


THE COMMISSAR’S HOUSE

[

HISTORICAL ASL Scenario A2

Behind the BARRIKADY, 9 November 1942: It was incvitable, | suppose
Given the wonderfully accurate maps of RED BARRICADES, a group of long-
time playtesters could not resist the challenge of adapling the one ASL sce-
nario (#4) s€l in the arca to that format, Their efforts resulted in this, the sec-
ond version, of the popular scenario found in BEYOND VALOR (the first
module released for the sysiem). Although the OBs and situation have not
been dramatically altered, players will find that this version has a distinetly
different pace than the original due to the terrain. As to the guestion of which
may be “better”, it appears to be a matter of individual taste—for certuinly
both are challenging to play.

BOARD CONFIGURATION:

A
N

- BAI‘ANCE: Unly ihene heses
VICTORY CONDITIONS: The Russians win if they have un unbroken ¥ All Russian occupants of building BB1§ are Fanatic nsmbered § 13
squad (or equivalent) in either building X9 or BB18 at game end while within i1, as if it were a Factory. arr an play
. & Exiend Game Length 1o 9.5 Tums.
TURN RECORD CHART
W RUSSIAN Sets Up First [229]
1/2(3(4|5|6|7)|8 END
#F GERMAN Moves First [328]

Remnants of the 118th RifNe Regiment [ELR: 3] set up east of the Perimeter (see S5R2): {SAN: 6)
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(see S5R2): [SAN: 3]

Elements of Panzerpionier Bataillon 50 and remnoants of Infanterie Regiment 577 [ELR: see SSR6] set up west of the Perimeter
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SPECIAL RULES:

1. All RB S5R (found on the back of scenario RBS) are in effect,

2. The Perimeter is defined as running along the following roads: V-V 1-V4-
VEVO-WIS-W21-Y21-Y23.

X All Locations of building BBIE are Fontified. Within seven hexes, inclu-
sive, of any hex of building BR1E, the Russian player has Maximum (Level
A) Booby Trap capability.

4. The Ruossian may use HIP for three squads (and all SMC/SW that stack
with them).

5. Kindling is NA [or the Russian player.

6. The German 8-3-B (or equivalent HS) have an ELR of “5"; all other Ger-
man units begin play with an ELR of 4",

AFTERMATH: The veteran pionesrs of Major Rettenmaier had never seen a bantle the
equal of that for the "Red House”, Although 18 wene killed by o booby-trap even before
the attack began, one of the enemy sirongpolnte—the “Chemist's Shop™—[fell casily,
However, the "Commissar’s House™ proved 1o be a veritable deathtrap, The red brick
structure bad been tumed into a fonress with every opening clogged with debrs, leaving
the Russian defenders with barely visible peep-holes through which they fired with
deadly accuracy. Even after the Germans broke into the building, the Russians refused
o surrender—nesisting from the cellar, Only sstchel charges and cans of petrol brought
a fery end o the valiant defenders of the Commivsar’s House. The victory had been
pyrhic, however. The assauklt engineers who feached the shore were decimatled. Within
four days, the elite banalion had lost a third of its streogth and the remmant was with-
drawn o form a more effective combat group lor the assaults sl o come




ASL

The Avalon Hill Game Company's ASL Annual ks devotad
o the presamtation ol autharitative articles and tested acenarios
for the SOUAD LEADER and ADVANCED SOUAD LEADER
, game syslems, wargaming's pramier tactical simuialion, Such
' arficies encompass, but am nat lmited 1o, the stratogy, 1actics,
variation, the design and historical background of the SLASL
Wmmummmmm Annuel is putdished by
I dwadon HEl game Company (4517 Harford Aoad, Balimora,
MD 21214, USA) sobely for the edification of the serious
SLMEL alicienade in the hopes of iImproving the player's peoli-
clancy and broadaning his enjoyman of the game.

Whila most of the matarial in tha ASL Annual 8 solicied by
tha adibar, anicles lrem the geraral readership am considenad
for publication af tha decration of the ASL stall, Submited ani-
cles shoukl be typewritton, double-spacad, and embrace tha
tanets of common English usage. Thare Is na limil on word
length. liustrations for consideration should ba
naatly done In ink, and ba paied with a hex-by-hax or unil-by-
unit ksting, P?muﬂmmmupﬂmmmumm
len on the back. Rejectad materials will be raturnad 1a the
auther whenever possisle and whenaver accompanied by a
SASE, Ppolential authors ane advised that acoaplad matesial
becames the soée propery of The Avalon Hill Game Company
pan pubBcation, Far furthar infarmation, write 1o Flax A Martin,
oo Awadan HIlL

Of interast also to the ASL butl would ba Avalen Hill's bi-
manthly pariodical Tha GENEAAL, Daspila ks much broader
fisdd of interas! (namaly, the sntiee Avaion Hill ina of games).
raraly & Esus poes by thal does nol have new matarial oa tha
ASL gystam. Mallings are made close % the end of February,
Apiil, Juna, August, September and November, Ore-year sub-
scripfions &re $15.00; wo-year subscriptions are £24.00. Paid
Boveriising is nol accephed, bul rows ol impoitance ¥ the gam-
Ing cammunity is salicled, Convaniion announcemants musl
be received &l ast slx months in advance and conlain inlor-
maticn perlaining 1o any Avalon Hib thles far which events will
be offared,

The Avalon HE Game Company is a division of Monarch
Avalon Indusiries, Inc. Tha shares af Manarch-Avalon are
raded on 1he NASDAD Systam under the symial HAHI For
furiker information about the company, wrila tha Execulive
Offices {address aboval,

MAMAGING EDITOR: Hax A, Martin
ASLUDASL/HASL SCENARIO DESIGN: Roberl Banazic,
Adrian Calchpole, Pat Jonke, Chares Kibsar, Rax Martin, Brian

Manuzas, Rober Mchamara, Steven Swann, Rick Treha .
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AUSTRALIA: Jecko Games Lid, {Victeria) 555-1022; BEL-
GILM: SPAL Prolude (32 Ave. de Teruuren, Box 32, 1040

Bruxlles); CAMADA: Andromada (Taronto) 5B2-8381, E&K PIGI-PIGI 33
| | Keovger (Scamorough) 752-4382, L' Avenir (Montreal) 341-
1561, TD Impons East (Cambridge) 623-5282, TD Imports Reference Notes for ASL By Steven Swann

1 Wast (Calgary) 252-2006; FINLAND: FantaslapeR Tudser Oy
{Vantaa) B72-5050; FRANCE: Jaux Aciuels [Calliguel) 3226-
2257, Jeux Descanas (Paris) 4848-4020; GERMANY: Das
Spiel (Hambaeg) D44-8687, Games in (Munich) 523-4868, Wah

der Speil (Frankfurl) 380-B088; GREAT BRITAIN: T.M. Gamas ) .
o [ o) 277 4170 REELE: P. Hanale Luds THE COMMANDO CAMPAIGN GAME 37
| [Athans) 283-2203; HONG KONG: Wargamas & Compulsrs A New Challenge for 51 PLayers By Rex A. Marnin

[Hing Kng) 417-1587; ITALY: Femanda Ferrad (Verona) 5&0-
00319, Stratedbd (Milang) 295-10317; JAPAN: Post Hobiy
Company (Tokyo] 3351-0471; NETHERLANDS: 998 Gamas
(Amssardam) B44-5794, Caplul Bochs (Amstardam) 625-5537;
MNEW ZEALAND: Blackwood Gayle Lid. (P.O. Bax 28358

Aucklandy; NORWAY; AEH oty :Pi:-:m 0160 Oska 1); THE DOOMED BATTALIONS 53
PORTUGAL: Franta Crl L ha 20, RICO T 4 i
1500, Lisboa): SINGPORE: wm Knsenational (ingapere) The Allied Minors in ASL By Charles Markuss

545-3095 SOUTH AFAICA: Gamma Games Lid, (P.O. Box
2004, Capeiown 8000, Wizards Warehouse (Capetown) 461-

4718; SPAIM: Joc Interracional [Barceona) J45-6565, Nape
Juagos (Madrid) 544-4319; SWEDEN: Target Games AB

ﬂutﬂlmj:slﬁmm an the SOUAD LEADER andior AND HERE WE DAMNED WELL PLAYED ..65
ADVANCED SQUAD LEADEA systoms should be dla- The Playtest of Scenario ASD By Mark Nixon

prammed whare appropriate, Chuestions will nol be arewared
unlpss accompanied by a soll-addreesed and stamped armve-
lopn, Clusestion must b Based on the rules of play (nal histari-
cal of deaign matiams) and on the curant rules editian,
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A Look at the IIFT By John Farris, Jay Kaufman and George Windau




SHOWDOWN AT TUG ARGAN PASS

ASL SCENARIO A39
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BOARD CONFIGURATION:

BALANCE:

TUG ARGAN PASS, SOMALILAND, 11 August 1940: Despite Mussolini's

ination to remain on the defensive in East Africa, the Duke of Aosta, in com-

mind of Italian forces in Ethiopia, believed that his best move would be (o over-

Brilish Somaliland and seal off the French in Djibouti. Somaliland, part Ital-
part British and part French, was the most primitive 300,000 square miles in

Africa, almost totally devoid of resources. Bul Somaliland also comprised the
“*Horn of Africa”, and thus dominated the entrance into the Bed Sea, Britain's
vital life-line to the Middle East. Accordingly, on 3 August, ltalian forces
cromsed the open border from Ethiopia. Splitting into twa columns, the Italians

ck for French Somaliland and for the crucial British port of Berbera, After
ng Hargeisa, o small and undefended British town, on the 5th and then

spending three days converting it into a supply dump, General de Simone, in
command of the main Italian column, resumed the advance, The British, mean-

le, had moved to block the route to Berbera at Tug Argun—where six hills,

each a mile apart, overlooked the winding road, Arriving at the “pass™ on the
11th, de Simone did not hesitate. A heavy artillery barrage was brought down,

then an ltalian brigude was hurled at the first hill, occupied by a company of

Indian infantry,

= >

Add one MMOG to the British OB,

i O y i LT W Add one M11/39 to the Italian OB. LE 52
VICTORY CONDITIONS: The Italians win if, at game end, they Control
hex 23RBS and a majority of the other Level-4-hill hexes.
TURN RECORD CHART
@ BRITISH Seis Up First [90] i
112(3/4|5|6|7|8 END
M ITALIAN Moves First [146]
Elements of the 3/15th Punjab Regiment [ELR: 3] set up on board 25: [SAN: 4]
= - == Foxhole Sangar
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Elements of the Raggruppamento Corazzate Africa Orcier

itale [ELR: 3] enter on Turn 1 along the west edge of board 31: [SAN: 2}
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1. EC are Very Dy, with no wind at stact.

2. All buildings are wooden, All Orchard and Hammada hexes are Crags; all
Scrub hexes are Brush, No roads or bndges exist,

. The British receive one module of 8l+mm OBA with Scarce Ammunition,
which can fire HE and Smoke.

4. The lalians receive one module of |[M+mm OBA (HE and Smoke) with
Plentiful Ammunition, directed by an Offboard Observer at Level (0 in any
west-edge hex secretly recorded price to British setup.

5, The four initial Italian 4-4-75 are Assault Engineers (H1.22),

AFTERMATH: Making use of combined arms but forced to cross open ground, the
Italians managed to take the hill and then hold it against two determined Punjabi coun-
terattacks that day. But assaults launched on two more hills were tumed back by the out-
numbered defenders, who inflicted heavy losses. No further lalian progress was made
that day. Determined o break through to the coast without delay, de Simone ordered
autacks against all British positions the next day, but despite heavy shelling only cne
mare hill was cleared, Three further days of furious fighting saw the British sll in posi-
tien pstride the pass, but by now the threac of being outflonked and overron was too
preal for Genersl Godwin- Austin 10 aceepl, O the 15th, he l.i|__5nu||¢d his \.u.pf'rinr\. in
Cairo that he was withdrawing, and asked for evacoation from Somaliland. Covered by a
rear-guard deawn from the Block Watch and Morthern Rhodesian regiments, the British
force embarked on waiting warships at Berbern for transport to Kenya. The Italians
overran the port on 19 August. But the conquest of British Somaliland had been cosily,
in lives and time, for i Dace, and ultimately, i would prove furke; for within a year,
the entire Ttalian empire in East Africa would be reconguensd,
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CODE OF BUSHIDG has finally filled the largest

| "pap" in the ASL svstem, and has probably been as
. eagerly awaited by hard-core wargamers as Allied

soldiers once awaited reinforcements when fighting
the Japanese, In many respects the orange-gold
counters are unique in ASL; they are a wargamer’s
dream and behave the way we would have all card-
board troops under cur command act—harnd 1o break
md, if used properly, almost unstoppable, They are
tepacious in defense, and in most cases will fight o
the Tast HS or SMC, while the abundance of snipers
causes extreme discomfort and hair loss (usually tom
oo in frustration) to their opponents. But when ASL
giveth with one hand, it taketh back with the other:
the ferocious and mercurial Japanese are even less
controllable than other nationalities in the syvsiem,
thus providing players with many new challenges.
Also welcome in OO are the extra overlays and
miles for the Pacific Theater of Operations, which
makes mosl of the ETO or North Africa terrain scem

© pretty neat and tame in comparison.,

In attempting to review COF, this anicle provides
some hackground information on the Japanese soldier
and, in that process, will try to scotch a few myths
thout his capabilities, tactics, training, weapons and
his treatment of captives, Our understanding of the
UA (Imperial Jupanese Army) and 1IN {Imperial
Japanese MNavy) is not helped by the deanth of English
iranslations of Japanese accounts of World War 2, by
the profound culturel and religious differences that
atill exizt between Japan and the West, nor by the lin-
gerng effects of skillful wanime Allied propaganda
which—together with more recent products of mass-
medin—have so colored our perceptions, Thus, the
Lialian soldier is sill unfairly portrayed as a genial, if
beastful, coward (the butt of jokes among the igno-
mnt}; the German, likewise, as an obese and humor-
fesa moron; and the Jupanese as a savage and unfecl-
ing “inferior being”. During the war, both sides
resoned w crude but effective racist propaganda to
belittle and dehumanize their foe: but the Allies’ ani-
mal imagery was particularly malicious, pervasive
ad long-lastng. As early as January 1941 (ic., be-

SOLDIERS OF THE SUN

i

The Japanese in ASL

By Charles Markuss

fore more vocal Allied “thought-conerol ™ molded ani-
tudes and exploited prejudices even further), the
British C-in-C Far East, Air Chief Marshal Sir Roben
Brooke-Popham, described the Japanese he had
ohserved in China as “varions sub-human species”,
Many memaoirs of Allied soldiers” war expericnces
are littered with similar comments, demonstrating
that even front-line troops are not always more
immune Lo “hate indoctrination” than civilians. Even
the most fattering comments about Japanese courage
and stoicism are interlaced with racist metaphors, the
most printable of which include “robot fanatics™, “the
maost formidable fighting insect in history”, and "sol-
dier-ants™, While such language conveys something
of the understandable emotions of fear and loathing
that the Japanese instilled in their cnemies, this (50
vears later) does nothing o demolish prejudices or
promoete understanding (much less reconciliation))
between former enemies. Although some personal
accounts of warlime experiences describe the Walfen
55 in similar terms, this dehumanization of the
enemy soldier is sull largely reserved for the Japa-
nese,

The causes of the war between Japan and the
Adlies need not be discussed hene, but myths abound
even with respect 1o the Pearl Harbor attack—uwhich
has long epitomized the Japanese o their most “typi-
cal” {i.e., engineering “ungentlemanly” and “unpro-
voked™ assaults on a guiltless victim). In reality, as
recent research shows, the US government knew,
well in advance, what was o befall the United Stnes,
bt chose 1o ignoene the wamings for political reasons;
in the words of one aothor, Americn was “irying Lo
lever Japan into the war”, Roosevelt’s major problem
wis, a5 he himself put it, “how we [the USA] should
maneuver the Japanese into the position of firing the
first shot without too much danger to ourselves™. In
1944, Britain's Minister of Production admitted that
Japan “was provoked into attacking America™ and
that it was "a travesty of history” 1o allege that the
LUSA was reluctantly forced into the war. This is nm
1o gquestion the morality of Roosevelt’s stratagem
which, by geading Tapan, destroyed the prevailing

mood of American isolationism and generated instant
(and essential) public support for the President's
already considerable material aid w the Allied camp.
Mor does the foregoing attempt to condone or belinle
Japan's appalling behavior in China {including large-
scale drug trafficking by the ITA}, which provided the
background 1o America’s decision (o go 1o war.

But, seen from Japan's viewpoint, the tightening
Westem trade embargo against her in response to her
grisly adventures in China and Manchuria left Japa-
nese leaders with a stark choice—either bow 10
Western pressure and quit those areas with an unac-
ceplable loss of “face™ intcrnationally, or obtain the
vital raw materials being withheld by the West by
scizing the Dutch East Indies and neighboring teri-
tory, As the domestic consequences of backing down
were pereeived W pose a threat to Japan's militarisic
regirme, war was regarded as a visble foreign policy
option in Japanese deliberations. Moreover, Japan felt
{with some justification) that her economic exploita-
tion of China and other areas was no worse than
American or British behavior in China, in Japan
nself, and elsewhere for decades previously under
pretexts like the "Open Door™, the “Monroe Doc-
tring”, and the “Commonwealth” (although this did
overlook the profound differences in the frequency
and scale of brality exercised by Japanese overlonds
compared 1o most others). Japan had, in any case, no
intention of remaining economically subservient 1o
the LEA. To the militarists in power, war became the
only “honorable” course; by 1940, more moderate
Japanese politicians who siill favored dislogue with
the West were cither behind bars or had been cowed
into silence, Like Hider, most Japanese strategists
saw the Allies as morally degenerate and believed
that they would quickly become war-weary and sue
for peace, all of which contained an element of wish-
ful thinking since even the military had liwde confi-
dence of winning any prolonged conflict. Nor was
there any deliberate intention of starting hostilities
without first declaring war; this acally occurred dus
1o blunders by the Japanese diplomatic staff and
decoding problems, and the London Times observed
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at the start of the Russe-Japanese War that such polite
formalities “have been comparatively rare in modem
history™, If the events of this war were nol waming
enough for America, the US ambassador in Tokyo
reporied that the Pearl Harbor attack was freely
rumaored in the Japanese capital before December
1941, The wonder is not that Japan went to war with
the West in 1941, but rather that her anti-war faction
delayed it for so long.

There is also a pervasive myth that the Allies then
faced Japan's full might in 1941-42—whereas in fact
only 11 of her 51 divisions were employed in over-
running the Pacific, and her losses (some 15000 men
and 4 destroyers) were but a fraction of her enemies”.
Throughout most of the war, the bulk of Japan's land
forces (and, morsover, her best, qualitatively) were
deployed in China and Manchuria 1o protect Japanese
interests there since the high command saw war with
the USSR as inevitable. Here much of Japan's armor
and most of her infantry divisions remained until
1944: of the 51 divisions available in 1941, 35 were
in China or Manchuria; in 1943, 42 (two of these
armored) of the 70 mobilized were there, declining 1o
37 of the 97 (later 99} available between 1944 and
carly 1945, By mid-June 1943, 43 of the 164 (later
174) Japanese divisions mobilized were stationed
there.

INFANTRY

Perhaps ASL's most-inspired counter artwork Lo
date can be found on the Japanese leader counters
rated “B+1", "9-1" and higher, which depict an officer
advancing with sword upraised and sidearm at the
ready—brash, angry, brave bt noisy—and obviously
intent on winning the war all by himself. Of course,
inexperienced junior officers in all armies often
behave like firebrands, feeling obliged to “prove™
themselves by leading from the front (or, worse, from
well in front), but among the Japanese such auitudes
and antics were commonplace. Not surprisingly, this
high-profile and often highly irrational behavier,
along with that unmistakable badge of officer or NCO
rank (the sword), was very unhealthy. As early as
1940, German military advisors in China described to
General Stilwell examples of this conspicuous postur-
ing among Japanese officers, which the Allies scon
witnessed for themselves. Indeed, after losing about
half of his officers in the early part of the Bataan
campaign, the CO of the 65th Brigade had 1o empha-
size the perils io his officers of being literally the first
man in the column, of issuing orders only from a
standing position, of melodramatically eschewing
cover, and of wearing distinctive clothing/insignia,
All this in the hopes that the survivers would remain
alive long enough 1o participate in the final push 1o
capture the arca.

Various ASL rules reflect this largely Japanese
trait, such as the reverse side of SMC counters having
“reduced” and “impaired” abilities to reflect the
effect of wounds, the inability of Japanese leaders 1o
break voluntanily, and the “automatic™ wounding of
leaders who fail MC, rather than the normal breaking
and (hopeful) rallying in & subsequent game turm.
Insiead, Japanese leaders bleed—and usually die—
very quickly in ASL, simulating the fact that loss of
"face” was unthinkable 1o most Japanese officers.
They would fight until they dropped since bushids
{literally “military” or “knightly ways"—the precepts
of knighthood) or, more accurately, the modemn edit-
ed version thereof with which the Japanese had been
indoctrinated since childhood, demanded death before
dishonor—akin 10 the moral codes of ancient Rome
or of medieval chivalry, Moreover, Japanese military
law demanded death from any commander fleeing in
the fuce of the enemy, failing to exhaust all possible
means of continuing the fight or allowing himself to
be captured, A good example of this ohsession with
“face” ocourred in Burma when 2 senior Japanese
officer on horseback, brandishing his trusty sword,
attempied to board a British tank. Knocked off by

hammer blows to his head, he fell under the tracks
but, despite his agony, then drew his pistol and fired
back at the tank to save “face™.

Japanese officers displayed what the British
General Slim later described as a distinctly theatrical
show of courage; they liked an audience and per-
formed as if one always existed (even when totally
alonc). A warime American pablication noted that
they were keen to demonstrate “toughness™ and main-
tain “face”, being prone 1o indulge in “paper heroics™,
which could include displays of swordsmanship on
defenseless victims in front of raw Japanese troops Lo
“blood™ them. An amusing example occumed in New
Guinea when an officer, “wielding his sword with
theatrical fervor™, and his men overran an Australian
OP, Destroying the radio set with his cold steel, it
was {commented the Australian account) “perhaps his
first wste of action”. But against men capable of self-
defense such behavior had its perils, as shown by an
incident in Burma when a British and a Japanese offi-
cer encountered each other while bathing in a stream.
In the enzving hand-to-hand struggle, the Japanese
officer, rather than summon the help which was prob-
ably nearby, chose to fight on alone — and was
drowned. Traditionally, a “dog’s desth™ (i.e., dying in
an unweorthy canse) was spumed by the sarmurad. Bul
such man-to-man encounters (Blade against blade, or
the equivalent) would certainly have won their
approval. Such behavier, however, often made the
Japanese afficer a liability to his men in combat, who
were sometimes needlessly sacrificed in bizarre
attempts to re-cnact medieval-style pitched battles.
S0, while the Japanese in ASL have a generous “37
LG factor in DYO (prior to publication it was actual-
Iy *4.5"), this is more a reflection of the crucial
importance of men with leadership abilities in a mili-
tary machine not noted for its encouragement of indi-
vidual initiative than any reflection of the quality of
Japanese tactical leadership, For instance, experience
indicated that while many more Japanese patrols were
officer-led than Allied patrols, the former were
almost always “out-patrolled” by the lawer (ie., the
Aldlies got the better of them),

Thus Japanese leaders in ASL use the peculiar,
Fimnish-style, rank structure 1o simulate the fact that
their cagemness to fight and strike personal blows in
combat ofien distracted them from the {arguably)
more important role of leading, guiding and supervis-
ing their men 1o avoid or quickly correct foul-ups in
buttle. There were many complaints of poor leader-
ship, inadequate supervision and the lack of any sense
of responsibility among Japanese officers maore
engrossed with the lotiery of the melee and the need
1o lead by aloof personal example. ASL penalizes this
“hands-on" approach with less generous leadership
DEMs compared to the other non-Finn leader coun-
ters, while their Commissar-like attributes in the
game reflect their often unintelligent fanaticism and
the fear that their subordinates had for them due 1o
the power of life and death that they so casually exer-
cised. It was commonplace for Japanese leaders o
despatch wavering or wounded men, who were
encouraged 1o indulge in hero-worship (modem “neo-
bushide™ again) and taught 1o chey orders ungues-
tioningly, and so were willing tools for their leaders
to wield, Moreover, the Japanese soldier probahly
had a greater (albeit ofien unjustified) faith in his
officer than the usually more cynical and less impres-
sionable Allied or other Axis troops, a1 feast until the
tide of war tumed against Japan with a vengeance and
some cases of insubordination and even “fragging” of
sclfish or over-aggressive Japanese officers were
recorded. In addition, since most Japanese soldiers
avoided or shirked any responsibility, even greater
burdens were placed on officers—further aggravating
bad tactical leadership. The armed forces of Japan
were far more polarized than mest Westemn counter-
parts, with a comparatively small group of innovators
who were o revered and privileged elite (the commis-
sioned officers) on the one hand, and a large and

mostly uneducated group with few if any privileges
{the rest) on the other. There was little common
ground between these two extremes, and hence there
was little Fratemity to soften the differences in rank.

Below staff rank, most Japanese officers in the
field had few reservations about sharing the hardships
of their men. But this egalitarianism was less com-
mem in barracks, and officers were tanght to be (and
their men encouraged to regard them as) "fathers”,
“mothers” and “older brothers™ to their subordi-
nates—although by Western standards (at least) the
treatment meted out by superiors to those of lower
rank was harsh and usually downright brutal. In this
respect, Japan's ammed forces did not mirror Japaness
society, for once in uniform “whatever his lineage or
social position the son of a nobleman might be
slapped across the face by the son of a peasani” and
some higher-ranking officers would viclently bally or
otherwise humiliate subordinates in full view of the
latters” own men! Such means were also resarted 1o
in “seuling” disputes between more technically com-
petent subordinates and their superiors in matters
such as the wctical deployment of artillery or ammor
—which goes some way to eaplain the Commissar-
like demand for ohedience to the letter at the expense
of tactical efficiency, and the performance of officen
who often carried a chip on their shoulder when
going into battle (not the best incentive for behaving
rationally}.

With a range factor of just “4™ for even the elie
Japanese squad and a "3 for the conscrpt MMC,
they do badly in comparison to most other national-
ties in ASL and most of their opponents enjoy at e
parity—and often have a one- or two-hea rang
advantage over them. The poor range factor simulaes
various difficultics under which Japanese troops oper
ated.

First, most Allied soldicrs agreed that on the whal
the Japanese soldier was a bad shot, probably becane
marksmanship was given a lower priority tha
achieving skill with the bayonet. Ideally, hayoml
practice was conducted for hours on a daily basii
when opportunity allowed (at the expense of lagd
practice) and even had recreational siatas. Cmly o
source consulied by the writer speaks favorably o
“Nippenese marksmanship” (an editorial in Pursely
History of the Second World War, Vel. 6, No. §
1968), and this compliment is made in the contes o
defensive fire against US amphibicus landingi—
where the Japanese would have plenty of good Lamgen
at which 1o fire. A British liaison officer serving with
Chinese guerrillas in Malaya observed that anly his
own irregulars shot worse than the Japanese, Signifi-
cantly, firing [rom the hip (i.e., less accurately) was
advocated in some published hintsfguides for the
Tapanese soldier,

Second, as already noted earlier, Japanese tacical
leadership left a lot wo be desired, and most officers
seemed all-too-willing to squander the lives of their
men for very meager tactical retums (despite numer-
ous exhorlations 1o kill as many “foreign devils”™ a
possible)} in banzai charges against Allied troops in
good defensive positions and possessing heavy fire-
power, While eclonels and above usually (but net
always) had fairly good wctical sense and were less
hot-headed than their subordinates, they wers no
more able 1o exercise a tight control on their volatile
underlings in the heat of baule than & player in ASL
can confidently predict how his forces will behav
under fire. It was difficult for commanders 1o preven
such irrational behavior on the baulefield amid the
noise, confusion, limited visibility, distractions and
poor communications often prevalent. Moreover,
“walkie-talkie” radios as an aid 10 tactical comir
were not widely available 1o the Japanese; the typicl
outfit for a whole Japanese division incleded just
eight radios over and above those for air-to-groand
lizison, and few were man-portable in the context of
frequent, rapid moves of the sort simulated in ASL
Although walkie-talkies did exist in the LIAJIIN, they




were not only scarce but of poor quality and generally
poory-protecied against the damp climate; thus their
performance was even worse than Allied equipment,
Runners and messengers wers a poor but necessary
substitute, especially at night in jungle termin, and the
comparatively large 13- or 15-man Japanese squad
{and similarly proportioned platoon and company
TO&Eg) further burdened officers in their anempts 1o
control their comparatively unwieldy formation in
close termain.

Third, poor Japanese tactical doctrine played a
role. Although they had experienced some of the hor-
rorz of 20th century warfare during the 1904-05
Russo-Tapanese conflict and paid some lip-service 1o
the tactical changes that developments in weapons
technology deemed imperative, in practice the ITA
lagged behind most of its enemies, The Japanese mil-
itary was not blind o the lessons the Great War, but
its direct paricipation was nol 4 particularly traumat-
ic experience and the capture of Germany's former
colomies in the Far East had a positive (Le., uplifting)
rather than a negative (and salutary) impact on the
Tapanese people, There was no Japanese equivalent of
Verdun, the Somme or Gallipoli—until World War 2,
In theory, Japanese tactical doctrine advoeated infil-
tration, might attacks, speed and surprise at all tmes,
the maximum use of deception, bold oullanking
movements, attacks on'the enemy's rear and the
deployment of snipers behind enemy lines (most of
which was a throw-back to Germany's excellent
slogstruppen tactics of 1917-18), But alas, when these
methods seemed 1o fail in producing the quick tactical
results expected, Japanese officers invariably lost
patience—and reason—and resored w their favorite
ploy, the all-out frontal avack using cold steel and hot
air, regardless of losses, with often inadequate fire
support, Even against the largely untrained andfor
badly equipped Allied forces oppoting them in the
early PTO campaigns, such tactics cansed the other-
wise cunning and opponunistic Japanese heavy and
unnecessary losses (as on Bataan, in Johore, on
Luzon, in Burma, China, Hong Kong and on Wake
island}. Omly later in the varous PTO land campaigns
did they begin to absorb the hard lessons of indulging
in such blind and fanatical aggression; but judging by
events in Burma, the Philippines and Okinawa even
late in the war, for every veleran “conver” 10 rational
madern military behavior, there were many more
benighted dig-hards, Ironically, in the laler stages of
the 1942 Bataan campaign, the Japanese did reson 1o
careful fire-and-movement tactics after previous
drubbings, but clearly this 1actical wisdom was not
widely exponed w0 any where else,

This fatal flaw in Japanese 1actical thinking {or
rather, non-thinking) was a legacy of 19th Century
European {especially French) military practice which
flew in the face of the bloody lessons of the American
Civil War. Under marshals Foch and Joffre, France
had embraced the former's Qffensive a Quirance the-
ory, which attributed an almost mystical value to the
attack in battle and argued that the attacker possessed
an "ascendancy”, and 0 enjoyed a “moral supenor-
ity" over a defender far ourweighing the advantages
conferred by defensive deployment. Technological
developments (which favored the defense and made
frontal assaults foolhardy) were worally ignored,
Foch's theory was not exposed as the mumbo-jumbo
that it really was until the carnage bagan on the
Western Front in 1914, The ITA was not alone in
combining Foch's irrational tacties with more subile,
rational ploys; the Soviets—especially—often took
urmecessarily heavy losses as a resalt but, unlike the
Japanese, Russian manpower was almost inex-
haustible, and being a land-locked power the Sowviet
Union could transport and supply her forces with rel-
ative ease (therefore, making them more expendable).
Japan had none of theie advantages and could not
afford 1o use such expensive and, in the long term,
self-defeating tactics. Defensive tactics, despite
becoming increasingly important and appropriate in

the face of the mounting Allied counter-offensive,
were held in contempt by the 1A (st best, the defen-
sive posture was a temporary lull and springboard for
further offensive action) and were thus neglected in
training. This in wm led to unimaginative, dogged
and “"last man” resistance in gradually untenable or
irrelevant positions. One of the few exceptions 1o this
rale was the defense of Peleliv in its inital stages;
even on Okinawa, the brlliant Japaness defense in
depth and careful hushanding of men and materiel in
the early stages of the fighting was squandered in a
hopeless, old-style, counterattack that cost the Japa-
nese their best formations. Although the defense of
Okinawa bought Jupan time to prepare for Allied
invasion these changes in lactics came too late 1o
avoid the defeat caused, in part, by less ingpired
methods elsewhere.

Fourth, and coupled to this over-aggressivenass,
Japanese tactics and operational planning were inflex-
ible, unimaginative and persistent in application {i.c.,
predictable). Accounts of the fighting in the FTO give
numerais examples of the Japanese fuiling 10 change
unsuceessful plans or tactics in a given siluation . . .
and paying the penalty. Examples inclode an obses-
sion with occupying the high ground, which “was a
magnet to Japanese planners”, and a stubbom refusal
to alter plans even after the secrecy of lines of ap-
proach, assembly areas or the advantages of surprise
had heen hopelessly compromised—usually due 1o
the appalling standards of Japancse security (accounts
of valuable intelligence material being found on dead
Japanese who should have destroved it or lefl it be-
hind before going into banle are legion). Changing a
plan was regarded as an admission of error (hence a
weakness) which meant loss of “face™. As carly as
1936, a former Japanese Premier complained that
middie-ranking officers lacked ohjectivity, thus pre-
venting themn making rational assessments of cvents,
with a disastrous effect on the baulefield in later
years. As these men were, in practice, the teachers
and mentors of junior officers {and, potentially, a
restraining hand on their excessive zeal) this was dou-
bly unfortunate for the 1TA. In the early stages of the
Pacific war this Japanese rigidity in tactics tended to
reinforce success, despite often being costlier than
necessary, and it did at least ensure against an unfa-
vorable resull in combat (since success in combat is
no foregone conclusion, as ASL showe); but in the
luter stages of the war against seasoned, well-trained
and better-equipped foes, such inflexibility merely
compounded failure and enabled the Allies wo—quite
literally—massacre their opponents and inflict wholly
disproporticnate losses on them. This was a complete
reversal of the situation earlier in the war, and the
“exchange rates™ of 1944-45—mnning at anything
between 10 and 100 (or even more) Japanese for
every Allied soldier lost—cannot be explained away
just by the Japanese reluctance 1o surrender, Appall-
ing tactics, like those on Hataan in 1942 to provoke
jams or misfires among Filipine MGs and thus cap-
ture them by the callous use of human “bait™, does,

Fifth, even when Japanese tactics were appropriate
(or at least adequate), the advanages of careful re-
connaissance and surprise were aften theown away by
poar fire discipline or, far worse, by unnecessary
noise. Resoring to noisy ruses Lo gencrate encmy
“jiteer™ fire, and so reveal dispositions, denies an
opponent sleep, generally demoralizes him or causes
casualties from “friendly fire" and is a valuable 1ech-
nique and by ne means unigue o the ITA, but the
Japanese tended to persist with such ploys long after
their enemy was wise 10 them—with prediclable
results. Moreover, the Japanese were also indifferent
to {and careless in) the need o remain stealthy when
preparing 10 attack: they would blow bugles, shoul,
sing, chant, chatter, throw firecrackers or taunt their
foes, especially at night. Such behavior was not
always due 1o the need to boost their own morale, but
was ofien caused by drunkenness or the influence of
narcotics used to ward off the pangs of hunger, Amnd il
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smacked of a profound contempt for their foes (which
was, increasingly, unjusiified) which the Japanese
soldier—on an individual basis—only lost if he was
lucky and survived long cnoogh, Japanese troops
were initially "disgusted” by the reluctance of Fili-
pino or US soldiers to conduct banzai charges on
Batuan, while elsewhere it was alleged that Amer-
icans suffered from mental derangement, a morbid
fear of the Japanese soldier, and thus were prone 1o
nervous breakdowns or even suicide. “The Yankees
are ory-babies,” claimed the Japanese propagandisis,
while their own troops were accorded almost super-
natural abilities, The British were regarded as lazy,
effete and outdated. As early as the 1900 Boxer
Rebellion in China, the Japanese were contemptuoas
of the epen-order tactics used by British colonial
troops; the British military attache there reported that
the Japanese equated & “good fight™ with heavy losses
among their own men, and during the Anglo-Japanese
assault on Germany's Chinese coleny of Tsinguao in
Novemnber 1914, the Japanese complained of the
“slow" {and cantious) advance by their allies (which,
however, cost them only 74 casualties compared to
Japan's loss of 1866 men). Such contempt extended
to the highest levels, and the 1944 Ha-Ge affensive in
Burma was a classic exasmple of how the TA became
"hypnotized” by the previously poor performance of
Allied troops, whose allegedly poor fighting gqualities
became enshrined in a creed which preached that
Japan would not be defeated for generations (hy
which time the Allies would sue Tor peace). Even in
1945 a former Japanese military sitache who had
served in the LUSA assured his men that American
trpops tended to launch “bold and reckless headlong
rushes when the military situation develops badly for
them™ and urged “a violent surprise attack™ in
response, lustrating how little the Japanese had the
measure of their enemies afier nearly four years of
W,

Sinth, the lack of personal initiative in Japanese
soldiers of all ranks was the product of a very rigid
sociil order in which education {increasingly milita-
riged over preceding decades) taught the individual 10
"obey without question” almost as a religious direc-
tive, while bushido's “obedience”™ ethic also fostered
the concept of paternalistic government rendering the
individual dependent on the stne—and thus conve-
niently subservient, readily obedient, apt 1o shirk
responsibility and lacking in initative. These traits
were then reinforced by the brutality 1o which recruils
and even veteran soldiers were subjecied by their
superiors (horses and weapons got better treatmant)
in order 1o keep everyone in their respective places
within the military hierarchy. The “system" was far
mere patemalistic and cppressive than even Brilain's
regiment system, and at the very least was on a par
with the Red Army"s or China’s, Funhemore, the
military itself had a tradition of issuing rigid, over-
detailed and binding orders that left litthe scope for
interpretation or changes due 1o unforeseen develop-
ments. Troops were expected to bear hardships and
face death stoically without complaint—not make
decisions. Allied accounts comtain numerous exam-
ples, like the human AT mines in Bumma who re-
muined in their foxholes passively, making no a1-
temp 1o defend themselves or blow-up Allied infan-
trymen because they had been ordered 1o anack only
tanks. When their leaders became casualties, Japanese
troops invariably either blindly followed their last
orders or nodsily milled about in confesion

Seventh, inadequate training was also a Japanese
feature. Pre-war conscnipts nomally served for lwo
vears (later three), but the deteriorting war siteation
shonened this training period, after 1942, 1o three
months or less before men left for the front, Even in
1941-42, some formations were raw; the 65th Bngade
on Hataan had received less than a month's training,
and the Imperial Goards Division in Malaya, while
expert al ceremonial dnll, had last seen action in
19405, Some officers complained of the 65th's fow
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standards and poor training, observing that their men
bunched too close wgether, moved carelessly down
roads, gave insuflicient attention o tackling Allied
defensive works or Lo constructing their own. In
Malaya, similar complaints were made about poor
map-reading, inadequate standards of patrolling and
bad artillery-infantry cooperation, logether with
abysmal leadership and a luck of fighting spirit
amaong both officers and men. Early in 1944, the CO
of one division in Burma bemoaned his “passive,
conservative and thick-headed NCOs and men . .
Jadly commanded and controlled™. All this 15 a far
cry from the sterectyped view of the Japanese soldier
a3 a highly trained warrior,

Eighth, and partly responsible for this inadequate
training, was the ineptitude of the IJA's Personnel
Hureau of the Imperial General HQ) in placing senior
commanders inlo certan field commands; there was
an unfortunate tendency to choose officers who, due
1o past personal animosities, werne incapable of work-
ing ogether harmoniously or effectively—with un-
forunate results for Tapan. For example, due to such
personality clashes, many divisional COs or leaders
of lower mnk prefecred 10 ignore unpalatable orders.
The Imperial Guard went into battle virtually
untrained for war not becanse of a lack of opportunity
but because orders to train rigorously had been
ignored, and its inferior performance was further
matched by its failure to cooperate with other forma-
tions in Malaya, Initially this did not prejudice suc-
cess but did greatly increase the “butcher’s bill"” for
Japan unnecessarily, In Burma, personal rivalries
between commanders compounded the already poor
linison between the panicipants of the 1944 offensive.
(This behavior can be likened to that of some British
units which nurured an unhealthy conceit of them-
selves and took the notion of “independence™ in
action 1o extreme, even absurd, lengths) The abortive
attempls to mix elements of 1wo Japanese divisions
on Okinawa was a prime example of one formation
viewing the other s "weaker™, while attempts to
launch epordinated attacks with the 44th IMB there
also foundered on the rock of organizational amro-
gance, In Burma, the old ITA/IN dvalry, so biner at
higher levels, also manifested itself when the 13th
Waval Guard Foree chose to break out from Rangoon
alone {and after the I1A had gone) 1o demonstrate its
independence, but by then all paths were blocked and
only three of 1200 participants survived. Similar
examples on a larger scale include the retum of ITN
troops e the Oroku Peninsula of Okinawa rather than
stand side-by-side with the [JA elsewhere, and the
LN commander’s decision to turn Manila, declared
an open city by the LTA, into ancther Stalingrad at the
cost of 21000 men (and Lord knows how many
Filipino civiliana). In some cases, Japanese units even
refused the help of neighboring formations for the
sake of “honor” (or “soldier’s compassion™), particu-
larly if they had soffered heavy losses in trying 1o
secure some elusive military objective, as a1 Sang-
shak in Burma, But Japanese commanders alone wens
not to blame for this sitwation, for like the British
army the A was something of a tribal orpanization
with regional recruiting further encouraging an exces-
sive spirit of competition, Off the bautlefield, wo,
departing Japanese wnits had a habit of spoiling or
destroying any remaining supplies that had o be lefi
behind rather than leave them for the relieving unit, &
senseless policy given Japan's profound logistical
weaknesses and the resultant mass-starvation and epi-
demic among troops, As morale disintegrated in
1945, this alse manifested itself in undisciplined for-
aging that left nothing for following wnits, and fomma-
tions would not hesinate 1o steal from ong another
when opportunily permitted,

Lasily, these negative traits were reinforced by the
ITA's enthusiasm for splintering formations and for
maintaining a large number of independent units
which were thrown wogether as ad hac forces for one
operation as shor-lived kempfgruppen but possessing

rather selfish, British-style, loyalties rather than o
more professional, German, approach W the good of
all. Coupled with often poor liaison, bad coverage of
unit boundaries and the Japanese habit of threwing
reinforcements into hattle pizce-meal, these charac-
teristics impaired the efficient usage of forces,
Armorfartillery/infantry cooperation was not a
Japanese strength either. For the foregoing reasons
{and perhaps because many Japanese unil were over-
come by exciternent for the battle at the expense of
reason and rationality), the IJA s 1actics were
extremely wasteful of manpower, relying on the
immense courage and individual skills of the Japa-
nese soldier rather than on any innate intelligence,;
given the above, the specific exclusion of the
Japanese from ASL's Field Promotion rules is to be
expected. The “Stealth” advantages of Jupan's Elite
and First Line squads is more a reflection of their
ferocity in close combat than for their quiet efficiency
en the baulefield; cerainly the Japanese could remain
silent when they deemed it necessary {e.g. when infil-
trating, which they sometimes conducted on a very
large scale indeed), and would then take great pains
to suppress all noise. Their “+1" Night Recon DEM
reflects this and also their ability and willingness 1o
move close to enemy positions, as well as their nth-
lessness in sending men in cnes and twos to de-
liberately draw enemy fire (in which role they were
deemed expendable).

The “8" morale facior of Japanese Elite squads
will doubtless surprise no one, although some readers
may wonder why “8" is not more appropriate than
“7* for the First-Line and Second-Line squads as
well. However, the wide gulf in training, competence,
leadership, weapons, physicul fitness and diet {com-
but troops natumally got prionity in receiving rations
and anti-malarial drugs) did have an effect on morale
even among the Japanese, There is linle need 1o dwell
a1 length on the stoicism of their soldiers, and in ASL
we would expect them o be exempted from the need
to take & PAATC, to be immune from Dismupticn,
from surrender by the BiPh method, and from low-
ered morale penalties if Encircled. Similarly, the
Japanese MMCs" treatment of LLMC as mere LLTC
(if not already broken themselves) and their greater
tendency 1o go berserk—with a DRM to “Heau of
Banle” dice rolls—need no explanation.

