Goering [ELR: 4]: enter on Turn 1 along the west edge: {SAN: 2}
-1 I— . a 4\.{,’ lﬁ L9 ?ﬂ
L R ER Bes: | S
#4568 | 548 | & B I Iu 1] _é 34 124 e -1 | 2
4 4 3 2 5 2
SPEEIAL RU'LES: AFTERMATH: With this last attuck, the German tanks moved right up to the Russian

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

2. The woods in hexes 5W9, 5XE and 528 are considered Open Ground,
although the gully therein exists normally. Building 4P6 is stone.

3. Foxholes may not be set up nor constructad in Gully hexes.

4. Russian squads have a PF availability number of “'2"" (HS/crew: ""1°").
Such 5W are considered Inherent (as per C13.31); however, the +2 TH DRM
of A21.12 applies normally. No more than four PF may be fired by the Russian
player during the course of the scenario. All other rules for PF-usage apply
normally.

positions and fired at point-blank range. Having few heavy anti-tank weapons availa-
ble, the Russians countered with grenade bundles, mines and previously-captured
panzerfausts left behind by retreating German troops, Soon the Guards found these were
oo match for the combined arms assault and called for support, which arrived in the
form of heavy Stalin tanks. By the end of the day the Germans had been halted and
the bridgehead secured, but each side had suffered heavy losses.




THE CRUX OF CALAIS

CALAIS, FRANCE, 25 May 1940: The 10th Panzer Division was closing in
on Calais, the most important port on the north coast of France. To hold it, the
British High Command hurriedly dispatched the 3rd Royal Tank Regiment and
the 30th Infantry Brigade (comprising the 2nd King's Royal Rifles and the 1st
Queen Victoria's Rifles). But in the face of overwheming aumbers and unchallenged
Luftwaffe bombardment, the defenders were soon forced back into the streets of
the city. Now followed a true tragedy, as Churchill and his commanders wrangled
over evacuating the trapped troops. Orders came for evacuation, only to be couniter-
manded at the last minute. Calais, and all the troops in it, was doomed to fall—it
was only a question of time. The 2nd KRR was given the task of holding the three
bridges over the Marck Canal separating the old and new towns., It had but a handful
of light tanks and scout cars for support, for most of the 3rd RTR's vehicles had
been disabled upon receipt of the evacuation orders, Throughout the 25th, the
British were subjected to a terrific barrage, causing many casualties and setting
fire to & number of buildings until the whole of the battalion's front was obscured
by smoke. The British replied with their only two remaining mortars, deriving scant

Vehicles, mobile or not, with functioning MA are considered the equivalent  BOARD CONFIGURATION: N
of two squads. ‘
BALANCE: N N
© Add six **?"" to the British OB,
TURN RECORD CHART # Add three 4-6-7s to the German OB,

VICTORY CONDITIONS: The German must have more Good Order
squads {or equivalents) north of the canal at game end than the British.

comfort from the explosions across the waterway. Then, at 1900 hours, the barrage
lifted and enemy infantry, led by tanks, stormed toward the three bridges simultansously,

© BRITISH Sets Up First [154]

# GERMAN Moves First [170]

END

112|13|4(5(6|7|8]9

Elements of the 2nd King's Royal Rifles and 229%th AT Battery [ELR: 4] set up north of the canal on board 23: {SAN: 3}

AT MTH
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Elements of the 3rd RTR set up north of the canal on board 23:
a7
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Elements of Infanterie Regiment (mot) 69 and Panzer Regiment 7 [ELR: 4]: set up on board 20: {SAN: 2}
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SPECIAL RULES:
1. EC are Moderate, with a Mild Breeze blowing to the Northeast at start.

2, The bridge in hex 23BBS does not exist, The canal is Deep and may not
be crossed other than at the remaining bridges.

3. Place a Blaze counter in each of the following hexes: 23W8, 2306, 23HS.
Place Drifting Smoke accordingly.

AFTERMATH: On two of the bridges, the German infantry retreated when their sup-
parting tanks were knocked out. But they managed to get across the third bridge and
overman some of the 30th"s forward positions. Germans panzers sought out and blasted
the thin-skioned British AFW¥s, although at least one panzer fell victim to British AT
fire here. Brigadier Claude MNicholson, in command of the British defenders, personally
ordered the KRR to rally and counterattack. In vicious close-range fighting in the streets
and buildings of the Old Towne, the Germans were driven back across the canal, But
it was the last victory, The next aftemoon, Micholson surrendered —3500 British soldiers
going into captivity. Two battalions of first-class troops and one battalion of armor had
been sacrificed at Calais, Was it worth it? Churchill would later write of the miracle
at Dunkirk, **Caluis was the crux . . . it is certain that the three days gained by the
defense of Calais enabled the Gravelines waterline to be held, and that without this . . |
all would have been cut off and lost, "



THE PROFESSIONALS

SL Scenario AS

PIROT, YUGOSLAVIA, April 9, 1941: On April &th, the Wehrmacht erupted
across the Yugoslavian borders. Von Kleist's armor, striking along the River Nisava
out of Bulgaria, swiftly drove a wedge between the enemy “*Troplica’” and **Drina’’
divisions. The Yugoslavs repeatedly performed individoal acts of heroism—
attacking the panzers with grenades and Molotov cocktails—but collectively the
Yugoslavian army was outclassed and scattered, its actions haphazard and dis-
organized. However, along the Nisava, the wooden bridges were invariably in
flames that first day when German troops reached them. Desperate for bridges
to link his divided command, von Kleist formed an armored advance detachment
consisting of a battalion of the 15th Panzer Regiment and two battalions of the
23rd Infantry Fegiment. He ordered this ad hoc bartle group to fan out ahead of
the main force and seize bridges along the river. Early the next morning, after
driving through the darkness, an element under command of Major Teege reached
Firot to find the bridge there still standing. With infantry dismounted from the
tanks, he swept forward to capture it.

v B 7
VICTORY CONDITIONS ; A
The German player wins immediately by having one Good Order squad Board Cﬂnﬁgl.lrahﬂ'ﬂ
and one AFV with functioning MA on the east side of the river, The
Yugoslav player wins by avoiding the German Victory Conditions. N
Ll
TURN RECORD CHART
Yugoslav Sets Up First ¥+
112(3|4|5|6|7|8 (=
# German Moves First

Cadets and Staff of the Vardar Tactical Training College set up on Board 6

-

i

- ‘“\%l AT

4L

2

ARl Elements of Panzer Regiment 15 and Infanterie Regiment 23 enter on Turn 1 on Road Hex 1111
1 r- - *%14 s 'IB
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SPECIAL RULES

1. The River Nisava is deep, with a slow current to the north, A two-lane,
wooden bridge extends from hex 703 w 70Q10,

2. To represent the ltalian-made 47mm AT guns, use the French 47mm
counters shown.

3. All Yugoslavian units may utilize Hidden Initial Placement (42.).
4. The Yugoslavian MMG and AT puns may be Bore-Sighted (78.).
5. Neither side may intentionally set fires (102.2),

AFTERMATH: The bridge lay just beyond the grounds of the Vardar Tactical Train-
ing College, a military school of some repute, As the armor entered the grounds of
the: college, the lead tank was hit by shells from a pair of Italian-made AT guns manned
by students. The tank blew up, blocking the gateway . Despite the courage of the infantry,
wha overran the enemy guns in the face of murderous fire, the Germans were unable
to dislodge the cadets from the main building. A stalemate developed as the cadets—
armed with a variety of weapons—defended the road to the bridge with surprising
fanaticism, But they themselves were pinned down by the Germans, who had surrounded
the school buildings. It was not until the early aftemoon, when more armor and another
German infantry battalion arrived to launch an assault from the north, that the surviving
students surrendered. Teege's exhausted men could finally reach the water, and they
had—throughour the contest—managed o keep the bridge intact. The professionals, though
bloodied, had wught the srudents a lesson in ractics.



A MEETING OF PATROLS

S& Scenario Ab

AT T

VICTORY CONDITIONS

The first plaver to exit six Good Order squads and one unwounded leader
off the board edge opposite his point of entry wins immediately. Should

neither be able to do so, the scenario ends in a draw.

TURN RECORD CHART

HOFEN, BELGIUM, December 26, 1944: In early December, the U.S. 47th
Infantry Regiment was moved back to *'Camp Elsenborn'* for refit and final training
of a large replacement cadre. But training and recrganization were still incom-
plete when the storm struck; on the afternoon of December 16th came confused
reports of a terrifying German offensive in the V and VIO Corps sectors. The
regiment, one of the few in reserve nearby , was immediately trucked to the vicinity
of Eupen and assigned the role of preventing an enemy penetration past the lines
held by the 38th Cavalry Squadron. Defensive positions were established along
the Monschau-Hofen-Kalterherberg ridge. The 47th's battalions installed barbed
amd concerting wire, mines, booby traps and remote flares in front of their posi-
tions. And all company commanders instituted vigorous patrolling to counter
anticipated enemy probes, On the morning of December 26th, one such patrol
from Company L of the 3rd Battalion encountered a German force which had
infiltrated during the night.

13 5

Board Configuration ‘

First Move Randomly Determined (see SSR 2)

el
J—
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Elements of S5-Begleitbataillon **Luetzow' enter on Turn 1 on Hex 5GG6:

§5 ko %z M)

10 2

Elements of Company L, 47th Infantry Regiment, %th Infantry Division enter on Turn 1 on Hex 5A6:

g3 R R 1|l

SPECIAL RULES

1. Snow Rules (111.8), not deep, are in effect. All water and marsh hexes

are considered frozen over (111.84).

2. Immediately prior to play, the German player must randomly determine,
by & single die roll, which player moves first. A roll of **1-4"" allows the German

player first move; & roll of 56" allows the American player first move.

3. All German units are 85, and are equipped with snow smocks (114.2).

AFTERMATH: The American lieutenant in command of the patrol, one of the newly
arrived 90-day wonders, had unwisely split his force when he became aware that there
were enemy in the area. He then compounded his error by leading the main element
of the patral down a frozen stream where the advance scouts were wmbushed und the
limtle calumn fired on by 55 troops hidden above. Luckily, the 55 formation had been
hastily thrown into the battle, and was consequently armed with a variety of weapons
and thus unable o muster the normally high firepower of most Waffen 55 units, The
Americans took a number of casualties while frantically scrambling for cover. Total
disaster was averted only when the other element of the patrol, led by an experienced
sergeant, aftacked the flank of the German force. With this, the 55 troops faded away
into the snow-clad forest. Quickly gathering their own dead and wounded, the GIs did
likewise. And, it was discoversd, the American liswtenant had paid for his inexperience;
he had been killed on the swream doring the first burst of fire,
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GIVING IT YOUR BEST SHOT

A Checklist for Direct Fire in SL

“*Aam for the hatches!"" became the rallving cry
of the German 37mm AT crews during the battle
for France when they met the heavily-armored
French Char Bs. In SQUAD LEADER, maintain-
ing fire discipline for AFVs and guns while factor-
ing the many DRMs can be as challenging. Does
target type, range, movement, ammo depletion, etc.,
ete. all rattle in your mind like a *'Crescendo of
Doom" T Do you become "'Cross™ figuring out all
those “*Irons'’ in your fire? If you've made your
MC for these puns, you truly belong to the grognards
of the original SQUAD LEADER system. The
decision of Avalon Hill to reprint the SL gameties
indicates there is still a strong attachment to the
original game system, notwithstanding its crazy-quilt
system of layering on more complex rules with each
succeeding gamette.

The last gamette of the system, .1, - ANVIL OF
FICTORY, tried my faith though when 1 discoversd
that (along with a host of other rules) a new, re-
vised system for the To Hit/To Kill procedure had
been instituted. [t was a much improved and realistic
method, but required me to *“unlearn” most of what
1 had struggled to master in the preceding gamettes
aver the years, So, in defense, I devised a check-
list to help organize all the latest and pertinent rules
concerning direct fire for AFVs and ordnance,

The checklist (facing page) was created to help
in three ways: first, as a memory aid in utilizing
the revised rules for direct fire; second, as a ''paper
compuier’” to assist in resolving such fire; and third,
as a record to keep track of those firing units in-
volved in combat. The “‘Direct Fire Checlklist'"
covers those rules concerning direct fire combat in-
volving AFVs and puns as provided in the SL, COf,
COD and GF rules manuals, with the latter taking
precedence. Due to space restrictions (1 wanted it
to fit on one page) the effects of Vehicle Bypass
Movement (COD 112.) were left off. Also, the Sup-
plement Rules contained in CROSS OF IRON have
not been included, since most were revised and in-
corporated into the later rules manuals. The abbrevi-
ations in the checklist correspond with those found
in the Gf manual, [Those wishing fo review the rulex
an the To Hit/To Kill procedure might wish to furn
to Mr, Mishcon's "'Comprerensive fndex”" found
in last year's ASL Annaual.}

From left to right, the checklist is divided into
three columns, The first states the modifying
action/situation that affects the unit firing and the
unit being fired upon. The second column shows
the resulting DRMs caused by this, a brief ex-
planation of the rule concerning any major limita-
tions/exceptions, and the rule reference number. In
the situation of Case A and Case B, both DEMs have
been placed side-by-side in the “'DREM Modifier/
Result’" column for the purposes of conserving
space. By no means are the rules referenced in this
column meant to do anything more than “*jog’" the
player’s memoary, helping him remember the basic
concepts. For example, the **Smoke, White Phos-
phorous'' entry requires that the player be well
versed in the specifics, exceptions and modifiers of
its effect on play. The main purpose of these entries
on the *"DREM Modifier/Result”" column is to out-
line all the revised rules o encourage the gamer in
using them to add greater realism to his play of
SQUAD LEADER.

The last column (far right) provides space for
recording up to five of the player's AFVs and/or
Guns. It is here that the DRMs that apply are
checked off under the firing unit as they oceur, The

By Ron Shirtz

player then poes back and adds/subtracts the DRMs
1o oain the required To Hit/To Kill value. In-
dividual characteristics (such as BoreSighted Hex,
One-Man Turret, Limbered Fire, etc.) would be
circled or marked under the firing AFV/Gun as they
apply. Lines in this column divided by *'/7° or
“/ " denote that two or more AFV characteristics
may be written {such as “11/11"" for the Gun
Malfunction values of the main and secondary
armament of a Grant, or *2/2/-"" for bow, co-axial
and AA MGs). A BoreSighted gun should have both
the DREM and the hex-grid coordinate written in the
appropriate box,

All the boxes that do not reflect the characteris-
tics of the firing unit should be crossed owt. This
will assist the plaver to skip past those as he checks
the DRMs during his To Hit/To Kill calculations,
Tt may take some time during initial set-up to record
these characteristics, but certainly saves some time
during play.

Vertically, the checklist is organized into several
major sections divided by thicker horizontal lines,
The first section deals with special ordnance rules
(such as Infamry Firepower Equivalent, Flame-
thrower, Cannister and Vehicular MG} that do not
invoke the To Hit procedure (save in the rare case
where such DREM may affect their results on the
IFT}, The next deals with the DREM for the To Hit
procedure, followed by a section that gives the
possible outcome of certain select TH dice rolls
(such as Critical Hit and Hit Location). To Hit dice

rolls that result in Ammo Depletion, Gun Malfunc-
tion, and so on for the firing AFV/Gun would be
noted in that unit's column. Finally, there is the To
Kill section, with again a section following describ-
ing possible results of the final TK dice roll that
would affect the target or the firing AFV/Gun should
it be subject to such a result.

The checklist should also be used by players prior
to play to decide which To Hit'To Kill rules will
be used for the scenario they have chosen. For
instance, if both playvers agree not to use the To Hit
Location rule during the game, this box would be
crossed out on each of their sheets. In the case of
the player who is the attacker, he would cross out
the BoreSighted box on his sheet since this applies
only to an established defensive umit.

I hope SQUAD LEADER players will find this
checklist a boon in operating their AFVs and Guns,
a5 well as encouraging them to use all the rules
scattered among the four rulebooks that add greater
realism to the action. 1 feel this checklist will also
prove 3 useful aid to those less experienced or new
to this marvelous game. While it will not take the
place of intensive study required to become pro-
ficient in playing SQUAD LEADER, the ‘'Direct
Fire Checklist" might help them come to grips with
the last revisions of the system without them having
to learn, unlearn and relearn as each progresses
through the “'Programmed Instruction'' of the
scenarios. Good luck . . . and may all vour shots
“go down the hatch™.
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Squad Leader Direct Fire Checklist
Aclian/Situation:

Firlreg AFY /Gum
DEM Modiflar/Result:

51

Inlartry Firepower Equivalent (IFE) and ROF

Case A & B affect IFT DR, MG fire added (144.46)

Flametrawer [Flameguns TH DR s affect IFT, TK DR, {144.47)/[147 6]
Vehicuar MG's FP 172 if mowve 1o new hex.Case A affects IFT (144.5)
Canisier (Ammo deslefion # par counter) 12 FP /2 it AFY is moving Hits in 2nd hex 148 4)
BASE TH Per To Hit Table 145.1

GuvAmmo typs Range, * L, LL, APDS, APCR, Smoke per TH table,
Limzarad lire Aeduce range level by 1, ROF reduced 10 1(103.31)
Bamesighted hax -2 Case M (78.4)

Fing outsda CA Buttoned up, (1MT) +1 Case | {B4.47)

pée hexsida changa, Case A | T (360° gun): — o1 41 +1 Samn 0
Fiing in AFP'h after changing | ST (2MT): (raaar) |21 1 {144414) | g | M

CA in MPh, Case B NT [1MT, non-360° gun): 43 +1 1 [144.413) +a

T/ET fires in APPh after move inlo hex'motion, vehicke DF

+5, (+3 Gyrostabilizer) Case C [135.5)/ [144.43)

Firer is pinned

+2 Case [(144.44)

Fra within own hax ar moving target

+2 Case E {144 45)

Irnangve fre +2 Case F (70.2) Check listings for APV limitationa.
[Detberata immobilization +3 SideBelly, +5 Rear Caso G (88.2)
Captured ardinance +2, Bi-2; use Rad TH #'s Case H (90,13)

Maving vahicle (DF or Moron tasget)

+2 Cage J {135.3)

Mawng infaniry not using Assault Movament

1 Case JF{145.1)

Mowing infaniry in Open

-1, [ -2 hazardous movernent, 142.7) Casa J?

Concaaled +2 (rain,snow B+range; 111.44,53) area fire Case K
Ldjacert -2, [-1 il 2 haxes away) Case L
Acquired -1 par fire phase, maximum of -2, Case N [69.1)

Using 1 o loss MP's or MF's in firer's LOS

+1 Case O (69.8)

Using 3 o less MP's In firers LOS

+1 Case P (69.8)

Tangel Size {vehicles, buildings/bridges)

Par vehlcular counter (64, 6) Case 0 .Bldgs. {145.4)

Turealn In target hex

Par TEM, Case R.

Targel (Gun) is emplacad

42 [145.3)

Gun in rangit, nol emplaced, Gun size < 40mm or less:

+2 [145.31) Traat as vehice ype arget[107.2-23)

Gun gize = 40mm but nol "V

- -

+1

Gun size "W

o - -

Smoke, While phosphorus

Per dr affecting LOS, [24 .6, 148,5-66)

LOS crosses vehidewrock same level/cont.slope

+1 THor IFT par hex [exc. +2 size vehicles) (144.2)

e ot AT
FINAL TO HIT DR:

Posshble AP critical hit -TH DR 2 and:

dr for < 1/2TH # {68.1) = -1 AFV rear warmor DRM

HE eritical hit - TH DR 2 and.

It TH # needed is B (145.6) = TEMs reversed (1094}

Possiole HE critical bt - TH DR 2 and:

I TH & meeded is < 7 {or bidg.} 2 + dr 1or S12TH #

Hit location [920.1-4] Turret (Underbelly- 144 6}

DA colorad die = white ds.{ + CH for underbedly hity

Hulldowm (145.2, limitations- ¥7.2):

DA colorad die = white die to hit HD turret or CH.

Hul;

DA colored die < white die, Random Immobilizaton.

Loas of concealment!HIP for AT gun

IF TH #z & {» 167.2 table drm's, 167.1-3)

Multipe hits ws. AFVs: I DA < 172 TH#,

For guna 40mm & less, ATR's. Aodl 2 TK DRs{130.5)

AP w5, Guns

Treat as Area fire with no gunshieid dem (14532 332,

AP ws. infantry in bulldings

Area fire, KIACH's and - MC's =NMC 41,0134 12-13)

Amene dephetion: HE/HEAT

Per HE, H deplaton #

Ameno deplefion: APFAPDS or APCR

Per AP, D and A depletion #

Ammo depletion: Smoke, White phosphorus

Per 5, SMWP depleton #

Ammo depletion; AFY guns of 150mm @ up

THDR 11, 12 (64.9)

Gun malfunction (Main and secondary armament)

TH DR 12 (-2 caplured oed,, intensive fire, per B &)

BASE TO KILL ROLL (x2 for FT ve. CE, OT o Adj. AFVE )

Por AP/HE Table | Fls 102,13)

Armor facing (no effect va. lamethrower 102.12)

Par frant, sise, rear, and turret armor facing DAM's,

Hull dowen asmor DRMs

OO

Haight advantaga

-1 cloged topped, -3 open topped AFV's, (77.3)

Range penelration APAPDSAPCH:

Casa Ef Use Case E and -2/ Casa F

FINAL TK ROLL:

ARV Vahicle on Fira

TEDRs 172 TK & (67.1) 102 TK#+ 1 Tred G5 # ,

e gurvival

Per CS # on counter,

Rardom immobilization (if not hull down and hud is hif)

TK DR =TK# va. side, rear & whely, dr 4,56, (66.1)

Shock, partial armaor penatration

TF [ mis=ed by 1, Grew MG, (131)

Bwun, fire vs. exposed créw

Crew MC, (BE.44,144.14), OT AFVs [144.1-13)




CONTEST IN THE CLOUDS

ASL SCENARIO A23

PLATEALU GLIERES, FRANCE, 26 March 1%44: Early in 1944 10 escape
a Vichy dragnet, hundreds of Magquis took refuge on the imposing Glieres Plateau,
a natural citadel in the Alps protected by sheer cliffs and accessible only along
narrow, twisting footpaths. The Maguis soon found themselves under siege by
the Milice and Gardes Mobiles. They managed to beat back the first attack on
20 March. There followed several small, unimaginative probing attacks by the
Wichy troops. Finally on 26 March, the Germans, tired of waiting for results,
decided to take a hand in a new assault on the platean. The battle opened at dawn
with a protracted artillery and Lufiwaffe bombardment of the Maguis® positions,
While some 500 Milice stormed one side, skilled German Alpine troops began

VICTORY CONDITIONS: At game end, the German must have more
unbroken squads (or equivalents) on Level 4 hexes than the Partisan,

TURN RECORD CHART

BALANCE:
@ Shorten Game Length wo 7 Turns,
# Partisan units are not Fanatic (sec SSR 4).

clambering up the steeper approaches.
BOARD CONFIGURATION:

A
N

L

{only besrows L-GG are playable)

O PARTISAN Seis Up First

@ PARTISAN Moves First

2

3(4|5|6|7

Elements of Theodore Morel's Maguis Battalion [ELR: 5] set up on hill hexes on board 25; {SAN: 5}

Trench
4 & LT L Lma Winalak O¥R,DBA: +4
MelAzfs|RAz|h2| 42| pol? a1k
a7 33 3 12 7 7 marsh :
7 8 4 14 24 10
factors

JdBRL Elements of Gebirgsjaeger Regiment 144, Reserve Division 157 [ELR: 4] set up on board 4; {SAN: 2}
ar El [ ] SR
Lok db S S8 R SR Tl R
12 5 2 2 2 &

SPECIAL RULES:
1. Weather is Ground Snow {E3.72) with Wet EC and no wind at start,

2. All roads are Tracks (F9.1). The bridges along the tracks are considered
wooden foot bridges; such a bridge has the capacity and TEM as given for
a pontoon foot bridge (B6.44) but may be Kindled (B6.33]1 & B6.5).

3. All non-gully, non-roed hill Crest hexsides are considered cliff hexsides
(B11.1); the highest hill depiction of each such hex bordered by a Crest hex-
side is considered to extend to the hexside [EX: hex 25M9 is considered com-
pletely covered by level 3 hill artwork]. All scrub hexes are woods, and Inherent
Terrain (B.6).

4. All Partisans are Fanatic {(A10.8), All Partisan units, and SW in the initial
Partisan OB, suffer from Ammunition Shortage (A19.131).

%, 5-2-7 squads {and their half-squads) retain their printed Strength Factor
{EXC: treat thetr morale # as underlined] and Broken morale level, but other-
wise are treated as Partisans in every way (including Replacement by two
2-2-7 HS for exceeding ELR). Partisans may neither Deploy [EXC: A20.5}

nor form multi-Location FG. The Partisans use British LMG; 5W captured-
use penalties apply only when using German SW {including the MMG in the
partisan’s original OB),

6. German units, being trained Alpine roops, are considered Commandos
(H1.24, B11.433) despite their ELR of 4.

7. Board 25 is subject to & pre-game Bombardment (C1.8).

AFTERMATH: Despite losses, the German assault from this unexpected avenue made
progress and a foothold on the peak was gained, Some sharp fighting wok place around
the newly-won German positions, as they sought to expand their hold and the partisans
sought to shove them back. Drawn by the combat, partisans from other parts of the
plateay appeared—but in the process so weakened their lines that the French Milice were
alsn ahle to bhottle their way onto the heights. The biner fighting continued throughout
the day. Finally, the partisan leadership realized that they lacked the manpower and
resources b hold the plateau against such odds, and ordered the survivors to fight their
way out that night. OFf the 458 Maquis on the Glieres ot dawn, only 42 were killed in
the battle and subsequent rerreat. Bur 83 more were capiured and eventually executed.
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WAR IN THE SHADOWS

Purtisan warfare is largely neglected in simula-
tions of World War Two; but thanks to the PARTT-
SAN! module, this fascinating dimension of combat
can now be recreated on the tactical level. This
irticke atternpts to set the scene for scenarios featur-
ing them by providing an overview of the partisans’
] war, with a look at their peculiar abilities (in terms

¥ ol ASL). Their story is rarely told, except in the

| romanticized way of movies and novels, whose
Robin Hood characters can even find time for
weddings under trees and helping lost missionaries.

=  [Inreality, where male and female partisans operated

| tagether, persistent violations of the strict celibacy

| mules were usually punishable by death. And as for
giding wandering priests, well . . .

For the purposes of this anticle, we must distin-
guish between '‘partisan’’ warfare on the one hand
gnd *‘resistance '’ on the other. In practice, the two
merpe together since the former is merely one in-

| gredient of the latier. But, for ASL, “‘partisan’’
f wirfure is deemed to be armed resistance in the
| narrowest military context—i.e., combat by
peremilitary formations against the enemy's mili-
tary of security forces. **Resistance’’ is taken to
mean all those other actitivities undertaken against
the occupying enemy, ranging from the production
and distribution of **subversive’” literature, defacing
enemy propaganda and recruiting posters, gather-
ing and dispatching vital intelligence, assisting
escaping Allied Po'W's and others attempting to fles,
o acts of sabotage, assassination, and similar
mischief-making that falls short of actually engag-
ing the enemy in combat on an organized scale, In
cengin cases, of course, some of this *'resistance’”
could be simulated on the level of ASL (for example,
the mbush of German S5 General Heydrich by
London-controlled Czech patriots, or the attack on
the Seviet General Watutin by partisans of the
Ukrainian Insurgent Army). But these, and other
less vinlent acts, nesd not concern us here, This is
no reflection on their individual importance to the
| course of the war, but rather a question of their
| Televence to ‘‘partisans’ in ASL.
| Pamisan activity is, to coin a phrase, as old as
the hills. The earliest surviving account of it dates
from the year 15 BC, when the Hirtite king Mursilius

*  complained that hostile irregulars only dared attack

his forces af night (i.e., on terms favorable to them),
There are also biblical references to guerrilla tactics
being used by Gideon and by David, while history
abounds with records (or legends of varying authen-
ticity) of such activity (for example: by Hereward
le Wake in Norman England, by William Wallace
in medieval Scotland, and then by Owen Glyndwr
in Wales, by the l4th century Swiss and their
descendants), More recent instances include the
forces of Francis Maron and Thomas Sumiter in the
War of Independence, the Portuguese and Spanish
#nd Russian partisans during the Napoleonic wars
{the Spaniards coined the term *‘guerrilla’™), the
Civil War-spawned John Hunt Morgan and John §,
Mosby and William Quantrill, the hard-riding Boer
commandoes (a war which first brought the soon
infamous policies **scorched earth’” and **concen-
tration camps™' to the military mind), the exploits
of T.E. Lawrence **of Arabia™” and the more ob-
scare Kosta Pecanac in western Serbia during the
Great War, and more recently the deeds of Mao Tse
Tung. Certainly both Lawrence and Mao achieved
considerable fame and influence from their writings
on the subject, although the credit for producing the
first major published work on the subject belongs
e —

The Partisans in ASL

By Charles Markuss

to the French officers Grandmaison and de la Croix,
Indeed, it can be argued that both Lawrence's and
Mao's own exploits have been exaggerated (the pen
is mighter than the sword after all). Certainly
Lawrence was not in the same league, when it came
to practicing guerrilla warfare, as the German
Lettow-Vorbeck (who ran rings round the Allies in
German East Africa during WW1 and was never
defeated before the Armistice). And when it came
to fighting the Japanese invaders, at least, Maa's
reputation also appears to be at variance with
the facts.

Whatever the historical achievements of the
partisan soldier or leader, he has never been popular
with {or respected by) the regular soldiers—even
by his own allies. While General Eisenhower paid
tribute to the French resistance, General Montgomery
showed no interest in nor respect for them (doubt-
less remembering his own handiwork against Irish
insurgents during the 1920s). British liaison officers
in France thought 90% of the partisans had merely
Jjoined 1o avoid the Germans rather than to fight
them, New Zealand troops in Italy were initially
scathing in reports on the partisans operating there.

Events were to show that these were over-hasty
assessments. British commandos deployed on raids
against German-held island garrisons in the Aegean
and on the Yugoslav mainland fought alongside the
partisans and came to admire their stamina, tough-
ness, and ability to move skillfully at night. The
Soviet view of the partisans depends completely on
whose side the puerrillas fought; many partisans in
Russia and the Baltic states fought against the
Soviets, while those in the Ukraine fought the
Germans and the Soviets with equal enthuisiasm,
The Ukrainian partisans were not crushed by the
Soviets until 1950, the Lithuanians not until 1952,
The Polish **Home Army"" also traded shots with
the Russians at times, and all the Polish guerrillas
of whatever political persuasion were either sup-
pressed or forcibly absorbed into the Red Army as
it moved westwards, Stalin once taunted the leader
of Yugoslavia’s communist partisans, Josip Broz
(alias **Tito'"), about their inexperience as soldiers,
yet was horrified by their extremism and over-
zedlousness. Before the hostilities, Stalin himself
had been reluctant to approve plans for any Soviet
guerrilla warfare in the event of conflict with
Germany, probably because of the threat that these
forces might pose to his regime and long-term
interests once proven successful,

Certainly some of the disdain that leaders of the
Western armed forces felt for partisans stemmed
from arrogance and the feeling that these scruffy
quasi-soldiers were inferior and unwanted rivals,
with often distasteful political views, and were, after
all, **just civilians’. The British Chief of Air Staff,
Sir Charles Portal, probably spoke for many when
he said in February 1941 that “*the dropping of men
dressed in civilian clothes for the purpose of attempt-
ing to kill members of the opposing forces is not
an operation with which [the RAF] should be
associated, ' He tried (in vain) to make agents wear
military uniforms. (Ironically, Portal was one of the
architects of Britain's controversial **area bombing'®
policy.) But while many Allied officers criticized
the inefficiency of partisans, their own regular
soldiers sometimes made bigger blunders. Many
British SAS personnel sent into France in 1944 had
no battle experience, carried only .45 calibre pistols,
and adopted a careless, high-profile posture which
led to most being captured alive by the Germans.

50 much for the “‘experts”” in irregular warfare,
Mow let's look at the practitioners,

LEADERSHIP

The partisan Leader Generation number of 7'
is among the worst of any force represented in ASL
to date; only the Soviets, Italians and Finns are
inferior. The partisans were generally burdened with
poor tactical leadership for various reasons,

Firstly, the often highly political natre of
resistance organizations wsually had a hand. Most
(but not all) of the more effective groups were com-
munist: Tito’s AYNOJ, the French FTP, the Italian
CLMNAI and, of course, those on the Eastern Front
operating as an appendage of the Red Army, On
the other hand, most regular army officers outside
the USSR were traditionally conservative or
believed strongly that armed forces should be
politically inert. As a result, good leaders with
previous military experience hardly flocked to join
the partisans, wherever located. If anything, they
were a5 often as not likely to support the right-wing
(i.e., fascist) cause, or at least maintain an ambivalent
““nentral"’ position (usually, sullen hostility), There
were undoubtably able leaders among the Soviet
partisans (despite the Red Army's desperate short-
age of such men generally), and the horrendous
casualty-rates among junior officers did not affect
the partisans quite so much since they were usually
less exposed to the full German military might, so
more were able 1o survive to become experienced
tactical commanders, By the end of 1941, the three-
to-four hundred thousand Red Army stragglers
behind German lines provided a pool of experienced
leaders, but there was an unfortunate tendency to
favor the politically reliable and obedient types. In
other regions, the successful leaders tended to be
the more determined and ruthless archetypes. As
“failure’” or disobedience usually meant death at
the hands of one side or the other, the environment
of the occupied areas ensured that partisan leaders
put their own interests (survival, and prestige) above
that of their men, This did litle to weld leaders and
men into a supportive unit.