Briefly, the fanatical resistance and resilience
under fire displayed by the Japanese stemmed from a
number of factors, In the first place, the bushide spirit
demanded that suffering and hardship be bome brave-
ly without complaint, imposing a form of self-disei-
pline. Secondly, many Japanese believed through per-
sigtent indoctrination tha the greaest peesonal fulfill-
ment sitainable was 1o die a hero’s death in battle and
thug be assured a place in Heaven, linked to the old
ethos that death was nothing 10 fear and preferabls 1o
dishonor. Thindly, the brutal discipline of Japanese
military life made retreat (let alone surrender) a cnme
under the Military Penal Code, and demanded suicide
even from Japanese POWs who subsequently escaped
and regained their own lines. Fourth, the fact that the
Japanese would often kill their own comrades if they
attempiled surrender was a powerful disincentive 1o be
mticnal and quic. And, fifth, Japanese education and
propaganda (the two were almost synonymous) con-
vinced most soldiers that their foes were racial inferi-
ors—or at least barbanans—and should be resisted
“woth and nail”. Lastly, regional recruiting fostered
strong regimental loyalty and unit cohesion,

But, although a Japanese soldier on Bataan boasted
“We are the peepul [sic] who are not afraid wo die by
hoolets [sic]”, this was not always, literally, true. As
ASL shows, Japanese maorale was not unbreakable and
as early as 1937 morale in China was low (albeit
somewhal localized and quarantined), On Hataan by
February 1942—before reinforcements armved—
Japanese morale wag so low that troops were reluc-
tant to enter the jungle and face the Allies without air
support, In Burma oo, morale eollapsed after the

defeats at Kohima and Imphal in 1944 and many
units were difficalt to control in the retreat. By
January 19435, morale everywhere in Burma began o
crack, and was completely destroyed by June, when
desertions increased significantly. In China and on
Okinawa, the fighting indicated that there were limits
to even the Japanese soldier's mental and physical
resilience, while in the Philippines clements of the
former Kwantung Army suffered a rupid collapse in
maorale when the futility of their tactics was brutally
exposed by the Americans’ more rational and profes-
sional approach to war. All these instances demon-
strated that, given sufficient pounding, particularly by
heavy bombing, flamethrowers or (ironically) by the
use of bayonet charges, even the Japanese would
break. Nonetheless, it should be remembsered that this
process took longer 1o work against the Japaness than
most other troops, and their morale recovered rapidly
(a5 on Bataan or—however briefly—in Burma in late
1944} given time and opportunity.

The popular view of the Japanese soldies’s appar-
ently unbreakable morale has been colored by the
durability of a comparatively amall number of per-
sonnel who refused to surrender until well afer
Japan's own capitulation. The last man (so far) who
has come home from the war gave up as recently as
1974, But this has drawn attention away from the
other side of the proverbial coin. For all the military
zeal of the Japanese, drafi-dodging in wanime was
ni unknown, and there were also desertions, albeit
on a smaller scale than those from Westem anmies,
The staustics are incomplete and not directly compa-
rable with those for other armies in that methods of
compilation, criteria and dates do not always coin-
cide, but as a rough guide they are interesting. In
1939, the 66% Japancse defections/deserions repre:
senled about 9.71% of British desertions; in 1243,
1043 Japanese desertions/defections equated 1o aboul
6.59% those Tor Britain and 1.55% of Germany’s. In
the first seven months of 1944 there were 2003
Japanese “losses™ from this cause, or about 20,55% af
Hritain"s and 1.71% of Germany's (both the later
percentages caloulated pro rata from the year’s fig:
uresh, US Ammy figures are unavailable, bat overall
desertion rates tend 1o be at least as high as those for
the British military.

There is some evidence that, in the long term, the
ladder of brutality within the ITA, far from promoling
unit cohesion or discipline, actually undenmined both,
Initially, at least most soldiers accepted this brutal
regime and the wanton neglect that many (but not all)
senior Japanese officers displayed towards their men,
as the rightful prerogative of superior rank. Cenainly
many NCOs—the main protagonists in the brutaliza-
tion of Jupanese personnel—loved the militry life
because (in peacetime at least) it offered an escape
from the grinding poverty of miral Japan and provided
plenty of subordinates to pamper them or act as
docile victims on whom they could vent their anger,
The later were conditioned, and expected, o venl
theirs on the enemy. But Japan's declining fonunes,
the ofien senseless brutality inflicted on them [rom
above, the fact that when supplies ran low the officers
got priority in food while their men starved, and the
gradual eaposure of Japanese propaganda as a tissue
of lies, coupled with the slow realization that Allied
military prowess and indusirial power had been
grassly underestimated, slowly ate away at Japanese
morale, bresking down the power of officers and the
awe with which their men regarded them. The tense,
fragile officer-man relationship gradually changed
{also panly due o the decline in officer quality} and
[ear was often replaced by conmempt and the more
pressing concem of finding food, Perhaps the nadic of
Japanese officer-man relationships was reached on
New Guinea when vessels carrying the wp brass o
safety (well fed while their men starved) threw star-
ing or wounded men overboard during the evacuation
by sea, However atypical and localized, such acuons
scotch the myths about discipline in the ITA.




ASL tries to simulate the realities in tha, when a
Japanese MMC [nils a MC it is flipped to reveal a
lower firepower factor with unimpaired morale—the
losz of a few men being of litde concemn 1o Shintoist
warriors in so large a squad. Only further blows will
make the unit erack, with the 2nd-Line and Conscript
squads sulfering reduced morale and other penalties.
This need for an opponent to literally chip-away at
Japanese MMCs sets them apant from other forces in
the game {although its extension to other nationalities
in ASL could perhaps be justified). But such treatment
is reserved exclusively for the Japanese to capture the
"feel” of the howling, seemingly unstoppable groups
of self-styled neo-samurai. The high levels of unit
coheaion enjoyed by the Japanese for most of the war
is reflected in ASL by their -2 DRM to the Battefield
Integrity check DR, while the gradual decline in
Japanese ELR simuolates their wining fortunes over
the period 1940-45 and its effect on discipline and
morale (plus the necessity of using less-than-cxperi-
enced troops). Benefitiing from their successes (at
least wctically) in China, the high point in Japanese
elan and ELR parallels the early successes against the
Western Allies in the PTO, but as further viclories
gluded them and enemy preponderance became
increagingly obvions, Japanese armogance and opti-
mism turned to despair and grim stoicism. By 1944
the forces in China and Manchuria—milked of their
best troops—were in a hopeless position to resist the
expected Soviet offensive, and the troops knew it
This variation in Japanese ELR values, based on sce-
naric date and location, rellects this terminal decline
in Japan's military fortunes and its effect on the
troops in the field.

UNIQUE TRAITS

In ASL's published scenarios the Japanese forces
usually have a higher SAN value than their oppo-
nents, and in DYO scenanos the SAN can be raised o
half the “normal’ cost, o simulate the historical
Japanese enthusiasm for deploying snipers (or, more
accurately, “sharpshooters” as improvised snipers, for
the vast majority were neither trained nor equipped 10
be true snipers and were merely infantrymen who had
infiltrated into or stayed behind in good firing posi-
tions Lo cause trouble). The commen “sharpshooter”
was oflen more a nuisance than a danger, as shown
by one Japanese soldier at the siege of Kohima in
Burma who missed a British battalion CO sifting on &
trec-stump in broad daylight from 100 yards, only to
be shol with threes round by a British soldier even
though his target was hidden up & tree. The real
Japanese sniper was better camouflaged, had a tele-
scopic sight on his rifle (which clarified rather than
magnified targets by clearing away haze and other
distractions 1o make objects stand out better), concen-
trated rations and perhaps even binoculars, This far
more formidable individual was much harder 1o deal
with; on Okinawa one sniper killed or wounded 22
Americans before being eliminated, and another, in
Burma, shot eight officers over a three-week period
and eventually escaped despite vigorous counler-
measurcs, The smiper or sharpshooter was a particu-
lardy economical and effective ploy for tying down
and eroding the strength of enemy units, as demon-
strated to perfection on Bataan in 1942, although the
placement of snipers there was found 1o be "repeti-
tious" and thus enabled the Allies 10 conduct success-
ful sniper-hunts {even dynamite was used to fell the
trees concealing them ), Such Allied "victories™ could
be pyrrhic; on Timor in February 1942, all but 78 of
630 Japanese soldiers parachuted in o snipe at the
retreating Australians were killed, but they had
delayed their foes long enough for other Japanese
units to cut off their retreal and foree them to sur-
render, In Burma too, massed “snipers”™ were encoun-
teredd, and in February 1945 over 100 were eliminated
in one area between the Welaung and Meiktila roads
alome,

The “-2" Concealment drm and enhanced HIP
capabilities given wo the Japanese infantry, and the
automatic HIF awarded 1o Japanese pillboxes, simu-
late the excellent camouflage skills that became a
hallmark of the DA, Positions were nearly always so
well concealed as 1o be completely undetectable even
i few feet away, Once in their positions, the Japanese
became “invisible™ (as a veteran described them).
Apparently they leamed their concealment skills from
the Chinese prior to 1941, who even tied foliage o
the tails of cattle to hide them from air attack. The
Tapanese still used heavy vehicle camouflage despile
enjoying almost total air superiority in 194142, This
flair for camouflage was all the more dangerous given
the formidable nature of Japanese pillboxes and other
defensive works—the Japanese had the ability to con-
struct almost invulnerable bunkers with interconnect-
ing twnnels deep underground from whatever materi-
als were locally available, and these taxed to the full
the Allies" best effons in trying to reduce them.

Because Japanese military personnel (and civil-
ians) were not supposed 1o let themselves be cap-
wred, they received almost no instructions in how o
behave if this acually occurred. Consequently they
usually revealed, willingly, much wseful information
and only rarely was torfure or other “persuasion™
needed. A namber of Japanese cven became, in um,
imerrogators for the Allies or otherwise offered their
services, and for these reasons non-Soviet interroga-
tions of Japanese prisoners in ASL receive a *-1"
DRM. (The less subtle—hence less effective—HRus-
sinn methods tended 1o harden captives into further
passive resistance, since they confimmed the percep-
tions gained by the Japanese from their own anti-
Allied propaganda,) This no doubt helped assuage the
feelings of guilt that a Japanese soldier may have felt
for being taken alive. Given that very few of the
SO0000 or 2o Japanese POWSs in Soviet hands ever
returned to Japan {as lawe as the 1970s, 300000 of
these we still unaccounted for) the specific eaclusion
of the Sowviets from this modification 1o the
Interrogation rules in ASL appears justified. However,
good Allied treatment did not always guarantee meck,
submissive Japanese POWSs. In New Fealand, 240
Japanese prisoners objected to performing labor
duties in February 1943 and attacked their guards
with stones, leaving 48 Japanese dead and 74 wound-
ed; at Cowra in Australia, about 1000 Japanese
POW s orchestrated a mass breakout in August 1944
which left 234 of them dead (the rest were quickly
recapiured),

Again, the specific inclusion of the Japanese in the
No Quarter/Massacre rules needs livde eaplanation,
given that they judged the behavior of captured troops
by their own, fairly unique, set of values, and that the
end was considered to justify the means in acting so
brutally (i.e., by winning the war such transgressions
from civilized behavior would not have 1o be pun-
ished). There was littde real incentive o show com-
passion, despite bushido having also contained a
“benevolence™ ethic that advocated treating defeated
foes chivalrously (this had been conveniently filtered-
out of the neo-bushido doecirine of the lae 19 and
2th cemuries). Various reasons have been suggested
to explain Japanese strocities on and off the battle-
field which, for space reasons, cannot be discussed
here, Suffice to say that the Japancse behaved well
towards their POW3 in the 1904-05 war against
Russin and against the Germans in 1914-18, and that
during World War 2 the Allies reciprocated with
sometimes cqual cruelty once stories of Jupanese
handiwork got oul. For the sake of balance, it must
also be stated that seme Japanese personnecl—either
individually or collectively—treated their caplives
well; those on a large scale included the POW camp
in Saigon {where only two of 2000 inmates died, both
from natural causes) and the good treatment meted
out to the wounded members of the 50th Indian
Parachute Brigade len behind at the batte of Sang-
shak in Burma in 1944, some of whom were even
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hospitalized—a rare “luxury™ for most Japanese, let
alone their enemies,  Moreover, even if the merits of
strategic hombing are left aside, the Westem Allies
{much less the more unrestrained Soviets) hardly
emerged from World War 2 smelling of roses; they
100 upon occasion ook hostages, murdered prisoncrs
and—sometimes—civilians, While the Axis certainly
hehaved appallingly towarnds conquersd peoples, in
un anti-insurgency context at least the Allies did oo
in various places before, during and afer WW2 (he it
Aden, Afghanistan, Algeria, Burma, China, [ndo-
China, Ireland, Latin America generally, or Tibet—io
name a few). Although 27% of Allied POWs in
Tapanese captivily died (compared to only 4% in
German and Italian hands), recent revelations about
the mass-starvation—through willful neglect in at
least some of the cases—of Germans in Allied POW
camps after the war ended shows that brutality and
indifference 10 suffering among the vanquished was
by no means just a Japanese, or Axis, trait. Finally, it
should also be bome in mind that the Japanese ireated
their own soldiers and civilians linle better, for the
welfare of the individual (especially those of lowly
rank) was considered of linle consequence in Japa-
nese thinking.

In view of the comments immediately above, the
rules in ASL allowing Japanese personnel to commit
hara-kiri {or more politely, seppuku) and effectively
“self-destruct™ are also necessary to provide flavor of
a fairly unique and striking kind, Wounded troops,
especially, were regarded as an impediment 10 mili-
tary operations and, just as personnel were ofien psy-
chologically pressured into joining kamikaze unils, so
there was a banlefield convention of not becoming a
burden 1o others through sickness or wounds. Tradi-
tiomally, of course, suicide was synonymous with rit-
val disembowelment (hara-kiri meaning “belly
stitfeut™), Although more modem methods werne usu-
ally used in World War 2, Tapanese soldiers had few
seruples about killing wounded personnel or them-
selves 1o avoid capture,

INFANTRY WEAPONS

The extent of Japan's folly in going 1w war with
the USA {even allowing for the later’s precccupation
with helping 1o defeat Hider first) can be gaoged by
the fact that in 1944 Japan produced but a fraction of
the armaments that America, let alone the entire
alliance, manufactured, achieving just 4% of US mor-
tar outpot, 5.5% of her small arms munitions, 8% of
AM ammunition and 4,7% of her tank production.
When Japanese weapons manufacture peaked earlier
in the war, it barcly equalled 10% of Amencan out-
put. Even in peace-time, Japan was self-sufficient
only in sulphur, copper, zine and mica, and depended
an imports of everything else (including oil and most
of her food). Thanks to the Allied war of attrition
against Japanese merchant shipping {for which mos
credil must go w US submarines), by 1945 her indus-
1y was grinding 1o a halt for want of raw matenals,
most of the armaments that were produced were
either stranded in Japan or littering the ocean floor,
and the national diet was well below subsistence
level, It is ironic that, whereas [N destroyer captaing
cscorting Allied convoys in the Mediterranean during
the Great War sometimes commited seppuku afler
“losing” merchanimen to U-boat attacks, for most of
the 1941-45 war [ew naval officers showed serious
inclination 1w play “Mother Hen" 1o vital and vulnera-
ble cargo ships, preferring instead 1o try to refight the
hanle of Tsushima with aircraft carmers. In-fighting
hetween the A and ITN hardly helped matiers, and
violent arguments over the allocation of Japan's inad-
equate and steadily shrinking shipping resources even
led to fist-fights among the top hrasal In desperation,
the A was forced to build and man its own small
supply submarines with no help whatsoever from the
1M, an appalling waste of scarce resources. These
blunders were compounded by the fact that Japan
maobilized less than 10% of the civilian scientists
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aviilable o the Allies and, like the Germans, wasied
their wlents through poor coordination and unneces-
sary duplication of effort, The net resull was that,
while each Gl in the PTO was sopponed by an aver-
age of four tons of equipment, each Japanese soldier
had just two pounds available. Even in the Bataan
carnpaign, Japanese aircraft bombs were sometimes
improvised from iron pipe with fillings of scrap farm
machinery, clocks or aulomobile parts—and even
rocks or cans were sometimes dropped insicad of
bombs. Thus, while Japan mobilized more infaniry
divisions than the USA, the declining quality of avail-
ahle personnel was aggravated by the growing inabil-
ity of her industries to equip, clothe, feed and supply
them; behind the veneer of numbers stood an increas-
ingly ramshackle war machine,

Given their (normatively) large 13 or 15-man
infantry squads, the low “4"™ FP factor of even the
best Japanese MMCs in ASL appears 1o be ungener-
ous, but in reality the Japanese soldier’s fearsome
reputation concealed considerable handicaps, and the
wonder is that he achicved as much as he did against
his better-equipped foes. The absence of any squads
with SMGs or amtomatic rifles (justifying a higher
firepower factor in the *5" 10 “B™ range) tells its own
story, for even with captured equipment (and, up to
1940, imponed Eoropean machine-pistols of varous
lypes) the Japanese used such weapons in combat
only on & limited scule. Japan's own Type 100 SMG
muodels were not particularly good, and poor quality
ammunition hardly helped, with only 17500-23000
ever made (sources vary), This was 1oo little, too late,
due ko Japan®s belated appreciation of the SMGs ease
of production and suitability for jungle warfare and
other close-combat—which made it a worthy and
overdue successor to the bayonet, Japanese develop-
ment of SMGs cnly began in 1935 and proceeded so
slowly, due 10 a lack of official enthusiasm, that the
only large-scale use of SMGs in Japanese hands
appears Lo have been in the parachute operations
against the Javan cilfields in 1942 {where they were
used 1o good effect). For this omission from the arse-
nal of Japan, her troops paid deary. In the realm of
sell-loading (ie., automatic) rifles, Japan was even
more deficient; belated attempis 1o copy caplured US
M1 Garands were frustrated by metallurgical prob-
lems and only a few dozen soccessful examples exist-
ed before the war ended.

Even with conventional rifles the Japanese soldier
had problems, and large numbers of captured types
had to be issued Lo augment indigenous stocks.
Although small arms ammunition was not usually in
short supply, logistical problems were compounded
by the change of calibre from 6.5mm to the more
powerful 7.7mm in 1939 (al least on paper), so that
there were no less than seven Japanese rifles designs
in service, spread between these two calibres, with six
different (i.e., non-interchangeable) cartridges
required for them all. In addition, localized but fairly
common use was made of captured British, Us, Dutch
and Chinese small arms. The typical Japanese Meiji
‘38, aka “Arisaka”, rifles were basically copies of the
eld German 1898 Mauser, heavy and strong but long
and awkward weapons 10 handle in jungle terain, and
endowed with many poor features—especially the
difficully in conducting rapid fire due to the generally
smaller stawire and reach of Japanese people com-
pared 1o Caucasians (the Filipinos had similar prob-
lems with Enfield and Springficld rifles), while the
carbine versions were muzele-heavy and difficult 10
aim. The 6.5mm round, moreover, rarely inflicted
fatal injuries (sccording to Allied sources). Later in
the war, some less forunate, lower-quality, squads
received much cruder weapons made from poor mate-
rials—which were probably more dangerous to the
user than the targel. Only Japan's surrender prevented
the mass-employment of smooth-bore black powder
muskets firing steel hars|

Yel, in some ways, those Japanese soldiers pos-
sessing any firearms could count themselves lucky,

for the 3-3-6 MMCs represent the dregs of the man-
power available: “pressed” civilians {including
fernales) like the Okinawan Beeitai Home Guard, rear
area troops, shipwrecked personnel, and hospital
patients in varying states of physical integrity sum-
marily turfed oot of their beds, all sent into action
with litde if any training and brandishing whatever
“weapons™ were at hand. On Guam in July 1944,
some “troops” (for want of a better word) faced
Amernicun artillery and mortars with just haichets,
baseball bate, broken bottles, pitchforks and grenades;
in Burma, grenades gradually predominated as sup-
plies of other weapons and munitions dried up. Some
Japanese conscript units had only makeshift bamboo
spears; at Shun on Okinawa, the UN's 3Tith Torpedo
Maintenance Unit (wiped oot in May 1945} lacked
nod only combal training but had only enough rifles
for one man in three, while on Luzon a company of
raw US roops were broken by the barzai charge of
just eight men—of whom only two had weapons, The
Japanese were, naturally, aware of their deficient
infantry firepower. On Bataan in 1942 the men of the
65th Brigade felt that it was the job of the MGs, not
the riflemen, to fire on the cncmy—resulting in a
rather poor volume of fire.

In view of all this, the Japanese ohsession with
close combat was a necessity as much as a tradition,
but even here the Arisaka’s weight and great length
{with a panicalarly long bayonet, too) made it un-
wieldy in a confined space. Nor was the sword an
ideal replacement, More than anything clse, use of the
sword betrayed the medieval origins of, and legacies
within, the IJA, for it was still their primary weapon
as late as 1853 and it is difficult to overstate the rev-
ercnee and mystique that this weapon evoked among
the Japanese. Some swords were centuries old and
had Been passed down through successive gencra-
tions, They were the very soul of the samurai and vir-
tually worshipped—illustrating the “uneasy mix of
bamboo spear and modern technology™ and the
“peculiar amalgam of medieval witiludes and modem
materiel” thal was so characteristic of the IJA, (The
retention of regimental colors and the Japanese sol-
diers’ perception of the regiment’s Mag-swaff as the
equivalent of & Roman legion's sacred eagle are Tur-
ther examples of this reluctance 1o discard the old
ways.} The swords wielded with so much relish by
Japanese officers and NOOs (as on the COf cover an)
were, alas, two-edged weapons in more than the liter-
al sense. There are accounts of the victims of sword
woumnds, albeit monal, disarming their assailants and
using the swaords against their former owners. But the
bankruptey of using swords in conjunction with not
very effective nor reliable pistols, particularly against
seunsoned Allied troops, can best be illustrated by an
ingident in Burma when a berserk Japanese officer
climbed onto a Britsh tank, killed the commander
and got inside, After a lengthy struggle, during which
another crewman died, the unwelcome guesl was
finally dispatched with nine bullets. Had that officer
matched hiz bravery with good sense, he would have
curried explosives, hand grenades or even a decent
firearm with which 1o secure a more favorable oul-
come; the exchange rate of one officer for two (albeit
highly trained specialists) was not 8 good one given
that Japanese leaders were an increasingly rare com-
miodity.

Japanese hand grenades, too, were less than ideal
and contained poor eaplosive, thus adversely affect-
ing [ragmentation and relying more on noise and blast
for effect (except for the “stick™ grenade, a cruder but
more lethal version of the German *potato-masher”
type). Many rifle grenades on Bataan were, moreover,
duds, and all Japan's grenades had ermatic fuzes, and
poor storage hardly improved reliability, Tests by the
Allies on captured stick grenades revealed that the
fuzes were so erratic due to the age of the compo-
nents that they ofien exploded as soon as the fuze was
ignited. After 1943 a pottery grenade, similar to the
German wooden or concrele ersalz lule-war types,

was introduced by the IUN 1o alleviate metal shor-
ages, Others were improvised from woven bamboo or
old antillery shells (obviously, litle-used). But for one
grim purpose Japanese grenndes sufficed; they wer
the preferred method of commitling suicide, and
Japanesc personnel normally kept the last one for
themselves and even “shared” one between a few
individuals when necessary.

Pride of place among Japan's poorest weapons
musl go to her machine guns. IT Adolf Hitler has been
described as the Allies’ greatest gencral, then
Colonel—later General—Kinjo Namba and his col-
leagues can be regarded as the Allies® greatest srmor-
ers, since their adoption of the already deficient
French Hotchkiss mechanism, coupled with their in-
eaplicable refusal 1o consider better fareign designs,
left the A and IUN (like their lialian allics) with a
range of MGs collectively referred 1o as an “unpre-
possessing collection of antiques” and as “some of
the most abysmal designs ever o see daylight”.
Considering that Japan was among the first to use
MGs in action with sound tactics, this was rather
ironic. To make matiers worse, the Japanese used no
less than eight different MG cartridges throughout the
war, all of which sulfered from imperfect machining
{by Western standards) during production—"an
unwelcome by -product of industrial laxity”, since
Japan's weapons industry imditionally relied on ex-
tensive sub-contracting (with, at the lowest level, use
of back-strzel workshops). Another cause of the high
incidence of misfires was the damp of the PTO"s oli-
mate affecting the powder (which could also cause
smoke candles to fail o ignite). Poor packaging and
storage was the rule, hermetically sealed boxes wemn
non-gxistent, and waterprool paper rarely used. Fur
thermaore, many of the components in Japanese muai-
tions, a3 with the grenades, were simply inferior o
their Westemn equivalents, and in the main wers ohso-
lete materials, As even these supplies ran out, the se
of substitutes like pig-fal as a lubricant only added 1o
the list of woes, jams and misfires. From a technical
viewpaint, Japunese MGs not only looked wrong, but
perfommed badly; the Year-11 Type LMG's compli-
cated feed mechanism could noet cope with a high
ROF and needed oiled rounds to ensure proper spent-
round extraction, and (o guaraniee even a modicum of
reliability the power of its 6.5mm cartridge had o be
reduced (such that it could not use the squad’s nor-
mal, rifle, ammunition except in extremis} with a cor
responding deterioration in ballistic performance. The
“laboratory”™ menality of Japanese (among other)
designers relying on oiled rounds enswred that under
field conditions thess became excellent din-collectors
lo further promote jamming and accelerate compa:
nenl wear. Yeu the aging Year-11 Type's replace-
ment, the Type 96, never superseded its predecessar
a5 supply never equalled demand—and it sull
required non-standard, low-powered cartridges (oiled
of course). In addition, the low-power telescopic sight
and the bayonel were extravagant “extras™ of doubt-
[u] utlity that Japan's ailing industries could have
done without having o produce. The bayonet mads
the weapon resemble a giant can-opener. The Ty
96" solitary improvement over the Year-11 Type
was the quick-change barrel. The Type 99 LMG
finally dispensed with the need for ciled rounds, bai
was rather heavy for its role and, despite appearing in
1939, was built in relatively small numbers; by
default it was Japan's best LMG—but demanded &
new, rimless, non-standard 7. 7mm round,

With heavier MGs, the old Year-3 Type (aka
“Tashic 3} of 1914 vintage was the root of all subse-
guent mechanical woes in Japanese MGs; a copy of
the Hotchkiss, but rechambered for the small, non-
tapering 6. 3mm round which (unlike the beuer-
shaped French 8mm [ebel round) compounded
extraction problems even with oiled rounds, it had a
low ROF (hence the Allies” “Woodpecker” nick-
name) and the 30-round strip-feed (as well as the
heavy 122-1b tnpod) were bad features, Like the




Mmm ATR, at least three men were needed just o
move the thing. The 7.7mm version, the Type 92,
became the “standard™ Japanese MMG—in name at
least—with all the Year-3 Type's faults, but with a
better long-range performance. To augment this
advantage, the Japanese also used a 7.7mm Lewis
MG (also styled the Type 92) with, of course, differ-
enl—incom patible—ammunition to the Type 92
“Woodpecker”, and a lighter version of the latter,
styled the Type 1, was introduced in 1942 with a
changeable barrel but firing the later-pattem 7. 7mm
rimless cartridge used in the Type 99 LMG. The Type
1, like the Type 92 Woodpecker, only supplemented
{mther than replaced) the Year-3 Type. In the HMG
category, the 13.2mm Type 93 was a copy of a
Hotchkiss AAMG with a 30-round box-magazine.
Not surprisingly the Japanese later attempted 1o copy
the US Browning designs 1o obtain a belt-fed MG;
and in due course 7.7mm, 12.7Tmm and 13.2mm ver-
sions appeared (albeit mostly for aircraft use) with a
few (officially) available for ground deployment.
Consequently, the ever-resourceful Japanese stripped
such weapons from wrecked or unserviceable aircraft
and improvised mountings for a ground role with,
usually, great success. To complete the Japanecse
guartermaster’s nightmare, a host of captured
weapons (like the Bren, BAR, Dutch-owned Madsen,
Chinese-built Maxim and ZB, and other types) were
pressed into service, For all these reasons, the “11"
breakdown nomber of Japanese MGs in ASL should
gomne 83 no sorprise and may even be generoos,

Compared 1o the other participants of World War
1, the Japancse were badly equipped with infantry-
held AT weapons, as the “Support Weapons
Allotment Chant' for YO scenarios indicates. Only
the emergence (literally) of the Tank Hunter Hero in
scenarios sel after 19473 partially remedies this major
shoricoming. Unlike even the poorly equipped
lislians, the Japancse have no “automatic™ issue of
ATE. based on MMC purchases in DYO scenarios,
and players must pay for such weapons as if they
were large ordnance or vehicles. Apant from its
weight, the 20mm Type 97 ATR had a savage recoil,
poor sights and shoulder-controlled traverse which
made it hard 1o hil moving targets; so, nol surprising-
ly, it was unpopular and rarely used in action. This
was probably just as well, given its inability to deal
with even the early versions of the Stoart, let alone
the LeefGrant or Sherman tanks. Despite a ROF at
least equal to (sources vary) the s18-1000, the
Japanese ATR is penalized in the game with a “1"
rather than the former's *2" ROF factor to reflect the
adverse effects of the heavy recoil and its other drw-
backs. Moreover, il suffers a higher breakdown
penalty and a further ROF reduction if manned by a
squad or HS rather than a “proper” crew counter, sim-
wlating the [act that these weapons were usually
manned by specialist troops,

Apart from the ATR and other, improvised, small-
calibre weapons used in the AT role, Japan (for want
of anything better) relied on a hodge-podge of “hand-
held™ devices to combat Allied ammor—like “Molotov
cocktails™, the ineffective Type 3 shaped-charge
grenade, the somewhat rarer glass cyanide-gas
grenades (some improvised from bottles) 1o incapaci-
taie enemy AFY crews or force them to bail out
{which were developed from a rare instance of
German cooperation) and the magnetic Type 99 AT
mine. More effective were booby-trapped cbstacles
and the “lunge mine”, a large SCW mounted on &
leng pole and wsed like a human-powered
pangerfaust, which on making contact with a solid
object would destroy its user too, Unlike many
Japancse AT weapons, this last device could destroy
any Allied AFV used in the PTO, Less effective were
bombs or anillery shells issued o otherwise unamed
personnel deployed in foxholes or bunkers to await an
encmy vehicle driving overhead {for a time the Allies
attempted 1o destroy the formidable Japanese bunkers
by crushing them from above with tanks), AT shells

staffed into walls as makeshift AT guns, buried gaso-
line drums and the human version of the Soviet mine-
dog {see the ASL Annual 1990 for details of the
canine type). In desperation, Japanese soldiers with or
even withoul weapons would sometimes swanm over
Allied AFVs and attempt 1o block the vision devices,
fire into vision slits or climb inside. Mot surprisingly,
a typical “exchange rate™ for tank hunters against
AFVs protected by infantry (23 a1 Meikiila in Burma
in March 1945) would be about 200 Japanese losses
for six or 5o Allied tanks.

Comparisen of the DYO “Sopport Weapon
Allotment” charts shows that the Japanese player has
a significant edge over his opponents only in the light
mortar category, which is not surprising, given that
the typical Japanese infantry battalion had between
27 and 36 of these weapons—whereas the most gen-
erous Allied allocation was 12 {for the British, and
then only in the most favored four-company TO&E
used by but a few units early in WWZ2). However, in
ASL the margin of Japanese light mortar supetiority is
still more theoretical than real because the effective-
ness of such small-calibre weaponry is at best patchy.
AL ranges between 60 and 200 yards, the Japanese
Type 8% mortar actually fired grenades (which, as we
have seen, were less than perfect), while at ranges
between 130 and 711 yards shells were used. The
rather peculiar rules in ASL nicely reflect this; the WP
round was a grenade (hence the 1-5 hex range) while
the smoke round was a shell {range of 3-10 hexes),
and the mandatory use of grenades at o 1- or 2-hex
range when firing WP or HE is simulated by the low-
ered ROF, since Japancse grenades were time-feged
rather than impact-fuzed (and thus had no air-bumt
capability in the game sense) and required the auach-
ment of a propellant container before firing, both of
which slowed down the rate of observed fire.
Balanced against its poor features, the Type B9 had an
excellent range for its weight compared 10 its forcign
equivalents since Japanese designers had taken pains
(including rifling the tube) to give their monars the
heaviest projectile for the lightest propellant charge
{only the heavier Polish 46mm and Soviet 50mm
types outranged it}

The larger-calibre Japanese mortars incloded in
ASL are the more common, “standard”, examples; in
the case of the 8 1mm and Hmm weapons, they repre-
sent some of the better (und lighter) members of a
larger family, Why both 8lmm and 90mm calibres
were adopted beggars understanding, and only illus-
trates the poor coordination and haphazard approach
of Japanese weapons procurement. The effects on
logistics were, needless 1o say, unfortunate. The
Thmm Year-11 Type was a heavy contraption totally
unzuited to the PTO's terrain which offered no advan-
wges over the smaller, newer, and longer-ranged
French or US 60mm {or even the British 3-inch) mor-
tars; given that the latter was no paragon, it says little
for the Japanese weapon, Mot included in the counter-
mix also are a few Japanese morars that saw relative-
ly little use: the 8lmm Type 99 intended for para-
troop or commando-type actions, the ITN"s crudely-
made $lmm Tvpe 3 which used baseplates salvaged
from 90mm Type 94 or 97 monars (another instance
of non-standardizationfeooperation between the ITA
and ION), and the improvised designs of 1945 com-
prising light smoothbore tubes fixed 1o wooden
blocks (these fired just once, using black powder as a
propellant and were as inherently user-amfriendly as
they were inaccurate). The Japanese also used what-
ever captured equipment they could find ammunition
for, and although the employment of mortars was
restricted 1o non-dense jungle termin, their compara-
tive lightness, inherent simplicity, ease of operation
and of maintenance made them panicularly popular
with the Japancse troops, Whereas most armies
regarded mortars as fairly inaccurate weapons, the
Tupanese quickly won a reputation for using them
with great skill. Their enthusiasm for monars (per-
haps rivaled only by the Soviets) was just as well,

given the steadily waning anillery, armor and air sup-
port available once Allied numerical and gualitative
superiority began to make itself felr,

While they are not weapons per se, it should also
be mentioned here thar the BPY of wenches, pillboxes
and wnnels (as well as of caves for 1944435 scenar-
iee) is halved for the Japanese player. This shows
their prowess al constructing intricate defenses, while
their higher mine and wire BPV reflects the general
scarcily of these items (for largely logistical reascns),

ORDNANCE

Like most Ttalian ordnance, Japanese artillery
picces (almost withoul exception) resembled, or even
were, museum exhibits from the Great War and by
Western standards long obsolete, being largely horse-
drawn or (in the case the heavier guns) wowed by slow
unarmored tractors, Japan avoided the time and
expense of keeping abreast of foreign design by copy-
ing first German Krupp and then French Schneider
products which, generally, sufficed for use in the
Chinese theater. On the positive side, Japanese ord-
nance of & given calibre was usaally lighter, with a
similar or better range than its foreign equivalenis—
although not necessarily by a margin that was tacti-
cally very significant, In addition, Japanese fire con-
trol equipment (i.e., sights and range-finders) were of
good to excellent guality (AA guns excepled)
although in most cases no better than 'Westemn 1ypes,
Most sources praise the remarkable linke T0mm Type
92 infantry gun in particular; it was easy to move and
conceal, and was one of the best weapone of its kind
ever made.

On the debit side, Japanese ordnance retained
ohsolete features like trail or “driven” spades (flat
metal stakes hammered into the ground 1o anchor the
gun), which slowed down position changes and panly
offset the enhanced mobility that the relatively low
weight of Japanese artillery promised. Japan was also
slow 1o adopt modem [eatures like muzzle-brakes (to
reduce the recoil) or split trails (permitting greater
barrel elevation), the latter first appearing on the
105mm Type 14 field gun delivered in 1925.
Morcover, copying the French Schneider designs was
unforiunate, for their sophisticated recoil system
demanded higher manufacturing tolersnces and san-
dards of mamtenance (especially on the T5mm Type
90 field gun) than Japan could achieve. The light con-
struction of Japanese ordnance compounded maners,
leading to recoil malfunctions or other failures (as
simulated in ASL by the *117 breakdown numbers on
the T5mm Type 90 and 105mm Type 92 cannons and
the 150mm Year-4 Type howitzer) when firing at
extreme range or near the limits of traverse. The
IDA's AA guns were obsolete by Wesiem standards
{with an inferior performance)} because it foolishly
refused 1o adopt the [IN's often betler weapons—
again a wasteful duplication of effort—and AA fire
control sysiems were out-dated (though irrelevant in
game terms),

Japanese guns had lower safety factors than for-
cign weapons, which panly eaplains the formers’ bel-
ter performance-lo-weight ratios. The 105mm Type
91 field howitzer was crudely finished, while the
T5mm Type 88mm gun was “virtually hand-built™
from pans that needed extensive machining, Some
Tomm Type 92 guns captured by the Americans on
Bataan had non-interchangeable small pans, further
revealing the patchy quality of Japanese ordnance
manufacturing, But perhaps the greatest weakness in
Japan’s antillery lay inits AT guns, which lacked any
penctrative power. Although versatile {the 3Tmm
Type 94 probably saw more action as an infantry sup-
port rather than as an AT weapon), these guns wene
the typical products of designers who assessed thear
AT requirements on the basis of their own AFVs. The
excellent sights on the 4Tmm Type | gun were no
real substitote for inadequate performance or its late
combat debut and general rarity. The failure w pro
duce something more powerful was a major blunder,
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forcing Japanese punners 1o attempt deliberate immo-
hilization apainst the heavier Allied AFWs or the use
of suicide tactics “tank hunter” squads. Unlike most
foreign AA guns, the Japanese versions were not
especially potent AT weapons either, and in DYO
scenarios players have comparatively few options
open o them in purchasing AT capacity, HEAT (a
German technological import) is generally scarce—as
reflected in the low depletion numbers—and most
guns have only a mediocre AP performance, while
the high-velocity 120mm and 140mm naval guns are
excellent tank-killers but can be deployed only in cer-
lain locations, are stutic, have no gunshields and are
very expensive in BPV.

As with smaller-calibre munitions, the guality of
Japanese projectile design and materials used, as well
g5 the storage and packing, was usually inferior to
foreign practice. It is therefore no surprise that
Japanese anillery was plagued by duds, instances
bemng noted as early as Lavac on Bataan in 1942, and
aq late as on the Myebong Peninsula of Burma in
January 1945 {where 19 of 21 shells fired on one
occasion were duds), Another major handicap was the
shortage of ammunition, due to Japanese logistical
weaknesses mentioned earlier and the harsh PTO or-
rain; again, throughout the war there were serious
ammunition shortages in all combat areas, even dur-
ing the ecarly campaigns when raw materials, trans-
portation and stockpiles were relatively plentiful. In
addition, Japanese anillery suffered from poor-guality
signalling equipment and emphasis was placed on
wire rather than radio communication, Radios were,
technically speaking, four to six years behind their
Western equivalents and were noted for the complex-
ity of their controls and the difficulty nening them in
and keeping them on frequency. Although JTapanese
telephone wire was lighter and easier to lay in the
FTO terrain than Allied wire (and one Chindit afficer
always used Japanese wire in preference), cven on
Bataan early in the war such wire was so scarce that
reliance was made on the civilian telephone network
and on an ohservation balloon o simplify communi-
cations, Moreover, the 10 terrain made wire-laying
difficult, just as it and the climate interfered with
radic communications. Terrain also made the spotting
of targets, one’s own fire and the detection of enemy
baneries difficult.

As with all forces in ASL, a number of weapons
have been omitted from the Japanese anillery OB dee
10 their comparatively rare use, including some 21
British 18-pounder field guns salvaged from 43 cap-
wred in Singapore and some 18/25 pounders taken in
Burma (where the Japanese also used captured 2-
poander AT guns). At Singapore alone, the Japanese
acquired about 300 pieces of anillery (excluding mor-
tars and forress guns). Another 330 or so were taken
throughout the earlier Malayan campaign—all being
put 1o good use by the IJA. Japanese-built omissions
include the A" elderly Bem (actually Tomm) Year-
3 Type AA gun (inferior to the TSmm Type 88), and
the ITK's BBmm Type 99, The 105mm Type 14 AA
gun saw no action outside Japan, while the IIN"s
100mm Type 98 was encountered only in small num-
bers on Iwo Jima and its performance in ASL appromni-
mates types that have been included, as does that for
the ON'a 127mm Type B9 (also absent), The 70 and
Blmm Barmage Monars wene litle-used, ineffective,
AA weapons with no place in ASL because there is no
docomented account of their downing an aircrafl.

Japanese artillery rarely fought in the way reflect-
ed by its regimental TO&EE, and there was little
atempt at contrelling the fire of grouped formations
beyond two or three adjacent batieries, so that the
massing of guns was comparatively rare. Japanese
artillery docirine evolved in China, where heavy
preparatory fire was seldom needed, since the mere
possession of heavier ordnance was enough 10 cow
Chinese warlords into passivity without the need Lo
actually fire it. The IJA placed great emphasis on
using artillery as & direct supporting arm, “shooting-

in™ attacks under the direct control of local infantry
commanders after a short (if any) initial barrage.
Heavy pre-arranged fire was seldom required, and the
PTO werrain militated against massed anillery deploy-
ment on land, The Allied experience was similar (but
not identical), and even the British—ablest exponents
of massed fire techniques—were usually unable to
concentrate their anillery fire in the way they did
elsewhere in the world,

The LUA employed massed and lengthy artillery
fire for only a few specific assaults, as on Bataan,
Corregidor, Singapore, or in the defensive battles on
the Irrawaddy line in Burma—or on Okinawa (where
much ordnance intended for the Philippines had accu-
mulated by default due 1o shipping problems).
Okinawa was probably the scenc for the [TA's heavi-
est artillery barrages of the war as a result. Given that
Allied counter-battery fire even on Bataan (despite
numercus handicaps there) was excellent, this was
probably a wise decision by the IJA since concentra-
tion invited heavy losses, as on Okinawa,

For all the various above-mentioned reasons, the
Japanese OBA accuracy die roll is "1 (despite the
fact that for direct fire its ordnance uses black TH
numbers} and the Access pile uses a very unfavorable
mix of only five black and two red chits. The very
high cost in BPY of Bombardments and Creeping
Rarrages is also explained by these factors.

Although the PTO terrain made sophisticated
artillery technigues difficult, the 1JA did at least
deploy units to detect hostile batteries, although vege-
tation made flash-spotiing or sound -ranging very dif-
ficult. Thus counter-hattery fire was not an outstand-
ing feature of the ITA. What the DA was noted for
was ils ability 10 move guns often and rapidly in very
rough terrain, its enthusiasm for using guns as very
close-range direct support weapons (despite the hor-
rendous casualties among their crews that this
caused), the willingness of gun crews W luunch their
own barzal charges and, like tank crews, thus sell
their lives cheaply, the great skill with which guns
were concealed or camouflaged (after some painful
lessons leamed on Bataan) or gquickly moved ou of
danger into caves, bunkers or back down reverse-
slopes, and the sometimes unconventional deploy-
ment of guns {like the S-inch naval guns sited on the
second and thied stores of a hospital in Manila). No
surprisingly, Japanese woops showed a greater will-
ingness to advance through their supporting fire
despite heavy losses than most Western troops
(Soviet forces excepred], and commanders would no
hesitate o put “lrHendly™ fire down onto Japanese
positions regardless of their own casualues therefrom,
The Japanese also used their antillery pieces with
great cunning and imagination, AT guns usually
being cleverly sited in killing grounds (with land
sometimes flooded (o channel enemy armor onto the
gums andfor tank-hunters), and some targets would be
deliberately ignored in favor of catching more lucra-
tive victims, The Japanese would often time their
artillery fire 1o land while enemy shells were passing
overhead to give the impression that the Allies wers
themselves victims of “Iriendly” fire and they ofien
handled guns like snipers; for example, shells would
be timed to arrive at meal times when Allied person-
nel were bunched together, or a few shells would be
fired intermittently over a long penod (ranging by
stealth) 1o imitate random, nwisance, fire before a
heavy barrage was unleashed when a good target pre-
sented itself through Allied laxity or when the range
to a previously ignored target had finally been found
by this method. A few rounds onte unsuspecting tar-
gets (before switching fire elsewhere 1o avoid
counter-battery fire) were often more deadly than
massed fire that just drove Allied uniis to seek cover,
and suited the Japanese predicament very well in cir-
cumstances where the Allies had air and antillery
superiority with plemiful ammunition, whereas low
Japanese stocks demanded more restrained and astute
use,

ARMOR

Of all the nationalities featured in ASL thus far, the
Japanese vehicles were probably the most frustrating
1o research; as with Italian AFVs, coverage in the
English language 15 thin and translations out of so
uncommon & language as Japanese are fairly ram.
The classic Japanese texn, for example, has so far
only been unofficially {i.e., privately) ranslated
because, as one British expen complained 1o this
writer, even most Japanese—Iet alone other—armer
buffs *do not want to know about Japan's vehicles
and find Germany's of more interest”. Consequently,
information on the dates and places of a vehicle's
combat use is ofien tantalizingly vague or incomplete,
One reason for this general lack of interest stems
from the often inadequate performance, technically
and wactically, of Japanese AFVs, although even her
they (like the ltalians) had their moments, and the
heroism of the crews saddled with such poor vehicles
against their usually numencally, technically and tac-
tically superior opponents cannot be overstated,
Japanese AFVs were handicapped in three hasic
areas; weapons, logistical suppon and tactical doc-
trine.

Tapanese AFYs made poor weapons due 1o s num:
ber of factors. Firstly, size and weight restrictions
were significant; most roads in wartime Japan wem
narrow and, being relatively few in number by
Western standards, emphasis was placed on rail
movement. Much of the rail network is laid toa
gauge of only 3.5 feet, which imposed a severe eigh-
foeol maximum width restriction on AFV designs.
This was only relaxed much later, when the Type 4
Chi-To (9.5 feet wide) and the Type 5 Chi-Ri (10 fem
wide) were produced at the eleventh hour. Moreover,
Japan's island geography dictated sea transponation
to the combat zones, which increased pressures o
minimize vehicular weights and dimensions for cas
of handling and stowage aboard ship. This was trans
lated into smaller-diameter wrret rings than found on
many cnemy vehicles (e.g., only 44 inches on the
Type 97 Chi-Ha) which limited the power of th
main armament. And, with even half-inch ammor plat
weighing a hefty 20-1b per square foot, the maximum
grmor thickness was limited. No Japanese-built wank
wider than seven-foot-sight or weighing over 17 tons
saw action. Small wonder that a US Marine could dis-
paragingly taunt his enemies on Peleliv by shouting
that destroyed Japanese tanks were being used "o
pack fish in", or that many Japanese AFVs were vul-
nerable even to the wretched Boys ATR. Players who
bemoan the often quick and fiery exit of their AFVs
in ASL should remember that a “medium™ tank (like
the Shinhote Chi-Ha) weighing 16 tons, was the
rough cquivalent of the average foreign-built ligh
tank {like the 12.5-15.5 ton US Stuarnt series), and that
“heavy" 1anks like the 30-ton Chi-Te or 37-1on Chi-Ri
were about a3 heavy as most foreign second-geners-
tion medium tanks.