Secondly, because the difference between plain
banditry and guerrilla warfare was subtle (if not
iotally absent) in areas like Greece, Yugoslavia,
Albania, parts of France and Italy, and even in
Russia, legions of high-caliber recruits (those who
would become officers and NCOs in regular forces)
were not won over to it. In many parts of the
Balkans, there was actually a long tradition of
resarting to banditry when times werse hard. The
French FTP alicnated large sections of French
society through its ruthlessness towards alleged
““collaborators™”; they centainly had too few leaders
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with any previous experience of command and were
probably typical of most partisan "“armics "', Excesses
were too often the norm for the guerrilla forces,
none of which boosted the image of the partisans
in the eyes of the conservative and traditionalist
elements that were a rich potential pool of good
leaders. To these, the Axis occupation was often
the lesser of two evils (especially where the per-
ceived alternative was Communism), Consequently,
large segments of society shied away from the armed
partisans, since joining them promised no tangible
gains but merely risked the loss of oo much that
wias too precious. Better to channel one's resistance
into more palatable courses of action,

Thirdly, those regular or specially-recruited
officers sent to assist the guerrillas were too scarce,
untrained, and often lacking in the peculiar qualitics
that were needed to command men in this ruthless
type of warfare however good they may have been
as explosives experts, instructors, linguists or spies.
Although the Soviets apparently set up some 13
training centers for partisan leaders and their staffs
arcund Voronezh (behind the German lines) alone,
dwelling on the finer points of infantry tactics was
not, we can be sure, on the curriculum, Certainly
British agents rarely attempted to lead partisans in
action, and only ever used their own weapons in
self-defense, What leadership the partisans enjoved
in combat situations had to come from their own
ranks,

Fourthly, there was the deliberate policy on the
part of occupying powers to fry to erradicate
potential resistance by killing or imprisoning proven
enemy leaders, and this further depleted the avail-
able pool of leadership material for the partisans,
Both the Axis powers and the Soviets dealt with the
intelligentsia of occupied territory in this manner
(and even cooperated for a time, in the case of
Poland). OF course, the western European powers
did the same in their Southeast Asian colonies before
the war to curb the rising nationalistic sentiments
there. In some cases, they then tried to repair the
damage at the 11th hour to combat the Japanese,
but by then it was often too late; the Japanese were,
naturally, keen to keep such potential guerrilla
leaders behind the bars where the democracies had
placed them.

Fifthly, those individuals who did become partisan
combat leaders often owed their position to their
political skills within the party hierarchy, or simply
to their own luck in surviving the initial fighting
in their lands. Such men were not necessarily the
best leaders when the shooting started. But the par-
tisan organizations took what they could get in the
way of recruits. Then there were the competiting
organizations, The factionalism (owtside Russia at
least) so common among the rival partisan groups
hardly made for the efficient pooling of human
TESOUTCES.

Lastly, all these problems of effective leadership
were compounded by the shortage, if not total
absence, of radios; there was no safe, quick and
reliable means of communication. In mid-1942, just
10% of the Soviet partisan bands were in radio con-
tact with the Soviet High Command, and by 1944
it was still only abowt 45 %, It is safe to assume that
at the lower, tactical levels the partisans used crude
and dangerous methods, An example of how this
affected leadership can be shown by the large
number of Polish insurgents killed while attacking
the Okecie airfield near Warsaw in August 1944,
Recall orders failed to arrive in time to stop some
understrength formations from atacking alone
without the planned support of other units which
were delayed en route. When the countermanding
orders did arrive, even more partisans were lost in
the ensuing confusion.

In the final summation, it may be that the LG
number, and quality of leadership in published
scenarios, for the partisans may even be higher than
Justified,

MANPOWER

Although partisan ‘‘squads’' are, typically,
represented by the 3-3-7 counters, some ASL
scenarios have used the 5-2-7 Soviet squad type to
represent the “‘elite’” partisans with the pick of the
weapons {automatic, presumably). Mostly, how-
ever, only 3-3-T MMC will be deployed onboard.
The partisans’ low firepower is a symptom of three
characteristic shortcomings: equipment, ammuni-
tion, training.

Despite the portrayal of partisans in wartime
propaganda as armed to the tecth (bent double under
the weight of weapons and belts of ammunition
wrapped around them), they were usually anything
bait. Initially, most weapons came from the flotsam
of defeated regular foress, themselves equipped with
largely obsolete weapons. The bulk of the early par-
tisan TO&E was made up of bolt-action rifles of
1914 vintage that had escaped the round-up by vic-
torious Axis forces. Those supplied by the parti-
sans” allies and those captured (gradually) from their
enemies were often cast-offs too. Although Tito
believed that **if you need something, go out on the
road and get it from the Germans™’, his own forces
could not meet all their needs from this source and
eventually manufactured some of their own
weaponry in a factory at Uzice. The Polish Home
Army (despite making some weapons Tight under
the noses of the Germans) had to send some of its
troops into battle during the Warsaw Uprising
withowt firearms; they were to take captured
weapons of those of fallen comrades. Indeed, the
Poles even made grenades from explosives salvaged
from unexploded bombs, shells and **Goliaths''.
When officers in Burma belately organized partisan
forces among the hill tribesmen to fight the
Japanese, their only weapons were a few Italian
rifles captured by Britain in North Africa, and the
local blowpipes, bows and crossbows. The partisans
of BEurope also received captured Italian stocks in
1942-43 because the British War Office refused to
release anything better.

The 3-3-7 squads represent men armed with these
scrapings from the military barrel, while the 5-2-7s
depict the more fortunate armed with “‘cheap and
nasty"" weapons like the British Sten or iis foreign
equivalents. The British did eventually drop vast
numbers of these automatics to the partisan forces
they supported, primarily because they were cheap
{about 16 times less expensive than the US-made
Thompson SMG) and because they could use Axis-
made ammunition. The Sten was the ideal partisan
weapon, being easy (0 conceal, operate and main-
tain (to the extent that the Danish resistance, the
Chinese and even the Germans made copies), but
the SMG lacked range. And the Sten, despite all,
was in constant short supply. Although the French
partisans received almaost 76000 of these (plus 27025
pistols, 9420 rifles, 2538 Bren LMGs, 285660
grenades, and 183 tons of explosives) before D-Day,
the bulk of their half-million partisan fighters carried
just two grenades and a Model 1914 French army

rifle each.
Another reason for the low firepower factors of

the partisans is the fact that they were generally very
short of ammunition. All partisan formations

expericnced logistical problems, for there were few
regular supplies to amass large stockpiles or replace
those captured by the enemy. Too, transport for
ammunition was scarce, unreliable and dangerous.
Most of what was used in combat was carried by
the soldiers themselves. Despite all the Allied
airdrops before D-Day, the French partisans
suffered a chronic shortage of munitions because
50 much had o be left unrecovered (or had fallen
into German hands). Upon rising in Paris, most of
the FFI troopers had just one magazine of SMG am-
munition, The Polish insurgents began the Warsaw
Rising with just three days supply of ammunition
(but in the event they fought on for 63 days) since
the condition of their secret caches of 1939 had
deteriorated considerably by 1944, Elsewhere, in
Russia, the partisans' need to remain mobile and
undetected cancelled out whatever logistical support
that the Red Air Force could offer, and there is no
reason o suppose (despite propaganda) that short-
ages were any less severe.

Third, a lack of firearms training aggravated the
ammunition shortages and cansed other roubles. All
partisans wasted ammunition, and led one French
commander to complain that his men shot too much,
without aiming, and often without even a target.
Shooting from the shoulder was not practised and
weapons were fired well bevond their effective
ranges, even though ammunition was scarce.
Although the French FTP in the region of Tulle
(scene of Scenarios #27 and "89-D1) had received
a flood of weaponry from the Allies in the first six
manths of 1944 (compared to the trickle sent pre-
viously), they had no instructors 5o training was by
trial and error. It proved to be expensive in lives
and resources, and obviously inefficient, Even
allowing for the ammunition shortages, live firing
practice was understandably difficult (if not impos-
sible) in mamy areas due to the dangers of discovery.
Many, if not most, partisans learned to shoot only
against a live {enemy) target rather than by more
conventional and safe methods, Inevitably, many
casualties were cansed by inexperience (unwittingly
getting in the line of “'friendly’’ fire or by using
the wrong drill when using explosives or grenades);
the attack on Tulle is a prime example.

The generally poor weapons training apart, the
miserable range factors of the partisan MMC in 451
stems from poor or non-existent tactical leadership,
little or no unit cohesion, and an over-zealousness
based on an ignorance of their own shortcomings.
The absence of communications of the type available
to most regular troops merely compounded these
weaknesses and made coordinated maneuvers im-
passible (or at least hazardous). The partisan leaders
often displayed a marked lack of confidence in over-
coming such foul-ups, and this too tended to
adversely affiect their performance, T.E. Lawrence
ohserved that *'guerrilla warfare is far more intellec-
tual than a bayonet charge’’; the partisans learned
this the hard way. Their fire discipline was so poor
that their best and most common tactical advantage
—surprise—was often thrown away (according to
British ex-soldiers who liaised with French partisans).
The success of the Warsaw Rising was partly com-
promised by some Polish troops opening fire well
before the planned time and by foolishly attacking
German strongpoints in broad daylight. British
officers fighting alongside the Yugoslav partisans
also observed that they would shoot at any Germans
whatever the range, rather than wait to lure them
closer; in ambushes, the Yugoslavs showed “‘an
irritating lack of restraint”’. However, the Poles in
Warsaw eventually adopted a painfully-acquired fire
discipling due to their dire ammunition shortages,
and the British would come to praise the skill of
the Yugoslay partisans in their determined night
assaults,

Even in Russia, most of the partisan troops had
ligtle or no previows military experience. Early in
the fight, most Soviet partisans were Red Army
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sragglers; but thereafter their replacements mostly
came from the peasantry. By the summer of 1942,
60% of Soviet partisans were ex-Red Army men,
but & year later the figure was only 40% while the
mmber of peasant draftees (or other unwilling
"'wolunteers’") increased in proportion to a peak of
8%, In such circumstances, training was fairly
basic (where there was any) and military skills were
legrned the hard way—by survival, Lastly, individual
Inftiative was not a strong point among the partisans,
dince the organizations could not afford 1o be oo
fisssy about the quality of available recruits nor take
pains i train them, Strict obedience, as the lesser
of two evils, was therefore manditory, The Soviet
partisans, increasingly dependent on unwilling
draftees in an already regimented social order, were
kept under close supervision and any signs of
unreligbility earned the offender a bullet in the head
ind the massacre of his family. Even trivial mis-
demeanors could be fatal, and such an environment
did nothing to encourage personal initiative, much
less tactical elan.

With an unbroken Morale level of **7"" and a
Rally mamber of 6", the partisans of ASL do quite
well under fire, and compare favorably with most
regular troops. This can be explained by their
superior level of motivation {especially when facing
rear-area 2nd-rate security troops), their political
canvictions, and their great hatred for the foe—the
Iater ofien fueled by an escalating spiral of reprisals
on both sides. In addition, the chances of survival
if captured were abysmal (most of the time, neither
would accomodate prisoners beyond those few
needed for interrogation or to act as guides/
informers). This obviously hardened the resolve of
even the most unwilling recruit under fire, as well
& explaining the partisans® specific inclusion in the
Massacre rules {A20.4) and why they never sur-
tender by the RtPh method. On the Eastern Front,
bowever, the }nrus:u.n organizations gradually came
i go to great lengths to persuade non-German Axis
security troops to change sides,

However, the morale of the partisans, for all their
fervor, was fragile; and the Rally number reflects
this, Their lack of military experience meant that
their eagerness to fight and settle old seores was not
tempered by the caution that comes through train-
ing. They usually displayed the inherent human
optimism before battle (i.e., thinking only about
what they were about to do to the enemy rather than
contemplating what they might receive in return).
Add to this their frequently poor intelligence of
enemy abilities and it is not surprising that the
baptism of fire was often traumatic, Lacking the
psychological hardening that regular troops under-
go, their reluctance (in relative terms) to rally is
understandable. As partisans had little hope of win-
ning any stand-up fight against seasoned soldiers,
they displayed a marked preference for withdrawal,
even on a personal level, especially as their greater
knowledge of the terrain gave them an advantage
OVET @MY PUrSUETS,

The niggardly allocation of suppornt weapons to
the partisans in ASL, especially the heavier equip-
ment, is obviously somewhat stereotyped, albeit
necessary to capture the **feel’” of irmegular warfare,
There were certainly exceptions. The Yugoslavians
received generous Allied air, ground and naval sup-
port at times, as well as their own armored cars and
light tanks from the British, but by then Tito's army
was operating almost like regular troops (in what
Mao identified as the third and last stage of guerrilla
war). Some Soviet partisan formations also had a
sumber of tanks or heavy guns at some point,
especially in the early months when there were
plenty of left-overs littering western Russia in the
wike of the panzers. Some Greck and Yugoslav
partizan bands acquired tanks, mortars and field
puns (complete with crews) after Italy sued for
peace. But for the most part, the partisans possessed
neither the requisite training, logistics nor transport
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to deploy heavy weapons effectively, and their
possession was of dubious benefit due to the partisan
need for mobility and concealment. As such, heavy
weapons were an additional tactical liability that
merely increased the hazards already faced.

The benefits of **Stealth”” and the **+1"" Night
Recon drm given to the partisans in ASE are reflec-
tions of their eagerness to come to grips with the
encmy in close combat, demanded by their poor fire-
arms training and indifferent weapons. Partisans
were particularly active at night, and their usual
familiarity with the local terrain (together with their
need for surprise and concealment) explains why
they are given these particular benefits in the game
system. Weak firepower might encourage stacking
or use of fire-groups where allowed, but the
partisan’s fragile rally factor make stacking unwise,
while the creation of fire-groups is easier said than
done. Despite this, they are handicapped in ASL's
DYO system by their relatively high BPVs. Although
their ELR of **5"" does mitigate this to some extent,
as does the fact they cannot be **Disrupted ™, those
players who only ever play to win will avoid using
them I expect. What a mistake,

ACHIEVEMENTS

Because of the extent of the subject, we must con-
fine ourselves to a brief overview of the accomplish-
ments of the partisans in World War Two. Despite
the use of guerrilla tactics throughout history, there
was little expectation that such activity would play
any part in a future conflict before the war began
(probably because of the loud and over-optimistic
claims of the airpower theorists and the more solid
example of the hiitzkrieg). Even today, the precise
contribution made by the partisan movements to the
defeat of the Axis is open to debate, though most
historians agree that the claims made by the parti-
sans as to the damage and the casualties that they
inflicted on the enemy “are often ridiculously high™
The same can be said for their alleged numbers.
Soviet partisans in the Orel region claimed to have
killed 167835 Germans, whereas the total number
of Axis soldiers killed in all of Russia by partisan
activity was about 35000 (of whom no more than
half were German). Soviet sources also claim that
bry the winter of 194142 some 90000 partisans active,
but the true number is nearer 30000, The Soviets
later claimed the partisans to have been the “Fourth
Arm" in their eventual victory. But actually the
partisans were founded on bands of stragglers,
deserters and others who wished only to survive
rather than fight the Germans or rejoin the Red
Army. Until German behaviour towards the civilian
population crystalized opinion, these bands were
usually merely bandits, Tito's partisan propagandists
claimed that in early 1942 he faced 616000 enemy
troops (rising to 830000 later that year), of whom
they killed 450000. In reality, the total Axis strength
in the whole of the southeast Balkans never exceeded
46000, and many of these were never in Yugoslavia,
much less died there. There were actually more
Cierman troops in Norway (thanks to Allied decep-
tion) than were ever used against the Russian and
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Yugoslay partisans combined, But the claims of the
guerrillas grew in the telling in an environment
where detsiled, critical and objective analysis was
impractical (even undesirable), and where any kind
of “evidence” of success was essential for continued
support from skeptical and cynical governments and
the local population. Axis security forces also had
a wvested interest in magnifying the threat, and
suffered similar problems when compiling estimates
of enemy strength or the success of anti-partisan
operations., Attempts o evaluate such claims were
not made until the mid-1950s, by which time myths
had become “‘facts".

All this aside, attacks on the Axis milway network
were probably the most obvious of partisan activi-
ties. The importance of the railroads to Axis logis-
tics lay in the fact that whereas rail transport
demanded only coal and iron (bath in plentiful sup-
ply in Europe), road transpont needed oil and rubber
(both being scarce). Just one double-track rail route
equalled the carryving capacity of 1600 trucks built
to 1939 technology, and over distances exceeding 200
miles the railway was more efficient on all counts
(demanding just 20% of the fuel, 10% of the land,
and one-seventh of the personnel). Nazi Germany
had little choice but to rely heavily on the railways,
especially as the attrition rate for trucks was as much
as 50% even on Poland's relatively good road con-
ditions. In Russia the effective range of road trans-
port was just 60 miles.