This concem with weight reduction (and the asso-
ciated benefit of a lower unit-cost) was partly respon-
sible for the small number of 26-ton Type 95 heavy
tanks buil in 1925, a vehicle 8" 107 wide but anmored
1o $0mm, which might have led 1o something much
bewer, Instead, Japan neglected this category of AFV
for Tur 100 long, and then belatedly tried to “short-cir-
cuil” procurement {or al least design) by purchasing
pluns, manufacuring licenses and one example each
of a German Panther D and Tiger [ in late 1943, but
shipping problems prevented delivery. These sophis-
ticated, wemperamental and heavy tanks were ever
less suited to mass-prodoction in resource-starved
Japan than they were in the crumbling Reich (the
Japanese 120-ton €0 heavy tank never god beyond the
drawing board) and the money spent on the German
tanks would have been better invested in obiaining
samples of the parzerschreck and panzerfause. The
resultant absence of more combat-worthy AFVs
forced the Japanese to use tankettes or the long-suf-




fering Type 95 Ma-Go light wank in roles and situa-
tions that other armies tried to avoid altogether.

Second, because the IJA was essentially an
infantry force modeled on the German Army circa
1918, tanks were scen as nothing more than tools for
infantry support and linde was done w give them
more important roles (like those that potential ene-
mies were experimenting with) up w 1939, Hence a
powerful AT armament, apart from the difficulties of
fiing such weapons into the narow Japanese vehi-
cles, was regarded for too long as an expensive and
mmnecessary luxury by those responsible for design
policy, procurement and, ulliimately, use. Linked w
this, the perceived threat posed by AT guns or AFVs
was considerably underestimated {not to say ignored
aliogether) due to Japan's eaperiences in China,
where enemy tanks and AT guns were doled out in
scarce penny-packets, Japan's drobbing by the
Soviets at Nomonhan in 1939 should have pointed the
way ahead, but the Japanese response was inade-
quate; AP ammunition was developed for existing
gons and muzzle velocities raised (as much as barrels
could safely tolerate), but the introduction of a much
higher-velocity 57Tmm gun (a son of Japanese 6-
pounder) was rejected in favor of mounting the less-
potent 4Tmm AT gun in the Chi-Ha for the sake of
ammunilion standardization with the towed AT
weapon, Perhaps the Japanese would have been less
complacent and short-sighted if the Ruossians already
had T-34s and KV1s available at Nomonhan, and
sach a shock might have induced them 1o upgrade the
Type 97 tankete, with its excellent sloped hull from,
into something with a nastier bite and a thicker hide,
But a3 it was, the Soviet 45mm guns used against the
Jspanese at this battle—powerful though they were
by comemporary Japanese standards—~failed w sum-
ulate Japan into thickening the amor on s AFVs,
Noe did the British, Dutch and American vehicles
encountered in 1941-42 have such an effect. Even the
final Japanese tank designs were little more than
scaled-up, and hence more conspicuous and vulnera-
ble, equivalents of Germany's aging PeKfw IVH or
I¥] or Hungary's inferior Turan (1o which Japan's
tanks bore a superficial resemblance). Moreover, pro-
duction suffered delays doe to a bouleneck in gun
manufacture, which lagged behind that of the vehicles
and indicated poor industrial organization (since in
cther countries the reverse was usually the case),

But then, certainly in the capture of SouthEast
Asia, Japan foresaw little need for bener vehicles
since the initial Allied OBs were generally devoid of
many vehicles capable of giving Japanese AFVs a
rough time. And besides, most PTO termain militated
against the bold armored tactics used by the Soviets
at Nomaonhan—or so the Japanese thought, Her short-
war strategy also fostered a myopic view of futere
requirements and the threat from enemy AFVs in
places like Burma, the Pacific islands and even
China/Manchuria until it was too late, In the Pacific,
airpower and the LIN—not the DA—were the first
lines of defense, while in Manchuria Japan hoped for
far too long that the Soviet threat would be eliminated
by a German victory on the Russian Front (or at least
that the USSR's preoccupation with defeating Hider
would buy time for the Japanese defenses to be
sirengthened). As a result of this reasoning, light,
small and cheap vehicles (in effect armored cars with
tracks) were built in far greater numbers than was
prudent; although detailed production figures for each
wpe of Japanese AFY are not available, it is reason-
shle to suppose that at least 3500 of the 6500 or so
tracked AFVs built between 1931 and 1945 were tan-
keties or light tanks, including not inconsiderable pro-
duction rung of vehicles like the Ke-Nu (a modified
Ha-Go), the Ke-Ni and Ke-To (funther Ha-Ge devel-
opments) which saw little or no action and were a
great waste of design facilities, labor, material and
time at the expense of fewer but tougher AFVs.
Similarly, Japan dabbled with designs for a host of
other vehicles of questionable value (given her prob-

lams in matching the growing fleet of Allied AFYa
assembling for use against her); these luxunes includ-
ed vanous sub-versions of the Type 89 Chi-Ro with
relatively subile improvements and sundry mine-
clearance and bridging AFVs, amphibious tanks, 5P
gums of diverse sors, and APCs. The list is too long
to name, let alone describe, them all.

Third, tank and AFY production was accorded a
much lower priority (#s in Britain) than aircraft pro-
duction or shipbuilding, and the replacement of mer-
chant ship losses alone or—more accurately—
attempts to do so consumed 17% of JTapanese sieel
cutput in 1943, In terms of steel production, Japan
was omtmatched by the USA by a factor of 1:13.87,
Although tank production, theoretically, gained
greater importance in 1945, in practice nothing
changed; by then it was, in any case, far wo late,
Japan was by then no nearer o rationalizing tank
design in favor of one or two basic models than she
had been a decade before,

Japanese AFVs suffered from a lack of attention to
detail that undermined combat effectivencss even fur-
ther. While Japanese armored cars were, arguably,
more useful in purolling areas like China, Manchuria
and other captured territory, their value in combat
against the Wesiem Allies was limited, particulacly as
they were for the most pant rather crude truck conver-
sions and not “armored cars™ as the term was under-
stood in the West, being neither low-slung nor silem,
and lacking all-wheel drive, Their piece-meal produc-
tion meant that there were eight versions of the
Sumida maxdel alene spread between three varianis.
Other poor features in heavier AFVs included the
ahsence of power traverse, the fitting of shoulder-
controlled main armament (like Bnush versions, tr-
ing amnd even dangerows 1o use in action), cramped
and uncomforable vehicle interiors, poor crew com-
munication devices (i.c., reliance on voice lubes
rather than on an inlercom system), poor vision
devices (an absence of periscopes—especially in the
lighter AFVs), and termible turret layouts (ie., one or
two-mnan werrets), all of which are reflected in ASL by
the RST and 1MT classifications, Although their
good-quality optical equipment made Japanese gun-
nery accuraie, this was more than counter-balanced
by these other poor features; so, although they enjoy
black TH numbers in the game, Japanese tanks have
problems spotting or acquiring targets quickly, espe-
clally if moving, as simulated by the game's gunnery
rules. In addition, the absence of a co-axial MG in
most Japanese tanks is a serions drawhack.

Japanese AFVs suffered from their thin ammor, and
some Allied troops found HE ammunition, which lit-
erally tore Japanese vehicles to picces, was some-
times more effective than an AP round {which might
pass clean through the target AFY without doing
much damage). Other deficiencies included an
absence of splash protection for vision devices, gun
mantleis and turret rings, and little attempt to radical-
ly slope armor plates (ofien leaving ballistic “shot
traps” due to itz poor arrangement). There was a
reluctance to weld armor plate despite the available
eaperiise, and hence the abundance of steel or
asbestos rivets o becomne detached and injure crow-
men under the shock of sinking projectiles {the
asbestos nvets being pan of the heat-proof lining fit-
ted into some Japanese AFYs, a rather expensive fea-
wre of only limived value).

As if these handicaps were not enosgh, Japanese
AFVs also suffer in ASL due to their "+3" ESB DREM,
which is more a refledion of the poor logistical sup-
port from which all Japanese forces suffered rather
than any inherent defects in the vehicles themselves,
However, the Type 92 Combat Car and Type 94
Tankene were exceptions 1o this, having a propensity
1o shed their tracks, which prevented the latter at least
from exccuting high-speed wms. There were also
complaints in 1933 of inadequate standards of crew
mainienance during the Jehol campaign, suggesting
that these dutics were neglected, and the Chi-Ha was
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cerainly more demanding than its erstwhile rival, the
Chi-Ni, in this respect. The mechanical sophistication
of some Japanese AFVs was perhaps incompatible
with the harsh environment in which they operated,
and this was compounded by the tendency of the A
to rely on very narmow logistical marging. Japaness
officers saw themselves as warriors rather than the
managers of stevedores (again a throw-back w the
sawudral attitude towards anything so mundane); “the
counter and the abacus were abhorred” by them, But
although the men coald manage without food and
munitions for a time by capturing Allied stocks, the
latter held no spare Japanese vehicle parts and proba-
bly not much diesel fuel for their engines either, ren-
dering somewhat hollow a Japanese writer's boast (in
1929) that “we can fight with our bare fists if neces-
sary™. The ITA was noted (like the Red Ammy) for its
emphasis on “teeth” unite at the expense of support
functions, and while the Americans pul many of their
best men into such non-combat roles, the LIA pre-
ferred 1o misuse their skills in battle, In terms of off-
road mobility, Japanese vehicles were sometimes
inferior to their foreign counterpans (which the ASL
rules also panly reflect); the first two Shinhare Chi-
Ha tanks to see action—at Corregidor in 1942—had
10 be towed off the steep beach by a caplured Stuan
tank (though in faimess, it must be mentioned that
they were prototype models),

For the sake of balance, the good features on
Japanese AFYs must also be mentioned. The bell-
crank “scissors” sospension (modified from the
British Carden-Lloyd type) was a reliable, simple and
relatively inexpensive system compared 1o, say, the
morne costly and sophisticated torsion bar system—
which also raised a vehicle's height and weight—
used on some German, Soviet and US AFVs, Japan
also pionecred the use of water-jet propulsion in
amphibious vehicles, and also the use of air-cooled
diesel power plants in AFVs. A whole range of stan-
dardized engines were developed for trucks and
AFVs 1o optimize common pars usage, the stmulus
being the problems envisaged with water-cooled
engines in China’s often arid or sub-zero environ-
ment, the superior thermal efficiency of the diesel
with i resultant lower fuel consumption, the greater
availahility of diesel fuel over gasoling and the for-
mer's easier and safer storage (not 1o mention lower
evaporation Josses). Although crew safety under com-
bat conditions was only marginally improved by
diesel engines {since most tank fires were caused by
ammunition fires), there was a benefit in using such
fuel; one-third of all US tank personnel who suffered
bums in Waorld War 2 did so while mishandling gaso-
line under non-combat conditions. The dangers of this
volatle fuel were brought home o the Japanese in
1921 when two Brtish engineers were badly bumed
when a Wickers Model C 1ank bought by JTapan
caught fire during lesting.

A number of Japanese AFYs have been omitled
from COf because they saw little or no combar,
These include the French FT light tanks purchased or
(later) captured and wsed in Manchura, the Renault
MC-1 tanks also thus acquired (and used in Shanghai
in 1932 where the good 30mm armor proved no sub-
stitute for s chronic unreliability), the Vickers-
Crossley Type 837 ammored cars used in China and
Manchuria {and which approximate in game terms
the Csaka type), open-topped cargo carmers conver-
ed from Type 97 tankenes, and the Ho-Ha half-irack
APC {which bore a superficial resemblance 1o
Cermany's sWS series, albeit more thinly armmored)
on which data about combar use is contradictory. In
any case, the notion of the lapanese using these vehi-
cles like panzergrenadiers does not quite square with
the historical tactics of the IJA, Other omissians
include the amphibious tank Type 3 Ka-Chi, and the
Type 4 Ka-Tru amphibious tracked APC, plus the US
Stwarts captured or salvaged on Bataan or in Burma
i early 1942, and lastly the vanous other Allied
AFVs (also pant of the spoils of war like the Vickers
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light tanks, Mamon-Hermringtons, White scout cars
and host of wheeled or tracked AFVs leflt behind by
the Dutch, Thai, French or the Chinese). In Singapore
alone, abour 200 British AFVs (armored cars and
Carriers), about 100 tracks and 10000 automobiles
werne captured, while the Allied retreat from Burma in
mid-1942 yielded anoher 126 AFVs or so, 6000
trucks and over 700 automaobiles, The Japanese were
continually ordered to make the most of capured
equipment, and generally made far less use of tucks
than Westem armies (their men usually marched 1o
batile).

Japan produced fewer trucks than even the hard-
pressed USSR, and the ITA relied on the humble hicy-
cle to transpon personnel and supplies in the PTO,
each being capable of carrying a man, his weapon and
60 pounds of gear. S0 highly were they prized that
some captured in Singapore were later found on
Guadalcanal, and like the Vietcong in a later conflict
the Japanese used the bicycle in termin where motor
transport could not go or would not sarvive long. The
bicycle was easy 1o conceal, repair and needed no
fuel. Bicycles were augmented by pack animals,
hand- or bicycle-towed cans, and—in Burma alone—
20000 ox-cars, plus hired or forced labouor, and even
Japanese personnel themselves, pressed into service
as carricrs. When things became desperate, they even
resoried (in Burma) 1o staging a hoge cattle-drive w0
provide meat on the hoof, but most animals died of
disease, fell off the steep terrain, or drowned. On
logistics, Lt.-General Kotoku Sato, a divisional CO in
Hurma, stated that, “the tactical ability of XV Armmy
siaff lies below that of cadets”, and described their
attitude towards supply as “completely irresponsibie”.
The same could, perhaps, be said of the entire
Japanese war machine,

In the realm of wank tactics, the IJA's evolution as
an infantry force from the samurat armics {which
were largely composed of foot soldiers) lefi no wadi-
tion of bold, aggressive cavalry tactics as a model,
and no Japanese cavalry units which fought in the
FTO appear 1o have distinguished themselves in
action as horse scldiers, Add to this the absence of
influential mentors like a Gudenian or a Liddell-Hart
1o plead the case for mechanization and the use of
armor en masse, and the fact that most senior
Japaness officers were infantrymen or gunners by
training, and it is no real wonder that Japaness armor
remained tightly shackled w the infantry-support role
for most of the war. General Tomoyuki Yamashita,
among others, advocated modemizing the ITA along
German lines in respect of AFVs, signals and military
engineering, but Tojo's hostility (for largely personal
reasons) ensured that the High Command ignored the
advice.

Against raw, demoralized andfor badly equipped
forces, Japanese AFVs sometimes achieved devastat-
ing results out of all proportion 1o their numbers, as
on Bataan against the Philippine 2151 Division in
April 1942 and in vanous locations in the Malayan
camnpaign (especially at Parit Sulong in January 1942)
where the “fish-bone" or “filleting”” tactics were used
1o provide flanking fire from the roads a1 nighe while
infantry moved ahead 10 either gide, and where the
lack of undergrowth in the rubber plantations aided
the bold use of armor. On Guadalcanal and
Goodenough islands, even a handful of Japancse light
tanks sdvancing down jungle paths at night very wers
effective against badly-armed local miliva. However,
where the defenders had the necessary equipment
{and will), the Japanese usually suffered heavily
when using such aggressive tactics, as at Taierchaung
in China in 1938, at Bakri in Johore, or Meiktila in
Burma, or at Baliaug on Bataan in 1942, Hut general-
ly, Japunese AFVs remained faithfully subservien w
their infantrymen, or conducted half-hearted anacks
alone against the Allies, as at Rataan's Orion-Bagan
line in March 1942, or acted as mobile pillboxes.

A British writer describes Japanese (ank crews as
being “clueless” {j.e., devoid of common sense or

logic), and they were prone o panic when surprised
by Allied armor, seeking to escape rather than find
cover and shoot it out, or even 1o abandon their vehi-
cle intact vpon occasions. Their AFVs would often
move carelessly in daylight despite Allied air super-
onty, and were sometimes lax in the vse of camou-
flage {to their severe detriment), while at night they
often blundered about with their headlights on too
close to Allied positions and suffered the conse-
quences. Like their infantry comrades, Japanese AFV
crews failed 10 modify or improve their tactics, and
the noctumal mechanized banzai charge was, not sur-
prisingly, also the favornte ploy—the classic example
oocurring on Saipan on 17 June 1944 where, betrayed
by their noisy depleyment, 32 of the 44 attacking
tanks were destroyed by the Americans in a “Turkey
Shoot™, As with Japanese infantry, such assaults were
invariably launched along prediciable lines of
approach where the element of surprise had been lose

In such circumstances Japunese AFVs always got
short shrift, and although encounters between oppos-
ing afmored vehicles were comparatively rare in the
PTO, when they did occur the Allies nearly always
prevailed through bener tactics, better vehicles and
superior numbers (the *Bungle in the Jongle™ sce-
nario being a good example of how painfully
acquired experience of tank warfare against the
Germans was put to good use by the Allies in the
PTO, and of how the Tapanese often fuiled to coordi-
nate their armor, amillery and infantry, enabling their
enemies to defeat them in detail). Many Japanese
senior commanders had toally enrealistic notions of
what armor could, and could not, achieve; in Burma,
for instance, one senior officer expected tanks 1o
shoot down aircraft in self-defense, and berated a
tank company CO for “cowardice” afier he had sensi-
bly withdrawn from a narrow defile where he had
suffered needless losses to Allied AT gons, To their
cosl, the Japanese forgot that many pans of Burma
and Luzon had excellent tank terrain, and that even in
the hilly parts of much of the PTO the Allies—uwith
enough determination—could, and did, use amor on
supposedly “tank-proof™ steep slopes.

The tactical handling of Japanese AFVs was not
helped by the general absence of radios below pla-
toon-leader level until very late in the war, which
parly explains the clumsy and uninspired wctics so
similar to Soviet handling of armor early in the war,
But by the time that radios were more plentiful, the
scope for more imaginative tactics had gone. Ag their
mobility began 1o dwindle {either due 1o fuel shon-
ages, unobtainable spare parts or the growing realiza-
tion by their crews and the more enlightened senior
officers that the Allies possessed 100 many advan-
tages), Japanese AFYs were increazingly used as pill-
boxes, dug-in with varying degrees of skill. Even
where more mobile tactics might have been appropri-
ate, as on [wo Jima or Luzon, Japanese AFVs usually
ended their days in this fashion, while in China and
Munchuria (apan from the 1944 [chi-Ge offensive in
Honan} the ammor was laft to vegetate until “milked"
to shore up other areas; the residue was “destroyed .
. as if i were made of cardboard” by the Soviets in
1945, ASL simulates the late-war Japanese tendency
to turn AFVe into pillboxes in the DYO roles, which
permil players who might otherwise be reluctant w
use armor in the game (due to its high cost) o par-
chase AFVs at reduced prices in scenaros set in
1944-45 if setting up entrenched. This provides an
excellent incentive for plavers to deploy Japanese
AFVs historically, and is a bewer solution to the prob-
lem of players avoiding the use of AFVs a1 all; this
writer inittally advocated the inclusion of some rule
to force players 1o purchase Japanese AFVs in DYO
scenarios whers there was a historical rationale, but
this (happily) was never adopied by Hob McNamara,

Another uniquely Japanese trait is simulated in
ASL by the facility whereby players can “conven”
Japanese armor leaders o infancry leader counters.
When their vehicles were destroyed, immobilized or

otherwise held up, Japanese crews would unhesital-
ingly dismount and fight as infantry, throwing away
their specialist training and any hard-won experience
that they had gained combating Allied armor. In
Malaya, for example, all eight tanks of one company
were destroyed by Australian anillery in January
1942, and their crews were subsequently wiped oul o
the man while fighting on foot; the award of a unil
citation doubtless encouraged other crews 1o make
similar cost-ineffective sacrifices, thus depriving the
JA or IIN of a battle-wise cadre to rebuild the forma-
1.iﬂ||.

JUNGLE WARFARE

As the Japanese soldier's fearsome reputation was
inextricably linked o his alleged expertise in the jun-
gle, and because COF 1a the first module of ASL 1o
feature PTOY terrain, a brief discussion of jungle war
fare seems appropriate. The word “jungle” orgnates
from the Sanskrit word jangala (desen or wildemess)
und encompasses a whole range of terrain varying in
density from region 1o region. Lighter minfall tends
to produce heavier, denser undergrowth, since the
thinner “canopy” of trectops allows more light
through (as in coastal Burma, Indo-China or the West
Indies}; while some of the thickest jungle, with less
undergrowth, is found in Malaya, that in Burma asd
India being thinner, Secondary jungle (land cleared of
all growth but then allowed to grow wild again) bas
undergrowih that is almost impenetrable, and a rate of
advance of barely 100 yards in 60-90 minutes through
this was about the norm. In comparison, combil
reports state that thick bamboo in the highlands en
be penetrated at the rate of about 250 yards in 110
minutes, and on Hataan thick bamboo even deflecs]
J30-cal. MG fire—small wonder that in ASL such
hexes can be emersd only by Minimum Move. Evn
without the enemy to contend with, progress through
jungle coald be very slow; moving just 600 yards
a clay slope in New Guinea required 17 hours, On
Guadalcanal, it was estimated that the average spid
of infantry on a jungle trail was a mere one mph; i
off the trail, using machewes and bayonets 1o al
through the undergrowth, a rate of half that speed wa
considered fast. As a result, the movement rales inthe
game have had w be unhistorically generous. Sud
movement rates, moreover, apply only 1 healthy per
sonnel, and whereas troops unencumbered with sic
ar wounded personnel could cover anything betweem
four and 15 miles per day (depending on the exad
nature of the terrain and weather), a similar joomey
with less healthy personnel could take nine umes m
long. The use of native guides {employed by both
sides whenever possible) could reduce travel times
dramatically; with their superior local knowledgs of
abstacles or short-cuts, Papuan guides in New
Guinea, for instance, could shorten a 36-hour joumey
1o as linde as 45 minutes|

The abzence of landmarks or sccurate maps mad
it masy to, literally, walk around in circles, and the
Japanese were as prone 1o this as their enemies,
which ASL simulates with the Straying rules (immo-
nily being granted 1o local panisan units for obvioas
reasons). Due 1o false economics, many British maps
were printed in only two colors, whereas their
Japanese copies used more for greater clanty and
detail; it was difficult w determine where the jungle
ended and paddy ficlds began on the former, or
eslablish which sircams were scasonal and which
were nol, (This ambiguity led to a serious water
shorage at Indaw in Burma, for instance, resulting in
its loss to the Japanese.) Navigational problems wes
also compounded by the limited visibility in the pan
gle which masked otherwise prominent features; at il
worst in New Guinea, the mist sometimes made i i
ficull w see even one’s own hand, let alone an enemy
five yards away. In Malaya, vigibility could be as ki
tle as a yard or al most 25 yards, increasing only B
hilly terrain 1o 30-100 yards, In Burma, visibility
around Kohima was about five yards; on Baiaam, |




wbout ten. Apart from the vegetation blocking vision,
the ahsence of natural light also proved a problem,
ond in one particularly vivid description a veteran
talks of the “state of semi-twilight”, “the nearest to
night fighting that troops will get during daylight™,
Reconnaissance patrols hiking through dark, rough
jungle frequently over-estimated the distance they
had travelled, leading to many problems in calcolat-
ing march time for larger combat formations.

The jungle was made all the more unpleasant {not
1o say terrible ) by its natural hazards, which the
gloom or total darkness aggravated. Fven Pacific
beachheads had inanimate dangers like razor-sharp
coral or rocks and potentially lethal five-lb coconuts
falling 60 feet to the ground, while elsewhere there
were cactus hedges, deadly thoms or other plants to
inflict lacerations, along with flash-floods, swamps
and falling trees (an average of one falling within
earshod every 36 hours; one author states that a1 Cape
Gloucester the US Marines lost 100 men to falling
trees). There was also parasitic growth to which
humans as well as plants were vulnerable, wming an
insect bite or a scraich into something potentially
lethal. A British officer in Malaya observed that
although cuts or bites rarely became infected initial-
ly—when new to the jungle—this immunity did not
last long. Troops also had to centend with a whole
host of unfriendly creatures: amochas carrying dysen-
tery, ferocious ants, killer-bees, spiders, typhus-carry-
ing mites, malarial mosquitoes, snakes (including
Burma's hamadryad, which chazes and attacks
humanz) and leeches that atempt to enter any onfice
and se able Lo draw a pint of bleed in one feed.
Larger horrors include crocodiles, tigers, the aggres-
sive and unpredictable Malayan water-buffalo, and
wild elephams.

Mite, jungle or scrub typhus was then incurable
and generally fatal, while malaria was a major
scourge, even with medicines. Quinine, for example,
was scarce; in late 1940 an embargo on supplies to
Tapan left her with only small stocks, and from
January 1942 only front-line Japanese personnel on
Bataan received doses (while on Luzon the invaders
had but a month's supply), By March 1942 there were
thus 13000 Japanese non-batile casualtics of Bataan,
while US troops there also suffered from a quinine
shortage and stocks had run out by 29 March, so that
600 men per day were contracting malaria with a 7-
10% fatality rate. Because Java (which scon fell 10
Japan) was the main quinine source, the Allies also
experienced shorages in Mew Guinea and in Burma;
before anti-malarial discipline was enhanced, the
annual infection rate reached 84% of army strength in
1943 (even higher among combat troops), For every
man wounded by the Japanese, 121 were laid low by
disease. During the New Guinea rainy season sick-
ness rates reached 10% of total strength per week!
The Allies introduced quinine substitutes like Ata-
brine and Mepacring, which was just as well since
expericnce showed that quinine, by suppressing the
symptoms of malaria, acwally helped spread the dis-
eate if a carrier became a blood donor. Mepacrine
tumed the skin yellow and the Japanese spread
rumors about other unpleasant side-effects, but Allied
measures Lo enforce its intake, plus strict rules about
clothing, reduced the malarial sickness rate w just
one per 1000 in 1945, while the ratio of wounded-1e-
sick men fell to 1-10-20 in 1944 and to 1:6 in 1945
among Hritish units in Burma. Even so, the XIV
Ammy there had 20000 malaria cases between July
and November 1944, compared to just 49 men killed
m action. And of the 88500 men on strength, no less
than 47000 became sick and required evacuation.
During the fighting on the Tiddim Road the British
9th Brigade lost only nine men KIA and 85 wounded
10 the: Japunese, but 307 from sickness,

For the Japanese, things were even worse for, as
their logistical system fell apan, great reliance was
placed on capturing Allied medicines (and other sup-
ples). The chance destruction of a Japanese medical

dump duning their 1944 Burmese offensive had a dis-
astrous effect on the 53rd Division, which suffered
the warst incidence of malarial infection of any
Japancse unil in this theater, By 1945, 98% of Japan's
26th Army in Burma had caught the disease, compli-
cated by dyseniery.

The deep jongle also added 1o the miseries by rot-
ting food, clothes and shoes, and rusting equipment,
and causing foot-rot {which was not always treatable
doe to a lack of medicines). The Allies” "jungle
green™ clothing issued in New Guinea was found o
cause uleers by inhibiting air circulation. The fetid,
nauseating smell of decay from rotling vegetation
added to these discomfonts and dangers, while noises
from varous jungle animals or even from dripping
water asaaulied raw nerves, especially at night, which
“converted” them—uwith only a linle imagination—
into gunshots or footsteps (respectively), and these
phantoms could termify inexperienced troops, By
degrees, the men had 1o leam to conquer these termors,
and this applied to Japanese as well as 1o Allied sol-
diers; one “green” and jinery Allied unit in Burma
fired off all its ammunition in one night n response o
such noises, leading to the loss of a critical position
by default, During a post-war training exercise in
Malaya, a British reserve officer (new to the jungle
but still within earshot of a major highway) literally
died of fright within an hour of entering the jungle!
Allied accounts speak of troops being bewildered by,
unnerved in, or terrified of, the jungle . . and yet oth-
ers [elt quite a1 home, and safe, in it Contrary to the
myths, even the Japanese could be afrid of it. But in
time most men learned to live in the “green hell”,
realizing that, far from being hostle, it was really
neutral and would treat all the ignorant winh equal
(pitiless) indifference, but would provide the enter-
prising with welcome cover, bamboo and other
growth for water, food, building material, and even
toods and weapons. While the damp would rov batter-
ics, it supplied fireflies or luminous leeches which
{placed in a flashlight’s reflector) made a good subsi-
tute; maggots, which eat only dead flesh, could be
used to clean wounds. Having eventually grown
accustomed 1o the jungle, many troops felt exposed
and vulnerable when leaving its claustrophobic con-
fines, even to cross a rice paddy.

Due 1o the generally poor visibility in jungle, other
senses like hearing and smell became of pararmount
importance. Silence was vital in order to hear the
enemy first, but moving through the jungle was
invariably noisy; whereas one veleran chserved that
the Japancse were purticularly so {(and a second tells
of @ Malayan Chinese finding it almost unbelievable
that the Japanese could move as slowly, noisily, or
clumsily through jungle), he subzequently admitted
that other nationalities were oo, One US infaniryman
practiced walking silently in the jungle, much o the
amusement of other GIs until his greater survival
prospects were demonstrated, but a British enthusiast
of this observed that he found it very tnng and that it
demanded much practice. To minimize noise and
avoid detection by “jiner panies”, some Allied units
ordered their men never o talk or fire at night, and an
American officer on Bataan withdrew all tracer
ammunition al night for this reason! Other Allied
roops were sometimes instructed Lo on no account
ever leave their positions al night (even if wounded)
and 1o treat all movement ohserved as hostle, In such
circumstances, bayonets and grenades were of much
more use, eaplaining why ASL combat against the
Jupanese will almost always be hand-to-hand.
However, the dangers of grenade-throwing were
enhanced in jungle terrain; in a post-war tragedy, a
Rritish officer lost one eye when his grenade bounced
back off a tree, and a few months later he lost the
odher eve in an identical mishap. Smell, wao, could
sometimes mean the difference between success or
failure; due 10 differem clothing, materials, Tood,
tebacea and lubricants, it was easy Lo smell the
enemy, Cigarctie smoke, especially, lingered in the
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jungle. One Britsh goerrilla linison officer gave up
smoking because it impaired his senge of smell.
Allied sources refer to the fish-like odor of Japanese
rations, the sickly-sweet perfume wom by officers
(sometimes lo prevent straying st night), and the
“pungent fragrance™ of their tobacco.

There is no doubt that, initally, Allied units were
cften temified of facing the Japanese in the jungle—
and the IJA, considered before 1941 10 be anywhene
between second and sixth-rate by the Wesiem Allies,
became an army of supermen almost ovemight. Tt
was then thought that Allied troops were less than
50% as effective in the jungle as the Japanese, and
even Churchill was moved o observe that entering
jungles w fight the Japanese was like “going into the
water to fight a shark™. The myth was bom that all
Japanese were jungle-trained, but this was of coarsc
not so. In the spring of 1941, some of their troops
received such instruction on Formosa or Hainan, but
these facilities could never have trained all eleven
divisions used against the Western Allies in the time
available. The Taiwan Army Research Section on
Formosa was only a small unit {created in January
1941} for researching vanious aspects of jungle war-
fare, but, as one author argues, if the Japanese had
really been eapens in jungle fighting “they would not
have starved o death while nearby natives ate their
fill", Cenainly few (if any) Japanese troops in the
carly Bataan or Malayan campaigns were jungle-
trained; and when Japanese logistics all over the FTO
broke down (and the Allies no longer left behind sup-
ply dumps for their use) Japanese personnel, especial-
ly the lower ranks, either starved to death in large
numbers andfor ate grass, roots, bark, wood, rotien
food, slugs, insects, tree sap and ulimately human
fesh e stay alive. Even on Bataan in 1942, the
Japancse had to eat their own horses, while in the
Soloemeons by the end of that year 100 men were dying
of hunger each day. On Guadalcanal alone 10003
starved 10 death, and a Japanese veleran of New
Guinea ohserved that in such dire straits, the jungle
“was no place for hurman beings™.

Nor did the Japanese have any great love for the
jungle, In the PTO, the good food and gentler climate
of Java was preferred to Burma, the least popalar
posting in the ITA. Here even the Japanese found the
weather 100 het; the British General Slim observed
that it had the world"s worst climate for at least six
maonths of each year, breeding the world"s worst dis-
eases, and it contained some of the world"s worsl ler-
rain. On Batsan, wo, Japanese personnel were unac-
customed ta the heat, But where the Japanese differcd
from the Allies initially was in attitude. For Japan, the
jungle was the great "equalizer”, “a shield” for her
technologically inferior armies which gave them an
edge over the nominally more mobile Allied forces
possessing greater firepower. To the Allies, the jungle
was almost universally regarded as impenetrahble,
despite some wamings and even limited experiments
which cast doubts on the validity of this wishful
thinking (based mostly on observations from the rear
seat of staff cars). The Japanese had no such delu-
sivms and accepied the hardships of the jungle, living
on capured or commandeered supplies and travelling
as light as possible, mainly on bicycles hut also using
mules, native labor and even elephants. Mitor vehi-
cles were kept to a minimurm, The Allies in the eardy
campaigns were often over-equipped with molor
transport and over-burdened with 1o much personal
gear for the lerrain, and thus were fatally dependent
on the few roads in existence. Roads were, in any
case, nol necessarily a faster means of travel; the
Jupanese 315t Division took just four days 1o go
through 15 miles of jungle 10 the Kohima/Tmphal bat-
tles in 1944 using narrow tracks across steep hills, bul
then needed another five days 1o go just 25 miles
morz by road in caplured Allied transpon,

Throughout the war the Japanese amazed their foes
hy the speed they could move through jungle,
enabling them ta [ully exploit their “hook™ wactics
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{which entailed infiltrating their infantry past Allied
positions 1o cut off lines of supply by mens of road-
blocks), These blocks forced Allied units to abandon
their vehicles and heavy equipment and try 1o with-
draw through the unfamiliar jungle, or face either
slow starvation or hastier annihilation from other
Japanese forces advancing down the road with {often)
armaor, artillery andfor air suppon. The "hook™ was
less successful against lighly equipped Allied units,
like those of the Philippine National Army, which
were more able 1o take Lo the jungle and so bypass the
Japanese roadblocks, which more roadbound forma-
tions would almost always try and clear at heavy cost
in men and materiel, Later in the war, Allied units
with TO&Es revised to dispense with many motor
vehicles would simply dig in as a response Lo such
tactics and rely on air support W sustain them, wming
the tables on the Japanese who would invariably bat-
ter away al the Allied positions in a futile anempt to
reduce them, Later still, the Allies even used similar
tactics themselves against the Japanese and on occa-
sion, because encirclement and infiltration tactics
became “almost . . dogma®” with the Japanese, the
Allies exploited this inflexibility by amboshing their
foe's road columns and enticing the enemy into pre-
pared ambushes as he tried to infiltrate and outflank
the Allied positions. The Australians caught a number
of Japanese columns in this manner in Johore in
1942, and throughout the war the Japanese were
renowned for their lack of skill in dealing with out-
flanking movements and for the ease with which they
could be ambushed when an the move.

It is also a myth that no Allied units were jungle-
truined in 1941, although it must be said that those
Incky few who were invariably wndertook comman-
do-type roles; the British Thth Division, for instance,
was carved up for the first *Chindit™ operation behind
Japanese lines in Burma. Moreover, this unit (ples a
handful of others, some jungle-trained as early as
1938) was but a drop in the military ocean. The Allies
then established their own jungle warfare schools in
various locations; but, as an example, during the first
half of 1942 one such in Australia had the trainees
spending 75% of their time constructing anti-invasion
defenses rather than preparing for the Japanese and
the jungle. The Australian bugsh was moreover, no
real preparation for the “matied wildemess” of New
Guinea, After this unhappy star, Australian methods
improved so much that General Shim tred 10 secure
the attachment of Australian officers with knowledge
of jungle-training to all his units so as W pass on their
skills, and the US Bth Brigade—although inexperi-
enced in battle—benefitted greatly from their training
in Australia when they saw combat in the New
Guinea jungles.

Finally, the limited visikility of the jungle, coupled
with the communications problems, endemic 1o the
PTO, not only forced the siting of positions much
closer wgether for mutual support than was necessary
{or prudent) elsewhere, bul also pul a premivm on
good leadership and the exercise of personal initia-
tive, One Chindit officer remarked that, paradoxically
perhaps, air force personnel (especially those from
the Commonwealth rather than frem Britain) were
better in the jungle due 1o greater self-discipline {even
though the environment was somewhal more restrict-
ed than the wild blue yonder of serial flight) than
army personnel who were often incurably imbued
with a herd instinct, In such circumstances, the ITA,
as related earlier, was less able 1o instill these guali-
ties into its personnel and, ultimately, the jungle—far
from being & shigld—proved 1o be its grave when it
failed to adapt its methods as quickly as most oppao-
nents did.

CONCLUSION

In terms of equipment at least, there is no doubt
that the Japanese forces were second rate and that
they were increasingly forced 1o compensate for this
by exploiting the “spirit” of their troops as a rather

frapgile substitute. All scldiers are, (o a preater or less-
er extent, pawns in the plans and schemes of politi-
cians and generals; but the Japanesse soldiers and
givilians were perhaps the worst-eaploited among the
participants of World War 2, even by the cynical Axis
or Soviet standards. Japan lost abowt 2.3 million dead
from all causes (sources vary) out of some 704 mil-
lion enlistments. Outside China and the USSR, mrely
have soldiers and civilians been so badly treated or
ill-rewarded as those of Impenial Japan, Thoese Allied
soldiers o willing to heap racial abuse upon their
Japanese opponents were also, ironically, moved to
praise them; one British general stated that “it was
honorable 10 vanguish” such courageous men, while
another British officer admitted to his wife that he
was “quite proud™ of his hard-working, dignified
Japanese POWs, Another spoke of the "amazement,
admiration and pity™ felt by British tank crews on the
receiving end of what ASL terms (with justification))
“DIC Heroes™, and spoke of “their anguished looks of
determination and despair™ as they attacked. Yet
another described how Japanese soldiers trapped in
last-ditch positions were “often weeping hystenically
but fighting desperately to the last”, These are nit the
actions of robots, but of human beings. A number of
candidates exist for the title of “best soldier of World
War 2", and the Japanese soldier is cemainly on the
shon-list by dint of his tenacious courage and sto-
icism (rather than for any consistent tactical prowess).
With better equipment he would cerainly have been
even more formidable, and like the German soldier
(but unlike the Finnish fighting man}) he showed him-
self adept at fighting a variety of enemies in vanous
kinds of terrain. Unlike the German soldier, his
Tapanese ally was not so good at teamwork or in
behaving rationally to extract the manimum number
of casualties from his enemies; he was, however, the
most formidable soldier of the war on an individual
basiz and, like the American Indian, hoped that
chiarms and magic belly-bands (renaibart) would pro-
tegt him from enemy bullets. But such awitudes
belonged to an earlier age; pitling mental sirengih,
warnor-like, against Allied materiel could only have
inevitable and tragic consequences,

SOURCES

There are many primary and secondary sources on
the land [orces of Imperial Japan during this war,
unfortunately many of them contradictory or simply
confusing. Too, due to the high caswallies rates
among the Japanese panicipunts and the destraction
of many of the records, most of the source material
comes from the pen of the enemy. However, there are
still enough balanced and well-written books and ari-
cles about Japanese organization, tactics, culture and
WEAPOTLEY 10 permit one to amass a respectible refer-
ence library.

A number of works would serve as an excellent
basis for such a library. For an overview of the
Japanese army, Adrian Swwan’s The Underrated
Enemy (London 1987) and Saburo lenaga’s Japan's
Last War (Oxford 1977) are the best. Soldiers of the
Sen {London 19491), by Meiron and Susie Harries, is
the latest addition 1o this short list and concentratzs
upon the psycholegy and culree that influenced the
Japanese warmior. For the more prosaic concerns of
organization, [ made use of the U5, War Depanment
publication Handbock on fapanese Miliiary Forces
(reprint, London 1967). A great deal of information
can also be found in the many accounts of specific
campaigns and banles in which the lapanese
engaged; I would recommend Louis Allen's Burma,
The Longest War (London 1984) and Singapore
194742 (London 1977), Sir William Slim’s Defear
imto Victory (London 1957), Bryan Perren’s Tank
Tracks to Rangoon (London 1978), and articles from
“Pumell’s History of the Second World War". For
more detail on the conditions under which the
Japanese fought, see Jungle Warfore: Experiences
and Encounters (London 1989) by 1P, Cross,

A WORD FROM
THE EDITOR

The first thing most readers (with the exception
perhaps of those who have just joined us) will
notice is the heft of this year's offering for the die-
hard ASL fan. To make a long story short, |
couldn’t pack everything I wanted 1o see in print
into a mere 64, g0 the '92 ASL Anaual is B0 pages
of the best on wargaming's premier WW2 tactical
RYSLEMm.

As the day for final layout approached, | was
faced with the unfortunate choice of timming or
eliminating one or more of the fine aricles I'd
demanded of contributors, or making the anex-
pectedly lengthy Senes Replay a two-parter span-
ning this year’s issue and the next, or dumping &
couple of the scenarios and regular features, I'd
already delayed the 5L “Commando Campaign”
for two years and wanted w offer something new
10 the funs of the original systern at long last; and [
was cqually loath 10 hold the piece on the Minor
Allics {intended for the "91 issue) in my bloated
files for another year. These 15 scenarios arc the
best (don't take my word for it just ask the
playtesters listed in the masthead) thus far offered
in the Armeal. Nor did I wish 1o eliminate any of
the material you have come 1o expect: the letiers,
guestionsfanswers, scenanio listing, and such, The
SR was simply too damn good to deface by split-
ting it in hall and forcing readers to wait a year o
see what happened. 5o [ put on my most beguiling
volce and convinced our management to let me
increase the sine of the'¥2 Anmual. T would hope
this decision meets with everyene's approval,

This does not, however, solve the identical
dilemma thay already looms concemning the f995
Anmual. In effec, [ have two options with regand
Lo the future: either plan for a single, 30-page issue
gach year based on the fommat herein; o instie
two 48-page publications (one for a spring release
and one for an awtumn) which together will be the
“ASL Annual”. In the latter case, the exira pages
{46 as opposed 1o B0) will be used for the repeti-
tion of standard features—cover, masthead,
Debriefing, Signals, etc.—and additional scenar-
i0s. Each approach has obvious and distinct advan-
tages for the long-suffering editor, but T'd like w0
know the readership’s opinion. If you've & prefer-
ence, please drop me a line {cfo Avalon Hill).

While pondering this weighty mamer, don't for-
get 1o enjoy 1o the fullest all this isswe has o offer.
Although not imended, a definite concentration
upon the PTO seems to have assered itself this
vear, Charles Markuss® excellent article on the
Japanese follows in the tradition of his piece on
the British during the war. The Series Replay fea-
turcs some of our best playlesters pitted against
each other in a heretofore unpublished scenario,
Steve Swann offers some “Reference Notes" on
ANZAC commandoes, along with another new
scenano. However, for those not as fascinated with
the fight against the Rising Sun, this issee alse
haasts the above-mentioned SL campaign game,
congideration of the Minor Allied powers, a look
by MWark Nixon at the evalution of a scenario dur
ing playtest. And the usual mix of seenarios {15 in
all}, including a most unusual Japanese-Chinese
action for JASL.

Any compliments or congratulations on the
continuing success of the ASL Anaual are due w
the contributors and playtesters, especially this
vear, Take a moment before eagerly flipping more
pages of this issue 1o go back and look over their
names on Page 3. Then, offer thanks for their
unceasing devotion 1o this game system.

Rex A, Marin
Managing Editor




AD HOC AT BEAURAINS

ASL SCENARIO A40

BEAURAINS, FRANCE, 21 May 1940: Quite unexpectedly, the British
launched a major counterattack from Arras against the extended spearheads of
Fommel's breakthrough, catching the German formations as they attempted to
deploy 1o meet the threat, The enemy was able to halt the foot soldiers of the
Durham Light Infantry, but the British armor under command of General Martel
pushed on unsupporied. deep into the German lines. Desperate, Rommel, using
elements of the nearhy 6th Motorized Rifle Brigade along with any guns he
could commandesr, threw together a makeshift defense outside the village of
Beaurains, Here the armor of the 4th Royal Tank Regiment took on Rommel's
scratchbuilt kampie ruppe.

BOARD a 4 6
CONFIGURATION:
g
BALANCE:
VICTORY CONDITIONS: The British win immediately when they huve &b German OBA has Plentiful Ammunition (C1.211),
Exited = 35 VP off the east edge; however, for every two Casualty {(not P T o
Captured) ¥P amassed, the Exit VP requirement is reduced by one, © Add an 8-1 Armor Leader to the British forces arriving on Tura 1.
TURN RECORD CHART
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On Turn 1 along the south edge of koard 3:

Elements of Panzer Division 7 [ELR: 3] enter as indicated: [SAN: 4]
On Turn 2 along north edpe of hoard 4:
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On Turn 1 along the west edge of board 5;

Elements of the 4th Battalion, Royal Tank Regiment, cnter as indicated: {5AN: 0]
On Turn 2 along the west edge of board 5:
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SPECIAL RULES:

1. BC are Moderate, with no wind ar starr,

2. Building 6N4 is stone; all other buildings are wooden. No gullies or
bridges exist on board 3.

3. The entry of the German 88L AA CGuns, crews and transport is dependent
on a reinforcement dr made only onfafter Turn 6; if the dr is = the circled
number indicated on the Turn Record Track for the current turn, these rein-
forcements must enter play during the next MPh,

4, Whenever possible, all German Personnel must enter as Passengers, and ull
German Quns must enter in fow

&, The Germans receive one module of 100+mm OBA which can fire HE only

AFTERMATH: After overrunning an outlying anti-tank section first thrown into the
gap, and thrashing o few amiving panzers, the Matildas were finally brought to bay by
mixed units responding to Rommel's orders, The key to his success was the timely
arrival of an Af section, which rectified the situation in short order by firing a0 near
point-blank range over open sights. The Germans, nometheless, had discovered 1o the
dismay that their previowsly-victorious panzers were tar from unbeatable,



OP HILL

Mear MAWLL, BURMA, 17 April 1944: The second Chindit expedition estab-
lished a number of “hamboo Fortresses”™ o cul the Japanese supply routes in
northern Burma, The most important of these, codenamed “White City™, was
installed just north of Mawlo ro hlock the vital Rangoon-Myitkyina railway, The
Japanese had no immediote reserves, and several weeks passed before Major-
Gieneral Yoshihide Hayashi and his ad-hoc 24th Independent Mixed Brigade
bepan a series of vnimaginative and unsuccessful night assaults upon White

ASL SCENARIO A41

o F . ol o -
YICTORY CONDITIONS: The Japanesc win immediately when they
control 2 one level-2-hill hex and ne level-3-hill hex contains an unbroken
British {including Migerian) unit, or at game end if they Control the major-
ity of level-3-hill hexes,

TURN RECORD CHART

City. In the meantime the Chindit fortress was reinforced and several battalions
slipped around the Japanese to artack Mawlu from the southwest. Hayashi never-
theless continued his attacks upon White City, concentrating his strength against
OF Hill, the defenders’ observation post for their troop of 25pdr field guns, On
April 17th, in a rare daylight attack, the 24th IMB made yet another desperate
attempt 1o break into the stronghaold,

as

‘ 2
N 3

BOARD CONFIGURATION:

BALANCE:

© Add two Wire counters to the British OB,

@ Add ewo Full-Strength 3-4-7 squads to the
Japanese OB,

) BRITISH Sets Up Fiest ® 1 2 3 4
@ JAPANESE Moves Flrst

o]

5(6(7|8|9

END

10| 11

Elements of the 1st South Stalfordshires [ELR: 5] set

up on/between hexrows of and oT (see SSR 3); [SAN: 3]
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e Elements of the 6th Battalion, Nigeria Regiment [ELR: 3] enter on Turn 5 along the north edge:

cach turn: [SAM: 4]

Elements of the 24th Independent Mixed Brigade [ELR: 3] enter onfafter Turn 1 along the south edge; all, some or none may enter
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SPECIAL RULES:

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

2. PT0 Terrain (€G.1) is in effect, including Light Tungle. Place Overlay 2 on
NE-N%, and Overlay 3 on T2-T1. The paddies are Drained, The stream iz Dry,
3. One Wire counter must be set up in each hex of hexrow oT. The pillbox
must ke set up at level 3, The British player may Deploy any/all 6-4-8s prior
o setup, Wire and Trench counters may use HIP only if set up at 2 level 2,

4. Tapanese SW may be kept offboand in Cloaking boxes until used, unpossessed,
assembled or Transferred, DC may be detonated only in wire/pillbox hexes.

5. The Japanese 10-2 leader must enter as Cavalry, and may not voluntarily
dismount until adjacent to hexrow oT. While mounted, he may direct a FG
using hiz =2 DRM as if he were a Hero (but regardless of range).

AFTERMATH: Mounted on horseback, Havashi persopally led the attack, The
Tapunese charged, swicide troops blew holes in the perlmeter wire, and the attackers
swurmed up OP Hill despite withering fire from the defending platoon of South
Staffords. But even as the assault opened, a battalion of the Ird West African Brigade
held in reserve within White City was dispatched 10 bolster the defense of the hill. As
the Japanese climbed wpwards, the counterattucking West Africans swept up the other
side - . . and soom the whole featore was covered with Japanese and Africans fighting
hand-to-hand. AL some point in the confused strogple. Hayashi was killed. Aided by the
few surviving South Staffords, the Nigerans broke the impetus of the charge. Thrown
back, the Japanese were attacked again by forces in their rear, and later thar day by L5,
fighter-bombers as well. Having sustained horrendous casualties, the remnants of the
Mixed Brignde finally withdrew through the jungle. White City would remain in Allied
hanads until voluntarily abandoned a month later,




SERIES REPLAY

Scenario A41—OP Hill

Japanese Player: Chuck Goetz
British Player: Perry Cocke
Neutral Commentator: Pat Jonke

e P [P —

e —

Our two volunteers—Chuck Goetz and Perry
Cocke—are long-iime playtesters here al the Hill, and
kave proven their ASL abilities in competilion rang-
ing from Bill Conner's ASLOK to Jim Stahler’s téam
tournaments. Their fierce competiliveness promises a
hard-fought maich. Pat Jonke, our Newtral Commen-
lalor, is @ true ASL grognard—in the best and most
complimeniary sense of the word, Neot oaly has he
designed reveral of the PTO and ASL Annual scenar-
iog, but ke authored much of the errata published in
GUNG HO {and some that will be publizshed in the
French modile) and knows the ASL Rulebook inzide
ond oul. To complele the package, he iz a keen
observer of the pros and cons of various defensive
and offensive situations, [n short, I have always
thought he would make the perfect Newral Commen-
lator for an ASL Series Replay.

OPENING COMMENTS

Japanese: Perry and I have played ASL many tmes,
mostly in a playtest setting. Our games are, for the
most part, very even matches, If we kept track of wins
and losses, T suspect that I might have a slight advan-
wge in the "win" column, but not by much, Perry is an
excellent defensive player, very sneaky with the
placement of his units and fortifications. I think he
knows my siyle of play better than I know his, and
there is almost always something in his set-up that
lakes me by surprise,

Neither of us has played this version of “OP Hill™,
although Perry has played a fow tums of two eartlier
playtest versions. I am the Auacker, which | prefer,
but I am somewhat ambivalent about playing the
Iapanese in this scenario, The “unbreakable” feature
of the ITA forces is very much a mixned blessing. It
ofien enables you to guarantee that a unit can get Lo a
particular location, but the strength of your unit is
constantly eroding. If he is not careful, the comman-
der of the A will find that by game's end his unstop-
pable force of samurai has been whittled away by
NMCs and IMCs and is now a leaderless crew of
half-squads, This is particularly trog when, as in this
scenario, the Japanese must cross open ground, What
is worse, 409 of the ITA squads are second-line, and
A units have an ELR of “3"; conscripts are sure to
make their appearance via unit substitution,

The Japanese, however, are not helpless. First, they
greatly outnumber the initial British forces. Second,
they are, for the Japanese, fairly well led (it is not
often that IJA forces see 10-2 leadership)! Third, they
can force an immediate win (in the unlikely event that
they control at least one Level-3 hill hex and there are
no unbroken British units on the hill wp). Finally,
they have four Smoke- and WP-capable mortars 1o
help scc them safely across the rice paddies. (P for
PP, the light mortar is the best weapon in the LA arse-
nal; weighing only 4PP with 37 and WP6, it has an
excellent range and a B12—iis only shoncoming isils
2ROF.) Thus, counting my blessings rather than my
curses, | plan my attack anticipating victory for the
Sons of Nippon.

There are two major lines of attack for the TTA—
along either the east or west board edges. ITA forces
musl iry to use the jungle and bamboo, in conjunclion
with monar-produced smoke and WP, to minimize -2
[RM shots as they move up 1o the wire, blow a hole

in that wire, and advance past the fortification line o
close with the Staffords. 1 would prefer to make my
assault along the west edge because I believe the
lines-of -sight are more constrained for the British
there. However, Perry appears to have committed the
bulk of his forces Lo stopping a west-edge board-
creep. [ hate 1o do what my opponent wanls me 1o do
{ie., go east instead of west), but I lso hate bo attack
into the teeth of my opponent's forces, 1 assume, from
what I can see, that the British set-up is more or less
as follows: 3-3-8 in T8 and T%; B0, 6-4-8 and LMG
in 87; 9-1, 2-2-8 with HMG in 56; 6-4-8 and LMG in
5%, 6-4-8, 2-2-8 and MTR in a Trench in L3; 3-3-8in
the Pillbox, There are several possible locations for
the Pilthox. T would guess that it is on or near the from
“lip™ of the Level-3 hill hexes in order 10 help deny
me a foothold a Level 3, Less likely is a rear place-
ment to deny an early LA victory if there is a large
breakthrough. In any event, | am not too concerned
about its location; 1 will deal with it when it appears.
Although T am fairly sure that the 9-1 and IIMG are
on the front line in 56 due 1o the possibla firelane ot
1o DD and the need to get lots of -2 shots at the [JA
units as they move across the rice paddies, [ foresee a
possible aliernative placement of those units in L3.
Such a placement would allow for long-range shots
and avoid the loss of the HMG 1o an early break
result, but suffers from a restncied LOS,

My plan of attack calls for the second-line squads
10 be my lead units, drawing fire and moving closer 1o
get within normal range of the Brits. Two first-line
squads will be deployed ino half-squads 1 man the
mortars, making smoke of W until they run out; then
they will probably abandon the mortars and rush for-
ward. Suzuki (8-0) will hang out with the mortar
crews Lo rally any HS that breaks. Kiro (9-1) and the
MMG crews will harass the Staffords from maximum
nomal range (i.e., 8-11 hexes), most likely from DD3
or thereabouts, Hayashi (10-2) will stay out of sight as
much as possible in the opening wms of the game o
gvoid an early morale-check failure and possible
death. T do not anticipate using his -2 firegroup-mod-
ifying ability unless 1 can do so without cxposing him
to anything more than a 2FF attack. Onoe (9-0) will
lead two d-4-85 with LMGs as a secondary
firehasefassault group. The DCs will be used by DC
heros once the possessing units get within 8MP of the
wire. I will use Hayashi to deploy one 4-4-8 in the
opening Rally Phase in order 1o get an additional 8-
Morale DO carrier.

I do not expect to win by the immediate Viclory
Conditions . . . Perry is w00 good a defender and the
A has to move wo far, too quickly 1o accomplish
such a task before the Nigerians reinforce OF Hill. 50
1 will plan [or the game to go 10 or 11 tums. Of
course, | cenainly won't forego any oppaortunity for
an early viclory which presents itsell. My basic plan is
1o spread out across the paddies, using smoke o cover
the advance, blast ane or mon: holes through the wire
with DC herces, and rum for OF Hill. In the process, 1
would like o cut off or kill as many Staffords as pos-
gible, then send some units around the flanks of the
hill, always working to encircle British units (2
favorite tactic) and cut off rout routes. 1 hope 1o have
Control of so many Level-3 hill hexes by Tum 10 o
Turn 11 that Perry will be unable to recapture enough
ground o prevent an 1A victory.

In closing, T would like 1o say a brief word about
close combat and the Japanese, The Japunese are
deadly in CC, as all CC is Hand-1o-Hand when the
Japanese are the Attacker (and the Japanese enjoy a
negative DRM in H-to-H CC). In addition, the clite
and first-line ITA units are stealthy, and Defenders of
all classes receive a -1 Ambush drm if the Attacker
has advanced into jungle, kunai or bamboo. More-
over, an ambushing Japanese Defender attacks on the
H-to-H table (with at leas a -2 DRM). Thus, a small
ITA unit can wipe out much larger opponents, espe-
cially if it ambushes the opposing unit(sh. OF course,
if there is no Ambush, CC is as deadly for the ITA as
for their opponents due 1o the tendency for all Melees
ta become H-te-H, T will therefore look for CC when-
ever [ can stack the odds in my favor for a likely
Ambush or the defending British unit is CX, thus
reducing the likelihood of LA casualties.

British: I'm no Sisler, Nixon, Burk or Conner. I 1
thought T had 1o live up to the play of the last twoe ASL
Series Replays done by these Nornheast Ohio
“sharks”, [ would not be here. I figere, however, that
some merely competent play, without any major blun-
ders, will serve almost as well in introducing the
Japanese to the reader. I'm not worred in the least
about being humiliated in print, as I plan on barying
any major cmbarrassment. Rex can't print what 1
don't send him!

Chuck is just the guy 1o deal out some major
gmbarrassment 10 the enprepared. An aggressive
altacker, he has a knack for maneavering infantry
under fire, I will have plenty of “tough choices” (a
favorite phrase of his) Lo make conceming when Lo
fire and when to wail. I know he will be infiltrating
his IJA units, attempting to encircle me and eut off my
retreat, My Staffords will have to stay on their woes 1o
keep from being surrounded. We have played cach
other numercus times in the course of playtesting K8,
COR and GH—and even a couple of times just for
fun! Chuck’s a slightly beiter player thun I am, but [
have the psychological edge. Chuck is firmly con-
vinced of my shility to get that one important DIt /de
when [ need it He also is inclined 1o get very dispir-
ited when things go bad. One devastating roll at a cru-
cial moment could force his resignation.

0P Hill" is a new scenario, not only for the gen-
eral public but for Chuck and myself, too. Well,
mosily new for me. | remember playtesting an early
version on Board 2 with 9-Morle Japanese squads.
Imagine needing to make 8 9M unit fail three different
MCs before it will break! Later, shortly before the
official COR playtest was mailed out, I played wwo
turns of & version similar 1o this one. It was then that [
discovered the limited LOS available from ITill 613
{known here as “Obscured Perspective™ Hill). The
inherent terrain of the then Dense Jungle shut down
LS even more than in the current version. My
Britizh foe (new 10 the FTO) set up most of his force
on the hill (where he could not see to the Paddies) wnd
only a1cken Torce under the Wire in hexrow T. So the
other lesson 1 learned in that mateh was that the ITA
can, after going CX on Tum 1, barzai from heanow
BB o hexrow T on Tum 2 and end up non-CX., This,
then, is essentially my first real playing of this sce-
nario, (Chuck is even less familiar with this hill than [
am.)
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ORGANIZATIONAL COMMENTS

With the tradition of three ASL Serics Replays behind us, we saw no reason to alter the format in reporting
this match of “OF Hill", As before, the “Serial Event™ listing that accompanies each Game Tum records each
happening sequentially. Each entry shows the action undertaken, any DR /dr required, any DRM/dim applied,
and the resuli, Dispensed with are mere bookkeeping actions (such as "Remaove DM" or *Place Acquisition™)
which expericnced players will perform automatically, Obviously, making use of such a system entails the
use of numerous abbreviations. The following “Unit Listings" indicate those used for all the pieces in play;
the “Event Listing Legend” offers those used in recording the action,

BRITISH UNIT LISTING: JAPANESE UNIT LISTING:

At Start: AtStart:

Type Unit Dealgantlon Type Unit Dislgnation

9-1 Leader McNumars {*Mas") 10-2 Leader Huyashi

Bl Lesuder [ 1 Leader Kirn

648 BA 90 Leader Cmo

4.8 BR B-0 Leader Suzuil

B48 B.C 4-4-R LA,

b4 B, 448 1B

338 BF. 448 f 1=

228 i, 44.7 10,

228 b 447 1E.

T Counter CAACH. 447 LB
44.7 1a.

Additional: 4-4.T JH.

3 4.7 LL

Type Unlt Deslgnailon 447 m

§-1 Leader Souttwel] 347 1K

81 Leades Troka 2o AL

70 Lender Foas 3 LM

447 BE. 4.7 LN,

FR | BE. 347 Lo,

47 B.. 34T LB

e BH. 347 LG,

4d? BL 347 LR

447 BJ. 18 iL

447 B.E. 1248 ()

4d7 Bl 37 i

47 BM. 37 L.

447 BN. 37 ik

i B0, 3.7 iF

FE | B ¥ Coumar CA-CH.

338 (WS

334 bR, Addltkonal;

226 BJ.

e g Type Unilt Dhesignallon

36 BK. 234 Jos

80 Leader Ellis 238 1B,

237 bl 137 M

237 b 2.3.7 30,

237 bR, 347 I

Hera Hall 137 i

Hera Richards 23.7 3

1 Cosniies CNACE. 13T K.
1-3-7 ik
131 il
1.3.7 s
1:3.7 L.
3-4-7 IH*
1-26 M.
1-3-7 i3,
34.7 LY.
1-3.7 S
1-3-7 R
347 3.
1-246 N
DC Hero Mishii
D Herm Kiimmurs
DC Hero Sanale]
DC Hero Pajimota

* Previous wnits redweed o lower-gualisy,
** The nesd for more than 16 HES neceassmaed the use of o seeol jP°.

I envision the baitle evolving into a slugfest for
hexrow K, and hex K6 in particular, so that is where |
have placed the Pillbox and centered my Trench Line,
IF 1 can hold onto just one of the three Level-3 hexes
in hexrow K, along with the six such hexes in
hexrows H-T, [ will win. The gullies and swamp on
either side of the hill are excellent natural barners and
should funnel the attack into the middle and op the
path. The path is the quickest way up OP Hill, T woukd
like 1o bar it with some Wire but that would as easily
trap my Staffords as slow down the ITA advance.
Therefore, the spare Wire goes into N6, N7 and N8 ta
help guard, along with the swamp in N9 and O10, my
dm%ht flank. The HMG and 9-1 (Mac) shoold covermy

L.

I do not want the HMG on the front line whens 1
will have to leave it when I rowt away. A unil in L7
can see out to FFG and points west, with LOS into 58
and RE und hexrow N. Meanwhile, L4 can see to and
east of EEZ Finally, while not a1 Level-3, hex 13 has
1 LOS in a wedge shape out to and between EE2 and
EE10. This is when: Mac, a crew and the HMG will
start. The Trench line from there 1o LS, K6, K7 and
L7 will allow easy (i.e,, non-CX) advance from L3 w
L4, and also allow Mac and the HMG 1o traverse the
front lip of the hill in one tum. Decent LOS (for OP
Hill, that is} from L4 and LT and beneficial terrain in
L5 and K6 to slow down the march up the path and to
augmment the Pillbox round oot the advantages of my
Trench line. Once the ITA gets into L5 and L7, I'm
sure Chock will dernonsirate the disndvantages forthe
readership,

Everyone else goes on the front line 10 stan wear
ing down the TJA, including all four British squads. I
would be nice to keep a squad with the HMG, bat]
need that inherent FP up front, T will want to hook 1
a sgquad with the HMG later, though, when the fighs-
ing gets close-in on the hill. With Mac controlling the
left {bore-sighting the Z2 botleneck al normal range),
one-and-a-half squads will goard the lront rght, k-
ing advaniage of the natural TEM in T8 and T9, Mot
of the FP, haowever, remains in the center. The Trench
line there is designed o allow the Staffords to mave
and rout behind the hexrow 5 hindrances before com-
ing out of the trenches, As long as they can rout back
1o the P6 huts and then to the jungle, at least some of
my front line enils should survive. I'll be needing
those 6-4-8s when it comes to Melee time on the hill,
Bore-sighting the mortar comes down Lo 8 toss-up
between D3 and DDA,

My Swaffords musr punish the ITA units as they
eross the paddies. Slow them down so my Nigeriz
can get in o positicn and whittle them down so that
there are not Japancse enough left o take and hold the
hill. T would like 1o see some 6-4-85 survive for the
end-game, but my first prionty is w make the ITA pay
for crossing those paddies. [ would also like 1o getin
some -2 shots at Hayashi, but [ don't expect many (il
any} of those. I will be taking whatever pot-shots [ can
at him and the other Japanese leaders. They are 5o
powerful {no Pin, Commissar plus Leader DRM,
LLTC inswead of LLMC for unbroken unit) and yet o
fragile (one chance in three to die on the first failed
MC). Whether via the slow but safer route through the
paddies or the quicker, more hazardous way acros
the bunks, the Staflfords say: “Bring on the DA™ My
one major worry in all this caleulation: Japanese
SMOKE.

Initial Set-Up
British:

Serlal Evenl DEM D Eewlt

1 BA inTS

1 bBPinTE

3 B.R, bl w/MTR IN Trench in 57

4 Cox, B.C w/LMG IN Trench in 56
3 B wLMG IN Trench 55

6 Mae, b2 wiHMG IN Trench in L3
¥

H

v

Wire in TO thecagh T10
Wirg in M6 through T10
Trersh in K3

|




0 Trench m L4

11 Trench in L5

12 Trench, Pillbax (CA LS16) i K&

13 Trench m KT

4 Trench in LT

15 Bricish Sniper in Z1
The FMG hax bore-sighted hex 22, while the MTH A bore-gighted hex
DO, Fallowing placement of Britieh Saiper, British player places
Coaceabmenr counders: CA. Ia T8, OB, ia T9, C.C.In 87, C.I0. in 54,
CE.in 55, and C©.F. (n LY.

Japanese:
Serinl Event

16 1, LK, In cbBS
17 ML, 1H, D i ahB4
18 Kien, JL., 1 w/MMGEm), j.2 wMMG
{dm}, | B. w/MTRi{dm); | F. w/MTR{dm}
in o3
19 Hayashi, Home, 1C, w/2aDC, 1M, 1K,
in obf2
N Owo, 1.0, A wfLMG, LB, wLMG, DC
inohik]
il 10 IR, 10 i bl
LR, D in b2
T Susuki, |6 w/MTRIdm), LT3, w/MTRdm),
LF. wil MG, TG, wiLMG im abC1
M Jepaness Sniper i Bd
Initial pesitions are nff-board hezer (ob), Al Japansse unlis enrer
wider Concealmens comarers; CA. (a obB85, C.8, in «bB4, C.C. ia
abfl}, O, in abR2, CF, ln ahB1, CF. ln obfi), O3, in abC2, CH. in
o,

DEM DR Eesubl

Neotral Commentator: | played "OF Hill® several
times during the CODE QF BUSHIDNG playiest and,
inmy experience, the most important factor in the
adcome ix the amount of early Japanese casualties. ff
Chuck ean succead in crossing the rice paddies with
minimal losses, he showld have the upper hand near
the erd &f the game, The Japanese are much sironger
than the Nigerians in CC, and the terrain of Overlay
#3 lends itself lo a lot of close-guarter attacks. The
Japanese should approack OF Hill alang the west
edee of the board, unless the British player gives
Ihem @ very good reason aat to do so (e.g., by placing
fiz emtire force on the west side of the mapboard).
Perry's zel-up is net a good enough reasen. The
major advartage ta a weslern approach is the exten-
sive paim grove that blocks LOS from units on the hill
fir ity crassing the wire in hezrow ol The Japanese
should clump tagether in large, mulli-hex firegroups;
insuch a formation, they can place formidable fire
indo the Britich frons line, By the time the fapanese
reack the wire, the British froni-line wnits showld
have pulled back te the hill for been smashed in
ploce],

Anather factor ax imporiant here as in any sce-
narig i g carcfyl examination of the opponent’s ini-
tial set-up, fn analyzing Perry's defense, Chuck rec-
sgnized the importance of the MG and the high
profabiity that L, McNamara Iv positioned with it.
Therefore, the HMG is most [ikely located in 56, 57 or
Li—because those slacks have three "real™ counlers
" (presumably, Mac, the HMG and itz manning
infaniry) bereath the Concealmen! markers (there
are no dummy counters lo worry abow in the British
(), Fiven the short range af the British infantry,
¢ there must be @ SW in L3 or that stack will not be able
to fire al the Japanese during the paddy crossing,
Since there must te thres real counters in L3, the
Ihird s either another MMC, another SW or a leader,
A second MMC would waste FP that is nesded else-
where. A second SW would concentrale loo much FP
where il could be lost by a single MC failure or a
Sniper artack. Therefore, the mysierious third counter
must be a leader, But which leader? The §-0 is more
mportant for raltying broken unit than directing fire,
gxpecially since Britich elite units do not Cower. A
logical place for Sgt. Cox is in or around the front-
ling trenches where there are a significant number of
British MMCs, The only conclusion for the fapanese
dlayer kere i3 that Mac, the HMG and a MMC are in
hex L3,

Overall, Perry' s inisial set-up is very flexible, and
centrally located so that he can shifi force in the
direction of the fapanese thrust. The irench sysiem

that enables Mac and the HMG o move across the
top af QP Hill is especially well thought-out. New
ASL plavers should also note Perry"s careful consid-
eration of rowl paths and rally locations for hes front-
fime writs,

Chuck's plan of attack iv equally well thought-ous.
MNote the importance Chuck places on the light mor-
tars and their SMOKE-generating capacity. If there
ix one ool that novice players seem lo overloak more
than any ather, if iz the utility of SMOKE. Nearly
every ASL seenario features some SMOKE-making
capability—whether in the form of infantry grenades,
rhe vehicular grenades introduced in WOA, various
Jorms of smoke dischargers, or special ammunition
lods. The only problem [ foresee for the fapanese [z
Chuck's assumption concerning the Britizh MG he
did not carefully consider the contrary evidence.
We'll see how much his troops pay for thal mustake,

TURN 1
Japanese Player Turn

Serlnl Event DEM DR Result

% Wind Charge I
2 TC for 1O, 10 dephoy (.4, and 18, 2 8 Deploy

Mowtmenl Phase

LK. CX move to OC6

1L CX mowe ba OC3

LMG (B.0v) firos on LL—1FP & KB

LE, CX muwve ta 003

LI, CX o 1o OC6

LG, CX mowe o DDO

TP CX mave to D]

L0, CX meres (vin DO2 bank) w 002

LM, CX mene: (rin D2 bunk) v £

LML CX miove (via DD2 bank) 1o CC3

1.1, C¥ mave to DI

Suzuki, I. G, 1.F. CX move {vis D1
tank) o OO0

Jolh. CX merve {via DD bank) o CC2

J-B. CX move {vis D2 bank) ta OC3

Omo, LA, L. move to DD1

j O CX move o EE1

JoC. CX move 1 EE2

G mows 1o EE3

LR, CX move w BEL

JH. CX move to EE2

47 CD. move o GG3

D¢ fensive Fire Phase
48 HMG (b2, wMac) firee al CO2—1FP -3 12 ol

FUEREE S EEY

B e
= o

Estaa

4% MTR (ko) fires ar OC3 2 3 Hiz
20 reanlve 2FP aitack 11 KE

Advance Plase
5t IE.inta RR4

IL. into BBS

1D inzo BBG

LK. inse BBS

Suruki, 1.0 and J.F, isto BE1

1.0, o RA2

j.B. ima AR

LM LN, and A leto BRI

C.C. crewtes CA. (Kieo, .1, J 1) CA
into DD3

Oma, 1A, and LB, imo CC

LP. inte OC2

L, i ©C1

LR and |0 inio DD

LH. mnd §, C, na DD

C.C. creates C.E_ (J.P.); CE. into EE2

B imo DD2

Clase Combat Phare
67 j. stempts o conceal o KE
6 0.0, aneenps 1o concesl +1 1 placs CF
69 )P, stiempis w0 conceal +1 & KE

]
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British Player Turn

Serlal Event DREM DR Hesdl

Rally Phags
0 Wind Change i KE
71 bl atiempla eopair of HMOG 4 KE
Prep Fire Phase
T2 MTR (b} Gres at D03 *2 6 Mis
T3 LMG(B.C,) fires wt OCL—1FP *1 6 KE
T4 LMG{B,D) Gres ul CC1—1FF =1 10 KH

Moevermenr Phare
T5 B.A. CX move EFoen TS 1o 06
T bF. CX mave from T8 e R6.
TT twa LMGa (1A, 1B, w/Ona) Gre ar
b F—2FP 9 NE

21

M b.F. comtinues to 03

M Cox exlt Trerch, move to RS...

BD ewor RO (1 F., )0 wiuecki) fire o
Cox—2FF +1

81 Cox iakes FTC

B2 Cox conimues b PG

Defenries Fire Phass
83 il and j.2 sasemble MMGs
84 [E. assembies MTR
BS CE. mssembles MTR
BS . asmmblos MTR
BT Db, amscmbles MTR

Adwance Phaie
R b mio NS
£ B.A. mo 05

Japanese: This tum went smoothly. 1 was canght
somewhat off guard by the appearance of Mac and the
HMG in L3, but had woticipated the possibility (that’s
why Ono and accompanying units entered on the far
right flank, out of LOS of L3). It was just my good
forune that the HMG broke and Perry was unable 1o
repair it during the British Rally Phase. Hayashi is
hiding in the rear, but that is according to plan, With
12MP (or 18 ata Gallop), Hayashi can get pretty
much anywhere he wants to go in one tum’s move-
ment. I would have liked wo hinder the British move-
ment, but on Turn 1 my units don’t have the range
except for the LMGs, which took what shots they
could. Given the low odds, positive DRM, and the
Iow breakdown number of the ITA LMGs, even those
shots may have been ill-advised, But I ook them to
remind Perry that his units can be shot at, and on the
off chanoe of a lucky roll and an early British break,
All 8W are assemhbled for the Tum 2 assault Next
wm—Smoke from the monars and all units advance
{especially if Mac can't clear the jam in the HMG).

British: Chuck comes strong 1o the east. The 1TA for-
mation is not quite a “board-edge creep,” but not
strung out either, Right into the 1FF “1eeth” of Mac
and the HMG! That 1FP (-3) shot with a ROF3
weapon is actually prewy good, causing a MC with an
“average” TDR and casvalties on & 4" or less. Once
Suzuki and squads C and F stopped on that Bank
counter, 1 figured they would end up as Mac's targets.
Mothing beter presented itself as Ono, LA, and 1B,
crept down the board edge, out of LOS. T was happy
1> have as juicy  target as [ did. Unforunately, Mac
direcis the HMG's first shot into a malfunction! [ had
initially rolled a *12" ouside of the dice box we are
using and heaved a sigh of relief. Who could know
that another *12" lurked in the wings? Bummer.
Things can go very bad for the British very quickly
without the HMG, especially as [ fail to repair it in the
British Player Tum. At least I did not disable it If I
can get it back for the Japanese Tum 2 Movement
Phase, I'll be satisfied, The chances that the long-
range LMG shoas will inflict any damage are slim, but
my Staffords don’t Cower and my MGs only break on
a *12". That concealed stack in the DD3 jungle was
more difficult 1o hit, but it was too lempting a targed
for my mortar 1o pass up. It missed, though, with a
6" that would have hit an unconcealed target {or &
bore-sighted location—seems I guessed wrong). B.A.
and b.F. run over towards the east to back-stop the
center, and Cox pulls back to the huts as planned for
future rally duties. He only set up in 56 in order to
confuse the JA commander a little, The Staffords can
move fairly freely this wm facing only long-range
LMG fire. All the more powerful Japanese SW get
assembled this wum, however, which bodes ill for my
British,

Neutral Commentator: The LMG shats from both
sides were definitely ill-advized. Suruki would have
been a better targel for a weak British altack than
fna due fa the former stack's lower average morale,
The Japanese would be better aff with their LMGs
sl eloaked ar per SSR #4d until the exira FP iz more
meaningfil. The Britich have no shortage of targels,
and if will be a more efficient use of their limited fire-
power Lo targel enemy urils carrying suppori
weapong,
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The loss of the IIMG, even if temporary, is a diras-
ler for Perry. The Japanese have not suffered any
carualiies thix furn, and may not next furn if Mac's
borys ddo et repair that HMG, Chuck witl not let such
an apporfunity slip by. SMOKE from the light mariars
should cover @ headlong rush by the Japanese during
Turn 2.

TURN 2
Japanese Player Turn
Serlal Event DREM DE H.I.'HI.IJI__
Raily Phase
90 Wind (hangs 5 NH
%1 b attempis sepaic of HMG 4 NH
Prep Fire Fhase
52 MTR (5.F} fires Smoke inta W3 -2 T Higf
Deplete
93 MTH {j.0) fires Smoks ioto Y3 -2 & No Smoke
4 MTR (j.00.) fires dispersod WF o ¥3 -2 -] Higf
Deplete:
95 pwo MM (.1, |2 w/Kiro) fire st +L 4 IMC
56-BFP
96 B.C. mkea 2MC % Break
¥ wo MMGs ()1, .2 w/Kirg) fire 51 +1 & 1M
ET—BMFP Fre
G0 k. pakes LMC % Break
99 BB akes FTC L] Fass.
100 two MBMOs (.1, §.2 w/Kina) fiee ot +1 ] NE
F—3FP

Movermend Phase
101 B freen BAS (vis bank) 1o 75,
152 B.A. fies at JL.—2P -2
105 )L tukes NMC
104 J.K. from BBS (via bank) to Y6
108 1.1 froan BOSE {via hank) 10 YT
16 1. from BR3 (via bank) ta Y5
17 1E. from BB {via bank) 1o Y4
108 TN, fram BB3 (vis bank) o Y2
109 j.A. from BB3 (via bank) to Y2
110 Suzuki, 1P, .G, from BB (vis bank) 1 X0
11 B, fom BB 1w E2
112 1P, From OC2 {vin bank) to Z2
113 Omo, J.A,, LR, 1), fram CCI (via hark)
¥l
114 1.0, from DDO (via OC1 bank} o AAL
115 LR, fram DD {vis hank) 1o AAL
116 LB (CX), JIL from DD2 (via back) to AAZ
117 j.C. fram D2 {vis hank) o BR1
118 L0 from BH2 (via bank) w0 21
118 L1 CX Erenn BE3 {vin DO bark ) ro 22
120 Hayashi froem CHI3 1a AA1

Defensive Fire Phare
120 LMG (B.D.) firos at YT—IFP -2
122 1.0 tekea 1MC
123 BRI, fires s Y4—2FP
134 1E. tukes 1MC
Advancing Fire Phase
128 1F, 1O, w/Suzruk| fire at 55 +2 T LOS

1M

FRTaTy
=
)

ol Fhase
126 B, routa s P
177 bl routas ua FS

Arhwznce Fhare

128 LD, Eia XT

128 LK. mio X6

130 LM, into X3

131 JE inps X4

132 Swmmuki, LF., L0 into W1
133 LN, joAe e X2

13 L1 o Y3

135 1P R o ¥2

136 1L ioko X1

137 Ona, LA, LB, ime X0
138 1O, imoe Y1

13% 1.0, IR. inio 3

140 JE, imie 52

141 JH. inea &1

142 jC.mio AA2

143 I inko OCZ

144 LH, st D02

145 Kira, j.l., j& inko CC4

Clore Comdial Phars

148 Hayashl atempes to conceal 41 3 HBE
147§D, mtwmpds 1o comial & HE
British Player Turn
Serial Event DRM DR Resull
Rally Phase
188 Wind Chargs 3 NE
149 .8, ateanpta resovery of MTH 2  Recower
1530 bl anemgn repalr of FD40 3 Eoai
151 Co eslly bl (DM) +3 6 NE
152 Cox mlly B.C. (DM} +3 7 XE
Prep Fira Phase
153 MTR (B.C.) finca ut W1 1 7 M
15 B.C flres at Wi—2FP +1 11 HH
135 B.D. [irce at W1—4FF *l k] L
156 HMG (b2 wiMac) fires at X4—6FP =1 1 KA
157 Randam 5W destraction & ME
158 TIMO (b2 wiMac) fires at X5—6FF -1 5
P50 LM, mkes IMIC 5 Pin
) HMG (b2 wMac) fires at X5—6P =1 T I
161 LM tukes LMC 5 NH
162 HMG (b2, wMac) lires o X5—6FF =l 5 IMC
163 1M, takes ZMC B Reductm
164 HMG (b2, w/Mac) fires ag X5—6FP -1 B HMC
165 1M, takes NMC 4 NH
Mavemens Fhase

166 bF, from NS w M3
167 BoA, sssauli move From 05 to M5

Defensive Fire Phase

168 L., 1.0, wiSmuki fm at 55—8FP <2 7 FK
163 B.D. ke FTC 5 KE
170 1w MMG ()1, §.2. w/Kira) fire a1 +1 & 1M
E5—AIF
171 A0 skes 1MC 7T Tm
172 vwe MMG (1., .2 w/Kiro) fies st +1 g FIC
S5 5P
173 AD, LK. I M, e at S3—4FF +2 1 RE
178 LML AL L)L iR LR, 1O,
IR, LG, JH, fire s 85— VIFP + 6 NE
174 MTH (L2 fires ar 55 +w 5 NE
Advance Phase
176 bF. imo L3

1T B.A. into N4
178 Macg, b2, wHMCG imo L4 Trench

Japanese: My Smoke shots could not have gons
much better. With 57 and WP, one expects aboat half

the shots 1o result in Smoke or WP, [ was soccessfl |

on twa out of three shots, although special ammdo wi
depleted on both hits, The prep-fire by Kiro was great,
breaking two units, including the only British that
could thremen Kire and his boys. Once again, the
Movement Phase proceeded smoathly, mostly
because of the Smoke, Kire's success and Pemy's
inability 10 repair his MG, Perry ook a mosty-inef-
fective early shat sl squad L, allowing the other [JA
units on the west flank 10 move with less fear of
Staffordshire bullets, The Staffords also ook shots st
1.0, and 1.E,, but those Song of Nippon shrugged off
the Hritish bullets. Hayashi moved forwand w another
spod where he is out of LOS from all British units. My
only problem is gaining concealment—lots of “67
The units on my left Mank are there to apply pressure,
and hopefully draw some fire away from the main
aack along the east edge. My higher quality squadi
have advanced faster than [ expected, leaving my 3-4-
T “assault troops™ samewhat 1o the rear, But who wa
it that said something abowt battle plans never surviv-

Flgaire 1: Situation at the end of Japanese Playes-Tum L. Mot shownam
thee Eirtilications arsd British units (Mac mnd crew with HMG) m OP BT
iractl, Miste also #e uniis wnder Concealmeni couwniers are not shiran.
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ing contaet with the enemy? [ hate o lose a 4-4-T wa
KIA, but losses had to be expected once Perry
repained the HMG and got some ROF (frankly, I con-
sider mysell Tonunate not 1o have lost the DO to ran-
dom SW destruction). My squad M held up well, con-
sidering what was fired at him. Muac's move 1o a HIP
Trench in L4 should not have been enexpected, bt |
did not anticipate it and it effectively isolates Sueuki
and Ono and the units with them, In response, I will
iry 1o veer back towards the center 10 stay out of LOS
of the HMG, especially if one or both of the front-line
British squads fall to my Tum 3 Prep Fire. The key
gacstion for next tum: Dioes the LOS from 55 1o X1
g through the Smoke in hex W37

British: Stats quo with HMG on the Japanese Tum
2 Rally Phase, To make matters worse, down comes
the Japanese SMOKE, both Smoke and WP, screen-
ing off the castern flank from my center, Chuck gets
ROF with his WP mornar, and then complains of a
lack of targets! Kiro and his MMG crews smash
almost half my fromt line, On comes the [TA horde,
Onee 1L, siepped onto the Bank, squad B ghould
never have fired at him during the MPh—that -2
DRM would most likely still be around during DFPh.
Suruki taunts me by moving with his stack out from
behind the Smoke inte Hex X0 . . . is the LOS good
from 557 Meither of us thinks so without stringing it.
B.Ix couldn't miss 1.I% or 1E. moving hazardously,
bat each shrugs off a 1MC, 1 never gave a thought 1o
leaving crew #1 to Self-Rally on the front line; B.R.
can pick up the mortar and b.1. will have a beter
chunce 1o rally back with Cox and 1o lose DM, Sure
did miss Mac’s HMG with all those ITA anits ranning
arpand in the open. Fortunaely, crew #2 repaired the
HMG during the British player-tum Rally Phaze. Not
enly is Mac back, but is he hotl The HMG KlAs J.E.
and rains MCs down on 1M, But after two 2MCs, a
1MC, and a NMC, enemy squad M merely flips once
10 become a 2-3-7 reduced-strength squad. The mor-
tar misses its second shot at an Airbarst in the jungle
and still has no ROF, It beter get crackin® before this
game passes it by. At least squad C rolled the *12 on
his inherent FP' shot and not with the mortar, CGood
thing my Staffords aren't suffering from Ammo
Shortage. HS F retreats to hide and prevent an imme-
dinte ITA victory. I'm not very worried about that vet,
bt it's not tosally far-fetched either. Kiro gets ROF
again in his DFPh, but merely pins B.D., who wasn't
planning 10 advance anywhere anyway. B.B. also
gays put 1o maintain the -1 Acquisition on the jungle
in W1 and 1o try and complicate his Smoke placement
alittle, Mac advances up to L4 to cut off Ono and
Sumki. Chuck is in a great position afler two tums of
mavement, with hardly any losses,

Neutral Commentator: Chuck used ke Paddy
Banks fo make the most of the situation during the
MPh, and then protecied hix units by advancing INTO
the paddies. The Japanese moved swifily, but pro-
denily. By spreading out info a big Blob, the fapanese
can form masyive firegroups while minimizing the
effects of a zingle successful altack against them. Mac
quickly underscored this point by wipieg o @ sqeuad,

Kire and the Japanese MMGs should have fired at
Sgr. Cox in P8 in order lo keep b.{. and B.C. under
Desperation Morale, If they're down, keep them down
as long ar possible. The British squad in 53 can be
dealt with next furn uzing Prep Fire or SMOKE,
Smoke should alve cover Suzuki and Ona when they
move through the HMG s sights; they are not as ixo-
lated as first appears.

The Brirish player in OF Hill should always keep
ir mind the location of the Japarese DCs—right now
anly three are avallable—and iry to anticipale where
they will be weed, If squad B.D, in 85 iz hit with
SMOKE next turn, the fapanese might coms right af
him by Bowing the wire in T4 or T3 and declaring a
Barzai Charge with Suzaki ef al, In that event, only
BB, in 57 can help ow, assuming it survives Kiro's
Prep Fire. Perry will be in a good position nex! turn if

the Japanese mortars cannot get SMOKE placed suc-
cessfully. The east edge provides no cover from the
Jire of wnits on OF 1L

TURN 3
Japanese Mlayer Turn
Serlal Event DEM DR Hesult
Eaily Fhase
178 Wind Change 7 NB
180 Cox rally bl =1 4 Rally
141 O rally BC 1 ] Hally
Prep Fire Phate
182 MTR (j.C.) firea Smoke o 55 -2 11 Ko Smoke
183 MTR (j.E} firns Smoke inta 55 &] L] Hia
184 MTH (L) fres dapesed WF ino W2 2 11 NoWP
1585 pwo MMGs (1., j-2 w/Kim) fire at +1 3 I
5T—8Hr
186 B.B. tnkes 2MC 5 Puss
1T two MM (0., .2 wKiu) fire st 4 9 NE
Mesemenl Fhase
158 LM, froem XS (via bark) w U6
158 L, Freom 5 10 X, O 10 recoves DE +1 13 KE
190 JE. Fromm X6 {wis bank) ta W& . ..
191 LMO (B.C) fircs al | KE—1FF -1 ? FTC
152 LK, akes FTC 5 Pass

193 LK, continue o LT

1% 1D, from XT {via bank} to U8

195 LN, from X2 [via bank) ta ¥3

196 1), ateanpis 1o place smoke in W1 5§ HB
197 1) CX from X1 bo {vis W2 bank) to W3

TOH L1, fram Y3 {via bank] o V4

109 j.A. aremps 1o crewie DC Hero -1 1 Nishii
in X1
200 Nishii from X2 (via bank) 10 T3, | NE
detomans [

WL joA from X2 o W4

202 1F. attempis 1o placs mmoke i W3 4 NE

a8 MTHR (BB feesar P, 10 Miss

2 LF. from W1io Vi

205 1O, eticmys to place smaoks in W2 3 L1

206 1.3, Eroon Wt WD

HT Suroki aseult moves from W1 o V0

HE L0 from Y1 U2

2M B.A Grosat JO—ZFP -2 i FIC

210 1.0, akes FTC 4  Pass

211 LR (rom 2010°W3..

212 B, fires at JR 2P =1 7 KMC

213 LR takes NMC 5 Tam

214 LP. Fram Y2 {via bank) 1o W3

215 B, e Y2 {via bank) o W4

216 LH. from 71 (vE Y2 bank) 1o Y4

217 1.0, feorn 20 ta W1

218 j.C. ram AAZ (via bank) o ¥3

219 jF, CX freen DHDE {via bank] o AAL

2 | D freen OO (via bank) to AAS

21 LA amemps to plece amoke in X1 5 NE

222 Mwyashi from AAL (via haok) 1o VB

Defennive Fire Phare

23 HMG (h.2 wiMee) fiees at V—6FP 7 KMC

23 Suroki takes NMC 6 Pam

125 LG takes NMC -i 3 FPam

12 IF. taken NMC -1 10 Redeciica

17 B.C G a1 LG—2FP -1 4 IMC
3 :

T M. takes 1IMC
X Replace LM, with [ M.