Road transport could not hope to meet the logistical
needs of the Axis military, so great pains were taken
to protect the railways from partisan antack, The
ground on both sides of the tracks was cleared of
tress and undergrowth to a distance varying from
400 yards to nine miles, and **unnecessary' build-
ings were leveled, Isolated sentry boxes gave way
to a system of strongpoints containing small fortresses
on tall towers. German security battalions were each
responsible for guarding 62 miles of track with, at
the lowest level, four men to patrol every 1.5 miles;
the rest of the battalion constituted a mobile **fire
brigade’’ reserve. Empty cars filled with sand were
coupled ahead of locomotives to detonate pre-
maturely explosives (which the Soviet partisans
countered by using remote-control charges), while
in Greece and Yugoslavia hostages replaced the
cargo of sand, It became policy to dispatch trains
in convoy so a8 to be mutually supporting, and all
trains carried heavily-armed troops. Special trains,
some armored, patrolled the railways carrying
cavalry and obsolete light AFVs 1o pursue any
partisans located, while infantry patrols swept the
groumd astride the rails,

The resources expended on Axis security measures
were considerable, and the fight to keep the trains
rolling was compounded by the generally poor state
of the eastern (especially the Soviet) railway sys-
tem. While most of Burope used *“standard’* gange
(4 foot, 8.5 inches), the Soviet lines were a five-
foot gauge. (Readers familiar with the headaches
that mixed gauges caused the Confederacy in the
Civil War can appreciate the disruption that
transhipment caused the Germans.) So the Axis
attempted o convert all the captured lines to
standard gauge, but this only made things worse.
Innumerable problems—ranging from the fact that
Soviet rails were lighter and could bear only a 17-ton
axle load (85 compared to the European 24-ton), to
the fact that water points were farther apart in Russia
due to Soviet locomotives having a greater water
tank than Buropean engines, to inferior local fuels,
to the destruction of signalling and other equipment
by both military action and the dreadful Russian
winter—plagued the German transport authorities,
Further, the German railway construction battalions
followed poor policies that put quantity (track mile-
age) before quality (coal/water facilities, workshops,
depots, roundhouses, etc.). And they overlooked
the fact that rebuilt double-tracked routes could carry
more traffic than two separate single-track lines



56

(since the problem of '‘passing’’ trains is
eliminated), Unfortunately, only about 25% of
weslern Russia’s trackage was doubled, and even
here poor trackbed limited speeds (o an average of
but 20 mph.

Given all these handicaps, one can be forgiven
for thinking that the partisans played havoc with the
Axis railways and made a significant contribution
to the outcome of the fighting, They certainly
claimed to have done so, alleging some half-million
operations undertaken against Axis railways
(whereas the Germans were aware of only 2000007,
The partisans claimed that throughout all of Europe
some 15000 German-operated locomotives were
destroyed, bul the Germans ended the war with more
engines than they had staned (building some 12962
5o this claim appears dubious, Some sources claim
that the partisan attacks on Axis railways had a
significant military effect. As an example, they held
up the **Battle of the Rails"" that preceded the 1943
Kursk offensive. However, more recent rescarch
indicates that, despite a massive intensification of
partisan attacks on Axis communications in the
Kursk/Orel region, the Soviet plan to sever the links
of the 2nd Panzer and 9th armies failed. Large
amounts of explosives were certainly used, but the
sacondary routes were destroved rather than the vital
primary rail lines. Axis energy and resourcefulness
kept the trains running sufficiently well to minimise
the effects of the damage caused by the partisans.

In France, too, there were great hopes that the
partisans could help prevent the speedy transporta-
tion of German reinforcements and supplies to the
site of the Allied landings, Certainly the resistants
played their part, but the most valuable saboteurs
were the French railway workers themselves, Their
expert knowledge of bottle-necks enabled them to
achieve better results than either the partisans or the
Allied gir-raids, whose explosives often did more
harm than good. Tampering with a locomotive turn-
table, for example, delaved dozens of locomotives
in a roundhouse; *adjusting'* an engine’s lubricants
let it do immense untraceable damage to iself;
gelatine in the water supply or abrasives in axle-
boxes wene economic wavs to render equipment use-
less after a little running. Despite some 960 attacks
by French partisans on the railways in the week after
D-Day, Allied plans for them were only partly suc-
ceasful. The Germans managed to keep some trains
running on important routes in spite of all the efforts
of the Allied air forces and the resistance. Perhaps
the greatest contribution made by French partisans
was to goad the German Command into a misguided
atternpt 1o stop resistance activity by conducting
brutal reprisals and, in 50 doing, delay the dispatch
of the 2nd 85 Panzer Division to Normandy for
some 10 days.

Western Europe as a whole saw little partisan
activity due to the sort of geographical limitations
that also confined it to but certain areas on the
Eastern Front. The absence of suitable terrain, the
high level of urbanization, the proximity and con-
centration of Axis forces, and the relatively less-
brutal behavior of the occupiers all robbed the
resistance movernents of the opportunity and sup-
port they needed to operate on a large-scale until
after D-Day, when German reprisals did begin. In
France there were few remote, heavily-wooded
regions, 50 the partisans tended to congregate in the
“*havens'” of the Massif Central, or even in upper
Italy. But they were vulnerable here to German
operations, such as those in March and June/July
1944, which cost them dear. And these areas were
badly situated for launching raids on German com-
munications and installations in any case. Prior to
May 1943, there was ac unified French resistance
movement, just various scattered groups which com-
mitted acts of varying heroism and usefulness (none
were militarily significant), Only Nazi blunders over
the introduction of forced labor/deportation induced
Frenchmen to join the ranks of the underground.

And then, often as not the various factions preferred
to fight or obstruct each other rather than the enemy,
until the communist FTP gradually gained dominance
and brought about a semblance of cooperation. Afier
the war, more than 20000 murders by ex-members
with old scores to seftle took place against *‘ool-
laborators"" or individuals from rival groups.

In Yugoslavia too, an untold number of people
fell victim to revenge-motivated killings, swelling
that sad country’s death oll to about 1.75 million
(or one-in-nine of the pre-war population). One
source states that as many as 1.5 million of the
Yugoslavians killed in the war were murdered by
fellow-countrymen. In the early stages of the
Yugoslay campaign, Colonel Mihailovic's ' Chet-
niks'' fought the Germans and eamed some inflated
praise from the British; but savage Axis reprisals
led to & *“wait-and-see’’ policy being adopted for
the most part by these patriots in order 1o protect
civiliana, Mihailovic decide that his forces would
only fight the Germans again when the Allies
invaded Yugoslavia, and to all intents and purposes
concluded an armistice with the Germans that was
rarely violated. He came to see partisan provoca-
tions as “‘criminal irresponsibility’’. The Allies
ended their active support for his forces in 1943,
but his men continued to assist Allied personnel
evading the Axis powers and, like the communists
of Tito, did engage the brutal and detested Croatian
Liseashi forces in open combat. The latter practiced
wide-spread genocide against any non-Croats in
their territory {to such an extent that even the
Oermans were sickened by their handiwork), But
the “*Chetniks'’ also fought Tito's communist
partisans; as in Russia and Poland, a three-cornered
struggle developed between the Axis and compet-
ing puerrilla factions.

As for Tito, even he negotiated cease-fires with
the Axis when it suited his aims, But on a political
plane, he stands head-and-shoolders above other
1939-45 partisan leaders in that he liberated Yugos-
lavia with relatively little outside help, and earned
grudging praise even from his foes. Beginning with
just a cadre of dedicated communists with little
knowledge of partisan tactics or strategies, his forces
survived seven enemy offensives and ended the war
a5 a potent military force. Intelligent leadership by
middle-class individuals was combined with a tough,
largely peasant-based rank and file supported by a
relatively liberal supply of weapons from various
sources, Although later to receive generous Western
aid, his forces first had to prove themselves in
action. The Soviets, his restwhile sponsors, supplied
only advice of dubious value until late in the war.
Despite never facing the full might of the Axis (who
did?), Tito's guerrilla victory was a considerable
achisvement.

The Balkanz were also the scene of the Soviet-
inspired Slovakian Uprising, which foundered on
bungled and badly-timed operations, In Albania,
there was a guerrilla-bandit heritage dating back to
medieval times, Axis control in Albania was limited,
but as in Yugoslavia deep ethnic and political differ-
ences made it impossible to establish a unified
partisan movement; the communists under Enver
Hoxa evenwally prevailed over the Axis and the
Albanian Balli Kombetar conservatives. The
German leadership never regarded Albania as vital
tor the cause, and in November 1944 withdrew their
troops there for more profitable use elsewhere, Most
Italian troops deploved there previously had been
sent to guard against an Allied invasion rather then
fight partisans. Although Hoxa's guerrillas received
aid and advice from Tito, they violently turned
against his forces later; and Albania became the last
Stalinist bastion in Eastern Europe (it still is).

In Greece, Soviet Russia did little to support the
communist partisans, while Britain ‘“expended what
some have regarded as a disproportionate amount
of men, material and gold [on them].”” Many other
historians have concluded that the Greek partisans

also spent more time fighting each other than their
Axis foes, After 54 months of political suppression
by the pre-war Metaxas regime, it took the various
factions there some time to organize a resistance
movement, and the first operation of any note did
not accur until mid-1942 (and then against the
despised Italians), Also, the German conduct in
Greece had been concilatory, and not until the
Bulgarians and Italians arrived was there much
Greek resentrent at being occupied. Although the
Greek partisans scored some notable successes, the
deep-rooted rivalries and some very effective
counter-insurgency operations by the Germans and
Bulgarians {with Greek help) late in the war limited
their impact. The fiery Greek partisans sometimes
made the mistake of tryving to fight like conventional
forces when resisting these German sweeps, and the
Axis achieved an “exchange rate'' as high as 19-22
partisans killed for every Axis soldier lost. As in
France, the Greek partisans® brutality towards fiellow
Greeks lost them much popular support; and, as in
China, fighting the Axis took second place to hus-
banding strength and resources for the coming civil
WET,

In Italy, the partisans made the same mistakes as
the French in attempting to establish “‘liberated’”
arcas when German power was still strong, and they
suffered heavily for it. As in France, the Italian
partisan movement grew slowly, but then mushroomed
dramatically in size, coming however too late 1o con-
tribute significantly towards victory, It did give
some valuable help o Allied ground forces. The
Brazilians used partisans as a forward screen, and
after some initial disdain other Allied units used
them (for example, the Canadians received consider-
able partisan help at Ravenna) for scouting and
screening. Many escaping Allied PoWs also had
good cause to thank them.

In China, the forces of Tnpan were never defeated
by either Chinese regulars nor by Chinese guerrillas,
and Mao's partisans were never a threat to the
Japanese occupation area. There was little fighting
between them after 1940 since Mao's policy was
to conserve and increase his forces for the coming
post-war showdown with Chiang Kai-shek's KMT
(who had a de facro ceasefire with the Japanese).
Thus, T0% or the partisan activity went into expan-
sion, 20% saw fighting the KMT, and just 10% was
aimed at the Japanese, Even Mao's vaunted ''Long
March'' saw, despite the myth, only sporadic con-
tact between the KMT (and local warlords) and the
puerrillas—and was certainly not the daily series of
skirmishes that the communists later claimed it to
be. The toughest opposition to Mao's forces apparenty
came from non-Chinese Lolo tribesmen in south-
west China.

In other parts of SouthEast Asia, partisan activity
against the Japanese was slow to develop due (o the
speed of the Japanese conguest, the lack of Allied
preparations for the creation of embryonic guerrilla
forces, and the initial belief held by many Asians
that the Japanese represented liberation from the
“White Man'*. The pre-war imprisonment of many
Asian nationalists did not help matters. And the
geography of the Pacific theater also conspired to
localize guerrilla activity. But there were some
notable partisan forces with which the Japanese had
to deal: the fierce tribesmen under loose British con-
trol in Burma, the Australian/Dutch siragglers on
Timor, the cannibal tribesmen of New Guinea, and
the Philippine partisan groups on Leyte, Luzon and
Mindanao. These all made some contribution o the
liberation of their own homelands in the fighting,
and sometimes helped rescue Allied PoWs in the
final stages of war.
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THE SQUAD LEADER’S
GENERAL

Together with the ASL Anmua!, the follow-
ing articles comprise the growing body of
literature on the system 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=mnalysis; D=design;: P=play; SR =series
teplay; V=variant. Too, many scenarios—both
remakes and originals—have seen print in our
pages (s2¢ the '“Chronology of War’' elsewhere
in this issued. Future issues of The GENERAL
will continue our tradition of coverage for the
expanding system.

Assanlr on Round Top (Charbes Kibler) Vol, 32, #5 (V) 42-44,

First Impressions: Infamtry Traindeg (Roben Medeow)
Val. 22, #6 (A) 5-14, 16,

Squad Leader Clinic: **1 Met My Old Lover . . . ™' (Ton
Misheon) Yol 22, #6 (P) 15-16.

Design Anadysla (Ton Greenwood) Vol 22, 46 (1) 17-18,

First Imgpressions; Armor Training (Bobert Medrow')
Val. 23, #2 (A) 5-15.

Leader Clicdc: Poiot Defense (Jan Mishoon)
Yal. 23, #2 (P 16-17.

Series Replay, ASL Scemario 8 (Don Chappell, Jim
Blick, Charles Kihler) Wl 23, #2 (SR) 18-24, 43,

Sqomd Lender Clinic: Reserves (Jom Mishcom) Wod, 23, #3
(P 21-22.

Series Replay, ASL Scenarko 8 (Doo Chappet], Tim Blick,
Charles Kibler) Wal, 23, # (3R] 30-36, [Con'd
Srom previous lusuef

Sqund Leader Clinic: How to Kl Tigers (Jon Misheon)
Vil X3, #5 (P) 4344,

Ooing All Out (Greg Schmitgens & Charles Kibler)
Vol, M4, #1 (V) 50,

Beres Replay, DASL Scenarse | (Darryl Buerk, Bill
Conner, Mark Mixon) Vaol. 24, #1 (SR} 10-18.
Seuad Leader Clivéc: Might Moves (Fon Mishoon) Yol. 24, #1

(P 1920

First Empressions: Offboard Artillery (Robent Medsow)
¥ol. 24, ¥ (A) 59,

Secice Replay. DASL Sceoaric | (Darry] Burk, Bill
Comner, Mask MNixon) Wol, 24, #2 (3R] 10-15,
{Cont 'd from previous (ssue)

Squad Leader Clinic: 1987 ASL Tournnment {loseph
Suchar) ¥ol. 24, #2 (F) 1617,

ASL Armaor Snsdies [Lorrin Bind) Vol. 24, #d (W) 23-25,

Squad Lesder Climic: Armed & Armored Halfiracks
(Jom Mishcony Vol 24, #4 (F) 43-44,

Squad Lesder Clinic: Mo Hollow Threat {Jon Mighcon)
Vol 24, M (P) 25-26.

Coming Attractions: The Last Hurrah (Rex A. Warring
¥ol. 25, #1 (I 51, 55.

Squad Lesder Clinic: Achtung Minen! {Jon Mishoon)
¥ol. 15, #2 (P 4748,

Sqund Leader Clinle: Guna versus Tanks (lon Mishoon)
Vol, 25, #3 (F) 27-28,

Gummed-Up i the Desert (Mark Nixon) Vol, 25, #3
(P 29-33, 3.

Darby’s Rangers (Steven Swann) Vol, 15, #5 (&) 2729,

Tommy Arking al War (Charles Markusg) ¥ol. 25, #6 (A)
fi=12

Diesert Winds (Mark Mizon) Vaol. 25, #6, (P 1321,

Broken Sworls (David Meyler) Yol 25, #6 (W) 12-23, 24,

Coming Anrsctiona: Red Barricades (Charles Kibler)
Val. 25, ¥ (D) 23-24,

Squed Leader Clinic: Man versus Tonk (Jon Mishcon)
Val. 25, #6 (P) 15-246.

Desen Sands (Mark Mixon) Vol 26, #1 (Fp 17-45,

Squad Leader Clinic: Mortars (Ton Mishcon) Wal. 26, #1
() 53-54.,

Desastnikl (Steven Swann) Vol D6, #2 (A) 34-37.