IX) Sedper Activation I Aack
231 Randomn Disnction DE W wwWl
231 Target British Sniper in 21 SAN:2
233 B.D. fime at VE—4FP *2 5 NE
Achwancing Fire Phase
23 LM, LD LK, wiHayashl fire m 3 IMC
Ly

235 BB takes LMC

% Break
FRowt Phasa
236 B.B. et to PA
Advance Pha s

297 1.0 aff bank

138 1K.off hank

230 M, Ene YE

240 11 mio V5

M1 1N.inta U4

WL 1A, inea 173

A Y mo Ve

TP it V3

IR imio W2

IL. ipie W3

LH. ioto X4

1), mmin W4

L, inwa X3

B, imn Y3

251 jD.imoZ2

251 j.F. into 4

Kiray, 5.0, 32 oo COCS
L i WL

255 Omo, LA, LB mio Wi

EEEEEEEE

BE
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British Mayer Turn

Serlal Event DREM DR Result
Ratly Phase
256 Wind Crangs 4 KE
15T Cox rally B.B. (DM} +3 & KE
18 JH. wttnmpie meavery of [0 5 Recover
Prep Fire Phase
By HMG (bl wifac) fires st ¥O--6FF 3 KR
30 1F. replaced with j.O.
161 Suzukitakes ZMC 0 Wiundsd
62 Woumd Severity dr 6 KIn
W5 1A, mkes 2MC L] Pasy
At 0, takes IMC & Bmak
365 IDAG (b2 wyMac) fires at W60 12 maf
HMG
6 B.A. fes ar 13—2FP i 1MC
7 10, wes 1M 9 KEoduction
260 Smiper Activation 1 Ansck
260 Randors Direction TR 32 BB
IT0 Target British Sniper in &1 Elim

Mevemeni Phase
T B from P6 @ OF
T2 b1, Troe P N3
I Cen assauly move from PS 10 06
T B asswult move Bom 55 w0 BS
.ok YN, 1 O O B, Y
JH. w/Huywshi lire ar B —X0FF +5 5 IMC
6 BDmkes 1MC 4 Hmac
7T bF. from L3 o K7

Diefensive Fire Phase

IR twa MM (5.0, .2, wiKire) fire et =1 7 KE
PG—4AFP

I pwa MMGH (.1, .2 w/Hirg) fiee m +1 ] KE
PE—aFP

2D 1A, fires at K4—IH* +1 18 NE

TR MTH (G.C) e N4 10 Mis

W1 MTR (D) fires ar K +1 11 Mliss

21 MTR (j.F.) fires aL N4 = Miss

Raut Phase

B4 BB, routs i N3
RS B rous o PS
G [0 sowts e WL

Advance Phoes
BT b.F. ioie LT Trench
8 Con CX into M3
We B.CCX inlo PR
20 h.l, inta MG

Japanese: The Smoke in 55 enabled me 10 shift the
asganlt to the center left, British squad B's first fire ot
LR allowed me to swing Hayashi 1o the left flank and
help out the fire gronp that broke B.B. with a "3 on
the 2FP attack. Unfortunately, my infantry units
couldn’t find any Smoke grenades and | was unable to
extricate Ono, Suzuki and accompanying units from
the LOS of Mac and the HMG, In the Advance Phase,
I had 1o decide whether o advance Ono and friends 1o
W1, Idid so, heping that Mac doesn't get any
[many?) ROF, [ was all set with my advances 1o fom
a massive fire group to blow away B.D. in 55; the
siuad did heeak, ahhoogh I did not cause any casual-
tics. Perry did the best he could 1o increase the DERMs
againgt the ateack, but | rolled low and B.D. rolled
high. Those Staffords just can't seem to pass a morale
check. The HMG blows away Suzuki and a {semi)
half-squad, but fortunately again breaks on its next
shot. My sniper KTAs his counterpart, leaving me free
Lo [ire low-odds attucks 1 might not ordinarily take.
Now that the Stalfordshire’s entire front line has
crumbled, | hope 1o move some units through the wire
next wm (preferably via a DC Hero-created hole, but
the old-fashioned way if necessary) and onwards
towards OF Hill,

British: B.C, and h.1. came back on schedule. The
A finds more Smoke, but al least monar © com-
pletely depletes, Kiro directs a “3" a1 squad B (with,
of course, ROF), but he passes the resulting 2MC.
The DC heroes will need a 5" or less 1o blow a hole
in the Wire, and will die in the process, so I cannot
waste any shots on them. B.R. probably should have
fired ar 1.L. first, then at 1.1, knowing that he
waouldn't get any better shots. But if T fire early, then
the 11A can rum around at will. The big stacks in the
cast try to place infantry Smoke, fuil and swy pur,
intimidated by Mac and the HMG, Hayashi swings
around behind the Smoke, ow of range, and changes
flanks, eagily surviving the dFP (+2) anack (Cavalry
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being immune to PTC resulis). Hayazhi's movement
enables him 1o lead fire-groop aitacks aguinst squad
B, who breaks on a lousy 2FP-even attack (a5 Chuck
rolls & 37 after reducing my SAN 1o 2™, and squad
[, who falls 1o a heavily-modified 20FF anack (sure
could have used an average TDR on either side of tha
transaction). Duning my own Prep Fire, Mac takes a
lesson from Kiro and engineers a *3" a1 Suzuki and
friends. Just my luck, the already reduced squad suf-
fers the K result! Suzuki fails his 2MC and his Wound
Severity dr, but his Morale Level is *7" when he dies,
so Japancee squad G doesn't need totake a LLTC, nor
J 0. & LLMC, Mac gets so excited about the good
shooting that he steps on the ammo belt and jams the
HMG, Again! Please, not another IJA Movement
Phase withou the MG Then I roll my second “4" of
the game, Chuck rolls another *1™ on his Sniper
antack, and T am suddenly sniper-less. Ordinarily, 1
would notl mind such a result as I usually miss as
many SANs as I catch {e.g., Event 185). Due to the
record keeping required by a Series Repluy, however,
T was sure to catch most of those *35” (or rather *25™),
but no chance now. B.C. moves out to stem the tide in
the west. Cox went to 06 10 be in position 1o advance
into either P or N5, depending on whether BB, was
forced 1o rout again. DMed by Kiro, BB, routs o N3,
while B.ID. must rout o P6. Sure, 1 could have left
squad B in P6 and brought Cox forward, but P6 s just
oo far forward. [ suspect he will continue 1o edge
huck 1o the rear the rest of the game. Crew #1 and HS
F both hide. B.A. is not happy ahout hanging out in an
Acquired jungle hex, but someone needs to exercise
some control over LIA movement in the east, Without
Mac"s help, I fear BoA. will be sorely out-matched.

Neutral Commentator: Chuck got Smoke inlo 855,
bur passed up the opportunity to rich that pasition
and instead prepared his forces for the nexi turn. The
Japanere have nat suffered heavy losses and obvi
ously do not feel the need to risk anything. Perry's
firits prompily obliged the enemy by breaking the
HMG again, and then kauckling under in the DFPE.
White City may be abandoned early.

However, Perry is in belter position than might
Jirst be apparent since the Japanese morlars have
used up most of their SMOKE capability, Perry is
wndouttedly looking Into the future, and must take
some hope from the knowledge that the Japanese will
soon face a lot of unhindered -1 DRM shots ir the
coming turng, For now, the fopanese will almost cer-
tainly shift their focus to the west and try to break
through the wire near the Smoke in 53, As anticl-
puled, the palms in hexrow 5 will block most British
defensive fire opportunities from OF Hill. The
Japanese caution thiv furn, coupled with the time
required next furn lo shift forces west, may put signif.
icant pressure on Chuck fo fake chances,

TURN 4

Japanese Player Turn

Serisl Event DRM DR Result

Rally Phare
M| Wind Change & KE
17 Ono adly 0. (DM) -2 B Rally
W3 b2 anempls repair of HMG 1 i
M4 Cox rally BB, (DM) +3 11 KE

Prep Fire Phase
15 MTR (j.E.) fires Smoks oo 53 & Hit
W6 MTH (jB.) fircs a1 N4 3 Hit
T Resalve PP aitack -1 6 NMC
WE BA ke KMC 4 FPam
29 Sniper Activaiion 4 KE
3K MTR (D) firea m N3 10 NE
0 MTR (1.C.) fores at K4 -1 1 Hit
A2 Resalve PP atack =i L} KE
303 MTR ([.C.) fires at K4 -2 8 Hic
M Resalvo PP attack -1 10 NE

Movemenr Flase
35 ).B. ateopis W ereaie DE Hero -2 5 Kiramurs

in W1
36 Kitamurs from W1 ta T2, detomass DC H | NE
3T B atempts e ceais DC Hero =1 4 Samki
oV

MM Sasaki from ¥d e TS, detonaie DO 5 Blim Wire

W j.B. Eom Y4 (via bani) 1o 56

F10 ) H, anespia 10 emale DO Hera =2 5 Fujmmain
in X4
311 Fujimmis from X4 o T4, detonanes D0 ® NE
313 LH. CX fram X4 (vis hank) o TS
313 LK, fom U7 1017 oot Wire 4 End Mowe
314 .M. freen VO 10 TT anie Wim 1 Under
Wirs
315 1D, from UB o TS mata Wire ! Dnder
Wire
316 LI fon V5 onto bk . .
T B.C, wLMG fires at LL—AFF B KE,
Fire Lane
318 L. continus to §6
N4 [A from V4 (via bunk) w54
320 DL from WS w LS
321 L. from W ta US
322 LN, from U4 1 T4 omto Wirs 1 Under
Wirs
323 1.0, fram U3 1o T3 oot Wire 1 End Maowe
34 1.0, from V1 1o T2 onba Wire & End Mowe
325 IP. from ¥3 o U5
326 LR CX from V2 (via bank} o U4 ...
377 B.A e ol LR—TFP -2 A PTC
328 IR waes PTC L] IFm
328 jF. from 24 {via hank) o X4
330 0. CX from W (vie V2 bank] ta U5
331 Owo, JAWI. .,
32 HMG (b2 wiMach Gres s O, =3 3 1K1A
LA —aFF
333 Random Selection 12 JAKia
O
Woundded
334 Rendom 5W destruction 2 iim
LMG
335 Woeund Severily & 4 NE
336 Omo continues back to Wl
337 Kira, j.0., j.2. from CCS (vis ARS bank)
1 X5
330 Hayashi from ¥E 1w UT, dismourts, 3 End Most
1z 17 e Wi
Drefemsive Fire Phase
330 MG (X witfac) fres s W1—6FP & 1M
M0 Ooo akos LMC T Pam
31 LB, ke 1MC T Pin
M1 HMG (b2 wiMac) Goa st W]1—6FF B FIC
Adhwencing Fire Phase
M1 AR, L Gre i PO—AFP L . NE
Haur Plase
M4 B.D. soes o NS
Advrnce Plase
M jA, =80 57 Trench
36 M. Inta 87 Trench
347 LD o SR
30 LL, j.B. o RS Trench
350 LH. bno 56 Tench
351 IN. bmo 54
352 LP, )L ino TS
353 1.0, dme IS
334 Kiro, 1., j.2. into W3
335 §F. ioea Wa
336 jE. inw v
35T O o X0
Clore Combar Phare
338 Omo concoals place CIL
33% ) H. comcoals plaae CA
360 P, anempts to comeesl *1 4 paelD
36l J.L. atempts t© conceel +1 1 mnderCIh
British Mayer Turn
Serlal Event DRM DR Result
Raily Fhare
6T Wind Change T NE
363 Com rally BR. -1 -7 Rally
3l o rally B0 (DS +3 3 Rally
363 .M. sttompts rocovery of MTR ] KE
366 | A, avempls mecvery of Brit MTH 5  Rocover
36T L0, wranafers LMG L)
Frep Fire Phare
368 HMOG (b2 wiMac) fires sl YO—6FP 3 1M
6% 1.G. takes 1MC 4 Pass
170 B.C. fires at SA—KFP +1 & NE
Mavermeni Phose
371 B from N5 to N6 amto Wine 3 Ernd Mo
2 BB, ssmault o rom N5 1o M6
373 B.A. ssssult move from N4 o N3
34 Cox sssault move [rom N3 o MG
3?5 b.l. asseult move from MG o M5
376 bF. masault mave from LT s MT
Defensive Fire
17T 1) fires ar N3—4FP +2 7 NE
378 LK. w/Haysshi fime st PE—IFP +2 7 NE
379 1.0, firce 21 PE—AFP +2 3 T
380 B.C. e PTC 7 Pass
381 j.A fires w1 PE=2IP + 5 PTC
332 D.C.takea FTC B Pin(MA)
5T pwa MM (L., |2 wKir) sl # 4 MO
P—EFP

384 B ke 20 B Broak
IZ5 MR (j.0.) firea i N5 -1 1% malfMTR
326 MTR (.E.) fires at N4 -1 9 sz
IET MTR (j.F.) fires at B3 B Miss
Rowt Phose
A B rouls e K8 onte Wi 4 End Mmnve
Advance Pl
389 Mac, b2 w/HMG inin 13 Trench
1% bF, inio MG
391 Caox, BB, imto M5
Clare ot Phase
352 b conceals plass CH.
353 Cox, BB, bl conceals place CF,

Japanese: Once [ managed to blow one hole in the
wire, | probably shouldn't have used the fourth DC in
an atternpt 1o blow up wire; it would have been useful
as 4 threat later in the game, especially once 1 locae
the pillbox. I got lucky with some Wire dr, and sev-
eral units are now poised (o advance past the wire
next wm, | made a huge mistake running Ono and
squad B out in the open wherne Mac could gun them
down, however. T just plain forgot about the fact tha
Mac is on Level 3 and can thereflore see over the
Level-2 Smoke hindrance, The ITA is breaking
through the wire line, but the HMG limits my move-
ment in the east, while the N6-N38 wire line, in con-
junction with the N9 and O10 Swamp, hinders move-
ment in the west, therchy forcing me to attack the cen-
ter—where Perry®s main force is. [ would have liked
1o D his squad B, but couldn’t really see a way todo
it once the morars missed, Hayashi has dismounted
to help lead the troops into the batle for OF Hill
proper, but is himsell swck in the Wire, He was going
1o drag his horse with him in case a moment arose
when he wanted w mownt up again, but Perry smugly
informed me that Horses/Cavalry cannot move
through Wire. The first four tums have gone predy
smoothly for me (with the exception of this wm’s
finsco with Ono), but T am beginning o worry a linle
The LIA units are starting 10 take their inevitable
logses, but have yet to inflict any real harm on the
Biritish, merely breaking a lot of units with no casual-
ties, Meanwhile, Cox (aka, the "Rally Machine"} has
yel to miss a non-DM rally attempt (and rallied B.I.
while under DM). Maybe 1 can isolate squad C and
kill him in the next tum or two, I elected not 1o fire te
British light monar dusing my Defensive Fire Phase
because I did not want to risk a breakdown; T prefer o
try for Smoke during the Tumn 5 Prep Fire Phase, [
also decided to forego a low-odds attack with LMGs
aguingl Mac and b.2. because there was a greater
chance of breaking the LMGs than hurting Mac or
that crew, Kire came through again with good firing,
It would have been nice, however, to have had some
ROF 1o perhaps double-break B.C. and inflict some
casualties. His moving Mac and the HMG crew hack
1o L3 doesn "t surprise me; [ actually expected it
sooner. Mext wen, the DA will move all units forward
{aguin), but with an eye towards re-organizing for the
first assault on Hill 615.

British: Mac's back, again! For the IJA: morng
Smoke, more DC heroes, and lots of * 18" 10 get under
the Wire. Kiro has run out of decent targets for the
moment and has to move forward. When .0, skipped
throwgh W2, hope sprang upthat Chuck doesn't know
Mac has a clear LOS 10 W2, I was patient and waited
for bigger fish. Generally, [ prefer w take the early,
sure shot rather than wail in hopes of a better shot that
never comes. [n this scenano, however, the Staffords
must often pass up what they suspect is going 1o be
their best shot in order 1o keep the ITA from nunning
arcund at will. Some intition weld me that Chack
would be moving Ono through W2, though, and T was
wery gratified o see it unfold as hoped. T just wish
Chuck had moved two squads with Ono, [ desperately
needed 1w get squad B back during the British Rally
Phase. Rallving B.D). was a bonus, Mac tries 1o work
over the units on the east flank some more, bat to no
effect. Those palm groves block LOS 1o the whole
westem half of the board from Level 1. The Staffords
can't stay in the N4-N3 jungle crestline in the face of
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all those montars, Moving down-slope would keep
them safe from the mortars, bul risk trapping them
between the ITA hordes in [ront and Acquisition
behind on the slopes. [ don't think those monars are
poing anywhere for a while. Now is the time 1 pay for
not concealing b, 1. and b.F. last tum. [ sure would like
10 have some concealed units up on the front line 1o
make Chuck think t1wice and thrice about advancing. 1
guess I'll set them up on hexrow M now (instead of
hexrow N). Squad D gets tangled up in the Wire going
over o back stop B.C. Who designed this defense?
B.C. was counting on his buddies and the bamboo to
keep him [rom being surrounded come next ITA
Movement Phase. I figured as long as he does not
break under the A Prep fire, he would be safe in PB

for another tum. Unfortunately, I (sort of) forgot
about Kiro's Defensive Fire prospects. Chuck rolled
back-to-back “55" on the low-odds altacks, and a “4"
with Kire's group, then had the gall to whine that Kire
didn"t get ROF (the first time he is limited 1o caly one
shot)! Enemy HS 13 breaks a mortar trying to increase
the Acquisition. It was the right shot for Chuck, but it
woald be nice if [ still had & SAN o at least make him
think aboust it, Wow B A, has w think about sdvancing
back 1o N4, Nah! B.C. will have to trust in the Swamp
now. Is the west force trusting too much o their
Wire? But Mac can still get to LT in one Movement
Phase. For now, Mac needs 1o better cover the center,
5o hack 1o L3,

Neutral Commentator: What did | say about the
Japanese SMOKE capacity? Apparently Chuck
wasa'l listening. DC Heroes throw themselves upon
the wire and succeed in clearing a route through hex
T5. However, the remainder of the Japanese move
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illusirates an important paint: Wire is only a hin-
drance to movemenl—nol a solid barrier! The
Japanese can pass quickly through the wire withoul a
single succersful DC altack if the player ix lucky with
his die rolls. In fact, the Japanese cannol rely on the
PCs to be effective unlers they mass all of them
against a single location, The key question i3 “risk
asressment” . [f the Japanese player feels that his
attack is on schedule, he showld wail for the DC
Heroes to clear the way. If not, ke showld not hexilate
ta move ontoe and {eventually) under the wire, Chuck
must be more worried about the state af his assault
than he's admilted,

Perry finds almast his entire force intact after four
furns, safely in the cover of OF Hill, with the Nigeri-
ang on the way, The Nigerians will be on OP Hill en
masy by Turn 7 at the latest if they stick fo the jungle
path. Chuck reeds to pick up the tempo. The British
do not have a lethal Prep Fire capability against the
center of the board, so Chuck showuld have ignored the
caver of the trenchas in order o save the MF required
to exit them, In addition, Chuck should be laoking for
“safe” Banzai Charge opportunities. A "safe" Ban-
zai iy one thal iv uyed lo speed movemens, bui rol nec-
exyarily fo enter an enemy-occupied hex and there-
fore is safe from nasty TPAF, The Japanese are in an
excellent position lo declare such an attack next turn,
since squad B A, s five MF from a Japanese unil and
in LOS of Hayashi in T7, When the charge moves
Jowards the north, Hayashi musi move under the wire
and all of the units participating in the Banzai musi
expend the same number aof MF, If Hayashi's Wire dr
ix “3" or less, Japanese rquad D will make it into kex
HE ard almost ceriainly cause the elimination of
Britizh squad C. [f Hayashi's Wire dr is "4" or more,
the Japarese will still be able to advance 1o the edge
of the hill at @ reduced risk of casualties (since thewr
morale is one higher and they are immune fo FTC).
The fact that B, is caught on the Wire and must add
+1 DRM to all fire attacks (B26.31) is an added
incenfive for this action,

TURN 5
Japancse Player Turn
Serial Event DEM DR Remuld
Rally Fhae
394 Wind Changs 3 NE
305 1D, sompis repais of MTR 3 N
396 A ranslers Brit MTR o .M.
Prep Fire Phaie
397 MR (B fires Smoke @ne 4 ] Hit
304 MTK (jF.) fires WP a1 B3 2 7 KaWP
0% Hen MTR (.M. G Smaoke a1 Q3 41 i e
Maovemenl Phase
400 1.4, in T2 coto Wim 4 Undar
Wi
401 1.0, i T3 oo Wik 5 End Move
402 JM. from 54 w06 ...
403 B.A. fires @ LN —GFP 3 (3114
A0 LN, wmkes 100 1] Pin
408 |8, X from B3 w0, .,
A0 LMG (BID) Grea 0 j-B.—4FP & KMC
A07T B, taken NMOC 9 Bk
0B 1H, from S8 w06 .. .
409 Residoal Fio—1F -2 7T FIC
410 LI rakes FTC 9 P
411 AL o T Q. ..
412 Hesidual Fie—I1FP -1 10 NE
413 1L continues CX a PO
ald 1L freen B3 w0 Q6 -,
a5 Hesidual Fie—1FP 2 i NMO
416 11, akes KMC k] Fasa

417 LI coctinaee 1 G

418 LF, CX from TS w P

41% B.A, 5FF at )PP g ME
A0 A, CX froen 57 w0 08

A2 113, Gromm 58w OF

422 Hayashi, LK. from TS, .

423 Hayashi oot W ine & Under
Wire
424 LK. anin Wi 2 Undec
Wine

425 Huynsha, 1K, ¢onlisie w 57

AN 0, X Gromm US w8

4¥7 15 from L8 1o 87

AR LK, from US {vis bank) ta 56
420 0. CX from 2 (vis nk) uw Wa
430 [P, from Wi [via bark) wo TS



26

431 1,6, CX frorm VO (via W2 hark) 1w U8
432 LB CX fram W1 (vis hank) 1o W3
433 HMO (b.2 w/Mec) fizes ot J.B.—6FP =1
43 ) B, wkes IMC
435 1B continue to U5
43 Kira, j.1., .2 from W5 {via bank} ta R
437 j.C, CX from X3 {via bank) to U5
430 Oma freen X0 0 X2
Lrefensive Fire Phare
43 B.I, fires w1 06—12FP +1
440 B, mkes NMC
Adwancing Fire Fhase
441 LD, A fire st NE—6FP +2- Ia

2 AL, L., JH, LN, 1P, i at +3 T
N3—&Fp

Rowd Phase
443 |0, souts o P
444 B.C., on Wiss, routs 1o M1D I Undar
Wi

(R

g5 T

Advance Phase

445 1P, inta D5

446 LL. imdo O6

447 L1 o O

448 Kira, j.1., .2 OX ke Q7
449 Hayashi, 11, LK., | M. mio RE
451 jR.into RS

451 jF. ine 56

452 16, LR, 1C, o TS
453 |0, imeo V4

45 Cmo inta X3

455 LK, meo X4

A% [0, imn FT

Ciore Combal Fhase

457 [P, eomeeals :|'i|-u=(‘_'|7l.
458 j.C. anempts 1o concasl +1 31 place C.C.
450 LR, anempta 1o concesl 2 3 unde 0
460 1. emeregas @ comeeal +2 [ KE
&1 1D, j.A. concoal place CIL

British Player Turn
Serlal Event

Fially Phaxe

{HE Beard Set-up)

462 Soethwell, B.QLw/LMG, BEw/LMG,
BF.w{LMO in obfTd

43 Traha, B.G. BH., B in obFFS

464 Roas, BJ., BE., BL. iooblTe

263 B.M,, BN, B, in abEEG

465 Wind Crangs

467 ILC. (DM) sttecpts Self-Rally +4

M rvement Phare
468 D, asswelt move in N6 mio Wis | Under
Wi
465 1L fires ar B.D.—8FF +1 T HMC
470 B.D. inkes NMC i Prag
471 BA from N3 o M4 ..,
471 MR (j.E) firea w1 B.A #2 & Mim
471 BA, comimees i (3
474 Mac, b2 wHMG fram 13 ta KT Teench
475 C.F. creates C.I. {Cox}; C.J. from
M LS
476 CE OX mive o P4
477 CY. i ES
478 CX.wE
4% LY. CX move 1o D5
480 C.F. assaall meres fom MS 10 MG Mergo
inta CH.

DREM DE  Result

urader CF,

ke Y,
ke C
wker OV,

Defemaive Fire Phase
AHE awo MM {1, L wKim) liee ar &l H ®E
Kb6—RFP
482 LL FF u KG—dFP #1 9 KE
433 LL. lirce at N6—GFT? +1 11 NE

Advancing Fire Fhase

484 B0, fires w O7—BFP & 1M
485 LL tkes 1MC 11 Reductiony

ELR

486 Roplaos 4-4-7 with 3-4-7

Adwance Fhaw

457 CF b G5

488 CY. o Fd

489 CX o FS

490 CVY.mioBES

431 Mac, b2 w/HMI into LY Trench
432 B.A mio L3 Trench

493 CH ereares CH. (BF); CE. imos K5
494 CL inio M5

493 BB ino M3

#9656 DD, CX imo M6

Clase Combal Fhase
477 B enecesl

under .

e CH.

Japanese: HS E. continues to find Smoke shells for
his monar, tha's three ums of Smoke and still not
depleted. Even better, .M, finds Smoke shells for his
caplured British mortar, enabling the IJA assaull 1o
maove forward under the cover of "+3 Smoke. Mac

gets only one good shot (which is ineflective due 1o
LB.'s 3" on the 2MC). I cenainly can’t complain
about my morale check DEs. [ tried 1o [inish off
enemy C by moving adjacent and forcing him to rout
off the wire. There was a one-in-three chance that he
rolls & *5" or 6" and dies for failure (o rout, but he
escaped with a roll of *17, 1D, and j.A., however,
conceal this tum, which will (hopefully) allow them
1o finish B.C. off next wm in the Close Combat Phase
(assuming B.C. doesn’t Self- Rally). As a general
rule, T avoid moving through Residual Fire, especially
in Open Ground; but I felt it was necessary (o risk the
1FP (-2} attacks in order to keep the pressure on. Kiro
went into the 7 bamboo in order to be in position Lo
hit bath N3 and Né. [ want to force Perry to decide
between good atacks al my units or running away Lo
fight another day {or wm). If the Staffords stand firm
in order to shoaot at tempting [TA targets, Kiro will be
in position o hammer ‘em, IF the Staffords run away,
a1 least nobody is shooting at my units and the [TA is
a few hexes closer wo the hill. The Britsh reinforce-
ments do not concem me yet, as it will wke the lead
elements two tums of movement just o reach the rear
Level-3 Hill hexes; thus the reinforcements shouldn't
impact on the fight for the hill until Tum 7 or later,
During the British player turn, that stubbom enemy [
survives everything the A can throw at him, includ-
ing MMG fire directed by that sarural masier, Kiro,
who finally has a tum without an effective attack.
Perry masterfully switches Mac and the HMG to his
right Mlank to protect B.C. Unfortunately, my everlast-
ing Smoke mortars are not in position o cover the
next um's advance. Guess the ITA will have w attack
without the benefit of smoke (God Forbid!), As previ-
ously outlined in my opening comments, I plan to ury
o infiltrate units around the flanks of the British
defenses. T anticipate that my units will soon sart to
take step-reduction cusualties from PRE. 1Tere’s hop-
ing that encugh survive 1o be able 10 advance into CC
and eliminate some British units,

British: Here comes the Smoke again, BEvery other
ITA unit moves. B.A. ping LN_ in Q6—and just as
importantly places a * 1" Residual Fire counter in that
hex. The IJA units aren't intimidated, though, and
three run right through it unscathed, -2 DEM and all.
Mac 1akes what figures 1o be hig best shot a0 LB, on
the bank, who shrugs off the resulting 2MC, ROF
would have come in very handy, as Kiro takes off
immediately thereafier, BoA. accomplizhed his job of
keeping O3 empty during the ITA Movement Phase. 1
did not want anyone advancing up into hexrow N this
twm. The ITA is in no rush, however, with over half
the game still ahead. Nice advance by Kiro into the
Q7 bamboo to keep the pressure on B AL and B.D. Al
and all, it was ancther bloodless movement phase [or
the IJA, The Brits are hanging tough, though, and
help is on the way. Here come the Nigerians, finally,
hustling down the path and up the hill. They will not
getinto the fight until Tum 7 at the earliest, however.
Making a virtue out of a necessity, B.D. assault
moves under the Wire while staying in N6, Mac
decides it is time 1o change flanks, B.A, runs back up
the hill and the rest of the Suaffords hide, Kiro misses
for once, and B.[%. ELRs Japanese [. with advancing
[ire, The best British turm yet . . . and all my units did
weas move up the hill, In a rare display of bravery, Cox
movies hack down the hill, He will try and retain con-
cealment through the ITA Advance Phase to give them
pause about advancing in onto squad B, who will be
firing away.

Mewtral Commentator: Chuck conlinues to extract
the maximun SMOKEE effact with hiz morfars, both
Japanese and British! There are few ASL experiences
more irritating thar @ captured SW tha! Is mare affec.
tive for the new owner than it was for you. Despite the
good fortune, however, Chuck was caxlious again
during hiv MPh and mivved an opporunity to dizrugps
British plans with g well-aimed Barzai Charge.
Briish squad A could hiove been forced 1o fight for s

life instead of covering critical hex 05, The Japanese
muay have suffered more this turn, bul now they will
cariainly taks haavy losses if they move againsi the
center of the hil,

Perry's uve of Sgt. Cox iy an excellent counter-
measure against anlicipated close combat, Since
Britich Elite and [si-Line unils do not Cower, Cox is
rot peeded to direct the fire of BB, and may remain
concealed, Ifa fapanese Search dr or Advarcing Fire
altack does not remove the 7%, o will provide a -2
drm o any Ambush dr in the COPh. When considered
with the +1 drm for an Atfacker’s advance into fun-
gle, Cox's concealment may even dissuade an
advance info M3,

TURN &
Japanese Player Turn
Kerlul Event DEM DR Result
Rally Phase
408 Wind Chargs & NE
400 D atemps repelr of MTR &  FElim
MTR
S0 j B, atcopts Sci-Rally 5 Rally
Prep Fire Phase
501 Flace Oppartunity Pire on J L.
Movemens Fhase
502 1.0 in T3 oo Wire ta 53 2 Under
Wi

S0 LP. froen 0F 1 NG
S04 BB fres st ] P—12FP 11 NE

505 1L froen OF s NT oo Wins 1 End Mowvs
306 LH, frean O 1o P, aticmpts to place I Seocke
ok n (65,
507 LM, contimuss ta 06
308 LN, o Q6o P ...
S0 BoA, fires ar | N —6FF -2 3 K1
510 Replsco IN. with j.N.; j.N. takes ZMC 8 Beeak
511 LR from RS 1o 05
513 WF, fires at ) R.—GF 1 #1 3 NE
513 WP. SFFat JR.—2FP #1 & NE
514 Hayashi, V1., LK. fram RE6 to OF
515 Residual Fire—2FP =1 g NE
516 WF. FPF at Mayeshi, 1.1, )L K.—<2FP +1 -] KE
517 bF. FPF at Hayashi, 1.1, 1. K.—2FP +1 3 m
318 LK, takes FTC -1 6 Fam
39 L) akes PTC -3 6 Pam
3H C.0. ereires CE, (jAY CF, ssaault
moves frmn 0F to N oo Wiee & End Mowe
521 1D Erom OF to KB
322 . CX from Pt OF . ..
57 Residu Pire—2P £ NE
5 bF. FPFm B —2FP 4 1MC
525 j.B.iskes |MC . HoR
526 j.B.1eat of Danle +3 & Bersr
3IT B, comiinus 1o K5
328 bF.FPFwm B —4FP 4 1IMC
529 j.B.inkes 1MC 3 Pum
¥ Sniger Activation & KE
531 bF.FPP|B—AFP T NE
552 B fee at | B —16FF +1 k] 1MC
533 j.B. inkes 1MC 6 Pax
33 B.D.SFF at j.B.—6FP +1 B KE

335 Kira, j.0., j-L from 7 o N6

536 B0 wLMG FPF ot Kira, j.1., j2.—8FP +1 11 HesxBD.
537 j.0. from PT to O6

538 j.F. [rom 56 10 Ré

350 |.C. froem TS o 54

540 .M. from RE ta PS

M1 C.C, 1.0 fram TS to PS

32 0, from V4 (via bank) i §

33 Ouoa fom X3 (vin bank) 1o V4

44 | E. fram X4 (v bank) oV

Diefensive Fire Phase

345 BB fircs at N&—&FP +1 4 IMC
346 1P 1akos LMC B Heduction
84T Kpiper Adtivalion 1 Anack
S48  Rendom Direction 35 w0l
540 Spiper 1o KS Bk B F,
550 1IMG (b2, w/Mac) Tires ac N7 —6FP =1 12 ealf
Hiti
551 hl.fires at Kira, j.1., j.1--4FP +1 1 MC
332 Kire takes 2MC 3 s
333 L. takes ZMC 2 7 Pax
S8 | umkes 2MC 2 6 Tm
Advancieg Fire Phase
535 Kieo, [.1., |2 az Ma—aFp *1 L3 KE
556 |D. fire st NS—HP =1 1t KE
33T )P firo sl M3—2/1FP +1 T KE
558 1D, fire at M10—4FP =1 1 KB
Rou Phase
5535 N, rours o P6
560 b, fails o roul Elim

461 B oroutE e L0
62 RO rout @ Ke




Advance Fhase

LP. inic M4

Hayashi, LK., 11, LR, CX jmo K4
AL, 18, O, OX ko NS
C.C, LG, j.b. inta O
P ot G

1.0, o R2

JE, st R3

| it RS

Omo oo LIS

jE. ina U3

LAY ints M1D

EEEFIEHE E 4

British Player Turn

Serlal Event DRM DR Hesuli

Raily Phase

74 Wind Change 190 NE

575 b2 witemps repair of HMWG 1 Repair

576 B.C. (D) stinrmpis Solf-Rally 4 1 Rally

Prep Fire Phase

577 B.C. w/LMO fres ot MID—16FP +1 3 K2

5TR 10, replaced with §.P.; j P aloes IMC 7 Break

57 LMG (B.C) firns at M1D—4FF +1 5 NMC

S0 P takes NMC 7 Pass

581 B.A. firce at N&—6FF +1 ] ESZ

892 JK. replaced with | K.

583 Huywahi takes 2MC 11 Wourded

584 Wound Severity dr 5 KlA

583 K. mkes 2MC 9 Brcak)
ELR

586 1), mkes 2WC 9 Reductieny
ELR

S6T )R tekea IMC 7 Reductiom

SBE K. takes LLMC +1 T Kla

RO 10 ks LLTC 1 3 Pass

590 1R takes LLTC +1 11 Pin

501 B.B. fvs al N4—12FP +1 10 NE

Movemenl Fhtes

592 Mac, b2 wiITMG from LT to L3 Tremch

553 .1, from M5 1o LS Treoch

53 O from G5 118

g8 CY, from P o He

96 CX, fram Fi w HE

5T CV¥. from ES o G5

SUE CJ. froan M35 0 KG

Defensive Fire Fhase

509 jB., j0.LH, JL frea ME_20FP 42 6 IMC

600 B.H. mkes ZMC T Break

601 JR,, L, Gre ar M5—8FP +2 8 KE

602 1. fire i M3—4FP +1 3 HNMC

603 BB, rakes NMC i HOH

604 BB, Hewt of Batle -1 5  Hem
(Flall}

G MIRGF)ml3 +3 3 Ha

&6 Hesolve XPP atack +1 L} KE

&7 MTR (jF.) fires arl3 +2 [ Miss

B MR () fiesa wi L3 *2 6 Miz

&9 MTRGE) frea L3 3 Hi

610 Resolve 2TP sttack #d (] NE

611 MTH (j.E.) Nirca w1 L3 1 12 erall
MR

Advancing Fire Fhase

612 Flall Gres st N4—1FP ] NE

Rour Phase

13 BA. routs o K6

Gl4 P rovers o W10

Advance Phase

615 BC in L0

616 BoA, imo L4

61T h.l. imio L4

G1F Hall mie L3

619 O CX e 15

6y CY, Inia 15

6 CX inta b§

X CV. CX into TR

Close Combal Phare

B3 Hall, Mac, b2 concesl place CH.

Jupanese: What a disastrous turn. It started out OK.
As usual, Kiro was the hero, His fire-base anacks
broke key British units early in the game, then he uns
1o the front lines when B.D), Subsequent First Fires
(SFF) at the Berserk j.B. and leads his troops through
a 2MC. Plus, B.D. broke on a FPF against Kiro and
malfunctioned his LMG. What a man! (Wish [ could
say the same for Hayashi, bat I'll address that catas-
wrophe in & minute.) Mac breaks the HMG for a third
time! All A units are in bliss as the troops advance
ento OF Hill. 1 disliked having Hayashi become CX,
st [ felt T had o move as many Lroops as possible into
contact with the Stalfords before the Nigerians can
move up. Maoreover, from N4, Hayashi and his boys
can hit M5, L4 and L3, all possible hexes for Brilish
units to be in or 1o move through. The main push was

1o be with Havashi in the middle while flanking units
infiltrated to whatever extent possible (or at least
enough 10 make Perry worry sbout the mischiefl they
can canse), The British half of Tum Six did not start
auspiciously for me as his squad C self-rallied. To
make matters worse, B.C. then single-handedly wiped
oul the west-edge flanking move with 2 “3" on a 16T
(+1) attack. Then B.A. blows away Hayashi with a
2DR on a 6FF (+1) anack, completely wasting the ITA
units in N4, Brtish B broke from A delensive fire,
but refuses to double-break—and even creates a Hero
with hiz Heat of Battle. Fortunately, B.B. did not Bat-
tle-Harden nor go Berserk, or he would still be in
action. And, of course, crew #2 repairs the HMG on
the first try, Finally, the only 1JA mortar with Smoke
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Figure 3 Siruatiem at the end of Japaness Player-Tum 6

left malfunctions. What a half-wm for the British.
The ITA was finally in position 1o make hay . ., and
the British get key rolls to devastate the first TTA
assaull. [ frankly don't see how the ITA can win this
one given the casualties this wm. Especially grave is
the loss of Hayashi, who only directed pwo fire attacks
in the entine scenaric, In tue buskido fashion T will,
however, push on and hope 1o make something good
happen,

British: Squad B fires at the first unit into N4. No one
figures o move into M4 or N5 this Movement Phase.
B.A. takes the first shot of the game at an 1A unil
maving in the open within nommal range and makes
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the most of it HS F wakes up after L. places smoke
in OF and decides he will FPF as often as possible,
first at Hayashi, then at .B, {who goes Berserk), B.ID,
should never have subsequent-fired at the berserker,
but he got caught up in the excitement T guess. Kiro
zlertly takes advantage and moves adjacent 1o B.I3,
Alter five FFF shots by b.F., the well is dry when
B.D. tries; and then b.F. pays the price as well when
the Japanese sniper comes in and breaks him with
nowhere Lo rout. Mac rolls his third * 12" —unbeliev-
able! Immediately followed by a snuke eyes from b1,
who drops concealment, since Kiro and crews are
#uck on the Wire and can't advance. Not a fair trade,
however, as Kiro and company pass the 2MCs with-
out breaking a sweal The concenled Sgt. Cox keeps
L.P. from coming in on squad B (I suspect), but Cox
wasn't planning on having anyone to rally back in K6,
The British Rally Phase went great as the HMG came
back online yet again and B.C. scif-rallies under DM
It was now or never for squad €, who continues to
show his mettle by changing 1D, into a broken sec-
ond-ling half-squad. Couldn't polish off the HS with
the LMG"s ROF, though. Then B.A. steps up and
throws an “eyes” al Hayashi. His squad ] ELRs, LR,
flips, K. is totally obliterated, and, most imporantly,
Hayashi fails both his 2MC and subsequent Wound
Severity dr. The fragility of 1TA leaders is driven
home with a vengeance. Squad B tries 1o further
reduce LI, and IR, but misses, and then himself
breaks from A defensive fire. Chuck goes for a dou-
ble-break on my squad B, who creates a Hero in the
Heat of Batile but rolls too low o rally via Baitle-
Hardening himself. Behind the front lines, Mac takes
up position on the Level-3 crest ling; b.1 joing him;
Cox heads to the rear; and the Nigerians struggle up
the hill some mare. [n the Advance Phase, Hall joins
Mac while b.1. splits off, and squads A and C pinch in
on the flanks of hexrow L. Chuck was ready 1o cm-
cede after Hayashi bought the fanm, but he kept going
for the sake of this replay, I T can hammer him some
more while he's down, [ can crash his spirit and end
this game guickly. (If only I was good at “mind
games™.) Chuck may be down, but I don't expect that
e interfere with his play while he keeps going for the
victory. He will quit before his play detedorates.
Nealral Commentator: What a roller-coaster! Chuck
lakes every advanlage of a sudden whim of the dice
{the creation af berserk 1S {.B.) ta swamp ihe center
af the thin British line, The single mast imporiant and
aften-used Japanese tactic (in ASL) is a point-blank
approach to the enemy with the ohjective of breaking
engmy wails with éncircling Advancing Fire {or their
own FPF) and eliminating them for failure lo rout.
The Japanese player must be alert for opportunities to
surround the Britich and force them 1o uve Final Pro-
tective Fire. Any enemy wnil thal iz marked with a
Final Fire counter showld draw the altention of the
Japanese, Chuck is feeling increased pressure on his
forces, and 5o he gambled a few squads in his player
lurn,

Perry did hix best Rocky Balboa imitation during
the British player turn and bounced up off the canvas,
decking Hlayashi and his entive entourage in the pro-
cexs. Not much can be said abou! lactics when mave-
ment is restricted and the fight ix al close range . . .
may the best dice rolls win! What will make a differ-
ence now is the reaciion of each player to the outcome
in the middle of the board. Despite the heroics of
BC., the British are still weak onr the west side and
cannot place Defensive Fire into M7 or M8, Kiro and
the other Japanese unifs on that side showd occupy
M7 and gain Concealment in the next Japanese turn.
Concealmant iy now crucial, since it blunts PBF and
enhances Ambusk possibilities, Movemen! is yo
restricied on OF Ml that many units will wre Azrauit
Movement by default rather than choice.