Sgoad Leader Clindc: Massed Armor Asasult (Jon
Mishicon) Vod. 26, #2 (P1 340,

Subscriptions to the bi-monthly, 64-page
GENERAL are $15.00 for one yvear; 524,00 for
twir years. (Canadian/Mexican subscribers must
ndd 515.00 to a one-year run and 530 for a two-
year run to cover 1st-class postage; overseas,
525 and $48 respectively ) For up-to-date news
on releases for the system, info about conven-
tions and changes, calls for playtesters, and the
latest scenario, any true ASL-fanatic will want
The GENERAL on his game shelf,
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Modes for usnge
of this wespan

Firepower-Rangs

A DOG’S LIFE

A New LATW for ASL

By Eex A. Martin

(C) 13.10 MINE DG (MDY A Mine

Dog is a special Russian LATW with

very unique capabilides.®® In any

scenario set from 8/41 through §/43,
the Russian player may add one Mine Dog counter
o his force for every twelve 15t Line or six Con-
script squad-equivalents in his OB,

13.101 USAGE: BEach Mine Dog must be assigned
o a single MMC or SMC, and may not be trans-
ferred; this **handler’” may not possess more than
one MD. Each MD iz kept hidden {record the ID
of its handler) until Released. MD may be Released
voluntarily at the beginning of any friendly MPh
or APh. If the assigned MMC/SMC is KIA or loses
Good Order status, his MD is Released automatically
{i.e., appears onboard) in its present Location,
Release of a MD does not expend MF, nor is it con-
gidered any form of fire. Released MD may never
be concealed.

13.1011 Upon release, a Mine Dog must take the
shortest route possible (in MF) towards the currently
closest (in hexes) vehicle in Motion {i.e., marked
with a Motion counter, regardless of natonality)
[EXC: motorcycle, bicycle, wagon/sledge] during
each friendly MPh. {(Hence, should the original tar-
get Stop, or should another vehicle have moved
closer, the dog will change targets.) If there is no
such target at present, the MD will not move, Once
Released, a MD may never be *‘possessed”” by any
Personnel unit, including its original handler.

13102 MOVEMENT: Until Released, a Mine Dog
moves 1y an Inherent part of its handler. A MD has
eight MF available. Upon Release, a MD moves
as a separate Infantry unit [EXC: it has no APh].
A Released MD must always expend the lowesr
possible MF per hex as it moves, and must expend
its full MF allotment each MPh (unless it reaches
a valid target). A MD may not utilize Double-Time
{A4.5) movement,

13.103 Fire attacks versus a Mine Dog are resolved
in the normal manner on the IFT [EXC: FFMOY/
FFNAM does not apply to a MD]. However, MD
have no morale—disregard any MC or PTC results.
A KUKIA result immediately eliminates it

13,1031 CC with a Mine Dog is not possible; a MD
may enter an enemy-occupied Location during its
MPh and undergoes all Defensive First Fire
normally, but it may not be captured and may freely
exit that Location in the same MPh if it retains suffi-
cient MF to do so.

13.1032 An anboard Mine Dog is a valid Sniper target,
but can be affected only by a **1"' on the Sniper dr
{which immediately climinates that MD),

13104 RESOLLTION: Once in a vulnerable
Location (as per 13, 1011) with any moving/Motion
vehicle and after alf Defensive First Fire prompted
by its preceding MF expenditure has been com-
pleted, a surviving Mine Dog is removed from play
and a single Placed DC is resolved (after making

a Position DR as per C7,346) against the vehicle
{Random Selection applies if more than one MDY/
vehicle is in the same Location),

13.1041 The +2 DRM for a “*Non-Stopped or
Motion or concealed AFY Target™ does noy apply
to the Position DR made by a MD. Note also that
the Case B modification will never be applied.
Finally, **Target Facing”' is determined for the M
immediately upon entry of the hex.

13.1042 For both AFVs and Unarmored Vehicles,
a Specific Collateral Attack (A14.A) is conducted
it the vehicle is not destroved,

M. Doga have Jong been used in warfare, mainly for crmying
messnges and supplies, Bus their most urusual role was as mobile
anti-tank mines, & function oaly the Sovders could kave thinaghe ugp.
The concept wos simple: to strp o 22-lh. explosive chargs w the
bock of 2 dog trined to nan under enemy vehicles, where the charge
was exploded by means of o contsct trigger, Despite the simplicity
of he idea, the Rusxians found there were some problems. To
encourage the dogs to go under tanks with their motars running,
they were fed only wndermneath ddling engines, thus making the
ussociation between food and engine noise. However, |n practics,
the diggs when redeased by their handlers made for Russian vehicles
rather than Crerman becase the amells and sounds were more
familinr. Anather snag wis thar the Germans soon bearned shout
the Minsakurd and so came o shoot any dogs an sight, By lae 1943,
with e tide of the war reversed and massive Lend-Lease supplies
of conventiomal AT wesponry availshle, the practice of tradning dogs
In such & manner was baleed .

YES, here it is . . . Errata for C13.10

13.1011 ADD “‘Should there be two equi-
digtant vehicles in Motion, the MD will move
toward whichever of the two is friendly; if
neither/both are friendly, use Random Selection
to determine the MID's target.”'

ADD 13.1021 Mine Dogs may never be Pas-
sengers/Riders, If their handlers wish to
ride/mount any transport, the MD must be
‘Released (and, of course, might
head for the vehicle just mounted once it is in
Motion).

13.103 ADD “'A + 1 DRM is applied to all fire
against & MD which is determined to be a small
breed (Dachshund, Poodle, Pekinese, Pomeranian,
etc.). However, because of their shorter legs,
small-breed MD have only 6 MF. At the time
of Release, mnhadr.amultsznﬁcm
that the Mine Dog is of & small breed.”

12,103 ADD “Should & MD be eliminated and
Random SW Destruction (A9.74) not occur, fip
the counter to display an unpossessed Russian
DC in its current Location. Such a DC, since
they were not equipped with timers, may be
“thrown'’ {A23.6) only.™’

13.104 Clarification; Should a vehicle enter a
Location with a Released MD, the same procedure
is applied.




REGALBUTO RIDGE

REGALBUTO, ITALY, 31 July 1943: Since the 12th the British 30th 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 brilliant 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 dombat engineers.

BOARD CONFIGURATION:
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BALANCE:
@ Shorten Game Length to 7 Turns.
# Delete two LMG from the Brirish OB.

VICTORY CONDITIONS: Victory is determined by the mumber of Good
Order squads (or equivalent) on hill hexes on Board 2 at game end, Each
unit on level 3 counts double, The player with the greatest number is the
winner; any other result is a draw.

TURN RECORD CHART

@ BRITISH Sets Up First [190] 1

2 |3 6

&+ GERMAN Moves First [286]

o Elements of the 50th Infantry Division [ELR: 3] set up on Hill 621: {SAN: 4}
v
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- Elements of Panzer Division Hermann Goering [ELR: 4] set up on board 3: {SAN: 2}
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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 & flerce atruggle ensued among
the rocks and scrub, For a time, the position looked critical for the British, But, with

SPECIAL RULES:

1. EC are Dry, with no wind at start.
2. All woods are brush.

3. German 8-3-8s are Assault Engineers (H1.22).

4, Ome German 8-0 and Radio must set up using HIF to direct the fire of
a single oftboard 75%* lelG 18 INF gun. Radio Contact must be established
and maintained, but Battery Access is not necessary. All rules for Spotted
on-board Indirect Fire apply, except that the gun will not malfunction,

5. Kindling is NA.

great courage and dash, Lieutenant E. Helps—a Dorset officer in the brigade sopport
Eroup attached to the Devons—organized and lod & platnon-sized counterattack at & crucial
moment, mming the tables on the Germans. The German survivors retreated; thanks
to the actions of Lt, Helps, the Devons hsd firmly re-established their hold on Regalbuto
Ridge. Unfortunately, Helps was killed leading the attack, another unsung hero of the
invasion of *'the soft underbelly of Burope®'.

yr-



ASL SCENARIO A25

COLD CROCODILES

S8T. JOOST, HOLLAND, 20 January 1945: To the 8th Hussars fell the sk
of breaking out towards Montford and the River Roer. In their path lay the village
of St. Joost, a straggling settlement paralle] to the Krom Beck, an unfordable stream
with but one bridge across it. 5t. Joost was thought to be held by approximately
one company of disorganized, second-line German reservists, At first light on
the himterly cold morning, Lt.-Colonel Goulburn of the Hussars conducted a recon-
naissance and decided it would not pose too tough a fight. He ordered 1 Company
of the lst Rifle Brigade, supported by C Squadron and Crocodiles, to clear the
village. Artillery support for the two-pronged attack was laid on. Meanwhile, the
other armored troops were kept in reserve to break across the stream as soon as
the bridge was seized. At 1430, the attack opened. It was “‘a bit of a shock'" that
the Germans in the town were anything but the riff-raff Goulburn thought he was
facing.

24 23
| BOARD CONFIGURATION: ‘
4 i P b il a2y BALANCE:
VICTORY CONDITIONS: The British win if at scenario end they have @ British reinforcements enter on Turn 3. N
{ imassed more VP than the Germans, Casualty VP are amassed in the nor- 4 ;
IR e in wldition; vach stone Sl (a-worth four VP foc the Cone. D0 TuAn JeinfiocCements suer oo Tirm 3.
trolling side.
TURN RECORD CHART
# GERMAN Sets Up First Q O _ &
1(2|3|4|5(6(|7 |8 |ew
@ BRITISH Move First
JmL Remnants of Regiment ““Huebner®*, Fallshirmjaeger Division 8 [ELR: 3] set up west of the canal, on‘north-of hexrow V: {SAN: 5}
1 AT
- m| =] =] o | ¥
&3; z %: st Lol 4| ? |
548 2-2.8 T8 | SR 18 Twerss | BLL
=] 2 3 10 2
) 13
Reinforcements: enter on Turn 4 on any one east-edge road hex, having already expended six MP: m \% 1
;L G-
2
Elements of I Com + 15t Rifle Brigade, and of C Squadron, 8th Hussars [ELR: 4] enter on Turn | along the south edge,
o west of the canal: {SAN: 2}
o e | AEEER Uk
L by =4 1't g8 et = . i
» #.58 | 857 % = @L = ﬁ = m 21 |’! - B3 "&*: TOLLY “a | 75 2a
4a 1 2 2 2 2 2
-
= mic Elements of 1 Company and of the 141st Armoured Regiment enter on Turn 4 along the west edge:
5& - ‘i'tlj__l
457 R 21
4 2

SPECIAL RULES:

1. EC are Moderate. with no wind at start. Entrenching Attempts are NA.

All Water Obstacles are Frigid.

AFTERMATH: The attack was met with furious opposition. Gone was all hope of »
witlk-over and reaching the Roer in 24 hours. From the village cume a terrific din, where
the infantry were forced to fight house-to-house along either side of the main road. Some
men of Company | did manage to reach a grass-covered square aboat 300 yards into

2. All buildings have ground-level Locations only. The only bridge is the
ane in 23P7. The valley does not exist; treat all valley hexes as level 0, with
other terrain therein existing normally .

3, The British receive one module of B0+ mm OBA directed by an Offboard
Otserver at level 3 in a hex along the playing area's south edge west of the
canal; the exact edge-hex is secretly chosen and recorded by the British play-
£r prior to setup,

4, The German may utilize HIP for one squad {or equivalent) and all SMC/SW
that set up in the same Location.

3. Both German JgPz IV are equipped with Schuerzen (D11.2),

S—,

the village, but casualties had been severe (the left platoon being more or less wiped
out}. The armor had been punished too; the leading tank of Mo. 2 Troop was burning
and the second hit, while so exposed was the right that the Germans were able to knock
out two tanks among the reserves parked on the Hingen-Schilberg road to the east, But
the Crocodiles and their infantry support lumbered through the back gardens on the
western edge of St. Joost and cut in behind the enemy-held houses. In the exceptionally
close and hard fighting that followed, the British at last managed to elear about half
the village betore dusk, taling some &0 prisoners. These were certainly not the reservists
that had been expected, but men from the notorious Huebner Parschute Regiment, who
had unquestioningly obeved the “No-Retrest™ order from their colonel.



BREAKOUT

BOBRUISK, RUSSIA, 29 June 1%44: In what was to become known as the
**Deestruction of Army Group Centre’”, the city of Bobruisk was one of the primary
ohjectives for the Soviet summer offensive. Deemed a *'fortified locality™ by OKW,
the defenders were to stand fast and sacrifice themselves to slow the enemy advance,
But less than a week after the opening of **Operation Bagration™’, the Soviet 65th
and 3rd Armies linked up west of Bobruisk, trapping some 100000 German troops
in the city and on the east bank of the River Berezina. With a fearlessness born
of desperation, the Germans tried repeatedly to hack their way out of the encir-
clement; but their **‘mulish stubbornness™* was of no avail. Meanwhile the Russi-
an grip tightened, and orders were at last given to clear and secure Bobruisk, A
final German relief effort was launched on the same day and some success achieved,
as the 20th Panzer Division made a breach in the encircling ring of Soviet forces.
Orders went to the commanders of the German troops trapped in the pocket to
withdraw westward immediately, in an attempt to saave what they could. At dawn
on the 29th, numercus ad-hoe battlegroups of mixed units sought to disengage,
even as Soviet forces pressed in from the north and south to eradicate the pocket.

DELUXE ASL Scenario A6

- P A
- | @ Bt U LR Rk %] BOARD C i b
VICTORY CONDITIONS: The Germans win immediately upon Exiting  (CONFIGURATION:
= 25 VP off the west edge (ses SSR 4), ‘

BALANCE:

# HRussian sets up first (ignore SSK 5).
# German sets up first (ignore SSR 5).

N

TURN RECORD CHART /

SIMULTANEOUS Setup 1 * 2 W 3 4

# GERMAN Moves First

JBL Mixed uwnits of the Bobruisk Garrison [ELR: 3] set up on board b, west of the bA3-bO3 road (see SSR 3): {SAN: 5}
1 2 - o W L + i m
m mr M § E ﬁ =3 3 - & : L ¥ JF1] %\ﬁ:ﬂ _#;U__ Jt m
5*-d-8 A%6T 447 2.2-8 ST it H Lok
3 4 B 2 2 3 1A
s | B
L

Elements of the B0th Rifle Corps [ELR: 3] set up on board b, east of the bA3-bD3 road: {5AN: 2}
e, 13
% Ha
(IR ‘”_,J'" "

e | s\ s | de|ol 40|04 20

3 3 L= 3 2
Elements of the 80th Rifle Corps enter on Turns 1 and 2 as per S5R 2:

L1}
k4
;244

| 16 e 11
[y P l‘ﬁ- i B G
Group 1: ﬁ - ol 'El[ﬂ % Group 2; W ﬁ = ‘itiﬁ# '@&?i’
ﬁ? i 2| @ 628 = 2% | L
4 2 3 2 |
SPECIAL RULES: 5. Setup is simultanecus. Stand an extra board across the playing area so i

neither player can see the other's setup. When both sides have finished setting
up, remove the extra board, place the Sniper counters and begin play,

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

2. Prior 1o the German setp, the Russian player must secretly record the
entry hex (aA3, cA3, a03 or c03) for each of his two reinforcement groups,
At the start of the Russian MPh of Turn 1, the Russian player makes a dr
to determine which group enters that turn: with **1-3"", Group #1 enters play

on/adjacent-to its secretly selected entry hex; with “'4-6"", Group 2 enters
play onfadjacent-to its secretly-selected entry hex. The remaining group of
,Russian reinforcements enters play on Turn 2 on/adjacent-to its selected hex.

3, The German may use HIP for = two MMC and all SMC/SW that stack
with them.

4. German units exited off the west edge of board ¢ between hexrows A-F
{inclusive) and J-0O {inclusive) are worth their normal Exit value; those Exited
off hexrows G-I are worth 1.5 times their usual value, However, no VP arc
granted the Germans for Exit of Russian prisoners.

AFTERMATH: Small German groups repeatedly tried to fight their way through the
advancing Russians, even as rearguards of volunteers stymied Russian sdvances from
the east, Soon, German and Russian units were intermixed throughout the city, and bitter
little battles raged during the day and night. In places, the Germans cut through the
Russians and racedd for safety; in others, they were massacred in the rubble-strewn streets.
In the final accounting, some 30000 German soldiers succeeded in escaping across the
Berezina River (o the west, but behind they left some 20000 comrades dead and S0000
maore as prisoners-of-war, Bobriusk was the fourth “fortified locality™ to be taken by
the Soviets in as many duys, Hitler's insistence on defending these towns to the last
man in an effort to retard the enemy advance had once again proved o be no more
than disastrous meddling in military affairs.
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DEBRIEFING

61

The following are questions that
e eppeared on the ASE systern this
fear past in *'The Question Box''
{found in each issue of The GENERAL)
ong with some heretofore unpublished
angs recently received. Note that in
ome cases, further refinement of the
geme rules has caused changes to the
answers previously published in the
migazine. At the end of the section
i B listing of recent Errata for various
eements of the system; it is recom-
mended that players make corrections to
their copies, although further printings
of these will incorporate the changes.