Chuck needs a break at thiy poaint in the match—
either a simple stroke of luck [how aboul anolker
Sniper aitack) or a mistake by kis opponent. Perry
sheuld play very conservatively, but his comments

suggest ke might po afier the fapanese in an altempt
to finich them off for pood. The British outnumber the
Japanese 17.5 1o 15 in squad-equivalenis, and many
of the Japanese MMC are Step-Reduced. The biggest
disadvantage of the Japanese lies in the fact that they
cannol bounce back frem a bad turn with a good
Rally Phase. If a side iz deferding and has such an
advantage, if showld sit tight and let the atiacker take
the risks,

TURN 7
Japanese Player Turn
Serlal Event DRM DR Result
Rally Phas
624 Wind Change 1] ME
624 K. attemnpis repalr of MTR 6 Flim
MTR
626§, sitmmpis Self-Rally 7 KE
627 Cox mlly B, -1 6 Hally
628 Cox mlly BB, (DM} *3 9 KE
Prep Fire Phase
G249 MTR () firss al L4 4 Hit
630 Resolve XFP snack +1 3 PIC
631 hl. inkes PTC 1 Faw
632 H.A mkes PTC 11 Pine
633 MTH (.C.) Fires a2 L4 =1 B Hit
i34 Resclve 2FF atlack +1 7 NE
Meovemeni Phare
635 TR froan N4 w MS
&35 8. (loss Berserk) fram N5 uw ME
&7 1P CX move [ram M4 o K2
38 11, pssault mave fon M4 s M4
639 B.A. fies st 11 —8FP =1 6 1MC
&30 1, takes 1MC 9 Reduoetion
G4l 1T reglaced with jJ.
642 LG froen OF o N4
B3 AL from ME anto Wie 4 Under
Wire
644 11 from KT once Wire , , . 1 Under
Wire
43 B.COFPF ot LL—AFP A MMC
G LI akes NMC 1T Reduciion
47 LI repleced with j.L
& Kiro, L0, 2. froen N6 e Wi 3 Usder
Wire
&8 . from NS 1o M3
63 1L from N5 M
631 1A freen N5 10 M5
E32 1B, from O 1o M4
653 j.M, deopa MTR, from 05 1o K3
634 1.0, CX move from R2ta N2
635 |, from RS 105
656 J.F. dropa MTR, from 04 10 N5
657 J.B. CX miwe from U3 (vis bank) to RS
658 Omo from US o 56
Drefeasive Fire Plaese
650 HMO (b2 wMac) fires st M5—1 2P 5 NMC
&Gl 1L, takes NMC T Pira
&l j.0. mkes NMC 11 Break’
ELR
661 Replace A0, with Ind-line j0.
663 J R takes NMC 9 Reduction
664 Replace LR, with jL.
665 FIMG (b, wMac) and Hall fies at -1 8 IMC
Mbé—12FP
G 1 H. takes 1MC 10 Reductioey'
ELR
66T |, akes LMC i Pass
668 b.l., DA fire s MS—EFF +1 g MNE
Advancing Fire Phase
&G0 jJ. 1.8, 1.0, fim ot L4—8FP +1 4 NE
670 jL., 1 1. fire ar | A—2FF 1 1 NH
&71 JH,, jB. fire s L5&4—FP 2 B ME
Rowl Fhase
612 O rouls 1 N5
Adwance Fhose
613 B, J.H, TX inta L5 Teench
674 L. CX ine L4 Teench
675 j1.CX into L4 Teench
676 j.1 CX imio LT Tremch
BT j.ACX o ME
B8 | F. imo M6
79 1D, e NS
68D 1P, imta J2
681 1O, e M2
682 M. CX imto M3
68 Kira, 1., .2, CX inta M7
684 Omo oo RS
S G, imo Q5
Close Combat Phase
G5 Attacker Aenbush in L5 +1 4 KE
7 Dolender Ambush in 1.5 -2 5 KE
GAE Amacker 1:1 O in LS 3 alKIA
69 Dafender 1:1 OCin L4 = T | NE
B8O Attacker Ambush in L4 +2 1 NE

691 Dwiender Ambseah m 4 +1 1 NE
602 Avacker 14 OCin L4 11 NH
653 Deletscler 21 CC in L4 =1 5 allKla
G4 LP. coooeals pae CC
63 1.0k comcnals plusCA
68 Kira, f1,, |2, eomocal plae CH
BT . comezals plae I
B8 1D, cooceals fuzCE
699 LiE. concoals pr: (2A,
T (e carnwocala pace CH.
01 j.A, sismnpts 1o conceal =1 5 paxCK
British Player Turn
Serlal Event DEM DR Hesull
Raily Phase
To2 Wind Change i MNE
T09 B3, ariempis mpair of LMG 1 NE
T BAL anemgpis reeovery of Tap LMG L Fail
TS Con rally BB, (DM +3 12 Casualtics
Tl B, anempis moovery of Bric HMG +1 4 Becower
Frep Fire Phave
707 B.D. fires at L5—12FP +1 T NMC
B A, eakes NMC T  Pam
709 LI takes NMC 1l Rodcon
ELR
0 Replucs 11, with j1.
711 B.A., bl fires ot L5—16FP #2211 KB
Movamend Phise
T2 BF, lrom )5 10 KS
713 HMCG (B} lires 2t BF.—13FP +1 ? 1MC
T14 B.F.rakes 1MC 9 Breals
T15 CZ crewies CH. (B.E.);
CIL nssault moves from 15 o K6
T .7 cremios CJ. (Southwell);
1, wassult mavea from 15 o K6 Margs
into CH.
TIT B.COCX move ue KA
T8 jA, lircs st B.C—2FP +1 & KE
T jd. Goes az B.C.—2FP B NE
T BQ. froon i w KG. .,
Tl AL fires a2 BQ—2FF 2 CoweE
722 HMO (].0.) sestain fres 41 B.0,—&6F 6 1M
T8 B, rakes [MC B Hreaka
T2 Rems, B.J, CX move froem M a KT
T25 |1 fives ut Koss, BJ,—1F « 10
T2 CX, from 16w J6
TI CY.cresies CML (B, BH.): CK.
[rom 15 to K4
T CY. lroam 15 0 15
TH OV, croae O, (BN, B0 Merge
C.UI. froen He 12 15 into CY,
TH C.V. asaadt move feom 14 o 13
Diefensive Fire Phase
T3 MTR (5C) fres ar L4 ] B Hit
732 Resalve ¥ atack #1 I KE
733 1.G. 1R, fire w1 L4—1 5T L 7 NMC
T3 BA mkes KMC 9 Bresk
T3 bl. ewkes MM 7 Pans
T3 )L Time at Ld-—&FP +2. 11 MR
Advencing Fire
TI B.C, fires at MB—AFP +1 % NE
T4 BH, wiCox firs ot L5—6FP 43 & NE
Foeat Phase
T B.F mouts 1o 15
T4 HAL low cuwl 1o K4
Tdl BB, B.0Q, rout 1o 13
T42 jIL volumary bresk; rowl bo MT
Advance Fhase
T43 B, o LT Trench
Tdd CX. CX into K7 Trench
Td5 B transler MG 10 Cox
Ta6 CH, BI. imo LS Trench
T4 CN, aeates CF. (B.LY CF. ino L3 Tronch
T4l N, CX into L4 Tronch
T8 CN. into 14
THl B.E inta K6 Pillbax
V51 C.Y. creanea CLK, (A5, BN, B0 CK. o K
Cliore Comba Phire
V32 Aracker Ambush i L9 1 -] NE
733 Dulender Ambash in L9 4 Amhush
T Duleoder 1:4 Hoo-H OC in LS =3 & all KiA
V55 Anacker Ambush in L5 -2 ] MNE
T3 Dolender Ambeash in L5 1 Ambush
757 Delerder 1:4 H-so-H OC in L5 -1 4 sllKlA

Japanese: With IJA units step-reducing, breaking
and ELRing lefl and right, the Sons of Nippon des-
perately charge up ihe hill into close combat with the
British defenders of hexes LS and L4, No ambushes
for either side, but HS B and squad H wipe out Mac
and his pals with ne loss 1o themselves. The atack in
L4 didn't go as well, but the units lost weren't very
valuahle. Frankly, [ was just hoping o make some-
thing {anything) happen by trying o creale some
British casualties, even st the cost of several ITA
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units, | was on the verge of conceding due 1o the really poid off. Only supernatural forces can explain 786 BL., DK fovatKirg, jl, j2<16FF 42 & IMC
curnulative effect of the loss of Hayashi, escalating the owtcome of thiz turn. Conzider the Japanese ;:: E"::'z‘:'jr“nfm i i’ ]
erosion of ITA strength, and the arrival of fresh Nige- advance info L5, fust how big a pamble wag it? With 789 j_{_"m ;n:k
rian reinforcements. Taking out Mac, Hall and b.2. a rel Ambush drm of -3 in favor of Perry, the W0 L takes LM 2 7 P
with no ITA losses, and the consequent caplure of the Japanese will be ambushed 58% of the time. If they T L2 takes IMC 2§ P
Lﬁlrcm_::l'! and British HMG, gave me and my warriors are indeed :_:rmbu.:hsa‘, the pra!{ab.fﬁ:y I.ﬁ_al they ;g;' :?ﬂr&fshmlw + M
new spirit. [ had HS B avempt 10 recover the HMG Japanese will be completely eliminated is 60%. 04 Sniper Activation Amack
becanse [ believe that his higher morale will be more Therefore, the net probabiliry that the fapanese will 195 Hanboon Dircction L3,
imporant than squad H's ability to fail two morale rot gel an atfack against the British is surprisingly 256 Kiro iakes 24 ,:i";:d
checks before breaking. During the British player- only 35%. Strike one for the “supernotural forces™. 797 Wound Severlty dr T{F
turn, the IJA losses were kept 1o a minimum while Chuck likely didn"t know exactly what the odds ware THE A, mawault mien Erom MA to LA
several British units broke, Even better, Perry threw in this instance, but good ASL players have an inrate E in-?':-#um M3 1o L2
two squads and Southwell into CC with Japanese feel of the adds for or against them. Chuck neaded an B0 jM“h::iJw: ?lllf
half-squads, promptly proceeded w get ambushed in apporiunly where the dice could really help him, and BO2 LA, asmault move from M2 io M3
both attacks, and lost all three units to the bayonets of he made one happen. {f the dice had failed him, O3 1A fromn N4 1o M5
the IJAl Maybe this game isn't lost after all. Next  though, it is doubiful thai the Nigerians would allow a sl e 1 h
tm, Kiro and the MMG crews will assault hex L7 second chance. B06 Residusl Plre—1FP ME
and squad I will move inta L6, while other units in Cne significant errar in the play mars an otherwire BOT Sniper Activation Amack
the center will assaul hexes LS, L4 and L3, C.C, will "parfect” pame—ike beryerk half-squad {8 should g :—ﬂmmiﬁ'm NK:*
try to surround the broken B.A. Assuming HS Pself- ol have lost his berserk siatus at the start of the 810 1.0, kes NMC i
rallies, he will work around the west flank towards Japanese player turn, gince ke had an LOS to an $11 €I, asseult move from MG 1o M7
B.C. HS C will hope his monar can do some damage enemy unil in M3 during the previows twrn. ft should Bi2 C.F. asmault move from K5 1o M8
1o the enemy units in L4, The ITA got seme good have charged into hex M3, and then into L5, The ram- ::: EE :ﬁ E; E}fﬁj
breaks during Tumn 7 {including the loss of both 9-1 ifications are uncertain, since j B. {with a berserk 2i5 14, CX move Bom T2 40 P2
British leaders), but T will necd some more “breaks™ morale of "10" ) might even have survived Mac's Ei6 3P, CX meve froem N10 w LE
in Turn & or I fear the Nigerians will tip the game defensive fire, Defensive Fire Phase
Perry's way. Perry made all the right moves lo recaplure the 817D, FPF a M3 PP «1 10 NE
British: It"s nice to see mortar A gone for good. No HMG. fis First Fire was lured away before Con- :.: ?]xt.:k?c:immﬂ; i " g Hrhf
Sarlis wrid of that nasty HE like m.clrl-n.r c cml’zal‘ :m:'wlwzmlmavad ad_.ia.:e;gr. Chuck's wre af 20§12 raoea NMC i P
brings down. British A and C each take a First Fire S;_u!a:lr:edhf':'z w‘;:;;h.! HM;? mj:ﬁ:! “;: :nwm:, g; 'L!Euf;ﬁmf-“ Wl L5—125F +2 : 1}4?:;
shot, and each reduced-squad wrget becomes a HS. SIVER e Yenpro "y of sl Ropane EX §B. takes 1MC & Pam
; E ized he was in a no-lose situation. {f the HMG DR was f
Mac works out some more, first alone, then with Hall iy B3 Com, B BN, BO. fire mLE—24FF 42 &% IMC
7 or lexs, the IFT reswlt would have been al leasi a ®2% 8. takes 1MC E  Brak
{who drops concealment 1o bump the attack up a col- i i i
i ; MMC, if the DR were "8 or more, the Britizh would Acwincing Eiva Peade
umn), Mac and Hall have a net *-3" drm in Ambush e el
ithout O Uraiie As Thaarad. TH. and 0 be unrcathed, bul they could only recapiure a mal- B2 P A fire an KH —4FP 42 9 NE
ST T gt e bt L SJunctioned SW, Needless-to.say, events turned out 827 jl. jd. g0 fiee m K7 4FP 2 5 FIC
came up the hill inte L5, What a disaster] First no well for Chisck 528 Ries tkes PTC 6 Pam
Ambush; then the ITA units kill all my guys in L5 On th > i ; Aanil. Paris' ; £ B.K. ke FIC 6§  Pam
while my return attack misses. Now Chuck has the sl cinte » Perry s moves in the west lefs 830 B.L. ukes PTC T P
et e i much o be dexired, Instead of massing four squads in 311G, LB wiLMG firs at L4—12FP 41 5 IMC
HMG. Taking out the twoe HS in L4 is of linle benefit ; : £12 b1, takes IMC W KlA
S K7KE capable of placing 36FF inte L7, he rashly
for me. If only 1 had been able 1o man the HMG with i . £33 THL takes 10 4 Pum
wiE i Aiics he B d advanced infe CC with fapanese half-squad I, Any 31 Sniper Activation 5 up
; 4 h ;:!Iha HAE:E';Fg&PE :‘”‘ # 'I"!F.nw.c' ;_Im advance agains the fapanese in which the Attacker's B33 10, firms nt L3—3FP 41 3 MMC
“::d g ldnh & -d= i ']:“ F;g"_ Acianon l:;kl oy net Ambush drm iy preater than zere cannot be called 6 B, uakea NMC 12 ELR&
e ML VIR L Mg - congervative. The Britizh must now have a good Rally Baucticra
b.2. did—though a squad would at least have taken . ] " BT Maphiin L dirich Bl
4 ith hite. Darkng the Beitishi ol FPhase, or they will remain very weak on the east ¥ 1P, firs w1 M—2FP 41 ME
sm'e‘?:"’ WL WL n AR e ML WyEre side—where most af the full-sirength fapanese Wt Phare
;"{1{?‘!—; L .hmcl::sh:. k f.al}fl' and J'hB' T:cm':‘”.mt squads reside. [f J.0}. moves into K3 next turn and 39 B, routa 1o M5
o ,,b"";;":m. NAN'TI‘II:a I':I;,m': ";; :;rc. I;JJT- Chuck can maintain someone in the HMG position, o .k
plEa" e drm AN A AL 2% FIRY Ay AL el all of the Brirish units in L3S will have nowhere o i
can break, so everyone within LOS opens up. Enemy rout when (nof "if" } broken Adwince Phare
squad H ELRs again, but j.B. is unscathed, B.F. uzes 3 :: :.g.a@rmi.mﬁm.l..
4MF to get into K5 and draws the HMG's fire. He e
B L0, L3 Teench
breaks, but the migsion is accomplished. Southwell TURN 8 B3 10, :::unm
and B.E, move in (concealed) 1o K6, Squad Q takes Japanese Player Turn t? &I;- wat“m Il..i‘l'mm
off for K7, overstacking through K6 and paying the o, g, DRM DR Result B0 JH. CX ano LA
price. I think j.B., must have gone to Oxford before the B Piars MY A, o K8
war as he sure knows how to use that Vickers. [ could ;s': Wind Changs W NE RS0 1P, ireo K9
have moved ) first, but I did not want Southwell and T30 §P, anieimgs Self-Hally & Hally 51 1B, JL CX inta L4 Teench
B.E. to move through residual fire where their con- 0 “Klmy lly [, (D) 2 3 Ry gi fé]n:fgés
cealment would not help, Since B.QJ. didn’t make i1, I Lo} m'*mf;';?‘mg T K54 JC, ik Q4
tap Ross and B.J. for the western assault, regrenably 763 Troha mally b, (DM} +2 3 Rally [ Tose Combar Phare
CX. B.E. drops concealment for a shot at pesky HS B. 764 Troha mily IO, (DM} #1 & NE 855 Anacker Ambush in L4 4 1 N
Cox directs, as the secend-line Nigerians are subject 763 Troha rally B.F, M) 2 ¥ NE ;55: s redteprpary AP S A
1 cowering, but the shot misses by virtue of being Frep Fire Phase y P ﬂfﬂ;;rl'ﬂ I.[};IH:‘C i:.ﬂ..l = 3 :JJLKJ:
overstacked. Cleverly, Chuck voluntarily breaks j.H. E ﬂi%mu 3.;0 : ﬁ 250 Anacker Ambush in KB 42 6 NE
1o get his conscript and Pin modifiers out of the way. 768 HMO GA), L. Great LA—LGEFP +3 7 NMONE 860 Deferder Asmbush i K2 +«1 § XNE
Southwell is tapped to lead the HMG recovery team 09 T, akes NMC _ 10 Breaks T . 1 =k
against j.1B. T also advance B.J. into LT 1o kick j.1. out 0 Plae Dippartaciy Fleion LL ;
of the trench; a8 long as any [TA unit controls the Hm:g"“ﬁm #§ British Mayer Turn
trench, Kiro can slide into it from Level 2 {F8.6), and 15 B, Hoes 3t | Pr B O ’
I want o keep Kiro and his MMGs out of the trenches m :pm:';mc ¢  Pus Serlal Kt UL L
as long as possible. Unfonunately, T roll two “6s" in 77 B.M.SFF & LP.—4TP 1 9 NE Lot e 8 i 3
Ambush and lose Southwell, B.D. and BJ. without 773 CB muslimow bon MTwl?Tench 864 Con anempts epuie of LMG 1 Repair
even getting a chance o awack| More heanbreak for 77 Sniper Activation 2 Amack 865 b.A. (DM ariempns Self-Rally # 7 NE
the good guys, More spiritual sustenance for the ITA. 778 Random Disvction 3 wTH E 1-1-,':' r:;:y E'F' E!;m i R:E
And my boys in K6 sure weren't counting on the ITA N Bokpt i T 45 Fo R B IO s AR T R
: T8 Kiro takea 1MC 5 P At e Sl itid
manning the MG for another tum. 281 .1, takes IMC R i ﬁfp z:hrﬂi.:;Y;-'mtmnﬂ'pt].N -1 10 ER
Neutral Commentator: Chuck lakes a desperale EL |2 ki RMIC -2 7 Pum et i
s s s g TEY B.C 5TF st Kb, j. 1., | 2—8FF 3 5 PTC Prep Five Pha
pamble in the middle, and all the .mcn_r':cn_zs and T84 ], ukes Fl‘(:m M-l f; 7 Pan g-qu BK. H’:.. fire a1 L7—16FP 41 7 IMC
arcane rituals that ke performed before this turn THS §2 takes PTC -2 5 Fam ET2 il takea 1M 5 Fam
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13 j.2 takes 1MC 2 Pais
874 |L imies | MC 4 Pass
E15 RE., LMG fire st L5461 2FP 2 9 NE
6 B0, BN, B w/Cox fire a1 #*2 8 PIOOMC
L3—14FF
BTT LG nakees 1M 12 Brok!
ELRS
Heduetim
8 Heplacs .01, with j.G,
179 31, takes FTC & P
8RO Teahs, B i MG, .0, foe ur J4-16FF o NMC
8H1 IP. tnkes KMC i HOB
BE1 LP. Heat of Barls o 5 Hersrk
HEI H.M. fires at M-EFP +2 9 MH
Defennvr Fira Phase
ARA pwo MM (1, 2, 5.0, Fire at +2 3 C
KT—16F P2
HES  Foss takos IMC 5  Bresk
BEG oK. takes IMC & Breaks
ELR
HEY Replace B.K. with Conscript B.E.
ARE BL. takes 3MC k] Pass
BRO  pwo MMGs f.1., L) fire wt KT-16PP +32 & NMC
BOD Roan takes NMC £ Wournled
Bl Wound Severity dr 5 Kla
B2 B.K. takes NMC 1l Dreak

BY3 Replace B.K, with bK.
ERd Bl takes NMC & Break
i

E95 pwo MMGs ()1, |1} fire 01 KT-16FPF +2 Clavwer
IMC
B3 BK, lakes IMO ] Kla
BY BL. takes IMC 1 HORB
KR H.L. Heal of Battls 1  Hera
(Richards)
B39 1P fiees wi J5—4FP *1 q KE
0 1.0, fies ax B2—HP +1 3 1M
W1 b, takes 1MC 7 Kla
W [0, M a K6—3FF +i4 7 KE
W3 jH, Mea at K6—IFF +#34 4 KE
How Phaw
4 hoA, elimanansd Gor Faluns o rout
P05 B.L. routs w J§
W06 Troba, B.P. rout to 16
073, rouls o NS
Adwance Flase
98 Cox mansfers LMG wn B.G.
W Cox oo Fillbox
810 BN, B, ista LS
211 hH. o l4
2 BM.CX inio 15
ol Comidsad Phare
B3 Anscker Ambagh s M w] 1 Ambeash
94 Defensder Ambush in J4 2 L] NE
15 Anscker 12 CC in M 1 ] NE
910 Defender 1:2 OC in 4 +1 T Meles
DIT  Anecker Aonbuali i LS #] 5 MNE
918 Defender Ambush in L5 *2 1 Amnbash
919 Defender 1:8 H-io-H OC in L5 =1 T NE
20 Atacker 4:1 H-to-H OC in L5 5 slKIa
521 Troba comoeals e Y,

Japancse: Sometimes I hate this game. Kiro is a true
samurai, passing all his morale checks, but then rolls
a 21" —cenain Berserk status for TTA units. What is
worse (maybe) is that j.1. and }.2. cannot go Berserk
(bt at least they don’t abandon their MMGs), while
J.1I. dees go Berserk but cannot charge this turn
because he has Opporunity Fired. Meanwhile, Kiro
charges into K8 only w0 fail his 2MC and wound, |
wish [ knew how 1o roll *45™ and 53" like Perry.
Close Combat Phase during the ITA playeraum was
bloody all around. [ had assumed I would lose Kire
and j.A. (hopelully in an exchange with B.C.}, but
losing both 1B, and 1L, hurt o et more. T felt [ could
alford 1o lose one of the two I{assurnin; B.H, also bit
the dust) but not both, as A sirength 1s swifily melt-
ing away. The only thing that saves the player-tum is
my good rolls on morale checks, SAN, and Advanc-
ing Fire attacks. Perry, as usual, seemed to roll low
when he had 1o, Well, [ need three more hexes to con-
trol a majority, but then must hold on until the end of
Tum 11 It locks dicey, but I'll have a decent chance
il Perry’s Prep Fire is not too devastating. Bue, of
course, it was deadly against hex L5, causing J.G., 1o
ELR and casualty reduce and pinning j. 1. {which pre-
vented him from withdrawing when he later
ambushed BN, and B0, 1P is probably bener off
berserk due to the increased morale and loss of CX
statug, but will suffer a "+2" penalty on his Ambush
dr until he loses his Berserk staws, Fortunately, the
MMUG crews survived the British Prep Fire and then
hammered hex K7, my only disappointment being
that their last " 27 IFT roll cowered the hot MMGs and
created an enemy Hero, 1 left .00, in L5 to force Perry
inte OC if he wanted the hex and the HMG. Unforiu-
nately, .02 could not do any harm even though he

ambushed the advancing Nigerians. Back in J4 it's a
Melee, but | eonld not expect much else. All-in-all, it
was i very frustrating game wm, filled with highs and
lows, The DA did well during my Movernent Fhase,
despite Perry’s great [FT rolls. Then | had better-than-
average advancing fire, but suffered higher than
expected losses in OC. The LS units goa blown away
by British prep fire, while the ITA MMG crews
waorked over the Brits in K7. The IJA still has a theo-
retical possibility to pull this game our, but I believe
too many units and too much firepower have been
lost, 1 will persevere through one more tum, To make
malters worse, I forgot 1o put concealment on eligible
units; this will undoubtedly come back to haunt me,

British: Ross didn't direct B.L. and B.K, as they fired
at Kiro in order to avoid the CX “+17 DRM, gambling
that the squads wouldn't cower. Kiro and both crews
passed a I1MC, then Kiro went Berserk. Unforu-
nately, Kiro didn’t lose his leadership modifier until
after he had helped the crews pass another 1MC,
Later, j.1, passes a NMC thanks 1o being Berserk. The
LA smiper pins both B.H. and B.T. before they fire and
reduces B.A. 1o 8 HS, 1A advancing fire eliminates
crew #1 and reduces squad [ 1o a broken and green
HE_ In returm, 1 wound Kiro, eliminate .M. and break
J-B! Chuck may be bemoaning my “devastating fire”,
but I must have missed the devastation. As hot as [
wits, he was hoter. The [TA passed five NMC, seven
IMC and fail bat two 1MC and a 23, Then every-
one dies in CC. A bloody player-tum, Entirely too
much of my force is either hroken or staring down the
barrels of machineguns manned by the ITA. T had
hoped j.1. and j.2. would miss Kira, but both crews
and .1, pass 1MCs as B.K. and B.L. elect to duke it
out. Kiro who? The MMG crews don't need him as
they smash Hoss, B.K. and B.L. all on their own.
Squad L creates o Hero, sure, but once again the
British roll too low to Bawle-Harden, At least the 1ITA
squad manning the HMG “twelved™ out, HS I's death
rounds oul another grim exchange of fire phases, |
pondered long and hard aboot my advances, Richands
stays put to try and slow the onslawght and maybe
ambush some A atackers next wum, BN, and B.O.
both advance imo LS 1o ensure the recapture of the
HMG. HE B goes into hex J4 alone wo e up 1P, Tdid
not want 1w CX anyone or risk B.Q) For a change,
none of my guys dies in CC and the British regain 1.5,
A bloody, back-and-fonh battle. My British stll have
the edge, but the ITA is pulling the noose tighter and
tighter. T hope Troha can rally some troops neat lum
as [ am sure they will be DMed again if they don't.

Neutral Commentator: Chuck lost all three of his
full-stremgth squads thiz turn, and | share his pes-
simivm abowt @ Japanese victory. The Brilish showld
have geven Good Order squads after the nexs Rally
Phage, compared (o jusl iwe for the Japanese [ore of
which ir already Step-Reduced). Perry still coniraly
the majority of level-3 hexes, and will regain the
HMG barring an unlucky Recovery dr. Too, Chuck
et hivwelf this turn, The Japanese diradvaniage in
manpower showld kave made him think twice about
advancing iwe squads into Hand-to-Hand CC against
the pinned B H. The probability of Ambush was only
28%, given the net drm of + 1§ in faver of the Defender.
One of those iwo squads would have been better off
reinfarcing the HMG pogition,

TURN 9
Jupanese Player Turn
Serlul Event DREM DR Result
Rally Phare
922 Wind Changn & NE
93 O, lempls Scll-Hally & Rally
34 Oma rlly |M. 1 5 Rally
525 BN, abempo recovery of HMG I Recover
426 Trohe rally B.F. (D) L] 3 Rally
427 Trobu sally B.L, (M) #2121 Cosualties
928 Repluce BL. with bl
Prep Fira Phase
¥E two MMOe (5.1, §.2.) firs st KT-—16FP  +2 8  HNMC
430 Rlcherds cakes MM 10 Wounded
931 Woumd Sevarity dr 3 KE
Movermani Phase
933 |H. sasault meove B L6 1o LT
933 LY. from L7 30 KT
034 Richards fires al j.0—2FP 9 KE
935 BF. wTrota fies ar |.1—12FP 4 IMcC
Y36 .. takea IMC 1M Kl
937 [P, from K w )8
D38 D, wesault maove from L6 w L7
93% 1.} froen O3 e M4
940 10 from L3 1o K4
B4l C.AG. assault mave from MG e MT
842 j.C. drope MTR, from O 1o NS
Ba3 [ NL O e roen P o N3
G4 CH. fram PG 08
Defemsive Fire Phare
Ba% BN, wiHMO, R0, e st ME—MFP +1 7 IMC
46 B, wakes 200 3 Pase
W4T HMG (H.N.) fires at MG6—121FP +l 2 KA
048 Richards flral fires a L7—1FP [ I | KE

Flgure 4: Siuation at the end of Jepaeese Player-Tum K.




Advancing Fire Phase
948 L0, fires at M—2FF +1 L] NE
Advance Phaer
950 LD, CX into K5
1 LQ, CX o L4 Trendh
952 JH. ineo KB
8% |1, 52, CD, Inwo K7 Teench
954 J.C.CX o M5
955 jM, into M&
56 CH mio N3
ST CGCX o L
58 1P, X e 18

o

Cleee Cowabar Phase
950 Attacker Ambush in K8 -2 1 Aunbush
W60 Defender Ambash m KB -2 4 MNE
861 Attacker 311 H-to-H CC in EX -2 5 allKIAa
062 Attacker 1:2 H-to-H OC in M -1 i alKIA
63 1P, withdrasa 1o 14
4 P conceals plasn CA,
%65 . cmosals place T
86b .0, comosala unader CFL

British Maver Turn

Serlal Event DM DR Resalt

Rally Phase
%67 Wind Change g KE
68 Troba sally b1 (DM} +2 B KE
8 C.C, wiemps pecover of Brit LMG +2 3 Howver
70 1.0). sitempts recavery of LMG *l 1 HRecower
971 Oma rally j.G. -1 T Kally

Frep Fire Plase
72 B.Q. fiees at KS—12XFP *] 180
73 1.0 takes 1MC HOR
974 1.0, Hoat of Batle 4 Herserk
F75 BN, w/HM Geres ar KS—XIFF *] IMC
76 1.0 rakes 2AC Pans
77 R0 flres ar 14— EFP +1 1 NE
974 BM. firca w1 J—EFF +2

FTY Saiper Adivaliom

980 LP. takes [MC

981 LP.Fleaz of Bavle 4
S BB, wiLMO w/Con fires ar LO—6FF +1
91 jE. ke NMO

S84 B.G. wiLMG fires st KT —&12FF +2
585 1. takes PTC

586 2. takes FTC

e R T T L

28T B.F. wLMO w/Trotm lircs al «1 1 NE
KT—&12FF
Drefensive Fire PFhaze
SEE 1P, Gires at [5—AFF *] 2 Coser,
1M
BE0 BM. skes 1MC T Heeek
vl pE fres s LS—2FP +1 1D ME
991 LQuw/LMG, j.C. fire at LS—12FT +3 9 MES
7 NE
993 pwo MMOs {j.1., .20, | F. e al +1 5 AWC
Fo—206P
994 Troba takes 3M0 10 Breaks/
ELR

5 Replace Teoba wich Flils (8.0)

¥4 B.F. ko 3MC T Heeaks

9T hl. takes IMC

& Kla

Boul Phase

% Ella, BF. rout o [6

29 B, routs e F15
Acteance Phase

LK B it 16

Y B, e KT

1002 BN, CX imio K6 Trench

1003 B0 CX o K5

Clese Combar Phase
1004 Atucker Ambush in K5 1
1005 Deferder Ambuwsh in K3 +1
1006 Defender 1:2 H-o-H OF in K3 -3 1

4 MH

1

1
1007 Anscker 231 HoteH O bn K5 (2-1) +1 L

5

1

¥

Adrkaiah
NE

1008 Anseker Amsbash in K7 +1 NE
1004 Defender Ambush in KT 1 Arizash
1010 Defender 1:1 H-toH OO in K7 2 Casahics
1001 Keplecs B0, with G,

1017 Anscker 1:2(wa .0, & 1) HeteH +1 10 Melow

CCin K7

1613 B.O. conceais place Y,
Japanese: Mot much blood in the first half of the um
except for CC, when the IJA bayonets again prove
their worth, Most [JA units spent the tum mancuver-
ing to be in position 1o surround or Mank the Brtish o
the end of the Advunce Phase without subjecting
themselves 1o any delensive fire in the process. Los-
ing j.B, was painful, as it had been a valiane HS.
That"s what T get for being greedy last turn when T
rouned the uni; 1 purposefully left the HS in M6 when
it could have gotien 10 N5 because T wamed it 10 be
closer 10 the front lines when it self-rallied. As vsual

with ASL, T paid for needless greed by losing j.B. w0
the British defensive fire. The British player-tum
went fine for the LA at first—two units Berserk and
no one breaks. Then, as planned, T encircled L3,
Unforunately, T missed the opponunity to encircle
k6 ag well. In consolation, the MMG crews shredded
Troha and the other units in J&. The LA close combal
prowess failed me ot the close of the British wm, even
though beth defending Japanese groups ambushed
their respective British attackers. Forunately, the
Rritish CC rolls were as poor as those of the ITA.
Perry makes me pay for not encircling K6 when he
udvances squad N out of L5 into K6, On the whole,
however, things anz looking up.

British: Two more ITA half-squads come back,
Meanwhile, for the British, Troha rallies another M
unit, but B.L. goes down, Richards is wounded on a
NMC, survives his Wound Severity die roll only 1o
die in OC with the MMG crews. Troha and B.F. 1ake
out the Berserk j.I. (Troha maintaining concealment
since & berserk unit is not Good Order), Mostly,
Chuck keeps the DA ot of my LOS and tightens the
noose, In close combat, b.B. dies while LP. regaing
Good Order and infiltrates into 14 (where he will no
doubt be a real pain}, During the Hritish half of the
tam, B0, and then B.N. take the obvious shots at J.O,
in K5, who proceeds 1o go berserk. Squad M akes a
shot at I.P. who goes berserk again. 1 split up the
attacks at KT, mostly 1o get Troha's leadership modi-
fier inte play, but o no effect. The IJA encircle 15 but
neglect 1o do the same to K6—Troha, B.F, and b.L.
are too empting a target T guess. Squad F breaks, HS
L. dies, and Troha ELRs into “EILis™, B.N. and H.().
desert the encircled location, advancing against diffi-
cult terrain. BN, drags the 1TMG bock to K6 and B.O.
gocs in on the Berserk 1O, Squad G cannot face the
prospest of another fire phase [rom those MMGs and
goes afier the crews. Of course, bath B.O. and B.G.
get Ambushed with the ITA going Hand-to-Hand.
Miraculously, B.G. only redoces and B.O. is
unscathed. )

Neutral Commentator: Oh no, nof again! Chuck
covrLes wp wilh four crucial "snake-eyes” and tips the
balance back in favor of the Japanese, Perry Iv forced
into pre-emptive OO n K5 and K7, and v forfunale o
tie up both hexes, Withowt the melee, Perry realized,
the MG position would be encireled next turn and
that would real the fate of the Britich. Unfortunately,
hoth of the Britith squads involved know that theirs ix
a suicide mossion. Althouph the MG could have pre-
venled the Encirclement af LS with succersful Prep
Fire against the half-squad in L6, Perry acknow!-
eclged the significance of the berserk squad and tried
fa waaken if before the advance of B.0Q. Sgi. Oro s in
position o rally any 1S broken by the HMG,
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Flgure 5: Siuation at the el of Britsh Player-Tum 10, Not shown am
varioug unpeoscssed 5W, and the Hoese (hex U7).

TURN 10
Japanese Player Turn

Rerlal Event DRM DR Resulis
Rally Phase
1014 Wind Change 2  change
1015 Wind Force dr 6 Mid
Breeze
1016 Wind Directim dr 1 wSE
1007 L0, silemps resovery of LM 1 Hecower
1018 v receenbines (05, ared |00 inpo 1Y,
1019 Ellz (D) atsenpos Self-Rally 4 L] KE
Frap Fire Fhase
10 Plagcs Dpporunay Fire on 1.0,
Movement Phase
1021 [P, fam M 0 HS
1022 B.Q. wiLMOG fires at J.P—137 B 1MC

1013 1P takes IMC 9 Pem
103 OO CX move from K8 w17

14028 LC. assault move from M3 1o L4 Trench

102G B, sesauly move Brom L6 o LT Trench

10ET §N, aansult mave Bom ME oo M7

10 CH, LY. from N5 o M5

Digfensive Fire Fhaze

10 B fimal fires wt HS—dFP +1 ] NE
101 BN w/HMG Gre at K7 --20FP #3 9 ™
1051 3, takes PTC L] Pass
1052 |1, eaies FTC 7 Pam.
1033 .1 wakea FTC ] Fin
103 P tnkes FTC 1 Pass
1035 HMG (B.M.) fires m K7—12FP #3 L KE
Advancing Fire Phase
1036 j.C., 1.0 wiMG fir a2 K5—1 2P +1 i NMC
1057 B.O, ke NMC T  Pim
1038 DO takea NMC 11 Reduction
1039 Replace 1O, with j.K.
1040 LP. fires ot H5— 2P +] 9 KNE
Raur Phase
1H1 BM. pouts 1o B4
1342 Bllis, BF, elmnineed for failure o
ot (i 1)
Advance Fhase
13 LY, CX inte L4 Treesh
1odd N, CX i LT Treoch
L5 C.C. to Crest {1817
1o O A, OX i HT
LT CHL it Ma
Cloee Combar Phaie
04K Anacksr 1:4 HaeH OC in K5 2 7 Cesuakies
IHY Replace RO, with bR,
1050 Defender 21 HeeeH O (o KS +1 & dlKIA
1051 Anacker 21 HouwsH O in K7 =1 1 KE
1032 Defender 1:2 (ve 1. & 32.) HasH 1h Males
0 m KT

British Mayer Turn

Serlal Evenl DRM DR Rasall

Rally Fhare
1033 Wind Change ] ME
1054 BM. (DM) stmorgis Self-Hally w1l KE

1055 1O, transders LM 10 1Y,
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Movemenr Flase
105 B.0}, fram 1610 13, aticmpia o +2 3
recover LMG._
1057 B.Q), continue o Kb Treocd
1058 BN, from Kb 1o 15
1058 bR, Minimum Mese from K3 to
L3 Trench
1000 1Q, wilMG, LY. w/LMG {C fiem 42 9 1M
b =24 FP
1061 bR taioes 1MC a Pasa
1062 Smiper Activation 3 KE
1063 Com, BE_ exi Plllbax imvio K6 Trench
Diefensive Fire Phase
1M 1.0, 1Y, §.C, Goald fire a L3—8FF +3 7 KE
Adwance Phiss
1068 A0 wransfers LMEG w0 Coa
1066 BN, o 16
1067 B, imo KT

e Corabat Phase
1068 Attscier 121 Heap-F OC in K7 H KE
1068 Defender L2 Hetoe M OC in KT =] T Campliies
107 Randoen Selection 34 bG KIA

Hrcover

Japanese: The ITA was able to eliminate Ellis and
B.F. for failure to rout, but the Japanese bayonets
have gone dull. Both Perry and 1 fire into melees this
turn, and both times my units had the initial advanlage
{i.e.,, higher morale). The Brits, however, come out on
top both times. T can't believe my samurat had vao
rounds of hand-to-hand CC and failed to knock out
either of the two Nigeran squads that advanced into
K3 and K7 during Tum 2, What a time for the LA to
lose its CC edge. I definitely sucks o still be siuck in
melee with my killer MMG crews, but what can I do?
I am reluctant 1o reinforce the melee and risk the very
real possibility of having everyone wiped out by a
lucky (or merely average) British CC roll, After all, 1
only have six squad-equivalens left! The British sur-
vivor of the K5 melee, b.R., incredibly survives the
24FP (+2) and BFP (+3) avtacks that come its way,
The game ig very close right now, despite the ITA's
slight advantage; the Brits continee 1o hold on, even if
it is by the skin of their weeth, [ currently control five
Lewvel-3 hill hexes and need seven 1o win the game,
which [ feel confident 1 will have by the end of the
neat Japanese player tum. But Perry will be able o
sirike back during the bottom of the 11th, Let’s hope
he can’t sell rully B, and doesn't win the K7 melee,

Eritish: A hreeze springs up, oo late for drifting
Smoke. Ellis needed 1o rally this wm. T pay for his
Tailure 10 do so, and Tor M's failure 10 stack with Ellis,
when the Berserk J.P. moves in on B.M., cutting of f
retreat for Ellis and B.F. and forcing their eliminstion.
B.M. routs to 14 (as his only other allemative was Fd
and out of the picture). The scattered remaing of the
A slowly converge on the hilliop for the Tinal melee,
The upeoming meles looked grim for b.G., so BN,
fired into K7 but without accomplishing much. Squad
) makes out fine when Chuck tries the same trick
with the K5 melee and reduces 1.0, instead. Chuck
and T trade half-squads in K5 and “11s" in KT,
Couldn't really expect B.M, wo self-rally, although his
failure to do so probably dooms him. B.Q. picks up
the LMG left behind when B.F. died, and then essen-
tially trades places with B,N, who lugs the HMG over
to try and stop cnemy P's fonthcoming charge with
superior fircpower. Apparently b R. acquired Berserk
stutus from his prior melee with j.K. and charges up
the hill into the trench in 15, A desperate move that
hope will puy off. Cox and B.E. finally emerge from
their bunker, B.Q, hands off his spare LMG to Cox
before reinforcing b.G. in the K7 Melee. Alas, HS G's
tum has come and only B.Q) 15 left to lodk the enemy
MMGs in Melee,

Neutral Commentator;: Perry made a seripus mis-
take by net prep-firing inta K7 with the HMG and
BN, piven that he intended to advance squad (3 Into
the melee, With average luck, the resull would have
been a IMC and the Japanese CC FP in hex K7 would
have been reduced to three or less, With good (bt rot
preal) luck, the faparese would have been reduced to
twa OC FP. British .0 showld then wipe ow the rest,
and regain conlrol of the hdl Location, risking oaly a

1:2 or 1:4 attack ir relurr. Perry was corcerred
abaut the polential maovement inte H7T7 of the
Japanese kalf-squads in hex J7; but the Brirish HMG
would rot be in a pozition to stap them once berserk
J.P. charges into its localion anyway. he showld kave
rximized the potential of @ Turr 11 counter-atiack
by refusing to affer a target for that berserk squad,
Since the last enemy units seen by J.P, were Ellis and
BF. in hex [6, it must charge info that hex if no other
writ iv in LOS at the start of the next turn, S P, would
be forced o end ity MPh and lose ite berserk siatus if
no enemy unil was visible from 16, A Good Order J.P.
i far less formidable than a berserk J P, [ predice that
i will be a Big thorn in the British side next turn,

TURN 11
Japanese Player Turn
Serlal Event

Rally Phase

1078 Wind Changs ] NE

1072 AT amempis recovery of LMG 4

Prep Fire Phase

1073 LY, w/iMO, L0, w/LMO fre at +3 B NMC
L5 20PP

1074 BH. takes NMC % Bmak

Movermeni Phase
17TS 1P, frove HS w16
1076 BN, wiDdG fire o 1P —30FP
1077 LP. takes IMC
1078 HMG (BN fires at [ P.—157P
1079 LP. takea 1MC
1080 BN, wHMG 5FF at L P.—135P
1080 P ranes IMC
1082 Replace JP. with j.P.
1083 0 CX movs Bram LA o 14
1084 C.A, masault maove Froe HY 10 17
1085 C.C esssal move from Crest NTO IR

Adwarcieg Fire Phase
1086 P, fines at BN 1FP +1 7 KE

Rl Phase
10ET B romite 1 B4
L08R bR, climsnaied for Galure ot (i J5)

Adwince Phase
loes C.CCX inta )6
1080 j.C. inta IS
1081 LY, iste LS Trench
Loe2 10, CX into K5
1093 N, CX into LG
Clopn Coabsel Phizer
L0 Anackes L] HepooH OC I KT - |
1095 Defender 1:2 Heio-ll OC m K7
L0 Attacker §:4 H-to-H O in 16 -1
1097 Defender 4:1 H-to-H OC i B

DRM DR Reault

M

M

Pam

M
Reductiog

— O e

ull KlA
all Kla

o o=l

British Player Turn

Serlal Event DEM DR Rerult
Rally Fhase
HHE Wind (hange 9 MNE
1099 B.M, (M) ateanpta Sell-Rally 4 9 HNE
FPrep Fire Phare
1 BE wLMG fie a L6—12FP 1 6 Ciower,
1M
1101 N takes 1MC ] Brosk
1102 Cox w5 lire at L3—2FF 42 3 MM
1108 LY. takea KNMC 5 Pass
Dhefemnive Fire Phase
1104 JH. »AME at K6-—dFPF 31 T NE
108 LY. wfLMG, 1.0, w LM G al +3 5 i
Ka—2067
1106 Cox takes 3MC 4+l 8 Bmek
nor BE lakes IMLC +1 L] Hresk

1108 Beiiah Player concedes

Japanese: Half-squad R was effectively eliminated
when it broke under my Prep Fire as it had no place 1w
safely rout, I sent §.C 1w DM B.M,, planning to have
him advance into 13, 1 had forgoiten, howewver, that
the unit’s CX stas would keep it from making an
advance versus difficult terrain, My berserk 1P, sur-
vived the vicious first fire and ROF from BN, and the
HMG, only 1o fail a IMC durng B.N.'s subsequem
FF. Luckily, bath units wiped each other out in CC,
All other IJA units advanced 1o control as many
Lewvel-3 hexes as possible, [ would have advanced jE.
imo Lo along with N, but | couldn’t be sure of the out-
come of the K7 melee; [ wanted L7 o be covered if
B survived at the end of Japanese Tum 11. At the

end of my turn I had Control of nine Level-3 hill
hexes, which meant Perry had 1o recapture three of
those o prevent an 1TA win. [ figured his chances
were slim unless B.M. could self-rally, When B.M.
didn"t, Tfelt the Japanese victory wis solid—although
Perry was nol going 1o quit just vet. Forunately for
me, the Japanese encireling lire broke both Cox and
stjuad B, Perry resigned the game.

British: Chuck held j.C. cut from the Prep Fire at
bR, the difference between 8 NMC and 1MC. The
WML, though, was enough to punch b.R. out of the
game, Enemy HS C runs off 1o make B.M."s situation
desperate. ILP. weathers a hail of fire o make it in
omto BN, although in a reduced state. My HS R dics
in the Boul Phase and the noose dghtens into a verita-
ble stranglehold, ag the 1TA now controls nine of the
13 Level-3 hexes. Losing BN, in CC i3 a deadly
blow. I will surely miss him and his HMG as 1iry and
recapture three hexes with only two Good Order
units, My plan was 1o break 1N, and reduce 1Y, with
Prep Fire, then have Cox advance in 10 control L6,
then B.E. advances in on 1Y, Both B.E. and B.(}.
must win in OC without being eliminated themaelves,
Japanese H5 N cooperates but 1.Y. does not. His
squad Y then combines with 1O, to shoot-up Cox and
B.E. in the Defensive Fire Phase. The 2MC (effec-
tively a 3MC due to Encirclement) is too much and [
resign. The British are left with no Good Order units
in play. The plan was hopelessly flawed anywuy,
since only MMC can Control a hex; even toting his
LMG, Cox doesn't quite fit that profile,

Neutral Commentator: Vot much left 1o be said
about the final turn, Perry showld have deployed
squad B into two half-squads so that ke cowld have
advanced into three different locations during his
plaver turr. [f all three British unils had survived
untll the APk, Perry could have advanced one H3 to
J6, one inte L6, and Cox into K7 1o help ot squad (.
With a little luck, j07, i eliminated at 2:1 (-1} odds
and fF4 1072 a0 i1 in Hand-to-Hland CC. Unforiu-
nately, the fapanese Defensive Fire deflated any
khopes for a Britisk come-back. Resides, Chuck kad
prudenily positionad hiv faw remaining froops so as
nof to affer Perry a single juiey target and, more
impartarily, to limil the Britich movement possibili-
ties, A broken half-squad is fust as effective @ barrier
io engmy movernent as a Good Order 448,

CLOSING COMMENTS

Japanese: For the most part, A strategy worked
well, especially crossing the paddies. One hates w
have units hanging out in *=2" DEM terrain {L.e., on a
Bank counter), but [ think it was worth giving the
Suaffords shots in order to gain the extra forward
movement. Things might have been different if then:
had been less DA smoke or a functioning HMG on
my Tumn 2, but such are the fofunes of war. Given the
placement of the HMG, [ probably should have
avoided the east board edge. As it was, [ gol a few
units stuck in the W jungle and shot wp by Mac as
they tried w0 escape, Forunately, T was able o recover
and push through the middle, taking advantage of the
blocked LOS created by the 55-57 palm trees, SW
utilization was generally mistake-free, although (as
noted in my comments above) I might have held onto
the last [DC to use against the pillbox, As planned, the
mounted Hayashi stayed out of sight, only exposing
himzelf w a 4FP (+2) attack in order to lead two mas-
sive firegroups against front-line Staffords. Then he
maved forward with the troops and promptly failed a
2MC and subsequent Wound Severity dr. (Japanese
leaders are a real enigma 10 me. They can do a grem
many things well when they lead from the front, bu
they are 30 vulnerahle to death due w morale check
failure. [ confless that [ olten find mysell in a bind as
to how hest 1o utilize [JA leaders.)