ML & ALY May n Cavalry lesder provide
& MF soaus 1o Infantry io his Locstion? May &
leser whe Is 0 Passenger Rider?

A&, Yes, 50 Jang ns the provisions of A4.12 are
pE volaed. However, since the leader ned
Infiniry must move 48 & alack, the lender in the
second oo woubd bave 1o be on an AFV using
Amiared Assault with that [nfastry,

ALIE & B304 Can a MMC use Infaniry
Osenun o enter & pillbax occupled seloly by an
ety SMCT

A Ko

ALT B AAT2 Can an Infasery umil sdvance ooe
ex during ies APh if its MF allotment {after
dadyaing for PP in excess of TPC) is zera?
A N

A1 4 AL0.51 When determining the closest
{in MF) building 'woods bex that a broken unit
o gl b, is the MF cosl for entering an over-
mackad hex inchaded in the MF calculations?
A Yos

AR1X Suppose German vehicles have ex-
cesdad ihe vehicular stacking limits in a hex
witch alin contalng 8 Russtan T-34. If o Russion
seapon oiker then the T-34 fires on a German
gt i ihe hex but misses, doss this mean that
the Russian T-34 cam e hit s 0 secondary tar-
= ewen though n Is not overstacked T

A Ve

ALS & AD6. Can Banleficld Integrity rubes be
sl in & scenario where one side bas bess than
lex squids but more than 1en squad-squivalents?
A Yea.

AT I a hex contalning & HS, a broken sqgusd
0 an urarmed unit is mtacked and the IFT resubtl
is "KL&', and Random Selection resules i the
eimination of the HS, do the broken squad snd
urermed unit suffer Casualty Redostion, just like
‘mrverkhenaic anits would?

A, Yex,

ARS8 Mey 3 Seap Shot be made versos a anit
rhmjﬁn;m:pm-mgm?
Ha.

M2 Residuad FP with an Air Burst is in-
mased by one column; bar whea it is resclved
verwa [nfaniry, does the + 1 TEM for woods sp-
Py

A, Ven, the =1 TEM for Air Burst is nlrendy
acomueed for by the increase of Residual FP by
aoe celemn,

ARDE May a MG coumter suffering fram
Ammuriton Shartage creae a Fire Lane?

A o, since A9, 22 stales that it moust be in Good
Onder m do so (see the definiton of 'Oood
Circ™™ in the Index).

AllL3] & C13.7 Can o player make his ATMM
avidshility dr before declaring ihe order of his
OC amacks versus n vehicle?

A, N,

A4 Can't Ambush Withdrawal be made to
ghaler Location within the OC hex thar is
Accesibic?

A e

Al1.52 How does Infantry capture nn arrwed snd
means] unesmored vehicle?

e ——

A. Assuming the vehicle is Stopped, the attack-
Ing unit applies & + 1 Capeure Aftempt DRM 10
Ita CC DR (in sddition to other applicable TIRM),
If ie copiures the vehicle, it may man it ns per
AZ1.22; the caprared crew hecomes unarmed,
and @ prisoner if the captor side can Guasd it
(Tf thas vehlcle I8 nol manned, it may be caphared
as per the pecond semence of A1L.52.)

AILElL & BA4 May a concealed unit that
gualifies for Ambush Withdraw e & sewer

Location?

A, No, because withdrawal occors durlng the
CCPh, while sewer movement cccurs caly
during the MPh (which means that the seaer
Location is not Accesgible as defined in the
Index).

ALL LS & B 41 If vou have o concealed opit
in the same building Location with an enemy unit
(ned in CC), can the conceabed wnit eoter the
sewer in that hex without soffering Defengive
Fire (since it expends no MF)?

A Yes,

AlLLIL If & concealed stack is already in an
Open Ground hex, and an enemy unit moves
within 146 hexes of it and gets i in LOS, ix that
sinck auromatically revealed if it is a Dummy
sinck?

A Mo AT can exist I Open Ground in LOS
of enemy units provided thay perform no
eoncealment-loss activity.

ALZ 11 & AJL.Z I o scenario OB glves a side
& number of “*7"* counters, can the player chooss
Af8-inch T counters even if the OF pictures
only a 1/2-lnch V7" counter?

A. Yes,

ALZIZ When one side begins with all its forees
offtanrd, the oppotent may conceal all his on-
bourd units. In this siruatien, may be place a *'7"
on an alresdy-concealed undt (iocluding o
Drummy stack)?

A, Ne,

ALZ 12 & A12,122 IT an Infantry unit prssess-
ing a Gun/Horse couner makes a Concealment
dr, which US#—the Infantry's or the
Ciun/Hoese's—applies as o drm?

A, The Qun'Horse's. However, if the Infantry
is Srealthy or Lax, thal drm would apply as well,

AlS.432 May a berseck MMC condact an In-
famtyy OVE (A4, 1507

Ao Yes, ard A4, 152 applies ausomatically, That
is, the MMC is subject w peither the NTC nor
the increased MF expendinang normally reguited
for an Infantry OVR, and the SMC does nol have
the opton te eoter another Locatdon, If I
elimingtes the SMC, the MMC returns to normal
(A15.46) and maoy contloue its MPh il stherwise
able and sllewed to do sa.

AZD.54 If & Guard and kts prisoner both under-
g0 8 MC, what are the possible owicomes of Pio
resalta?

Al A prisaner |8 not subject 1o pinning directly,
However, if its Guard pins, then the prisoner
automatically becomes pinned oo, A non-
prisoner, unarmed usit /5 subject o pinning i
the normal mannes,

A3 Tl How deed a Ser DO (not in o bhridge
Lacation) nffect an AFYYT

A, It doesn’t aiteck the AP jrself, but does
atack any Vulpernble FRC infon 1, Crihirwise,
I can affect the AFV only via Rubhle-crestion.

AZ4.31. If 8 MMC takes n WMC dus 1o WP
SMOKE placed in its Location and the NMC
cauacs 4 Heat of Battle DR thai creates a bero,
does the hero have o take a NMC for the WP
too?

A, Ma.

A2S.23 May a wounded Good Order leader belp
form or participate in o Human Wave? If he may,
is his MF slbotmem '3 or “'8"7

A, Yes (and such a Hero could participsie in the
same manner). His MF allotment remaing three,
bat this deses got sbow the mavement of aey other
participating unit. Onee he has expended all his
MF {or hns become brolen or entered an enemy-
aceupied hex) and undesgone all ensning Defen-
aive Firsl Fire, his MPh ends just as would any
ather parlicipant’s in the same sihantion

A25.23]1 May o Muman Wave participant
declare a Dush (A4.63) or attempt to place
SMOKE [(A24,1)7

A, Noio bath.

AZ5.231 May o Human Wave ledpant con-
dust an Infantry OVE (A4, I,S]'?m

A. Yes, And Ad. 152 spplies automatically; that
is, the MMC |3 subject to oeither the NTC pog
the incrensed MF expendinare normally required
Tor un Infantry VR, and the SMC does st have
the option o enter another Location, 1f it
eliminates the SMC, the MMC may contimue jrs
MPh (still In Human Wave mode) if atherwise
shle and allowed o do w0

B25.4 Why must a berserk/hernic unit die in a
Blaze if it lg wnahle 1 exit the Locoticn prios oo
the RtFh?

A. If cought in n Blaze during the RtPh, o unit
that canmot break valungarily (410,41) may be
moved al thal time by its owner into an Accessi-
hle Locanlon just as if it were Withdmwing from
Medee (A11.2-21). A bereerk unit may be
moved thusly even though i is not normally
allowed to Withdraw from Melee, but any unit
et s pinned or achaally in Mebse may oo (even
If bergerk), Since this occurs in the BtPh, soch
units are walnerable © Interdiction (as well as
minefield/OBA steack) and ATTACKER units
myugl still be moved first,

B27.11 If o squad makes & successfial Entrench-
ing Apempt duting its PFPh, con a lesder wha
applicd his leaderghip medifier to the sempt DR
b immiedianely placed under the squad's Foxhole
coumtes in that FEFh?

A, Yes,

B28.41 Would Infantry changing Location
within an A-P minefeld hex undergo a minefield
stinck in thar hex?

A, Na.

B30.6 & J2.31 May Mand-ro-Hoad CC be
declared (or conducted) by/versus a pillbox
accupant?

A. Mo—nat even by a berserk wndt.

D341 Can & Recalled vehicle attempt ESH?
A Nou

D65 May you anly unlcad infastry in Bypass
If they have sufficient remaining MF 1o emter Uwe
abscaecle?

A. Mo,

IM.63 1T & Passenger fires daring its AFPh From
an aroiored halfirack cthat has moved, [ s FP
halved for Bounding Fire and then halved again
for firing during 1he AFPHT

A, No.

7.2 Can an Infamtry wnif aiceck an encmy AFY
In dts Lacation (after passing a PAATCY during
the Infantry wnit's FFPRT

A, Moot with Resciion Fire anywny,
DT.21 If on AFY moves ino a rosd bex that is
ADFACENT to buoilding hexes on both sides of
the rosd, can Infanery units on the ground Jevel
of those baildiogs who have Final Pire coamters
on them anack the AFY using Reaction Plre as
their FPF?

A, No.

ELZ Are the HIF and Dumimy alloimets given
im this rde based cn the number of aquads anly,
of 00 sguad-equivalents as per A5, 37 Musi these
units be almply part of the Scenario Defender's
3:; of mut they be part of his onbeard-semap

A. Squad-equivalents based on the rumber of
squads and HE only [EXC: the Japanese include
crews aleo, ns per G1,631], They must be part
af his onboard-setup OB for HIF—but ned for
Dummy —nalloimeal purposes. Mote that the
mumber of Cloaking cousters allotted by E1.411
uses all MMC ond SMC w determine squad

eqaivalents, In adedition, whenever a player
receives Dummy/ Dumany -Cloaking coamers as
per E1LVEL4IL, he may allot them o the
setup/reinforcement elements of his OB us be
sees fil.

EL1.21 If a side's two best benders are, for in-

stance, a 50 and an 8-1, which would be con-
sidered the ““beat'' for purpeses of thia rule?

A. For all such determinations, the ''best'’ ar
“highest quality'’ leader is the ope having the
currenily highesi morale (ignoring all berserk
leaders), [T more than one lender has the same
marale, the cng among these which has the besi
leadership madifier counts as the ''best™ one.
The ome exception 1o all this is st Commissars
are always considered superior w non-
Commisear lesders (A25 321},

E1.21 Is making o Freedom of Movement dr s
comceakment-loss activity as per AL2_ 1417
A No,

ELJ If o unit sets up @ non-Conceakment
Terrain using HIF ot night, how will enemy LOS
allect its hidden staas?

A. For all concealment-loss purposes, reat the
umit vs if it ir ser up in Concealment Tecrain.

ET.421 If a bomb miteck versua an AFY results
in a MNear Miss (thus halving its Baslc TE#), is
ns IFT FF for the Specific Collnteral Attack
versus the AFY's Vulnerable PRC halved tno?
A Yes.

Rules Errata:

O11.6194: The last santence of the rale should
rend: *'The listed cost of Iafantry/AFY RIG can
be altered in up o these wiys:™

Russinn Reinforcemint Group Chart: For the
MOL-P Plin, change "' %2 m "' ®3™, and the
OCP Cost to 2",

Relnforcement Group Charts, Fosnote Pr
Lt e lines ghoubd read, ** | |, | sllows normal
(oaly} Barrage (E12.11). Bach Barrage mast have
n Acrrtk-seuth  Hex Grain  alignment
(E12,11-,2).36 Sec also B5R CO6 (11.4)."
ASL Anmual "89, Incremental IFT: The encry
for DR 10" oo the 16-FP colamn should ke
YHMC, notr “PTC',

Scenario Errata:

ASL GT: On the Wagon counter |llustration,
M 2 HI5/ 3PP aheuld be T4 15PP and there
shoubd e v stars (nol ame),

ASL % The DYF wvaloes (F.3) should be
printed in red, not bisck,

DASL B9-In1: There ore, of courss, 11 two-
story  buildings. Change the references 1o
“sgven'’ in the ¥C and American Balance Pro-
wigdon te “'eleven.

ASL BR-AS: ' —123 PP on the Sidecar
counter illustration should be M9 3PP =1,

ASL B%-All: Finnish OB text should read:
“"27th Skssl Company [ELR: §] enters on Turn
1 on any/nll boord sdgeis), expending no more
thin hall their MF allotment: '

ASL 41: Change the British Balance Provision
o read, 'In the Victory Conditions, change
‘e Tio'z 8" The Class on the Oerman HS
counter ilustration should ke [g] ', mo =17,
ASL #7: "' =1 0/2PP" and ' — 1 3PP on the
Motorcycls coumer illustraboms shauld be M1
OOFF =17 and **M9 3PP — 1" respaciively,
ASL 50 On the Wagon counter illustration,
“Mzb 15/3PF should be "'T6 L5PP™ and
there should be teo stars (nol ame).

ASL £ "' —1 (VIFF'" oo the Cycle counter
illustraticn shauld be " MIOOFF <1,

ASL 54t The Class on both Hussian HS coun-
ter fllustrations should be ** 1] ', ned <00
ASL S The DVP values (F.3) are missing from
the gun and vehicle counter illustrations. Rubss
D13.3 amd 113,32 of the 1949 Errata supersode
55R 5.

ASL $8: The DVF valoes (F,3) are missing from
the British gun and vehicle count illustratians,
' =1 ZAAPP'" on the Sadecar counter illustration
abould be “°M9 IFP —]",

Counter Errata:

* On the two Wagon/Sledge counters provided
in HOLLOW LEGIONS, “M=6 15/5PP" and
“M=7 15/5PF" sheomld be **TG L5FP" and "'T7
LSPP"" respectively, and ench shoukd contain two
sturs (ood ane),
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THE NON-COMS OF COMPANY A
©00000000000000C000O0OVOOO00000000000000C000

The unsung heroes of the immense effort expended
on ADVANCED SQUAD LEADER are those who
act as unpaid playtesters. With every new module
or Annual, in groups large and small, scattered
across the globe from Montana to Cheshire, there
are some accomplished players repeatedly testing
and stressing the rule and scenario offerings others
have penned. In the past, we've been able to list
only the “*Playtest Coordinators”' who oversee their
activities and serve as our conduit to them. To honor
and thank some of those whose names don’t appear
in print, below is a listing of the members of play-
test groups which have been involved in recent
projects. If you've ever wanted to participate in an
ASL playtest, consider contacting the coordinator
(listed first) nearest your home. Or, if there are none
within reasonable distance, and vou've a few friends
who are also ASL buffs (and are each willing to
undertake the 20+ hours of playtesting required
each month), drop a line to Bob McNamara or Rex
Martin at Avalon Hill and ask about becoming in-
volved in upcoming projects. Any system with the
scope of ASL is the final result of contributions from
dozens of able and dedicated players, 5o long as
they continue to unselfishly offer their time, ASL
will continue to be the best tactical wargame on the
market.

Avalon Hill Game Campeny {4517 Harford Road, Beltioare, MD 21214)
Bot: Barsin, Guy Chaney, Perry Cocke, Vincent Fratelli, Chuck Goetz,
Pat Jomke, Charles Kibler, Rex Marnm, Roberr McNomara

My, Richard Alberm {102 Westgae Roud, Massapequa Park, NY 11762)
Warren Smlth

Mr. John Anderson (9051 Mesdowglen Lane #128, Houstos, TX TT042)
Tim Cooper, Mike Derdson, Dvraid Kenr, Chelr Eodemda, Jerry Lewils,
Larry Mirke!, Doyle Motes, Ed Rains, Tom Stankape, Keith Zabalow!