Continued on Page 74, Column |



“Pigi-Pigi’” was a native term in vogue with the
Australians of the Independent Companies mean-
ing “'to go on patrol”. That best describes most of
the missions conducted in the South Pacific by the
commando units of Australia and New Zealand.
Mention the term “‘commando’” and most gamers
immediately think of the famed British forces
operating in Europe during World War II. But the
word can describe many types of military, para-
military and non-conventional units that practice the
irregular style of warfare popularized in dime
novels, Among these, the men of the Australian In-
dependent Companies and of the New Zealand South
Pacific Scouts were historically some of the most
effective,

Independent Companies

A British training team arrived in Australia in
November 1940 with orders to introduce the new,
commando-style warfare o Australian volunteers,
Even though Australia already had four divisions
serving under British command overseas, and even
though the potential and potent Japanese threat from
the north loomed large, her government became the
first Commonwealth ally 1o adopt this new method
of warfare. The first four “‘Independent Com-
panies”" were organized and trained during late 1940
in a remote national park some 100 miles southeast
of Melbourne.

Officers and NCOs for the formations were
volunteers drawn from regular army units. They
hegan their six weeks of training before the com-
panies were formed. The men who would form the
enlisted ranks were all voluneers, mostly of the
rough sort who had spent their lives in the Australian
outhack. As such, they were already self-reliant and
highly independent. Being used to surviving in the
Australian wilderness, they adapted readily o the
commando traiming with its emphasis on action and
improvisation, After the officers and non-coms had
completed their own training, they then joined their
assigned companics. The entire unit then went
through another six weeks of training.

The original plan had been to use the Independent
Companies as a raiding force in the Middle East
(hence the desire for volunteers from the outback),
but the growing Japanese threat changed that. After
training was completed, the 271 Independent Com-
pany was deployed as a series of small detachments
spread amongst the islands that formed the line
guarding the northern shore of the continent. Units
were  established from the Admiralty [slands
(Manus) across to Mew Ireland, Bougainville
{Buka), the Mew Hebrides (Villa) and along the
Solomons to Tulagi. By this foresighted move, the
Australian High Command received advance warn-
ing when the Japanese began their sweep southward
into the ' Southern Resource Begions' in December
1941,

[During World War 1, the Australian military
units shipped to Europe were titled the "'First

Australian Imperial Force ' (Tsr AIF). When Australic
began mobilizing froaps during World War II, fts
unite hecame known as the ''Second Australian
Imperial Force'', Since these compoanies were
ariginally intended for use in the Middle East and
hence were members af the *“2nd AIF, the number
“2' s wxed ax a prefix to thelr company numbers.
In fact, even though not wormally weitten, all
Australian military units throughow! World War {1
should be designated in this manner_{

By providing this invaluable service of acting
as forward scouts, the tough Australians put their
lives in extreme peril; many died giving these warn-
ings. In the Amboina Islands, for instance, the men
of the 2/1 Independent Compuny that were not killed
in the initial attack were later massacred by their
SMLF guards. Bul some did survive. The men on
the islands of Manus and Buka were able to escape
inta the hills and evaded Japanese patrols until
rescued later in the year. The remnants of the 271
were used to replace losses in the 2/3 Independent
Company. as there were not enough survivors to
reconstitute the original formation.

The 2/2 Independent Company had been assipned
to assist other Australian (the 2/40 Bartalion) and
Drutch units on the island of Timor, just northeast
of Darwin. This island was split between the colonial
administrations of Portugal and Holland. On 20
February 1942, Timor was invaded by Japancss
forces. The 228th Regiment of the 38th Infaniry
Division landed on the north shore of Portugese
Timor, while on the south shore the Duich colonial
troops faced the Yokosuka 3rd SNLF (Special Naval
Landing Force) and a small (630 men) Japanese
parachute detachment, Following the defeat of the
regular military forces on the island. the men of 2:2
Independent Company—along with a few Dutch—
took o the hills and carried on eleven months of
guerrilla warfare until finally relieved. During the
surmmer of 1942, they were reinforced by the arrival
of the 2/4 Independent Company . Both formations
were withdrawn in Janwary 1943, By then, the
activitics of these Australian commandos had been
s0 intense that they contributed substantially o the
deception that led the Japanese command o believe
the Allies would strike back at the Metherlands East
Indies first. This, in part, aided the 1.5, Marines
when they landed at Guadaleanal in August 1942,
catching the enemy by surprise,

While the first two companies were fighting for
survival, the men of the 2/3 Independent Company
shipped out for the islands of Mew Caledonia, Here
they served as a garrison for the first eight months
of the war until relieved by American troops. Nexi
they were air-transported o0 Wan (Mew Guinea),
coming under fire even as they landed. A few duys
later, they joined with the 2/5 (the first of a second
group of companies trained as commandos),

After completing their training. the 275 In-
dependent Company was infiltrated in small groups
into the area along the north shore of New Guinea
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near the Japanese bases of Lae and Salamaua. For
13 months the Australians were able to shadow the
Japanese, reporting their movements to Allied HOQ
in Australia. They also conducted commando-siyle
raids, such as the one on the Salamaua base in 1942,
Here a detachment slipped within the confines of
the base without detection, attacked and wiped out
the JTapanese HQ (gaining much invaluable intelli
gence information), and fought their way out without
a single casualty.

During the Buna Mission campaign {autumn
1942}, the 2/6 Independent Company fought along-
side American troops from the 32nd Infantey Divi-
sion. [t was even placed under the command of the
American general, who had high praise for the
Australians, But ar the end of December, all Aus-
tralian Independent Companies reverted back to
Australian control,

After a rest and refit. the 2/2 and 2/4 companies
were attached to the 2/6 and 2/7 o become the
Australian Commando Squadron, Taking part in the
American advance up the Ramu valley in north-
eastern Mew Guinea (September 1943 through April
1944), they acted as assault companies in the lead
of regular forces, Here, with the Australian 7th
Division, a part of ‘*Alamo Force™ under U5
General Krueger, they served well in the destruc-
tion of the Japanese 18th Army during the westward
drive.

By the end of 1942, ten Independent Companics
had been raised, trained and shipped out, while one
had been dissolved after battle casualties (the 2/1).
The Australian commandos performed their most
heroic and unheralded work in the grim first two
wears of the war—patrolling Japanese-controlled
islands, gathering information for Allied HO), and
conducting the occasional raid. As the war progressed,
the Independent Companies became assault forma-
tions that often led the way in attacks by Australian
and American regular forces. Their services s
scouts and railblazers were legendary. By late 1944,
cach Australian infantry division in the theater had
one o two Independent Companies attached 1o it,
for use as the divisional commander might deem fit.

South Pacific Scouts

When war broke out in the Pacific, there were
many ad-hoc defensive measures taken by the
colonial administrations and far-flung oulposts on
an emergency basis to stem the tide of Japanese
advance, Often, as in the case of New Zealand, these
did not follow conventional *'wisdom'’ or estab-
lished military guidelines. Where most of the British
Commonwealth nations formed and trained commandi
units drawn from cxisting military formations or
volunteers of European descent, the government of
MNew Zealand turned to its native islander popula
tion for the troops o defend its northern approaches,

In the Fiji islands, three **Southern Independent
Commando Companies’™ were raised by Captain
C.W H. Tripp (D8O o provide a self-defense force
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for the area. Each New Zealund-sponsored company
was commanded by 44 New Zealand officers and
NCOs, while 200 Fijian volunteers served as the
line troops. These units were charged with the
defense of the island group until the America-New
Fealand-Australia line of communications and sup-
ply was secure, During April 1942, the Fiji com-
mandos were formalized with the creation of the 1
and 2nd *'Fiji Commando Guerrillas'' from the
three independent companies.

On 23 December 1942, the 18t Fiji Commando
shipped out 10 assist the Amenicans still fighting on
Guadalcanal, Here the Fijians were joined by the
Solomons Island Constabulary, Together, they
provided deep jungle reconnaissance south of
Henderson Field. Occasionally they were used o
puides and scouts for U.S. Marine and Army
patrols. During the early summer of 1943, the
seven-man sections of the Fijians on Guadalcanal
were reorganized into |5-man patrols (squads).
Following this period of rest and refit and reorgani-
ration, the st Fiji Commandos—known 1o the
Americuns as the ““South Pacific Scouts’™ —were
ordered to prepare for combal operations in the New
Georgia island group.

On 2 July 1943, elements of the 15t Fiji Com-
mandos began clearing several small islands of the
Using small arms only and travelling in native
canoes, the Fijians completed their mission in time
to mssist the American 43rd Division in its assault
on Munda sirfield. During the Munda operation,
the Fijians were committed along the Bariki River
to cover the right flank of the American forces.
While moving along the river and seeking high
ground for a HQ and observation post, they came

under attack by lapancse outposts. Using native
jungle-crafi and rifles, the Ist Fiji Commando
pushed the Japanese back over two miles while fir-
ing only 500 rounds, The st Fiji also opersted in
conjunction with the U.5. 172nd Infantry Regiment
during its approuch 1o Laiana beach. And later the
1st Commundo moved 1o Vella LaVella to aid in
the hunting down of Japanese survivors wandering
in the hills and jungle.

The 2nd Fiji Commando Guerrillas, commanded
by Major P.G. Ellis, were moved from Fiji up o
the Northern Solomons in time 1o take part in the
assault on Bougainville Island. Once again their
superior jungle skills came into prominence, for the
Fijians provided long-range patrolling from the
Empress Augusta Bay lodgement. They remaining
in place to aid, again, in hunting down Japanese
survivors and insuring that these did not conduct
guerrilla operations against the: forces of occupstion.

Afier loval service for 29 months, the Fiji Com-
mandos were dishanded on 31 May 1944, with all
personnel returned o their home islands or parent
units. Whale these two formations took their name
froom the Fiji Inlands, it should be noted that natives
from the Tongan and Solomans islands also served
in them. Combining their native skills with the
their New Zealand officers, the Fiji Commandos
provided a very effective scouting force for the
Allied efforts in the struggle for the Solomons.

Fitting Independent Companies into ASL

An Australian Independent Company (see Table 1)
was composed of a company HQ and three infan-
try platoons. The company HOQ) had a staff section

of three officers and 14 ranks, 8 Service Section of
28 men, a Sapper Section of one officer and 17 men,
and a small medical stafl (one doctor and four
miedics). One man served as the company armaorer,
charged with repair and maintenance of the
weapons, Vehicles were assigned to the company
for use in rear areas, and later for use during the
regular cumpaigns late in the war, Duering the fiest
year, vehicles were not taken into combat, since the
operations of the Independent Companies ook place
in jungled and mountainous regions with no roads.

Each infantry platoon was comprised of four
officers and 62 enlisted men, divided into a platoon
HQ and three rifle sections, BEach platoon HQ num-
hered an officer and eight men, while each of the
three rifle sections had an officer amd 18 men
(divided into o section HO) and over-strength squad).
Each platoon was equipped with LMGs and light
TOTLATS.

Onnfirting this unit with ASL values was cnjoy-
able, but presented some tough decisions. The casy
part came from the fact that these were small for-
mations, and the decision on counfer types was
uncomplicated. The SMCs should all have -1
vilues, except the company CO (9-2) 1o reflect the
rugged independence of the outhack Australian. {As
usual, the SMCs and SWs are shown in their respec-
tive HO) sections_) At the platoon level, the leader
would be a -1 or 9-1 SMC sclected by random
50-50 die roll. The platoon LMG and 2 * mortar are
shown in the HQ section, even though they may be
nssigned to any personnel counter, Only in late
194445 should other SW be wdded, as per the
British SW Allotment Chart (on page 171 of the
rulehook ).

The over-strength rifle squad was the hardest 1o

Company, 1942
Unit Manpawer®
Company 177250

i

Manpower
173

Umit
Commando

75

n

6/43—12/44
ASL Equivalent Unit Manpower ASL Equivalent
Commanco 173
9-1 SMC
2%2-4-8 HS
MMG (afier 12/42) 2 Companics (each)
M kt-
Jocp**

5 - Offscer Falistexd
248 HS R e 1D
AxDC vear_See amicle foa explanation

2-4-8 HS
LMG
1" MTR

2 Platoons {each)

Independent
Company
9-2 SMC

31 /8-1 SMC
13%4-5-0 MMC
13%2-4-8 MMC
IxLMG
IxDC
1%2" MTR

TABLE 2: Table of Organization—Fiji Commando,
4/42-5/43

TABLE 3: Table of Organization—Fiji Commando,

TABLE 4: Standard ANZAC Commando OB

To allow comparison, the following shows the ASL composition of &
single Australian Independent Company or Fijian Commando.

Fiji Cdo Fiji Cda
a2-543 a1

9.2 SMC 9.2 SMC

9.1 SMC 9.1 SMC

B0 SMC B-0 SMC

23x%2-3-7 HS G w4-4-7 MMC

3x2.3-7 HS

2=LMG

TABLE 5: ANZAC Commando Capabilities

ASL Equivalemt

Ind Co.

Fiji Cdo




represent, given standard ASL organization. There
is o British MMC counter that can quite represent
the 16-man rifle squad { which would need u 7-5-8
o do it justice). The best compromise | could devise
was that each ““squad™ have a 4-5-8 and 2-4-8 HS
in it for game purposes. As can be seen (Table 4),
this makes for a company that is rather heavy in
small-nrms. FP. But it s justified [ think, given their
performance. Since many of these troopers came
from a region where hunting was a way of life, the
SAN of any Australian indepedent company should
always be high, in both defense and offemse.
Depending on the action, the SAN should be cither
“4" or *5"", and if undeterminate from historical
sources let it be determined by random die roll.
Being commandeo-trainad, all personnel are Elite
and entitled 10 all Commando benefits (H1.24). All
enlisted personnel are shown with the **8"° morale
of British clites. Morale is sor underlined, but the
Australians would receive the ““No-Cowering™
benefit (A25.45), as well as being Stcalthy per the
ANZAC rule (A25.44). Since these commandos
were orginally trained 1o operate in a desert environ
ment, they do nod recelve any movement benefits
in the jungle. A single squad and & single HS may
be designated before each game as Sappers (H1.23)
DYO scenarios femturing the Australian Inde-
pendent Companies should all he placed in the
Netherlands Fast Indies or New Guinea aneas, there-
fore PTO Terrain (G. 1) will always be in effect
Once the Amencan command began its Philippines
offersive, the Australian and Amcrican foroes
fought separately. During the carly years {1942-43),
12 factors of AF mines would be allowed the
Australians in esch scenario. There would be no
OBA allowed o the Independent Companics in any
scenario representing their raiding or scouting
activities, but may be used in scenarios that occurred
during the latter part of the war when these were
attmched 10 regular Australian divisions,
Scennrion representing the action on Timor {olf
the northwest Australion coast) would festure some
further diffcrences. Alter the fall of the Duich
garrison, & small band of Duichmen were shie 10
link with the 272 Independent Company in the hills
Thus, a few Duich (Albed Minor) squsds and a
Dustch LMG could be part of the Allied OB here
Since these were long -time resadents, heroic in their
resistance, and survivors of the fighting, the MMC
of chowe would be the 4-5-8; but because of the
fall of their base. the only SW allowed these Dutch
would be the LMG. Any Dutch SMC should be
rated ““B-0°" or “B-1"". Transport and resupply in
the jungles of Timor proved a wuagh sk, All Allied
SW should be under the " Ammo Shorage'' rules
(A19.32), unless animal-packed (G10.7). Add an
approprste number of 'Mule®” coumters,

Fitting the Fiji Commandos into ASL

Each Fiji Commando [sec Table 2) had a head-
quarters unit of 23 men and two companics of 75
men each. Three platoons of three seven-man sec-
tions made up the strength of each company . These
native troops were srmeod with the British 303 bolt
action rifle, amd had no organic squad or heavy
weapons. Late in the operations in the Solomon
chain, they did manage 1o scquire a few light
machineguns

For DYO use, the Fijian formations can be
represented in actions during the Central Solomons
(New Georgia) campaign. This would be the only
place that they fought in mumbers large enough o
represent in ASL play. Scenarios that serve o
represent the mop-up activities on Vella LaVella
should not involve more than one company o & time,
and not last longer than four or five game turns.
The small craft coumters (ES.121) can be used 1o
nicely represent the native canoes employed by the
Fijimnu, due o their expertise with these craft, allow
them four MPs, For operations as scouts for Allied

forces, a single individual squad and SMC could
be added to other scenarios taking place in the
Solomons and on Bougainvilla

The twin problems of low squad size and being
only rifle-armed makes the ASE MMC selection for
the South Pacific Scouts rather a puzzle. Through
the summer of 1943, the seven-man sguad is best
represenied., | think, by the use of the British 2-3-7
HS. Afer reorganization in 1943 inio | 5-man
“patrods’”, the MMC of choice would be the Rritish
4-4-7 counter. Since the leadership is New Zecaland,
British SMCs arc used 1o represent the officers.
Each company in the commando would have o
different SMC: the Ist company a 91 {who scled
s Executive Officer), while the 2nd would be led
by an B-0. (In the event that & plaver may wish 1o
use 8 Fiji Commando force in a scenano with the
Australians that fought in the New Georgia islands,
make vse of Russian counters and institute the rules
for allied forces. )

These native troopers had & high morale, and
easlly rate an ELR of 5" with thelr morale
underscored, Due to the small unit size and limited
firepower, the SAN should always be *'2*" and never
higher, However, the Fijians proved quite adept at
Jungle-craft, Like the Muslim guerrillas in Scenario
i, they receive a -2 drm 1o their Concealment dr,
do ot ik 1wo 1o their Search dr (G1.63), and have
their Inbherent MF allotment increased by one. In
sddition. the Fiji Commandos would receive all
commando benefits (H1 24), with adjustments s
listed above. Fimally, Fijian MMC may not ** Battle
Harden™” beyond their 4-4-7 valoes, but are allowed
o gain or be assigned **Fanatic®" statua

The only squad weapon aormally used by the
ASL Fijians would be the British LMO. Since the
Fijlans never underwent any lormal military train-
ing, they would nor be allowed use of any captured
weapons until after the reorganization of Muy 1943,
andd then only the Japancae LM and S0mm MTR
(grensde launcher). On the other hund, presence of
i New Zealund SMC (officer) in the same location
would permit such use of any captured weapon as
per the ASL rules.

While stacked with any allicd MMC, that MMC
can receive the movement bonus of the Fijtan Com-
mandos, but not the Concealment bomus. A Fiji
cormrrando uml may oot assist the Concoalment nor
Search DR of any allied MMC. Usual rules con
cerning allied units apply (A 10.7), inchuding those
siluations where other Commonwealth troops may
he present in the scemrio.

While not much has appeared in print sboul the
Australian and New Zealand commando forces in
the United States, it should be noted that without
theeir help and sacrifice, the Allied drive through the
Southwest Pacific by General MacArthur would
have taken longer at 3 heavier cost in American
lives. Their contribution @ scouts and trailbreakers,
s raiders and asssult troops, are unmeasurable
Later, they served to help cover the Netherlands Bast
Indies Mank during the American liberation of
Manila. They represent some of the very best and
mont effective troops that the Commuonwealth fielded.
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Together l'uhthe ASL Annual, the following
articles the growing body of litersture on
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COMMANDO HUNT
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VICTORY CONDITIONS: The Japanese win if at game end they have

amassed Casualty VP = the number amassed by the Australians.

TURN RECORD CHART

In the RAMELAU MOUNTAINS, TIMOR, 22 September 1942: Since the
February invasion, the Japanese occupation forees had been subjected to a con
stant series of raids, ambushes and small firefights by the Australian 2/2nd Inde-
pendent Company. Increased lapanese patrols and reinforcements proved inef-
fective, The successes of the 2/2 brought more troubles for the enemy in the
form of the fresh 248th Independent Company in August 1942, The resulting
increase in commando activity finally led the Japanese Area Command to call in
their own specialists—ithe highly trained, elite Yugeki Churai ("Commando
Company™). Trained in stealth, jungle survival and irregular warfare like their
Australian counterparts, the Fugeki were sent into the Ramelan Mountaing to
hunt down and disperse the Auvstralians, Word having reached them of this new
threat, the Australian commanders set oul o do the same w these Japanese, In a
series of vicious actions spanning several weeks, the commandos clashed in the
jungles of Timor. Typical of these was the firefight that resulted when two
strong dispersed sweeps bumped into cach other.

BOARD CONFIGURATION:

9E

BALANCE: ‘
G Add two “? to the Australian OB, N
@ 55R4is NA,

@ JAPANESE Moves First 1

2

3

4 5678|910

Elements of the Yugeki Chutai [ELR: 4] enter on Turn 1 along the north edge (see S5R 2): [SAN: 4)

— E a LME o MTH
M ba| B byus]?
488 = V| T | 7w
10 3 3 6

Elements of the 2/4th Independent Company [ELR: 5] enter on Turn | along the south edge (see S5R 21 [SAN: 4}

K

] : T P
W s ﬁ = inm o ?
41.5.8 "= B 21 s | Tewm
10 3 2 6

SPECIAL RULES:

1. EC are Maoist, with a Mild Breeze from the northeast at start. PTO Terrain

(5.1} is in effect.

AFTERMATH: The Japanese ook the worst in this confused action, which degenerat-
ed inte a welter of close combats and no-gquarter ambushes, Over the course of several
hours, almost half the Japaness force was lost—although Australian casualties were also
heavy, As the season progressed, the Japanese commanders learned that if base defenses

2. Units not entered on the first Game Turn are considered eliminated, At the  were strengthened and & vigilant lookout maintained, the combat antics of the Aus

conclusion of the first friendly APh, no MMC may be infadjacent-to the same
Location as any other friendly MMC, With the beginning of Turn 2, this

restriction is lifted

tralians could be curtniled. Eventually, amrition among the ranks of the Independent
Companies cuused the Australians to become “static”, with their mission gradually
devolving into one of merely keeping an eye on Japanese woop movements. In Decem-
her, it was decided that the presence of these highly-trained troops on Timor had

3. Despite ELR, bath Japanese and Australian units are Commandos (HI1.24).  become counter-productive and the 202nd Independent Company was withdrawn for o

4. Australian squads may Deploy without leadership by polling = their current
morale level on their Deployment NTC, Australian HS do not require a Good

Order leader to Recombine {A1,32).

much-needed rest and refit. A few weeks later, the 204th and all Dutch survivors
attached w i were likewise waken off the island and returned to Australio.



THE COMMANDO CAMPAIGN GAME

A New Challenge for SL Players

By Rex A. Martin

“*A steel hand from the Sea’ —Winston Churchill’s apt description of the
British commandos. For they plucked at the enemy in his seaboard defenses
in the early days of World War II, and later became—with their offspring,
the US Rangers—the spearhead in amphibious assaults. Throughout their
existence, these elite formations were controversial, with arguments against
the concentration of talent in special forces. But in the early 1940s their daring
operations heartened their fellow countrymen through Englamd's darkest hours.
The discomfort and disruption these raiders caused to their enemies is seen
in the history of the German dispositions along the coasts of Europe and the
violent Japanese reactions to Pacific raids. Commandos probed the German
defenses north of the Arctic Circle, fought alongside partisans in the Balkans,
rowed or swam ashore for hazardous missions on the enemy-controlled Atantic
and Mediterranean and Pacific beaches, and were in action in almost every
theater of war.

Trained to fight without the support of artillery or other traditional heavy
weapons, the commandos depended entirely on their own resources and skill
with small arms. As the nature of the warfare changed from small coastal
raids to continental campaigns, the role of the commandos became that of
special task forces, seizing or destroying key objectives behind enemy lines
in the forefront of major Allied offensives. The fighting skills of these superh
light infantry are renown, The following campaign is dedicated to the courage
and tenacity of all who have served with special forces, and to the defenders
of the beaches—some gallant, all honorable in their resistance to the commandoes,
best of the British fighting forces.

PRELUDE:

In April 1940, one Colonel Holland of MI-R (Military Intelligence—
Research) proposed the formation of *'Independent Compandes'' for use in
Morway. These companies were to be small, flexible, highly-motivated com-
bat formations operating apart from the normal chain of command. Holland
envisioned these to be ship-based forces, slipping ashore to harass German
communications and to sever the supply line of Swedish iron ore. Ten
Independent Companies, each with 20 officers and 270 ranks, were formed
from Territorial Army volunteers, But the Independent Companies, never in-
tended to take the role of regular infantry, were squandered in Norway in
hopeless assaults and desperate rearguard actions near MNarvik.

Even as the remnants of the ten companies were enroute back to England,
a refinement of the concept of independent forces was taking shape, On 4
June, the day the Dunkirk evacuation ended, Churchill raged at his Chiefs-
of-5taff: “‘if it is so easy for the Germans to invade us . . . why should it
be . . . impossible for us to do anything of the same kind to him?"" That

evening, Lt-Colonel Dudley Clarke drafted a series of notes on the subject
of raiding parties carried by ship to the French coast. Aware of how 25000
Boer farmers avoided defeat by ten times their number for three years
(1899-1902) using brilliant hit-and-run tactics during his childhood in South
Africa, Clarke was able to excite the interest of his superior, Sir John Dill
{Chief of the Imperial General Staff), in the possibilities of such a force, Sir
John put the idea before the Prime Minister. A few days later, on & June,
the scheme was approved by the War Cabinet, on two conditions: no unit
was to be diverted from the essential defense of the British Isles; and the new
force must make do with a minimum of weaponry and equipment. War Office
Section MO, under Lt-Colonel Clarke, came into being that afternoon and
immediately ook steps (o raise a special force of *‘commandos'’ (named after
the tactical organization of those Boer farmers). On 23 June, led by Dudley
Clarke and Captain G. A, Garnons-Williams (RN), 115 commandos landed
along a 20-mile stretch of French conast around Boulogne to probe the German
defenses. For the following five years, the commandos would be in the fore
of the fight with the Wehrmacht.

It is August 1940, Poland, Norway, Denmark, Holland, Belgium, Luxem-
bourg and France have all fallen to the Nazi blitzkrieg. England, stripped
of her allies, faces the greatest crisis of her long history, M09 has raised nine
Commandos of volunteers drawn from regular and reserve formations, trained
and equipped these over the course of the long summer. Now YOU have been
offered command of one of these elite units. Over the period of the next few
years, you must lead your men on a series of desperate, dangerous missions
culminating with a final assault deep in the heart of Germany itself,

RULES:

1. THE CAMPAIGN

1.1 The campaign is designed for two players: one assuming the role of the
Commando CO; the other, the role of the German opponent, (More players,
of course, may be included during play of the scenarios to fill the roles of
individual Troop OOs, subordinate German officers, transport QMs, etc., at
the discretion of these two players.)

1.2 The campaign is played out over the course of thirteen (13) scenarios,
1.21 Each scenario will represent a specific commando mission carried out
at a certain date during the Second World War. Each scenario (date and
mission) must be plaved once, no scenario may be played more than once,

1.3 There are seven separate and distinet Stages to the completion of each
of the thirteen scenarios:



Stape #1: Selection of Mission

Stage #2: Allocation of Forces

Stage #3: Determination of Variables

Stage #4: Play of the Scenario

Stage #5: Determination of VP Award

Stage #6: Roster Reorganization

Stage #7: Replacement
1.31 First, the Commando CO must select one mission (Mission A through
Mission M) for play and announce his selection to his opponent (3,42

1.32 Mext, the Commando CO must select and secretly record the Troop(s)
he will commit to the mission and may allot equipment and/or transport from
the Commando Headgquarters (HQ Cdo) to this force (3.97). His German
opposite may, utilizing the point value given in the specific mission rules to
be plaved, compose and secretly record his force, within the limitations of
date and any limitations placed upon his selection by the specific mission rules
3.92),

1.33 Then, the German opponent will resolve all variables (i.e., Weather,
Wind Direction, Night, River Current and Depth, Tide, etc. as noted by the
specific mission in play) in a manner compatible with the SQUAD LEADER
system (3.8). The determination of all such variables must be announced to
the Commando CO,

1.34 At this point, the two {or more) players will play the scenario to con-
clusion.

1.35 Immediately upon conclusion of the play of the scenario, the number
of vietory points (VP) the Commando CO and his German oppanent obtained
in the course of play are awarded and logged {3.7). These are determined
by the conditions of victory in the specific mission rules and/or (in the case
of the German) by destruction or capture of commando infantry and vehicular
units.

1.36 The Commando CO may now reorganize, within certain limitations,
the roster of his surviving available forces (2.3).

1.37 The Commande CO determines the guantity of his replacements and
allocates these on the roster (5.1).

1.4 Each scenario, once played, will vield a number of victory points for
the Commando OO and/or for the German opponent. At the conclusion of
the campaign (i.e., when all 13 distinct missions have been completed), these
¥F must be totalled for each of the two playvers.

1.41 The player with the highest total number of VP has won the campaign,

1.42 If, at the end of any Replacement Stage, the HQ Cdo, the Heavy Weapons
Troop, or any Troop of the Commando has ne squads or crews on its roster,
the campaign immediately ends in a German victory.

1.5 All rules of the SQUAD LEADER system, at the discretion of the two
players, are in foree for the campaign excepr: Battlefield Integrity (93.), Fiald
promations (115.), Gliders {140.), Paratroop Drops (99.), Ski Troops (114.),
Sniper Generation (144,1),

2, THE COMMANDO OB

2.1 The Royal Army Commando order-of-battle varied greatly from period
to period, from theater to theater., (For example: the 1940 OB calls for a
Commando composed of ten Troops, each of 50 men plus officers, and a
4&-man HQ.) For simplicity's sake, the one utilized throughout is the Spring
1943 Standard Special Services 1140 Brigade OB,

2.11 The RA Commando numbers 461 men (all ranks) divided into a HOQ
Cdo (92 all ranks), Heavy Weapons Troop (39 all ranks) and five Troops
{66 all ranks each). Each Troop, the Heavy Weapons Troop and the HQ Cdo
is displayed in organizational format on the “*Commando OB Sheet™”.

2,12 The HQ Cdo is represented by five leaders, two squads and five half-
squads (121.4); attendent personnel are crews of assaolt craft and drivers of
vehicles,

2.13 The Heavy Weapons Troop is represented by three leaders, & 3* Mortar
Section (five crews) and a MG Section (four crews),

2.14 Each Cdo Troop is represented by five leaders, one sniper and six squads,
2.2 The Commando OB Sheet provides a convenient method of recording
the current personnel roster of each Troop and the HQ Cdo. [Readers are
urged to photocapy the page for wse in their play of the Covmmando Campaign. ]
It also provides a listing of the maximum number of support weapons/equip-

ment of each type available and the current number of vehicles (with inherent
drivers) of each type availahle,

2,21 For each leader on the roster, list his name and/or current morale/leader-
ship modifier values (for example: 'Martin/@-1"'). The number of leaders
may never exceed the number of spaces allotted for each Troop or the
HQ Cdo,

1.22 For each sniper on the roster, list his current Saiper DRM value. The
mumber of snipers may never exceed the number of spaces allotted for each

Troop {i.e,, one for each of the five Troops).

2.23 For each squad/half-squad/crew on the roster, list its letter/numeral
designation, The number of squads, half-squads or crews may never exceed
the number of spaces alloted for each Troop or the HQ Cdo.

2.24 For each type of vehicle with an inherent driver, list the current number
of units available for use. The current number of units may never exceed the
muximum number of units allowed, shown by the numerals within parentheses
immediately preceding each vehicle type. For example: "'(17) Sturmboo "
means that no mare than seventeen siurmboals may ever be available for use
by the Commando.

2.25 For each type of support weapon/equipment in the depot, the maxinmm
number of units allowed, represented by the numerals immediately preced-
ing each item, i the current number of units available for use. For example;
4 LMG" means that no more than, no less than, four LMGs may be availa-
ble for use by the Commando,

2.3 Within certain restrictions, the Commando OO has the option 1o reorganize
the roster after the conclusion of each scenario but prior to the Replacement
Stape.

2.31 Support weapons, equipment and vehicles may never be transferred
among the Troops and/or the Cdo HOQ. Such units must remain on the roster
af the assigned Troop or the HQ Cdo unless lost in action and not replaced.

2.32 Smoke capahilities may never be transferred from one squad to another,

2.33 Leaders, snipers, squads and crews may be freely transferred among
the Troops and/or the HQ Cdo. However, the listed spaces for each unit type
may never be exceeded due to roster reorganization. For example: if #2 Troop
has five leaders listed on 15 roster on the Commando OB Sheet, no leaders
may be transferved into this Troop uniil o leader has been KIA, transferred
out, or b5 recovering from a wound {i.e., 5 no longer listed on the roster).

2.34 It may occasionally occur that play of a scenario will result in the survival
of one or more commando half-squads (121.4), However, half-squads may
not be carried on the roster of any Troop, nor may half-squads be drawn as
replacements,

2.M1 During the Roster Reorganization Stage, all surviving half-squads
must—if possible—be combined with other surviving half-squads to form
commande squads, which may then be assigned to a Troop or the HQ Cdo.

2.342 Should there be no other surviving half-squads, the half-squad must—if
possible—be combined with a half-squud from the roster of the HQ Cdo o
form a commando squad, which may then be assigned to a Troop or the
HOQ Cdo.

2.343 Should there be ne half-squad available to combine with to form a com-
mando sgquad, the half-squad must be transferred to the HQ Cdo,

2.4 Due to advances in technology, as well as the tactical practicalities of
commando-style warfare, the equipment roster available for the Commando
underwent several changes. Certain items in the Support Weapon/Equipment
Depot, designated by asterisks on the Commando OB Sheet, are available
to the Commando CO only during certain time frames of the campaign.

2.41 The Boys ATR, while a useful defensive weapon for infantry in the early
stages of the war, was quickly found to be too cumbersome for the special-
ized “*in-fighting'* of the commandos, Heavy and awkward, inefficient and
with low penetration effect (one German flak tower at Dieppe absorbed 60
hits from ATRs assigned to #3 Commando—without any impairment of its
operation), the ATR was adjudged to create more problems (due to the necessity
tar carry ammunition for it and its own considerable weight) than it solved.
Thus, after June 1941, ATRs are to be eliminated from the roster of the
Commando {i.e., the current number of ATRs is reduced to zero, and no ATRs
may be drawn as replacements for the duration of the campaign).

2.42 To compensate for the loss of the relatively ineffective ATR, commandos
quickly accepted and adopted the British development of the PIAT to their
peculiar brand of warfare, Indeed, the prototype PIAT was first field-tested
under combat sitnations by #40 (EM) Commando in the Mediterranean. The
PIAT provided the raiders with a mobile, hard-hitting weapon with armor-
piercing capability, as useful against fortifications and buildings as against
enemy vehicles, Prior to the Replacement Stage of February 1943, no PIAT
may be lisied on the roster of the Commando, nor may any PIAT be drawn
as replacements, However, following the February 1943 mission, the
Commando CO may add eight PIAT to the roster for the duration of the
campaign.

2.43 Mot until the Allied campaigns of 1944, when the emphasis of the com-
mando missions shifted to seizing and securing key objectives, did utilization
of the bulky British flamethrowers become popular among the officers corps
of the commandos. Therefore, prior to the Replacement Stage of July 1943,
no flamethrowers may be listed on the roster of the Commando, nor may
flamethrowers be drawn as replacements. However, afier the July 1943
mission, the Commando CO may add two flamethrowers to the roster for the
duration of the campaign,



2.44 Appealing to the commando temperament and elan, many Commandos
listed, once available, a store of ATMs on their roster, Some Troops even
formed “*flying squads’” specially trained for anti-tank operations. The ATM
represents only one weapon in the arsenal of commando explosives (Limpet
MEII, Bangalore torpedoes, **flower pot™” bombs, pole charges, 808" plastic
explosive, ec.). However, unlike the other explosives (represented in the cam-
paign by unplaced mine factors and Demo Charges), the ATM was not avail-
able until 1944; prior to the Replacement Stage of May 1944, no ATMs may
be listed on the roster of the Commando, nor may ATMs be drawn as replace-
ments. Following the May 1944 mission, and for the duration of the cam-
paign, six ATMs may be added to the roster by the Commando CO.

2.5 The Commando commences the campaign with a full complement of
trained officers, snipers and troops. Attrition, replacements, promotions and
transfers will—over the course of the campaign—alter the OB of the HQ Cdo
and the various Troops,

2.51 The HQ Cdo commences the campaign with one (1) 10-3 leader, two
(2) 9-2 leaders, one (1) 9-1 leader, and one (1) 8-1 leader listed on the roster.
In addition, the HQ Cdo should have the full number of squads, half-squads
and all vehicle types,

2.52 The Heavy Weapons Troop commences the campaign with one (1) 9-2
leader and two (2) B-1 leaders listed on the roster. In addition, the Troop should
have the full number of crews,

2.53 Each Troop of the Commando commences the campaign with one (1)
9-2 leader, one (1) 9-1 leader, one (1) 8-1 leader and two (2) 8-0 leaders listed
on the roster. In addition, each Troop should have the full number of squads
and one (1) =3DREM sniper,

2.6 Both commando leaders and commando snipers have the potential for
promotion and, hence, improved tactical abilities. Squads, crews and vehicles
enjoy no such potential and may never be improved.

2.61 The actual promotion of individual leaders and snipers is based on the
accumulation of Elan Points gained during the play of the scenarios.

2.62 Commando leaders obtain Elan Points—and Cowardice Points—as in
the SQUAD LEADER Campaign Game (p. 29)—and promotion (or demotion)
is based upon these as in the SL Campaign game, It will therefore be neces-
sary to maintain a separate file on each commando leader during the course
of the Commande Campaign Game. (For ease of reference, the current **Per-
formance Total'" may be entered within the parentheses following each leader
listed on the Commando OB Sheet.)

2.621 Upon obtaining the requisite Performance Total of ten (+ 10) for pro-
mtion, replace the leader with a leader of the next higher value (for example:
a -2 leader with a 10-3 leader). This substitution takes place during the
Roster Reorganization Stage only,

2,622 Usually, the most experienced officers were—if they survived—
promoted and transferred from the Commando to take a role in the Brigade
1140 Plan-Ops (Operations Planning and Intelligence) Section. To reflect the
ever-present dread of the Commando CO that his best officers would be trans-
ferred, the theoretical 11-3 leaders is now possible.

2,623 Any 10-3 leader must, upon obtaining the requisite Performance Total
of + 10 for promotion, become a 11-3 leader. Such an 11-3 leader is removed
from the roster immedistely and automatically replaced with a 8-0 leader.

1.63 Commando snipers obtain Elan and Cowardice points in a manner similar
to leaders, It will therefore be necessary to maintain a separate file on each
commando sniper during the course of the Commando Campaign Game, (For
ease of reference, the current "' Performance Total'” may be entered within
the parentheses immediately following each sniper listed on the Commando
OB Sheet.)

2.631 Elan Points for snipers are awarded as follows:

for ench ensmy lesder KIA .o onseci s rms e o« i a3 +5
for sach -enemy Jeader WIA .. o000 oismmvnns ko b ei i +3
for ench enemy sniper KIA ... 00 ivevnertieciisiiiaa ot
for each enemy smiper WIA .. ... ... L. oLiiiiiiiii i 3
for esch enemy squad/crew sufferinga MC ... _......... .. .. +1
for each enemy vehicle KIA ... .. ... oooaiiiiiian v 3
for each enemy CE AFV KIA ... .. i iiiiiiinn +3

2.631 Cowardice Points for snipers are awarded only when a sniper fails to
pass any MC; deduct one (—1) for each amempt to pass a MC which fails.

2.633 Upon obtaining the requisite Performance Total of ten (+ 10), replace
the sniper with a sniper of the next higher DRM (for example; a —3DRM
sniper with a —4DRM sniper). This substitution takes place during the Roster
Reorganization Stage only,

2,634 Snipers may never be promoted beyond a —4DRM level, Once this
level is resched, no further promotion is possible regardless of Clan Points
accumulated,

2.7 It may occasionally occur that play of a scenario will result in the sur-
vival of leaders and/or snipers which have suffered one or more wounds (122.).
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Snipers arc wounded in 8 manner similar wo leaders (122.1 and 122.4). Such
wounded leaders and snipers are required to be hospitalized upon conclusion
of their current mizsion,

2.71 Non-combat personnel (i.e., medics) were rarely carried on Commando
rosters, Instead, all commandos were trained in first aid, and casualties were
cared for—as best possible under the circumstances—by their comrades.
Wounded leaders and snipers are nof required to pass a Desperation Morale
MC (in contrast to 122, 1) and are never evacuated to an **aid station"’. Instead,
they are withdrawn (3.62) normally.

2.72 Effects of wounds on leaders are as listed (122.2). A wounded sniper,
for the duration of the scenarto in play, suffers a reduction by one (—1) of
his morale factor and sniper DRM value (to a minimum of —1DRM).

2.73 Each wounded leader or sniper which survives the scenario receives
three (3) Elan Points, regardless of the number of wounds received.

2.74 Wounded leaders and snipers are temporarily removed from the roster
of the Commando. Such wounded leaders and snipers are considered hospital-
ized and may be available for return to active duty upon recovery.

2.741 During the Roster Reorganization Stage, hospitalized leaders and snipers
must be entered at the bottom of the Commando OB Sheet and the number
of wounds suffered entered within the box immediately following the entry.

2.742 During each subsequent Roster Reorganization Stage, the Commandao
CO may roll two dice to randomly determine the recovery of each wounded
leader and sniper. The dice roll determines recovery as follows:

2-6 =full recovery, return to duty
T-10=no change, remains hospitalized
11-12=invalided out or died of wounds
A cumulative DRM of one (+1) is applied for each wound suffered beyond
the first (for example: a dice roll of "'9"" for a leader wounded three times
in the conrse of a mission results in his loss),

2,743 If the dice roll results in full recovery, during the immediately follow-
ing Replacement Stage the leader or sniper (with all morale values and DRMs
restored) is returned to the Commando roster,

2.744 If the dice roll results in no change, the leader or sniper rermains hospital-
ized and may not yet be returned to the Commando roster.

2,745 If the dice roll results in invalid/death, the leader or sniper is striken
from the Commande OB Sheet and will never be returned to the Commando
ToSter.

2.75 Wounded leaders and snipers are considered combat losses and may be
replaced normally during the Replacement Stage (5.3-5.4),

2.751 Should a wounded leader or sniper recover and be returned to the roster
during a Replacement Stage, such units are in addition to any randomly-
determined replacement leaders and/or snipers.

2.752 Should a wounded leader or sniper recover and be returned to the roster,
it may be assigned to any Troop or the HQ Cdo, Should all available positions
for the recoverad unit be occupied, the Commando CO may choose to replace
any leader/sniper currently listed on the roster with the recovered unit. The
excesy unil is now permanently removed from the roster (transferred (o another
Commando) and may not be replaced.

3. THE SCENARIOS

3.1 The Commando Campaign Game is played out over the course of 13
SCEMArios,

3.2 Each scenario is composed of two elements: a date (for example; *“June
194177 and a mission (for example; *“Mission B—Operation Bristol’).

3.3 The sequential order of the dates is rigidly chronological. The scenarios
must utilize the given dates in the given order; no date may be ignored, and
no date may be repeated.

3.31 The dates, in sequential order, are as follows:

Movember 1940

June 1941

September 1941

October 1941

March 1542

August 1942

February 1943

July 1943

May 1944

June 1944

August 1944

October 1944

April 1945
3.32 The date of the scenario determines limitations placed on equipmment avail-
able to the Commando CO, and to his German opponent. All use of equip-
ment, vehicles and suppont weapons in the scenario must conform to rules
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on availability and utilization in the period in which the date falls.
3.33 Further, determination of certain variables for the scenario (i.e., Weather,
River Depth, Kindling DRM, etc.) must be made in relation to the appropriate
month/season, as indicated by the datz, For campaign purposes, the seasons are:
Spring—March, April, May
Summer—June, July, August
Autumn—September, October, November
Winter—December, January, February

1.34 Also, determination of other variables during play of the scenarios (for
example: tvpe of German Air Support) must be made in relation to the
appropriate year, as indicated by the date.

3.4 The order in which the missions are plaved is determined, within certain
limitations, by the Commando CO. However, the scenarios must utilize the
complete 1ist of missions; no mission may be ignored, and no mission may
be repeated.
3.41 The missions, with codenames, are as follows:

Mission A—Operation ** Ambassador

Mission B—Operation *'Bristol™”

Mission C—Operation **Claymore™”

Mission D—Operation **Dryad’

Mission E—Operation “‘Easter 3"

Mission F—Operation **Forfar Love™

Mission G—Operation **Gauntlet""

Mission H—Operation '*Huchabuck™

Mission I—Operation *‘lota One'’

Mission J—Operation *‘Jubilee'

Mission K—Operation *Kiwi"”

Misgion L—Operation *‘Lavenberg'

Mission M—Operation **Montana"'
3.42 Prior to the play of each scenario, the Commando CO must select a
ission to match the date. The mission may not be one which has been played
previously during the current campaign game,
3.421 The final four missions (i.e., Missions J-M) may not be selected for
any date prior to May 1944, However, following the July 1943 mission, the
Commando CO must add these four missions to the one remaining unplayved
mission from which he may select.