Mir. Michael Balis (1353 Emory Place, Norfalk, W 23508)
Richard Amdrews, Joe Devime, Burr Kirnel, Ken Knor, Deve Mavo,
Maicotm Ricke, Rick Salgy, Tom Penck

Mr. Robert Banazic (2256 North Clevelasd, Ape. 107, Chicaga, IL 60614)
Soott Halnt

Br. Brian Blsd (2631-1037 East McKellips Rosd, Mesa, AZ 85213)
Marthew Evans, Jim Krdff, Rick Maicta, Dave Hoeh

Br. Chandler Braswell (P.0. Box 4421, Missassippd Stme, M5 39762}
Jay Carter, Mark Sherrmt, Sacey Trippe

Mr, Stepisen Brasscur (483% South Darrow Drive, #D-134, Tempe,

AZ B1IEY)
Ryan Allen, Agron Allen, CLfF Beavers, Chris Beck, Harrold Sutier-
feld, Dave Chappel, K Keller, Pierce Ostrander

Mr. Jom Burnen (606 Timbercrest Drive, Clinbon, TH 37716}

Mr. Frank Calcagno (1134 Lyndale Lane, Billings, MT 59102y
James Mirchell, Lesny PWatson

Mr. Jeff Cebula (4025 Seeley Aveoue, Downers Grave, IL 60515
Rich Mierzwa, George Sedivy, Howard Sphventer, Lowie Tokors

Bir. Bill Conner (P.0. Box 4114, Youngsiown, OH 44515)
Diarrl Burk

Br. Andy Daglish (#7, The Spinoey, Cheadie, Cheshire, Oreat Britain}
Tan Daglinh. Groeme Forster, Bernard Savage, Mike Siomdbridpe

M, Broce Degi (3116 Escagardo Court, Colerado Springs, OO B9IT)
Michas! Degi, Don Hall, Michael Vilben

;-;r!.‘%md Eichenlmb {10520 Mocingham Trail, Eden Prairie, MY
Dennis Flom, Jim Herrick, Doug Morbery

Br. Alan Fresdman (4 EKswurs Courl, Penfield, KY 14526)
Al Bills, Ted Bleck, Jevon Garrett, Greg Howser, Bryon Kaster,
Pl Karser, Marrin Thcken, Clay Wellman

My, Chris Gammon (60-142 Wilsos Way, Milpius, Ca 95035
Dave Commet!, Carts Fragier, Mare Hanna, Carey Skinner, Fred Tiowm,
Chip Wertenberger

Br. David Harrisom (217 South High Street, Harrisonburg, VA X2B8010)
Justin Loe

Mr. Robert Heinlein (P.0. Box 1262, Piscatsway, NJ (8853)
Ban Dolon
Mr. Bdward Linda (211 Buffalo Street, Fultan, NY 13068)

Dol Gover, David Hemderson, Mickas Henderson, Ken Weover,
Charles Wellman

Mr, Kelch Marin (108 Mesdow Lane, Laficetne, LA TOS06)
Richard Hudsan, Andy Maly, Jude Margn

Mr, Dale Miles {521 2nd Aveswse NE. Minot, NI 38701
Warren Howell, Roxr Pilvom

Mr. Desn Mitchell (47 Alrpon View Drive, Hollywood, MD 20636)
Bob MeNamara

Mr., Dan Murray (1410 Bucknell Read, Wilmingon, DE 19803)
Jim Conegma, Mike Smigk, James Tirpin

Mr. Bagene Murrell {1114 Sumford Avesoe, Bwion Rouge, La T0808)
Lew Eilers, Jokm Grbble, Andrew Jackson, Fomer Mamn, Michas!
Markerne, Mickar! Swrmaan, Robert Fan der Berg, Mitch Williamr

Mr. Mark Mizon (141% Willskire Road, Lyndharst, OH d4124)
Buwir Hall, B Sisler, Dave Sisler, Chris Mexsing, Dan Messtna,
Warren Wawrosch

M. Kurt Nordgoest {1815 East 44th Sweel, Ashiabula, O 4]
Rotwrrt Callahan, Moberr Jorson, Mo Boceo, Edwand Schroedsr

Mr. Frank Cliver (3032 Minckell Drive, Wichit, KS 67210
Michae! Fetvar, Thomar Kevser, Terry Riright

Mr. Robect Ocf {1166 Eaxt Alexander Avenve, San Bernardima, CA

S2alx)
Arthur Douglar, LR, Fulterighe

Hayne Palmer (%46-3 Falls Creek Lane, Charlome, NC 15209
Geary Armenrrout, Jog Herrick, Saff Kendall, Sam King, Doug Mamon,
Don Trser, Ray Risdorm

M. Nen Sakder {7777 Willow Poise Drive, Falls Charch, W& 220423
Mike Black, Dowy Burke, Tom MeCorry, Hugh MeLindon, Jim Myska

Mr, Seven Swann (PO, Box 174, Hanford, 5D 5M33)
Bwrr Ceifford, Bewmie Hegdalh, Heath Pringle, Bruce Rinehart, Markere
Summnerside, John Swann

Mr. Mike Thompsan (807 North Ridge Drive, Omahs, NE 62112)
Jeff Fisher, Alan Rousteau, Tom Tonfum

Mr. Rick Troha (4485 Oak Circle, North Olmssed, OH 44070
dew fipnmg under Mark Nizon

Mr. Eric Wesas (3301 North Winslow Drive, Tucson, AZ 85715)
Jahn Basy, Seor Jacksor, Dan Whigfeld

PRICES
DROP

Those fans of ASL who have yet to experience
the joys of the Defuze version of this popular
game system might be interested to learn that
the retail price of each of these modules—
STREETS OF FIRE and HEDGEROW HELL—
have been dropped to $20.00. Given all the
challenge of the scenarios, the beauty of the map-
boards, and the information found on the AFV
cards in these titles, this is a rare bargain. After
three printings, no more are planned for these
ASL modules; once current stocks are depleted,
you won't be able to find either again. If your
local store doesn’t have these, they may be
ordered direct from The Avalon Hill Game
Company (4517 Harford Road, Baltimore, MD
21214) at the price quoted above. Please add
10% shipping and handling {20% for Canadian
orders; 30% for overseas orders), Maryland
residents please add 5% state sales tax, For faster
service, with use of a major credit card, you may
wish to take advantage of our toll-free number
[1-800-999-3222] in placing your order.

HOW TO ENJOY
AN ASL
TOURNAMENT

By Mark Nixon

In the 1989 ASL Annual there appeared a brief
article by Jon Mishcon which offered some excel-
lent advice on “How to Win an ASL Tournament”'.
Jon wisely recommends that the gamer aim to reach
ome of the four top spots, as first place is a bit much
to expect every time out. All is well and good with
this, but what about the rest of the pack? What do
the rest of us losers have to look forward to in such
a tournament? My contention is that you don't have
to win to have a good time—and having a good time
is the #1 attraction of wargaming, particularly ASL.
Knowing Jon, I imagine he would agree with that
statement as well had I given him the opportunity
to address the matter. What follows here, with
tongue firmly planted in cheek, is a bit of home-
grown wisdom on having & fun time at your next
ASL tournament.

It's true enough that one of the greatest rewards
of watching tournament play of the “*pros"" lies in
the basic thrill of experiencing expert play, of see-
ing the game played at its best. Where better to pick
up some free pointers? But the best place for some
free laughs is to watch, or better still participate in,
some of the less-than-expert play. Believe me, this
is the voice of experience from one who has con-
tributed his fair share to the mirth. There is noth-
ing funnier than some bonehead move resulting in
a stack of totally-trashed dudes, blasted bevond all
recognition into an unidentifiable mass of conscripts,
wound counters and other semi-useless riff-raff, all
at the whim of the ELR reduction rate, But, after
all, that same bonehead move on another occasion
might win the day for you, Of course, we all know
from experience that the most bizarre events ssem
to happen at the oddest of times; so what better way
to enjoy some truly bewildering events than to
witness two wter-pros go at it?

Point-by-point, let's take a look from the other
side at Jon's eight headings:

1) Don't bother reading the rules. If you've ever
played against one of those **pros’’, you've proba-
bly noticed they spend most of the game telling you
the things vou can't do, Hey, if reading the rules
is only going to teach me what I can'’t do, then [
don't need it! [ want to get away with as much as
possible without suffering a guilty conscience. Let
the other guy worry about what I'm doing. He'll
likely suffer a nervous breakdown if he truly intends
to watch every move I will pull on him. How could
anyone ever hope (o catch all the abuse my style
of play puts these rules through? As for reading
about odd vehicles, there is an obvious line to use
about those scenario designers who delight in such
“odd’” vehicles . . . but let's not get ugly herel

2) Don't play those published scenarios. [ know
the people who helped playtest and balance them.
I worry about it, especially late at night. 1 lose a
lot of sleep. (**Tag-team with the Sislers™ —really
now!)

3) “*Be prepared to lose?'" Very sound advice 1o
watch the winners play. True, you may learn a lot
by looking over the shoulder of Bill Conner as he
pulls yet another victory out of his hat. But, after
all, “*Fish'" has plenty of room under his hat for
victories, as there is little else occupying that space
between the hat and his skull. But . . . forget about
learning anything by peering over his shoulder as
he pulls out victories. You can learn a great deal
maore by peeking into his wallet to see if he will be
able to pull out enough money to buy the pizza later
o,

BEEREEN————



4] If your goal is to reach the “'top four'' in a
joamament, [ have to seriously question your moti-
wiion in reading thess words. You should be read-
et ariee nsteen. 1o, oy aenve e | CHRONOLOGY OF WAR
med line 5o I*Il know who to avoid at the next tour- The Scenario Surv
nament? I've run into some real buzzsaws at the last s . L .
fiew comventions. 1 could probably run copies of the To date_. some 146 “‘official"* scenarios (including those printed herein) have h::aen. Ipuh]i,shed by
listand turn a fast dollar selling them, Hmmm | . . Avalon Hill for ADVANCED .S:QUAP LEADER, To act as a checklist, the f_‘nl]arw:ng is gumph_:f.:
%) “Listen to your body?'* More sound advice, ]_lstlng of these—hy _dub&, location, utJ.i_:. number and combatants, By spending a few minutes with
| this ime regarding diet—especially profound com- it, ?l;.!laj-'m‘ ca.u_readﬂy spot any scenario that may :jz.ul with a particular campaign, region or p:uPIn:
| ing # it does from Dr. Mishcon, Although I he is interested in, The survey can even be used to give an ASL tournament a unified theme or provide
| wiildn't g0 5o far as to actually *listen’” to my body the basis for a *‘campaign’’ of scenarios.
| beck, my ear doesn't even reach the parts I'm most Date Location Tithe Mumber Combatanis
concerned with), Jon wisely tells us to aveld 4 I Sep 1636 S S e o :'M.h
excessive intake of evil things such as junk food and —  § 29 sepe 1930 pw""! . Palatd Age-Dld Foos ASL-50 | Russian vs Polish
‘ ¢offee. [ concur; what vou want is Jack Daniels. | 300Now 1939 Euhme, Finlied The Borders: are Bumning BR-A10  Russlan ve Finmish
Profiahly a fifth will do very well for the weekend, j ;“D’:;"‘I;::Q :J':’"Dh“""-éif:‘d" S;‘;‘Dm“““ :‘:':;f g:"':“‘“ vE Ei““i’:
githough & couple of six-packs are good to fillin ) o L5 o 3 : AL YA TR
2 g April 1940 Elverum, Marway The Gauntlet ASL-d4 German ws Norwegian
r the lnte-afternoon and early evening hours, since ./ | May 1540 Witry, Belgiim Toujours 1 Auduce ASL-48  German va Belgian
you will be staying up all night to get in as many :’ 10 May 1540 _Eumﬂplhnl. B the: Peal ASL-49  Cerman v Duich
itoss i possibie, (You're bound to win one soomer o "m‘é’}ﬁ Briedgen, I‘..'-elglum o e ASCAG | Gorman v Belglan
* or later, but the key here is that you'll be having | | 23 mMay 1540 Boulogne, France Stand Fast the Guards W-A15  Cerman vs British
fum; never mind that you may never remember it.) | Hﬁ:ly 1540 E!H;‘ France TEH Crux of Calais @-A22  Cerman v British
i i « | T Feb 1941 i ‘Sal=h, I.M‘i Arrendiamo ASL-38  [talian vs British
! Wﬂlkﬂgkﬂﬂ :;‘H 'T'" f“'s'ﬁkd l}r the end of “‘;h 4 | oMt 1541 scintes, Atbarin osnssery. Hill A4 ||| iadlae v e
fgame, 50 take that long walk Jon recommends 31 March 1991 Mersa el Brega, Libyn Turning the Tables ASL-3 | Cerman vi Bricish
between matches. That will give you the opportu- ./ | 7 april 15841 Drerna, Libyn Escnpe from Derna ASL-38  Crerman ve Britlah
gy o pick up a couple more six-packs, and maybe ~ | @ April 1841 Alibunnra, Yugoslavia Rude Awakening ASL-4T  Crerman ve Yugoslav
another fifth if things are really going down the ~ 20 May 1941 Kassell, Crete Revenge a1 Eastelli ASL45  Cerman vs Greek
. < 41 Maleme, Crete Tavronitis Bi-Al Carman vs British
| dumper, You will probably work up a healthy sweat ,}ﬁ 1641 pMalens, Crete ‘Bafurs n.faﬂ.:p Al German ve British
{ lugging it all back to the tournament site. By the - § 20 Muy 1941 Maleme, Crete Descent into Hell B9-A}  German ve British
[ time you sit down for the next round, you will be :: 22 fune !31 Elnhimkli. Russin Red Prckets ASL-S German vi Russlan
{ i i opponent wi 4 Jume 1941 Fijmi, Lithuania A New Kimd of Foe ASL-34  German vs Russian/Partisan
f:ﬁ:rp:nwm“;ﬁycm :}ggh;ﬁycm wil 3 25 June 1941 Bres-Litovsk, Rusala The Citadel ASL-10  German vs Russian
! ) 238 Tuns 1941 Rasednial, Lithusnia First Cridia ar A0 North OEM-M  German va Russian
6 Ton is absolutely correct about DY Os, and [ 3 July 1941 Lipki, Russin Lan Leviathans GEN-0  German vs Russian
won't even make jokes about this one, This is the ¢ § 11 TlTIBALCShEloy, Russis Shklow's Labars Lost GEM-T4  German vs Russian
; " - 3 12 Tuly 1541 Giomel, Russin Timeshenka's Atteck GEM-G1  German va Rusalan
idesl medium to learn the mt.h about tslu:tlr.:s. What o 12 Aug 1941 Yasnayn Polyans, Russia Bridge 10 Nowhers ASL-54  lualian vs Russian
beiter way to expose our misconceptions than to vl 17 aug 1941 Panikave, Russia Slamming of the Doar HO-AT German va Russian
yunk from us the security of a professionally- '; 2 Sept 1941 Terijokd, P::nd Fighting Withdrawal ASL-1 Finmlsh v5 Russian
| baleneed scenario and force upon us a situation of /14 Nov 1881 Pelpek, Ru The Hedgehag of Plepsk GEN-D  Cerman v Russlan
f b 1 s : o 19 Mo 1541 Gabr Salah, I.ﬂ:'yl Balrin' Charios ASL-35 Cerman va British
| aur own making? It's like living out your night- 000 iast Bir ol Gubi, Libya Half & Chance ASL-56  ltalian vs British
| hars, Here, in the DYO, experience will really . § 23 5ov 1961 Sidi Rezegh, Litya Paint of No Retrn ASL-41  German vs British
| pay off and the novice will be left in a sorry state, 23 Nov 1941 Sidi Rezegh, Libya Sunday of the Dead GEN-G%  German vs British
| vitim of his own unfortunate purchases. But guess gg‘“’ lm}m ;:“'“‘k Russin i . Ditiolia m’m E:IWM'" "“P::ﬂ
what? It is the ideal environment to learn the game TE e FEingg, Dlance At gy i
, e % = 2 oo B 13 Jupe 1942 Tobruk, Libya Kahmsin ASLAT  'German vs British
| '.‘ that novice will Plﬂk it up quwk ':“ngh' 1 B 24 Tuly 1942 Rosioy, Russin Penetration of Rosiow SO-A LT Cpermian va Russlan
| believe a fair share of future tournament play should  ~'§ 28 July 1942 Rostoy, Russia Storming the Factary DASL-2  Geerman va Rusalan
bebased on DY encounters, Be looking for them, < | 22 Aug 1942 lschbuchenskiy, Russia Egvedn’ B-AIZ  Dalian vs Russian
T Despite what Jon says, plan on winning in one- : T RA A 1 Bkt Rl T Rlgat of the Wimin ARER | kAl . Rinaia
5 . F F & Oct 1942 Stalingrad, Russia The Guards Counteratiack QEM-A Crerman vs Russian
third of the allowed time. In a six-turn scenario, you | §0ce 1942 Stalingrad, Russia The Tractar Works GEN-B  German vs Russian
should shoot for a win on Turn 2. If unsuccessful, < | & Oce 1942 Stalingrad, Russla The Streets of Stalingrad GEN-C  German va Russian
you can still use Plan B and go for a win in two ¥ "l‘?ﬂ:; ]T;iz ;:::]I_:nn:ﬂ- xu!a Eimttistﬁk;“ - Ei;br.a-:- Cerman va xwiu
& P A 5 13 W L pprad, SR ne T, oo Gy Cerman vs s5ian
- JarCe; :hmi ;f you stil haven't wra : -?hul:!' v | 12 Oct 1942 Sialingrad, Russia Blood & Cuts HASL:2 | German vs Russian
{ = J9H 01 ke Lhe last two TS 10 Iy AgAin. TAUS. . BUESIERIME g S Berserk! DASL-2  German vs Russian
instead of one chance to win in six turns, you now o | 35 Oce 1942 Stnlingrad, Russia Bread Factory ¥ HASL-3  Cerman v Rusglan
| have three chances, Ithink Bob Medrow could pro-  « iﬁ Oct 1942 Stnlingrad, Russia Te the Rescue HASL-4  Cerman ve Russian
: H o 7 Oet 1942 Stalingrad, Russia Guryev's Headquarters DASL-1 German vs Russian
et e ] S ot T
: v 11 Mov 1542 Stalingrad. Russia The: Last Bid HASL-5  CGerman va Russlan
| 1o win and one chance o win means that ¥ou can ﬁmtm Stnlingrad, ‘Rusaia w*“r HASLS ' GCerman va Russlan
expect to win three times as often as the schmuck ﬁ 5 Des 15942 | Stalingrad, Russia The Red House: HASL-7  Crsman vi Russian
who continues to use all six turns to try only once 7 127an 1343 Leningrad, Rusiia The Paw of the Tiger GEN-F - German ve Russian
for a win, Unfortunately, as the Annual is only 64 .‘: f:: :ﬁ :.E,:::f LE.‘::{,',W,““““ ;’;ﬁsmm Anitoelud Eflﬂ mﬁm.m." b ?.:::'m
ol n ve a0
pages long, we don't actually have the space for Dr. o §oa mep 1o Beanichiia; Riisals Binck 10 Schaol B9-DA | German ve Russian
Medrow (o explain all this. Just don't get carried < | 15 Feb 1943 :,: Bow i, Tunisia Counterstisck, Sidi Bou Zid  90-A20 German vs American
in i uarter otted t S 1T ey ta, Tomisla Sheitla Probe. SO-ALR German vs American
mmﬂ'::dlw D win In one-g h:j: all hr;tnlt + N 26 Feb 1943 Meadjez el Bab, Tunisin Fart McGregor ASL-4)  German :: British
on says, ""When you're hot, you're hot!"" o | 22 Morch 1943 Wadi Zi , Tandsi A Brid Too Wi ASL-4]1  Oerman vs British
Soyou mﬂwwﬁ Dnrnp!ila.'in abnt ﬂ.,yc dice. Even Y[ 20 H;:I 1543 mﬂ."ﬁmmn i mrmmg“mﬁr mmm ::;u. ASL-51  [Dalian \-:‘E-Ti:i::
s ovrybing b ging your way, you shouid | TR Gt | MRt | B G R
cover any future turn for the worse with comments | 1o july 1943 Symeuse, Ty & High Price i Fay i s
[ gach 85 '] know this won't last”; or "*Oh nuts, I ¥ | 11 July 1943 Palma d'Moneechioro, laly  Retrsbution ASL-53  lialian vs Amecican
“Hd that snake ! IFT L 16 July 1943 Parte Empedacle, ltaly Recon in Force GEMN-GR  GermandTualisn ve American
= i f}rc! ?:I'.I AR 3 MIRER - | « B 31 July 1943 Regalbino, Daly Regalbuto Ridgs S-Ald Ceerman vs British
ind my favorite, " You'll start getting your rolls 7 R g saas e, tiily Ale 8 Cesdrel AT 101 O i s
| soom, because the odds are really stacking up in your ' | {3 Aug 1943 Kharkov, Rus Tracanian Meass DASL-6  German vs Russi
- o Bl o R Enime
| 9 Sept 1543 Paestam, Teal Be he Blue Besch H-Ad Cherman v Americ:
I hope Jon and Joe come to Baltimore in 1991, ~ [ 1p ;..F;.-: 1943 nm":u];n 4 Tmz fnr“l:mu ASL-57 rmm,:: b |=:|I1:rnm
| and that we all get to play in their tournament. [ ;:,r 11 Sept 1941 Persano, laty Huolding the Rear B3-S Cerman vs American
. 14 Sept 1943 Salerno, lmly R’ Smonghold GEN-T3  Oerman va Anserican
| sived e o wm,mdf? there to do so, for there ., Wiy ellisclf 7 Gine. i Rachi Ridge ASL-3%  German va Briish
| are no better scenario designers—and tournament ./} 12 jan 1944 Hanhe, Biditi Bimbk it Gk ASEat ||| e S
scenarios are their forte. And if you will all juse 30 Jan 1944 Cisterna, ltaly Six Came Back GEN-GS  German vs American
follow my advice above, I'll be glad to sit across Y 14 Feb 1944 Novaya Buods, Russia Lirde Stalingrad DASL-5  German vs Russian
the table from you.

._._




64

o
Dute Lascution Title Number Combatants
d Feb-April 1544 Anzie, Taly Car atd Maowse . S0-A19 - German ve Armericsn
_:l' 26 March 1944 - Plateayg Glieres, Froce Contest in the Chouds W-AZ3 - German ve Panisan
11 Wiay 194 Santn Maria Infante, Haly Taking the Lefi Tid ASL-G German ve American
I 20 May 114 Bessarabin, Russin Sylvan Death ASL-33 Cerman vs Parisan
A8 & April 1544 Buchach, Russin Hube's Pocket GEN-G Oerman vs Ruasian
) 6 June 1544 La Fierre, France L& Manair h ASL-13 German vs .l'q.:l'!'hﬂ'inm
S 6 June 15944 Foucarville, France Silence That Dun ABL-14 German vs American
4 | 6lune 1944 Ste, Mere-Eglise, France Last O COABLALT o Oerman ve American
.+ @ 6 June 1544 Newville-ay-Plain, France The Raosdblock -ASL-18  German vs American
« 6 June 1544 Pont-du-Hoe, Frapce Backs 10 the Sea ASL-19 German vs American
4 Q6 June 1544 Copenhagen, Denmark The Globuas Raid ASL-29 Cerman vs Partisan
L 6 June 1924 Chel-<lu-Font, France Tavin Take OEN-T]1  Oerman ve American
ST June 1944 Ste, here-Eglise. France Confusion Retgns ASLA1T Cerman vi American
YT June 154 Ls Fierre, France Mo Bemer Spot 1o Die ASL-16 - Geeman ve American
4 7 Jane 1944 Tulle, France The Liheration of Tulle ASL-27  German vs Pamison
A 8 June 15944 Font ' Abbe, Prapce Defiance on Hill 30 ASL-11  German vs American
4 & Jane 15044 St, Come-du-Moeid, Prunos Trapped! ASL-15 German ve American
< & June 1524 Le Cnmbe, France Baying the Form DASL-14 German vs Ametican
“ | B June 1524 Cresgenssc, France The Price of Imputience B9-Af Oerman vs Partisan
) B June 1944 Tulle, France L'Beole Mormake B9-D1 Crmadn vs Partisan
< 14 fune f44 Villers-Bocage, France The laland Co0-D4 o German ve Briglsh
W 16 June (944 Lzs Foulons, France Repalsed DASL-12 German vs American
i 28 June 1944 Lepel, Russia The Puma Prowls OEN-TZ OGecrman vs Russian
1'. 0 June 144 Bobrulak, Russin Breakiug -1 German ve Russlan
1 July 1944 Minsk, Russin : Hill 621 GEN-E~ German v Russian
vl B Tuly 1944 Pant Herbert, France Ripe Pickings =~ DASL-11  Oerman vs American
“ § 10 July 1584 Haut Vents, Frunce King of the Hill DASL-1E - Gérman ve American
¥ i1 Fuly 1544 Dufayel, France Clay Pigeons DASL-16 Qerman vs American
4 11 July 1944 5, Jean-de-Daye, France They're Comingl DASL-1T  Oerman ve Amefican
o 18 July 1544 La Luzerne, France Bagged Dawn DASL-13  German ve American
< I 27 Buly 1944 Le Lorey, France - Barkmann's Camner DASL-15  German ve American
A § 6 Aog 1544 Wala Mmﬂhq Poland Counterastack, Vistuls 90-AZ | German vs Russian
4 ] 12 Aug 1944 Warsaw, Poland The Old Town - ASL-31  German vs Partisan
I 16 Aug 1944 Oatrovies, Polood Preparing the Way DASL-9  Oerman vs Russian
IR 17 Aug 1944 Palesnik, Yugeslavia The Cossacks are Coming ABL-33  Crowl'German va Partican
< § 23 Aug 1944 Curmes, France The Canpes Strangpaint GEMN-K  German ve American
A} 12 Sept 1544 Warsaw, Poland [rash for the Bridge ASLSY - German vi Rusgian
o 8 Sept 1044 v Midalghs Massacre - CBS-AQ German vs Mﬂn
o § H0 Sept 1944 Hiimegen. Holland Cavin's m = ASL-25 - Geeman ve American -
S II Sepi 1544 Warsaw, Paland The Crerninkow Dndgd‘l.u.d ASL-3 German vs Ru:ulm?m'hun.
J 10 Dt 15484 Radeyemin, Poland Soddiers ol Destruciion OEN-N Derman vs Russian
Q11 oo 1944 Bardenburg, Germamny Tanks |n the Streets ASL-26  dierman vi American
< 17 Oct 1544 Anchen, Germany Amang ths Ruins CASLAT ﬂm\l#_wﬂﬁ_p :
Sf B oc 1944 Anchen, Cermany Kurhaus Clash ASL-22 . Geeman vs Amecican
& Nov 1944 Vie-sur-Seille, Fraoos Firat Actian - GEN-GH  Ourman v& Amosfean
S o Do 1844 Singling, France Lase Act in Lorraine GEM-GGZ  German vs American
TN OA D 1944 Singling, France Last Act in Lorraine 11 A9-D2 German vs American
«+ 8 16 Dec 14 Buchhale, Oermany Buchhalz Station OEN-I Cecman vs American
18 Dec 1944 Wiltz, Belgium The Road 10 Wilte . GEN-P - Qerman vs American e
12 Dec 194 Cheneux, Belgiom Rocket's Red Glare CEN-G6 = Oerman vs American -
<) 25 Dec 1944 Champs, m Unider the Moel Trees ASL-23  Ceeman ve Ametican
< I 3 Fan 1943 Loagehamps, Belgium Thie Mad Misure ABL-14  German ve American
13 Jan 1545 Budapest, Hungary Ta the Last Man DASL-A  German vi Ruasian
4 14 Jap 1945 Bitche, Germany The Biche Saliend GEMN-] German vs American
< B 17 Jan 1945 Warsaw, Paland Ta the Square. ASLSE - Qerman ve Russinn
J 20 Jan 1945 5t. Jooat, Hollaod Cold Crocodiles 90-A25 . Qerman va British
9 Feb 1945 Hennebant, Franos The Forgotten Frong GEN-03 Bmﬂm
J | 11 Feb 1945 Manila, the Philippines [ndumsaie War H0-[5 Japaness vs American
14 March 1945 St Goar, Germany The St Ceoar Assanll GEM-0  German ve American
o [ 6 Apeil 1545 Hindorf, Gesmany Hitdorf on the Rhdoe l.‘.'rE\-L, German ve American
4 1% April 1945 Muncheberg, Germany The Agony of Doom - . fierman va Russian
<) 2R April 1945 Berlin, Germany The Final Battle '_'mll:f German vs Russisn
o | 3 May 1945 Berlin, Cermany The Fugitives ASL-# - Oecman ve Bussan
Date: The shbrevintons used far the moaths sheald be recognizahle to most readers; but for those confused by these: Jan =January,
Eeb=Fehnuary, Aug=August, Sept=September, Oct =COctober, Nov =Movember, and Dec = December,
Location: Many of the scenarios place the action ' 'near’’ a city or town, To simplify matters, aod since this column s meant menely
1o place the scesario within the conbext of the war, we have noled e mos recogalzable geographss locatbon mentioesd i the hisorical
COMMENLArY.
Mumber: All scenarios listed have appeared either in the modules (denoted by the prefix ASL, DASL or HASL) or in the pages
of The GENERAL {denoted by the prefix GEM) or the AL Amawal (as indicated by the prefix 89 or 900, To facther specily:
Modules:
Scecarios ASL-1 through ASL-10: BEYOND VALOR
Scenarios ASL-11 through ASL-1% PARATROODFER
Scennrios ASL-19 through ASL-26: YANKS
Scenarios ASL-2T through ASL-14; PARTISAN!
Scenarios ASL-35 through ASL-42: WEST OF ALAMEIN
Scenarios ASL-43 through ASL-30: THE LAST HURKAH
Scennrios ASL-51 through ASL-58: HOLLOW LEGIONS
Scenarios DASL-1 through DASL-10: STREETS OF FIRE
Scenarios [DASL-11 through DASL-18; HEDGEROW HELL
Scenarias HASL-1 through HASL-7: EED BARRICADES
Mugurine: (all have appeared in issuwes from Vol. 22, Noo 6 o date)
Scenurios GEN-A through GEN-0: Revisions of scenarios onginally published for the 5L system
Scenartos GEN-G1 theough GEN-GI10: New scenarios designed for the ASL system
Scenarins GEN-T1 through GEN-T4: Tournamens scenarics from ORIGINS "BT
| Scenarios DASL-A: The only supplemental scenario published thus far in DASL format
Annuaael: (thai"s this—second of the series)
Scemurios B9-A] through B9-A12: New ABL scenariod designed for the ASE Anmuel ‘59
Scemarios B9-D through B9-D3: Mew DASL scenarios designed for the ASL Arnawal 8%
Scenaries S-Al3 through 90-A25: Mew ASL scenarios desigmed for the ASL Amamal S0
Scenarios S0-IM through S0-Di: Mew DASL scenarios deaigned for the ASL Ardpal 90
Combatanis: This information has been provided so thar readers can dererming which countermix may be necessary o ploy the
wocnarse, Note el the Ay Miners encompass Hungarian, Bulgarian and Humanian units, and that the Allied Minors encompass
Palish, Morwegian, Duich, Belgian, Yugoslay and Greek units. Note also that all Commoowealth unils are lisied as British.
-

FORWARD
OBSERVER

To bring this issue to a close, | wanted to again
give readers a briel peek at our doings here at ASL-
GHQ. Despite expectations, and due in large
measure to the selfless efforts of a host of folk, the
pace quickened. RED BARRICADES was released
in January, and has proven popular, A number of
other projects are under consideration or develop-
ment. And, although we fully anticipated a two-vear
effort, the Japanese are ready to leap into the fray.

The long-awaited inclusion of the Japanese, and
the potential for exploring the fighting in the Far
East through new mules and scenarios, comes with
the impending release of CODE OF BUSHIDO,
Four new maphoards—densely cluttered with
woods, streams, marsh, orchards, grainfields—will
serve both for scenarios set in European locales,
and in Asian. Through new terrain rules convert-
ing familiar features into the likes of jungle, swamp,
palm grove, bamboo and kunai grass, any of the
maphoards of ASL can readily reflect the close-in
nature of the war betwesn the Japanese and the
Allies. Further, several large overlays will provide
scenario-specific terrain, Also in the new module
will be, of course, the full Japanese OB, along with
rules and equipment notes for use, Whether play-
ing with or against the Japanese, we promise you
an unique experience, The rules will encompass healf
(G1.-G10.) of what will eventually comprise the
chapter on the Pacific Theater (the other half will
see release with GUNG HO, which will bring the
US Marines and Chinese into the system), And, of
course, eight scenarios pitting the Japanese against
the forces of America, Great Britain, Australia and
Soviet Russia round out the evemt. CODE OF
BUSHIDO, like WEST OF ALAMEIN, opens new
vistas for the gamer who has taken the time to master
this most intricate and comprehensive of tactical
simulations,

Upon the release of OODE OF BUSHIDO, and
continuing the intensive research effort we've under-
taken for this, Bob McNamara will be laboring on
GUNG HO. As HOLLOW LEGIONS was for WEST
OF ALAMEIN, it will be a complement to this year’'s
release. Eight scenarios will feature the actions of
the Chinese and of the U.5. Marines in their struggle
against the Japanese. Chapter G will be completed
with the extensive rules for simulating beach land-
ings. Two new mapboards, and more overlays, will
be included. So, before you've even shaken the
Morth African sand out of your boots, you'll be able
t slog across the beaches of Iwo Jima and Tarawa.
Or across the hills and rice paddies of China, if that’s
mare to your taste, A Summer "91 release is planned
for GUNG HO,

As T stated earlier, with the exception of the
scenarios, I've already got next year's ASL Annual
in hand, Besides the aforementioned campaign game
for SL fans, there is an in-depth analysis of the
scenarios of LAST HURRAH by Mark Nixon, an
intriguing replay of RED BARRICADES by Charlie
Kibler and friends, a couple of fine articles on minor
combatants by Charles Markuss, and a few other
“‘goodies’",

S0, what won't fans of ADVANCED SQUAD
LEADER see this coming year? Well, you won’t see
the French, nor the Axis/Allied Minor vehicles and
guns. You won't see o PBM system. Nor an all-
inclusive set of rules for devising Campaign Games.
You won't see any further DELUKE ASL modules.
But [ suspect that, with CODE OF BUSHIDC and
the scenarios found in this Amnwal and The
GENERAL, players won't lack for something to do.
And 1991 should prove even more exciting.

Rex A, Martin
May 1990