3,422 The Commando CO may select only one mission. Never may more
than one mission be played (in conjunction or otherwise) for any date.
3.423 Immediately upon making his decision, the Commando CO must
announce the mission selected to his German opponent. The designation of
that mission should be recorded next to the appropriate date on the **Mission
Log Sheet™',

3.5 Each mission includes a brief fictional introduction, board configuration,
potential VP awards, a listing of variables to be resolved, and parameters for
the composition of the German forces and initial deployment.

3.6 The length of each scenario is variable, but may never exceed a maximum
of thirty (30) game turns,

3.61 During the course of any mission, the Commando CO may withdraw
his forces from play. The moment that there are no wnbroken commando in-
fantry units (leaders, snipers, squads, half-squads, crews or scouts) in play,
the scenario is immediately considered concluded.

A.62 Any unit, British or German, may withdraw from play simply by exit-
ing from any whole hex on any mapboard off the playing area. Such units,
onee withdrawn, may not reenter play during the current scenario.

3.63 If the scenario is concluded by withdrawal prior to the 30th Game Turn,
all commando equipment and vehicles and all broken commando infantry units
still on the plaving area are considered captured by German forces—regandless
of whether any German units actually remain in play.

A.64 If the scenario is concluded by withdrawal prior to the 30th Game Turn,
all commando units which have exited any board edge other than that speci-
fied as the entrance edge by specific mission rules are considered captured
by German forces—regardless of whether any German units actually remain
in play.

A.7 Victory Points (VP) are awarded to the Commando CO and'or to his
German opponent upon conclusion of each scenario. The total VP for the
scenario for each player should be entered in the appropriate column on the
Mission Log Sheet.

.71 Ten Missions {i.e., Missions A-I and Mission M) require that commando
forces carry out a raid and withdraw. For the Commando CO to obtain VP
fior such missions, the scenario in play must be concluded by withdrawal (3. 61}
prior to the end of the 30th Game Turn. Beyond the loss of VP for the
Commando CO for that scenario, afl British units (infantry, equipment and
wvehicles) on the playing area at the conclusion of the 30th Game Turn are
considered captured by German forces.

3.72 Three Missions (i.e., Missions J-L) require that commando forces seize
and hold cerain terrain features. For the Commanda CO to obtain VP for
such missions, the scenario in play must not be concluded by withdrawal prior
to the end of the 30th Game Turn. Beyond the loss of VP for the Commando
CO for that scenario, no other penalty appends.

A.73 In addition to any potential VF that may be awarded to the German player
for fulfilling certain defensive requirements of the specific mission, follow-
ing every scenario he may obtain VP for the destruction or capture of
commando units during the course of play of that scenario.

1.731 For each commando squad or commando leader KLA during the course
of play of a scenario, the German player is awarded five (+5) VP. In the
event of capture of these unit types, he is awarded twice this value.
3.732 For each commando crew, half-squad or sniper KIA during the course
of play of a scenario, the German player is awarded three (+3) VP. In the
event of capture of these unit types, he is awarded twice this value.

3,733 For each commando vehicle destroved or captured during the course
of play of a scenario, the German player is awarded two (+2) VP.

3,734 No VP are awarded to the German player for the destruction or cap-

ture of commando support weapons/equipment during the course of play of
& SCENArio.

3.8 The German player, prior to the commencement of each scenario, must
determine the variables specified by the mission rules to be played. The
determination of all such variables must be made in a manner compatible with
the SQUAD LEADER system (EXC: Night and Tide, see below). The deter-
mination of all such variables must be announced to the Commando CO.

.81 The commandos truly were **demons of the darkness™; the vast majority
of their actions took place at night, or in the hour after dawn. To reflect this
fact, the chance of Night Rules being in effect is altered; a die roll by the
German player of **3-6" now results in a night action. All rules for Night
(49.) are put into effect.

.82 In scenarios in which the river boards (#7 and #8) are 1o represent coastal
areas, current and depth are not variables to be determined by the German
player. In all such situations, there is no current (126.3) and the water is deep
(126.4),

3,821 However, the actual topography of the coastline varied with the tidal
surge; most commando missions were timed to take advantage of either the
flood tide or the ebb tide. Therefore, prior to each such scenario, the German
player must determine the tide by a single die roll: **1-2"" represents low tide;
**3-4"" represents normal sea; *‘5-6°" represents high tide.

3.822 When the tide is normal, no alterations are made in the terrain of the
mapboards, When the tide is low, treat all marsh hexes as —1 level brush
(145.) hexes. When the tide is high, treat all marsh hexes as shallow water
hexes.

3.83 All other variables for the scenario (Smoke Candles for German
AFVs—64.8; Weather—111.; River Current—126.3; River Depth—126.4;
Wind Direction—102.5; Wind Force—102.6; German Offboard Artillery
Module, if radio purchased—45.2; Optional Armament—pg. 61) may be
resolved in any order the German player desires.

3.9 Immediately following the selection of the mission but prior to determi-
nation of variables, each player will simultaneously select and secretly record
the forces he will commit to the scenario,

3.91 The Commando CO may select any forces from his roster, within certain
limitations, he feels sufficient to accomplish the objective of the mission. He
may then allocate specialized equipment and transport to these forces from
the Support Weapons/Equipment Depot as he desires.

3,911 The Commando CO must commit a minimum of one (1) regular Troop
tor the mission. If a Troop is committed to a mission, all leaders, squads, sniper
and equipment currently listed on the Commando OB Sheet for that Troop
must enter play onboard. (However, once onboard, elements of any Troop
or the HQ Cdo may be withdrawn from play as per 3.42.)

3.912 The Commando CO may commit all Troops, if he so desires and if
transport and/or topography allows, [Commirment of more than two Troops
may require twe complete sets of British cownters, |

3.913 The Commando CO may commit either or both sections of the Heavy
Weapons Troop. If only one section of the Troop is committed, one leader
from the Troop with one radio must also be committed; if both sections of
the Troop are committed, all leaders and both radios of the Troop must also
he committed. If a section of the Heavy Weapons Troop is committed o a
mission, alf crews and equipment currently listed on the Commando OB Sheet
for that section must enter play onboard.

3.914 In addition to the commitment of Troops and sections of the Heavy
Weapons Troop, the Commando CO may be allowed or required to commit
the HQ) Cdo. The HQ Cdo may ror be committed if only one Troop has been
selected for the mission; it may be committed if two or three Troops have




been selected; it must be committed if four, five or six (should the entire HW
Troop be committed) Troops have been selected. If the HQ Cdo is committed
1o mission, aff leaders, squads, half-squads and equipment currently listed
on the Commando OB Sheet for the HQ Cdo must enter play onboard.
3,915 After selection of the forces to be emploved, the Commando CO may
allocate equipment from the Support Weapons/Equipment Depot andfor
vehicles from the HQ Cdo. Allocation of such equipment and/or vehicles is
strictly temporary; upon completion of the scenario in play, all equipment/
vehicles which have survived the mission are immediately returned to the
appropriate roster during the Roster Reorganization Stage. Except for limita-
tions placed by date and number available, there are no restrictions on alloca-
tion of equipment or vehicles,

3,92 The German player, meanwhile, may select any infantry, equipment,
vehicles, fortifications andfor air support possibility—within certain
limitations—he feels will successfully counter the commando attack. The
Crerman player selects his force by wtilizing the Point Value **purchase’ system
{pg. 60 and 96, Ordnance and Armor listings).

3.921 Each mission will list a maximum number of points for the German
player; these he may expend, within certain limitations, to fashion a German
OB, The total point value expended by the German player may never exceed
the listed allowable maximum.

3.922 Each mission will list any specific restrictions on German point value
expenditures. Conversely, some missions may list additional units which mast
be added to the final German OB.

3.923 All German point value expenditures must be compatible with the date
of the scenario to be played.

3.924 In addition to restrictions placed by specific mission rules and by date,
the German player may never “‘purchase’’ the following: Paratroops, Ski
Capability, Gliders, Concealment Counters.

3,93 Upon conclusion of the scenario in play, either player may request to
see the secretly-reconded selection of forces of the other. Should either player
have exceeded the selection of forces he recorded, or should the selection
be invalid for any reason, that player will forfeit all VP obtained for that
scenario and enter zero {0) VP in the appropriate column on the Mission Log
Sheet, and the other player will be granted an award of one-hundred (+ 100) VP,

4. INITIAL PLACEMENT & OFFBOARD RESERVES

4.1 All forces to be utilized in a scenario commence play either offboard or
onboard,

4.11 Commando forces may never commence play onboard. All British units
must begin each scenario offboard and are brought to onboard play during
the course of the scenario,

4,111 The Commando CO, during the Allocation of Forces Stage, may divide
his selected force in any manner, To each such element of his force, he must
assign and secretly record a turn of entry and & point of entry.

4,112 The turn of entry may be any game turn prior to the 30th Game Turn,
and either the Friendly Movement Phase or Advance Phase may be designated,
The point of entry must be any whole hex on the board edge(s) indicated by
the specific mission rules.

4.113 Neither the turn of entry nor the point of entry for commando elements
may ever be varied.

4.114 If the scenario concludes by withdrawal (3.6/), commando units
scheduled to enter play after the final turn do not enter.

4.115 If the point of entry is occupied by enemy units, commando units
scheduled to enter play on that hex on that urn may enter instead on any whole
hex within ten hexes, inclusive, of the designated hex on the same board edge,
4.12 The German player must place a minimum of 75%, and any specific
additional units (i.e., Mission G—German trucks; Mission I—German ordnance
and crews; Mission M—British prisoners), of the allotted point value maximum
om the board. Any remaining German forces (a maximum of 25 % of the allotied
point value maximum) constitute the offboard reserve.

4.121 Specific mission rules will indicate the parameters for initial German
placement.

4.122 All German units initially placed on the board may commence the
scenario hidden and/or concealed at the discretion of the German player (EXC:
scout/sentry units must be placed onboard unconcealed). Such initial hidden/
concealed placement requires no point value expenditure by the German player.
4,123 German units not initially placed onboard become the German offboard
reserve and are brought to onboard play during the course of the scenario
if desired.

4.2 Each plaver may have potential offboard reserves available as reinforce-
ments. Each playver may bring these reinforcements onboard during play; the
arrival of reinforcements for each player may ocour only once during the course
of a scenario. Should a plaver decide to call for reinforcements, several
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requirements for their arrival must be fulfilled,

4.21 To call for reinforcements, radio contact must be established (46.11)
or maintained (46.12) during the player turn in which the request is made.
4.22 Once the request has been made, the opposing player must be informed
of this fact—but no details of composition or arrival need be revealed.

4.23 Once the request has been made, the player must secretly determine and
record turn of entry and point of entry for his reinforcements,

4.231 Turn of entry is determined in a random manner; the number of game
turns, inclusive of the current turn and of the turn the reinforcements actually
enter, is determined by a roll of two dice: the number rolled is the number
of game turns until entry, (For example: a dice roll of *2"" will mean the
reinforcements enfer on the next game twrn; a dice roll of 8" will mean the
reinforcements emter on the seventh game tum from the current one. )

4.232 Only one point of entry may be recorded, secretly, for the reinforce-
ments. For the Commando CO, this may be any whole hex on any board edge
previously entered by commando forces; for his German opponent, this may
be any whole hex on any board edge nor previously entered by commando
forces, If the point of entry is occupied by enemy units, the reinforcements
may ref enter waiil the point of entry is cleared of such enemy units; once
this occurs, entry of reinforcements may not be volumtarily delayed.

4.24 To insure the arrival of reinforcements, radio contact must be main-
tained until, and inclusive of, the actual turn of entry. Should radio contact
be Iost, the entire procedure to receive reinforcements must be repeated (with
another determination of turn of entry and point of entry).

4.25 The Commando CO may select, as reinforcements, any one Troop or
any one section of the Heavy Weapons Troop not previously committed to
the mission; the HQ Cdo may never be selected as reinforcements. Equip-
ment for commando reinforcements may be allocated from the Depot roster
oniy. The German player may select, as reinforcements, any or all units from
his original point value *‘purchase’” not initially placed onboard (i.e., any
or all units of his offboard reserve).

4.26 For each squad, half-squad, crew or vehicle (AFV or otherwise) which
enters play as reinforcements during the course of a scenario, deduct one (=1)
VP from the appropriate player’s total VP accumulated during play. Do not
deduct any VP for leaders, snipers or support weapons/equipment,

4.3 Sengries: The commando ideal was to strike swiftly, without warning.
Many commando missions owed success to the element of surprise, the sudden
attack catching the enemy unprepared. To artificially recreate this, many
missions incorporate the following rules:

4.31 In certain missions, German units inidally placed onboard may engage
in no activity (i.e., move, fire, establish radio contact, place smoke, attempt
entrenchment, etc. ) until “‘aware’’ of the commando attack, The German forces
become “*aware’" of the attack only when German units (EXC: scout/sentries)
are engaged in combat or when alerted by their sentries.

4.32 All restrictions on German units are lifted (rmediarely should any German
unit (EXC: scout/sentries) be attacked by commando directfindirect fire or
engaged in close combat, German units may now function normally,

4.33 German scouts are utilized to take the role of "'sentries’’. In addition
to all rules for scouts (116.) being in force, special rules reflect the use of
scouts as sentries.

4,331 Sentries may not move until and unless LOS to any British unit (infan-
try or vehicular) is established. Once LOS is established, movement by the
scoutisentry is conducted normally (116.5).

4.332 Once allowed to move, sentries will immediately attempt to report to
a German officer in order to alert the German forces to the commando attack,
All restrictions on German units are lifted immediarely should any German
scout/sentry enter any hex containing a German leader. German units may
now function normally.

4.333 Sentries are eliminated in the same manner as scouts (116.41); however,
commando attacks on German scout/sentries do not release the other German
units from the severe restrictions listed above (4.3)).

4.334 Initial placement for German scout/sentries is given in the specific
mission rules. Such initial placement may never be varied,

5. REPLACEMENTS

5.1 It was inevitable that, in the accomplishment of their missions, the
commandos suffered casualties—at times, extremely heavy casualties. Yet
throughout the war, the commandos also suffered from a lack of qualified
(intelligent, physically-hardy and highly-motivated) volunteers, There are
numerous references in British documents to commando troops operating at
one-half or even one-quarter listed strength. Following each mission, a
Commando CO could only hope to be able to replace recent losses among
officers, ranks and drivers. The following rules reflect the severe handicap
that all Commandos faced in obtaining replacements, and in accomplishing
difficult assignments with undersirength rosters,
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5.2 The commandos were always extravagant with equipment and support
weapons, often abandoning these as they withdrew following a raid, Given
top priority in obtaining replacement equipment, the Commando CO was never
forced to worry about shortages of weaponry or munitions or supplies. Thus,
during each Replacement Stage, the current number of each type of support
weapon/equipment should be made equal to the maximum number of such
units allowed on the Commando OB Sheet (dependent, of course, on the time
frame of the scenario just concluded—2, 4).

5.21 Although ready emough to adopt and adapt German ractics when
warranted, the commandos generally disdained German support weapons,
Therefore, German support weapons/equipment and/or vehicles captured
during play of a scenario may nor be added to the roster, nor used in any
subsequent scenarios. Use is limited to the current scenario in play only.

5.3 As noted above, the difficulty lay not in obtaining replacements for lost
equipment, but in obtaining replacements for dedicated volunteers trained in
commando usage of this equipment, To simulate this difficulty, during each
Replacement Stage the Commando CO will randomly determine the percentage
of recent losses (KIA, WIA and captured) which may be replaced in each
of six “*categories'': leaders, squads, crews, snipers, sturmboats, and trucks.

5.31 For each *‘category”’ in which the Commando has incurred losses in
the scenario concluded immediately prior to the current Replacement Stage,
the Commando CO may roll two dice. The result of this dice roll takes the
form of a percentage. This percentage is applied to the number of units of
that “*category”” lost; this results in a number (all fractions are rounded down)
which is the acrual number of that type of unit which the Commando CO
may now assign to any appropriate roster on the Commando OB Sheet, The
various dice rolls result in the following percentages:
24 = 0%
56 =25%
T=50%
B9 =75%
10-11=100%
12=125%
13=150%

Thus, as an example, i a Commardo has lost nire 6-3-8 squads on a 1943
mission, a dice roll during the Replacement Stage of '3 would reswult in no
replacement squads being available; a roll of "5 would result in rwo replace-
ment squads; a roll of "'7"", four replacement squads; of "9, six; of "I
nine; and of a roll af 12", 1! replacement squads!

5.32 The replacement dice roll may be modified, depending on the dare of
the scenario just conchaded;

1940/41=-1 DRM

1942/43= 0 DREM

1944/45=+1 DRM

5.33 It is possible to obtain (from March 1942 onward) more replacement
units than lost during the course of the recently completed mission. These
surplus units must be placed on rosters on the Commando OB Sheet (i.e.,
assigned o any Troop, the Heavy Weapons Troop or HQ Cdo). However,
since unit types may never be exceeded (as per 2. 33), units in excess of roster
limitations are lost; such excess units may not be hoarded.

5.4 The dice roll for each *“category ' (i.e., for leaders, for squads, for crews,
for snipers, for sturmboats, for trucks) is separate and distinet from all other
replacement dice rolls. Only similar unit types may be utilized 1o fill the number
of replacements determined for each *‘category’’,

5.41 All commando leaders entered on the roster as replacements commence
play as 7-0 leaders, regardless of the level of the leader(s) being replaced.

5.42 All commando squads entered on the roster as replacements are 6-3-8
squads,
5.43 All commando crews entered on the roster as replacements are 2-3-B
crews,

5.44 All commando snipers entered on the roster as replacements commence
play as — 1DRM snipers, regardless of the level of the sniper(s) being replaced.
5.45 All commando sturmboats entered on the roster as replacements are
inherently-crewed sturmboats (128.1}.

.46 All commando trucks entered on the roster as replacements may be of
any of the three types available. The actual number of truck replacements
may be divided in any manner determined by the Commando CO and may
exceed the number of a distincet type of truck which began the campaign;
however, the sum total of all trucks listed on the roster may never exceed
the total number of trucks allowed (i.e., 29) for the Commanda,

6. SPECIAL COMMANDO ABILITIES

6.1 The elite of the Royal Army and the **daring darlings™ of the Fleet Streat
press, the commandos were—along with their American counterparts, the
Rangers—the most ruthless, motivated and professional of the soldiers the

CGerman military faced on the continent of Burope. To reflect this reality, the
commandos are represented by the best counters available: British 6-3-8 squads
and 2-3-8 crews.

6.2 The high level of motivation—at times bordering on fanaticism—the com-
mando trooper brought into combat is legendary; their ''coolness™ under
extreme situations equally so. For these reasons, commando units are nof sub-
ject to Desperation Morale (14.6); they rally with a dice roll equal to their
movale {phus any leadership modifiers in effect) regardless of their current state,

6.3 The *‘ruthlessness’’” demanded by commando tactics proved to be the
primary reason for many recruits” failure to complete training programs. (It
takes a special "tyvpe’” of individual to knife a sentry in the back in cold blood
and a high level of training to do so in total silence!) The German press often
accused the commandos of committing war atrocities and, undoubtably, they
were as ruthless as any adversary the Germans faced on the Western Front.
Therefore, commando units may always execute enemy prisoners at will during
any friendly Fire Phase (89.3),

6.4 Training demanded that each commando be extremely familiar with—
and adept at repair of—British and enemy weaponry and equipment. Thus,
commando units may repair malfunctioning British support weapons with a
die roll of *'1"" or **2"", and may repair German support weapons with a die
roll of ‘1"

6.5 All commando infantry units may man flamethrowers and place demoli-
tion charges.

6.6 Although perhaps awed in the face of enemy armor cceasionally, there
is no historical record of any commando troops flesing their positions upon
atack by German AFVs. All rules pertaining to pre-1942 infantry with regard
to armor (105.) are ignored for commando units.

6.7 The commandos were extremely fond of explosives of all tvpes and highly
trained in their use, All rules for sappers (136.8) apply to commando squads,

6.71 The 100 mine factors listed on the Depot roster are considered unplaced
explosives. Any number of these may, in turn, prior to play (during the Allo-
cation of Forces Stage), be converted to unplaced booby trap factors (136.1)
or unplaced AT factors (136.7). Such unplaced factors may be used in
accordance with the rules for sappers (136.81).

6.8 All commando squads have the ability to utilize smoke grenades (24.2).
However, only certain squads, designated by the Commando CO, may actually
make use of this smoke-making capability.

6.81 At the commencement of the campaign, the Commando Co may designate
any six (6) squads as having smoke grenades assigned. During play of the
scenarios, only such designated squads may place smoke, Signify this ability
on the Commandoe OB Sheet by placing an asterisk (*) following the specific
letter designation of the appropriate squad.

6.811 Smoke capability may never be transferred from one squad to another.
6.812 A squad retains the ability to place smoke until the unit is lost during
2 mission (surviving half-squads have lost the ability). During the Replace-
ment Stage immediately following the scenario in which the squad was lost,
the Commando CO may designate any squad to assume the smoke-making
capability.

6.82 Due to the limitations imposed by the realities of what could be carried
during a raid, each smoke-capable squad may place smoke only six (6) separate
times during the course of play of a scenario (i.e., each designated squad has
a smoke depletion number of 56).

6.821 Following each scenario, the smoke-depletion number is, regardless
of the number of times smoke was actually placed, restored to six for each
designated squad—ijust as all lost commando equipment is astomatically
replaced.

6.9 It was not uncommon that commando snipers were commissioned officers,
who volunteered for the hazardous duty. Therefore, during any Reorganiza-
tion Stage, any commando leader with a =2 or —3 leadership modifier on
the Commando OB Sheet may be replaced by a — 1DRM sniper, who must
then be immediately assigned to any Troop which does not currently carry
a sniper on its roster.

6.91 Such snipers function normally; all benefits and responsibilities of a leader
are lost.

6.92 Leaders converted to snipers are not considered lost when determining
replacements (5. 3) during the ensuing Replacement Stage,

7. COMMANDO VEHICLES

7.1 The original role of coastal raiders envisioned for the commandos
demanded certain skills of seamanship. Thus, throughout the war, Roval Mavy
volunteers were also inducted into the ranks of the Commandos. These
wvolunteers formed the crews of the dories and surfboats assigned to a
Commando, and often fought alongside their comrades ashore.

7.11 The sturmboats on the roster represent the 20-foot SN6, a surfboat



powered by the excellent Bhp Swwart Turner 2-cylinder engine and with a
capacity estimated at 1.9 tons (8-10 men with equipment and the crew of four).
All rules for sturmboats (128.) are in force for the commando SN6 boats.

7.12 For silent approaches to hostile shores, commandos utilized a variety
of inflatables of British and American design. All rules for paddled boats (128.)
are in play for the commando inflatables.

7.121 Should the commandos be entering by land, all pneumatic boats must
enter play deflated, by truck or carried by the units, and nust be inflated (128.9)
prior 1o launch.

7.122 Any paddled boats containing only broken units will attempt to with-
draw automatically (3.62),

T.13 All boats are governed by the rules regarding withdrawal (3. 62 and 3. 71)
and hence, once withdrawn, may not re-enter play during the current scenuric.

7.14 Sturmbcats which are lost during the course of a mission are replaced
only by random percentage (5.3). Inflatables, considered equipment, are
automatically replaced if lost (5.2).

7.2 Each Commando was assigned a variety of trucks, and the exact com-
position of the motor pool varied from Commando o Commando. Three makes
of British-built trucks are listed on the Commando OB Sheet. The actual number
of each distinct truck type may be exceeded by replacements (5. 46)—but may
never exceed the total number of wrucks allowed—to reflect the differing
philosophies of different Commando COs,

7.21 The Scwt Truck is capable of transporting 5pp/1s and has 26MP (as
per the British "'Ant. Lt. Truck™").

7.22 The 15cwt Truck is capable of transporting 10pp/2s and has 24MP (as
per the American ““2&1/2 Ton Truck').

7.23 The 3-ton Truck is capable of ransporting 12pp/3s and has 19MP {as
per the British “*Bedford QLT Lorry™).

7.3 The uhiquitous Jeep was one of the first items of Lend Lease equipment
ohtuined from the United States arsenal, Utilized to carry advance commando
martar teams and scouting patrols, every HQ Cdo listed at least a couple of
Jeeps on their roster. The two Jeeps listed on the commando roster are con-
sidered equipment and are automatically replaced if lost (5.2).

7.4 Throughout the war the commandos were given collapsible bicycles as
standard issue, although instances of their use are rare in the annals of
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commando missions. However, every Commando CO had available a store
of such collapsible bicycles, lightweight and easily assembled.

7.41 Collapsed bicycles are considered to be worth 1pp when transported
by wehicles {including boats) or carried by infaniry units.

7.42 Each collapsed bicycle counter requires one complete Game Turn by
one squad to assemble it for use, (This time span is tripled for enemy units
assembling captured commando bicycles. ) During such game turns, the squad
may engage in no other activity. Should a squad assembling a collapsed bicycle
be eliminated, broken or engaged in close combat during the game turn, the
bicycle is not assembled and the entire procedure to ready it for use must
he repeated,

T.43 All rules for the use of bicycles (132.) are in force once collapsible
bicycles are assembled.

T7.44 Bicycles are considered equipment and are automatically replaced if
lost 5.2),

The COMMANDO OB SHEET (Rule 2 2) is located on the back cover (Page 80}
of this issue for ease of photocopying by the readers. FPermission fo copy for per-
sorctl wxe iz pranted withowt reservalion by The Avalon Hill Game Company and
the author.

This "campaign game" for SQUAD LEADER har been laying around for more
years than | care to remember. When [ came to Avalon Hill a decade ago, this was
one af the many items in iy files | hoped to see into print for The GENERAL, Then,
alovg came ASL, which knocked it all info a cocked hal. Two years ago, after yel
another round of playtesting and proof.reading (the initial effort had begn com.
Pleted by the Helena Gaming Association), it war scheduled for the second ASL
Anrual. But layout considerations and a wealth of excellent material on the newer
rystem cawsed me [0 again put off publivhing the “Commando Campaign Game",
as simitar circumsiances did lass year. With the expanded format, [ am finally able
{0 find the 14 pages demandad, | would hope that for the die-hard fans of the orig-
inal 5L, i proves to be worth the wai,

Obwviously, the many who now play ASL 1o the exclusion of all else wall be dis-
appoinfed with the space spert on this effors, However, [ belleve that the "Com.
raade Campaigr Game " can be readily converled 1o play for that system with min-
imal gffore, Many of the "make-do” expedients crafted for this campoipn are,
uniike before, covered by existing ASL rules. No doubt some of you clever fellows
are already al work. § look forward to seeing the resull.

Brieflng: Repons have reacked Britsh Milisery Imelligence from Prench underground sources confirming massive

Mission A | OPERATION “AMBASSADOR”

VP Awards:
A, 21 The vhject of the exercise is the capiure of enemy units, especially lsaders. from whom
informalion oo new [noop digpositions may be oblaioed . Therelfons, for each German lesder cap-

A.12 The smoall islands centered on 7R4,
TM6G, TE4 and BDDG are in play; the actual

wpagraphy of these istands will depend on
the tide.

— ] A.13 The hex 12115 is a third-level building hex.

Crerman troop movements inte the constal reghons, However, all Allied nitempis to obtain detilsd information
o the new enemy divisional positions and zomes of occupation have been costly failures. It has proved impos-
sible for the Wehrmacht o fortify every mile of occupied coast as yet. Taking advastage of tbis reality, & last
‘major effort 1o chtain information on enemy dispositions has been mounted. Over the course of the next few
weeks, a series of small-scale commando ralds will sirlie the French constline, The object of these raids will
5| not be deatructlon of enemy installatlons, but rather the capiure of enemy officers aod soldiers, ond their return
| 1o England for interrogation by the SI5. In this manner, by the use of methods subtle and unsubtle, it is believed
7| the information required by the High Command can be had. But first, prisoners mast be taken. Your Commanda
has been assigned a streich of the French coast pear Omanvills and ordered to mount sach a rald, using the
minimum fores necessary for succeas, The tactical details of the landing, sttsck and whthdrawal of the raiding
party have been lefi 1o the Commando ©0; the only specific order: ''to bring as many Nazi bastards back as
possihie,

Topography:
AI1 All land hexes north of the river are A
open sea; treat all such bexes as water hexes, N o

Zl

13

wured and brought offboard as a priscoer (89,), the Commands 0 is awarded 20 VP, for esch Variables: The German player must determine prior to play:

Grerman squad of crew caprured and brought offboard as prisoners, the Commando C0 18 awasded
10 VP No VP are pwarded for captared snipers or scouts,

A.dl Since, to transport the prisoners offboard, it will be necessary to utilize boats, prisoners
may be brought offbaard only on commande sarmboats; paddied boats may sot be wilized w
evnouse prisaners. Sinee sturmboats have an inherent crew, it is oaly necessary that an unbroken
British lender or sniper be aboard to 'guard’’ prisoner sguads or crews {thus negating 89.6)
while these prisoner units are o the boat, Shoald aoy British unit fail its morale or be KIA while
puasding enemy prisonecs on a boal, the priscoer undt 15 automatically removed from play (i

Mighe (7. 81)

Weather (111.)

Wind Direction and Force (102.5-.6)

Tide (3.82)

German Artillery Module (if purchased, 45.2)

la nssumed to have escaped gverboard), and po VP are awarded 1o the Commando OO for tha Forces and Initial Placement:

prascner wnit,
A.23 Since the mission s 10 be accomplished with a minimum of force, ¥P are deducted from

AN The German player is allotisd SN points i ' purchase'' his force. He muoat expend 8 minimom

the Commandn C0"s iotal ¥F accumalated during play depending on commande fonces committed., of 300 points for Um infantry units (EXC: Ef'a"a I.I'I.d 6-5-8 squads may nof be selected); he
For each commandn Troop and for sach section of the Heavy Weapans Troop committed, sither MY #of purchase vehicles of any type nor fortifications of any type.
imdtially or as reinforcements, deduct 10 VP, however, oo VP are deducted for commitment of A 32 German scouts, acting as sentries (4.33), must be placed in the following hexes: TAAS,
thes Hi} Cdo. Any such deduction of ¥P are in addition w deduction of VF for entrence of tein- 713 8X4 and 819,

; ; " A.33 Except for any German offboard reserve (4.2) and the German scouts, all German infaniry
A.24 For any award of ¥P 1o the Commando CO o be valid, the scenario must be concluded wunirs oust be i.ni.liuih‘ ]Jl i buil !.n“ 1 (¢4} on Board 12 and/or B 13 and may aot perfom:

Farcements (4. 24]

by withdrawal 3. 71 through the board edge initally estered by commando forces.

A.2% In addition o VP swarded for destruction ar capiure of commanda unita £F, 73) or decucted
for entrance of reinforcements (4.24), the German player is awarded 50 VP if no German unit

any sctivity until aware (4,31) of the commando atteck. All other onboard German unils must
be placed in any whole hex on Board 12 and/or Board 13,

I& taken prisoner and evacuaed offboard by the Commands. A M Commando units must emter play on the north edge, by boat, of the playing area,



Mission B e OPERATION “BRISTOL”

Bricfing: It has been learned thar the major comtrdcations eeaer linking Ob.d.H. {Oterbefehishaber der Hesnes)
Paris with all German coastal commanda from Dunkirk to Ushant is located in o requisiioned French chatean
mear Courselles, The solid, cld chateau lies onty a few hundred yards from cliffs overlooking the sea. Destruo
tham of this inatallation would sow confusion and disarray among the Oerman coastal commands, and be very
wawily for OKH o replace ibe squipment and commumnication specialists concentruted there. Since, due o the
high concentration of flak defenses in the region, pinpoint daylight bombing by the RAF would prove extremely
cosily —with oo guarnniee of success—the job has been assigned o Brigade 1140, Tn e, your Commando has
been nrdered by Brigade HO) to underake this misalon to cripple German command control on tbe northern
consl. German securtty in ihe grea of the chabeaa is tight; it is difficalt for Flan-Dps o provile more than s
rough estimate of (be troops that your force will fsce. Suffice 1o say that the communications center is heavily
guarded. But, regardless of opposition, your raid is o destroy that center.

Topography: _ ®

B.11 All land hexes west of the river are

open sea; treat all such hexes as waber N '
>

hexes.

B.12 The small islands centered on TR4,
TM6, TE4 and BDDG do not exist; treat o m
all such hexes as water hexes.

B.13 The large building centered on hex 684 is of stone construction; all ather bidldings on Board &
are of wooden construction,

B.14 The hexes 6N5 and 604 are third-level building hexes.

— Variables: The German player must determine prior to play:
VP Awards: Night (3,81} Tide (3.82)
B.21 The object of the exercise is the destruction of the enemy communications w'_:"’\ﬁ'_ (111.) German Artillery Module (if purchased, 45.2}
installation, Therefore, for each hex of the building centered on 6MN4 which is on Wind Direction and Force (102.5-.6} Smoke Candies (64.8)

fire or rubbled at the conclusion of play, the Commande CO is swarded 10 VE. Forces and Initial Placement:

B.22 For any award of VP to the Commando OO w be valid, the scenario must  B-31 The German player is allotted 1000 points to *'purchase’” his force. He may not purchase

be concluded by withdrawal (370} through the board edge initially entered by MT, HT, AG, TD nor SPA.

commando foroes, B.31 German scouts, acting as sentries (4. 33), must be placed in the following hexes: BDD2,

. . BL4, 8G4 and 314,

B.23 In addition to VP awarded for destruction or capture of commande units (3, 73)

or deducted for entrance of reinforcements (4, 26), the German player is awarded B~3t3- Exﬁeﬁ for E;R' ﬂm‘“:im ml]nlm “ngrgcw}:f German “WE;;JJ Gmr: m{.‘fﬂtfb‘

40} VP if ne hex of the building centered on hex 6MN4 is rubbled or on fire at the LA T ¥ placed in S 3 e e oo ARRY L PEL
i At ths . any activity until aware (4.3} of the commando attack. All other onboard German units (includ-

PSR! ML ) £V ORI, ing fortifications) must be placed in any whole hex on Board 6.

B.34 Commando units must enter play on the west edge, by boat, of the playing area.

Mission C OPERATION “CLAYMORE”

b |
] Topography: ®
C.11 Al land hexes nosth of the river are open sea;
crear all such hexes s water bexes,

€.12 The small islands ceotered on TRe, A6, - -2
T4 and BDDE are in play; the sciual opography ik

of these islands will depend on the tide,

C.13 The actual configuration of the beards {and N 3 =3
indeed, the numbss of boards io play) will be

determined by the sctions of the commando units,
C.131 Unell all boards nombered 1-6 are in play,
wherever any British infanery unlt exits the curnent -3 -3
playing area 1o the sowth, the German opponent will
randoenly determine the board 1o be placed in the
position the undt ks moving o,

C.132 Craite slmply, before the British unil contioues its movement, the German pluyer will roll & single die
and immediasely place the corresponding board (for example: o die roll of 2" means thar Board 2 will be
Placed} with the nambered edge io the east, Should ibe board corresponding to the number rofled be already
in play, the roll must be repeated umtil & hoard pot curremly in play i placed,

C.133} Should ihe st of the aix boards be placed, no further boards may be brought into play; the playing
wren is now defined, Commands unita may now exdt the playing area anly under the pravisians of withdrawad (3. 77),
C.134 Should the playing area prove not to be a rectangle {for example; showld there be o boards rouk of
3 1 L Al e 3 - Bagrd 8 and four boands touth of Board 7), the non-unifarm--ar blank—region is considersd impassable moan-
Briefing: The High Command is pi oeal-abmed asgaul i taimas terrain, Mo wnit, peliber Britiah nor German, may enter or leave the ploying area via the board edges
near Haugesusd, %hmr, mh:: mnzaw;md‘:l::lmu maps, ,-mm :.}Immm which border this region, LOS/LOF may oo be raced acroas this blank region. This restriction, however, may
of and enemy presence I this remote reglon of Norway @ lacking. To obeain this intelligence, commanda 1ot be invoked uptil—and unless—all six boards are in play,

lundings on unpatrolled sections of the comst around the port are to take place aver the neat fornight ¥ ;

Each lisding is %o devebop ino & reconmissance in force, From the German reaction to the rids, debriefing  ¥AriADles: The German player must determine prior to play:

ol e survivisg commando officers should enable Military Intelligence to devise a fairly compleie estimaie Night (3.8 Allotment of Ge ' Points™' C.A below'
of Wehrmacht positions in the region. Further, sach commanda officer is to take noie of Tortlfications, WEB.I:IHI' 1 f; 3 G;mlnnmlm[ ]Mmu]c Eﬁspu::hﬂcm s z]m".:'
major terrain featares, landmarks, and the gesernl **lay of the land™'; the survivor's repors will he cullad Wind Direction and Force (102.5-6)  Smoke O &4 .8 B e

i assmiied 1o provide tectical maps. ?wrfmmmhummlpﬂahﬂugpojmjnnrm i T moke Candles (64.8)

narth of Haugesund. The mission is moosidered extremely hazasdos, -mrmmmmxmm Tide (3.82)

forces the Commando may encounter can ke known beforehand. lndesd. this is your mission: **to stick 1L »
i Tt T e o The N e Sl Sl ke v e e e ol Forces and Initial Placement:
C.31 The German player is allowed & vasiable number of poin, deermined andomly prior 10 commencemint
of the scenario, 1o “parchase'' his force. He must expend a minimum of S00 poines for German infantry undts,

C.311 The exact pamiber of polete albomed is determined by the rodl of mwo dice, and the resull is secretly recondsd

YP Awards: by the German player, The exact number of pedsts are determined as follows:
.21 The object of the exercise is the discovery of terrain and, as o function of 35 = 800 points
such discovery, the revealing of enemy units. Therefore, for each board (EXC: Boards el i
7 and 8) entered by a commando leader with o functioning radio, the Commando i

. 10-11 = L0 puoi
CO is awarded 20 VP. 5 T ;::1":

.22 For any award of VP to the Commando OO to be valid, the scenario must C.32 Excepl for any German offboand reserve (4.2), cach Geensan unit must be assigoed w any one of the six
be concluded by withdrawal (3. 71) through the board edge initially entered by boards et yet in play . The unbts sesigned 1o exch board mas be secretly recorded by the German player price
commando forces., ta the commencement of play,

i . " C.321 If p board comes (omo play, any and all German anits assigned oo that boand muost immedianely be placed,
C.23 In addition w VP awarded for destruction or capture of commando units (3. 73} conceated, on any whole hex on that board within five hexes of the southern hoard edge.

or deducted for entrance of reinforcements (4.26), the German player is awarded £ 322 German units assigned 10 a bourd may perform no action until an enery infasiry unit eners the board
30 VP for each boird numbered 1-6 not in play at the conclusion of the scenario. ey are asalgoed 1o and the board bs thas placed in play.

C.AZ} The German offbeard reserve, i requested ag relnforcements, must select o polnt of entey @&, 225 only
on beards curreatly in play and may sot alter this point of entry even if ather boards come ioto play, unless
radio contact is subseguently severad. Should a beard come into play sdjscent 1o the poiol of entry before the
reinforcements arrive onboard, such reinforcements must eoter play &1 the firsl oppomunity—oul on the
correapanding poim of enry of the new board. (For example: the poind af enrry 300 kar been peleceed and
recarded for the German affbeard reserve o enrer on fee nurres from the current swre; i Board & s placed o
the south of Board 3, the German reinforcements will enter play or kex 6C1 on tke rexr Cerman norm
C.3 Commando units must enter play on the north edge, by host, of the playing area.
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Mission D | e OPERATION “DRYAD”

D21 The object of the exercise is the destruction of the small bridges. Therefore,
for each bridge destroyed (B0.411), the Commande OO is awarded 20 VP,

D22 For any award of ¥P w the Commando CO to be valid, the scenario must
be concluded by withdrawal (3. 77) through the board edge initially entered by
commando forces,

D1 In addition to VP swarded for destruction or capore of commando units (3, 73)
or deducted for entrance of reinforcements 4. 26), the German player is awurded
60 VP if a route of contigunous road hexes exists from hex SAS to either hex 13GG5
or hex 12AS5.

hexes > &
|| D.12 Omly the small island centered on

hexes. L)

Briefing: The invason i 1o ke place 81 dawn, It is known that 1o the south of the invasion beaches elemests
of the 10k 55 Panzer Division are refitting and om trmining maneuvers. Shoulbd the 85 panzers resch the Caradian
heachhead within n few hours of the landings, the entire operation could be in jeopardy. Only ooe major coastal
rogdwny bends north from e ares in which the 10th 55 is concentrated towards the pianned landing siies; all
ather pogsibie routes represent a leagthy detour which would delay the arrival of the enemy armor for seme
time, Mear ihe village of Eletat, the const rosd crosses a number of stone bridges, Destruction of thess amall
bridges would effectively closs the coastal roadway, ond the shomess route for the 10th 55 Paseer Division.
In ks kncran thal bt Jeast one battalion of German infantry, possihly sopporned by armor, |8 sentboned in the region

| 1o guard the b and ather insinllations. This then is the misslon: slemests of your Commando are, in con-
junction with the Canadian landings, 1o come sshore near Eleiol and —regardless of loss—destroy as many bridges

as pogeible 1o pever the corstal fomd,

Topography:
D.11 All land hexes west of the river are [ o
open Ged; treat all such hexes as water

ZL

hex BDD# is in play, The small islands
centered on TR4, TM6 and TK4 are not
in play; treat all such hexes as water

13

D.13 The hex 12U5 is o third-level building hex.

Variables: The German player must determine prior to play:
Might {3.81)
Weather (111.)
Wind Direction and Force (102.5-.6)
Tide (3.82)
German Artillery Module (if purchased, 45.2)
Smoke Candles (64,8)

Forces and Initial Placement:

D21 The German player is allotted 900 points to **purchase'” his force. He must expend a mini-
mum of 500 points for German infantry units; he may nor purchase HT, TD nor AG.

D32 Gerrnan scouts, acting as sentries (4,33}, must be placed i the following hexes: 8K5, BDD2,
4Y9 and 4D90.

.33 Except for any German offboard reserve (4. 2) and the German seouts, all German infantry
units must be initially placed in building or fortification hex(es) on Board 12, Board 13 or Board
3 and may not perform any activity until aware (4,3)) of the commando attack. All other German
units {including fortifications) must be placed in any whole hex of Board 12 and/or Board 13,

D34 Commando anits must enter play on the west edge, by boat, of the playing area.

Mission E _ OPERATION “EASTER 3”

VP Awards:

E.21 The ohject of the exercise is o damage as many military installations as possible,
Therefore, for each bex which is part of a building centered on 882, 14L5, 1M7,
1X4 or 1Z7 which is rubbled or on fire ar the conclusion of the scenario, the
Commando CO is awarded 5 VP, Further, for each bridge from which at least one
span has been destroyed, the Commando CO is wwarded 10 VP,

E.22 For any award of VP to the Commands C0 to be valid, the scenario must
be concluded by withdrawal (3. 77 through the west edge of Board 7 (either via
water or land hexes) by commando forces,

E.13 In addition to WP awarded for destruction or capture of commando units (3.73)
of deducted for entrance of reinforcements (4. 26}, the German player is awarded
60 VP if ne hex of any building on Board 1 or on Board 8 is rubbled or on fire
at the conclusion of the scenario, and is awarded 20 VP if ne span of any bridge
has been destroyed,

Briefing: The German occupation force in the Metherlands has, for some time now, boen untroubled by the
nttemtions of the commandes. Due wo this, German formations once satiomsd in Halland have been shified to

1| oither coastal zomes, To rectify chis, o wx the German command 's manpower resources by forcing them to protect

every mile of coastine from Morwsy © Grescs, o series of raids will take place during the upcoming holiday
senson, ALl of thess ralds will be directed ar military targets in Holland. Yoor Commando, due i its past record,
beaa b msalgned ane of the most difficalt and dangerous. The Comemardo will, under cover of darkness, penetrane
up the River Maas for a distance of fve miles; there your forces are to nssemble a1 8 disused warehouse, The
following day, whenever you judge the time to be sppropriste, elements of your command are nprmﬂ:d apriver
anather two miles and effect a landing at Biesbosch, where several military installations are Jocated, In Bissbosch,
the commandios are to strike t the barracks, & small exclusive military hoapital for officers, the regional Gestapo
headgquarters bailding, an OKW map depoaitory, 8 Luftwalfe communications center, and other targets of
cppartuaity. As Blesbosch is als & transporiarion center for OKH, expeat strang resistance by disparote elements
of varbous German formations, However, sueccesa of this audacious mid will, hopefally, csuse the German
command to overreact and shift troops from other—and for us, more strabegic—ooasinl sectons.

- -
Topography: 2
E.11 The small islands centered on TR4, F
M6, TE4 and BDD6 are in play; the actual
topography of these islands will depend on
the depth of the river. ~ o
E.12 A rwo-lane stone bridge extends from
hex 813 to hex 8110; anather two-lane stone bridge extends from hex 802 to hex BQ9. A one-lane
wooden bridge extends from hex 7AAS to hex TAAD,

E.13 The following hexes are third-level building hexes: 1415, 1M35, 1U3, 1X5 and BF3,

Variables: The German player must determine prior to play:
Night (3.8
Wieather (111.)
Wind Direction and Force (102.5-.6)
River Current {126.3)
River Depth (126.4)
German Antillery Module (if purchased, 45.2)
Stmoke Candles (54.8)

Forces and Initial Placement:

E.31 The German player is allotted 1500 points to *'purchase’” his force. He must expend a
minimum of 500 points for German infantry units; he may not purchase HT, TD nor AG,
E.32 German scouts, acting as sentries (4, 33), must be placed in the following hexes: TF2, 7Y9,
14W6 and BOE.

E.33 Except for any German offboard reserve (4, 2) and the German scouts, all German infantry
units must be initially placed in building hex(es) on Board 1 and/or Board B or within three hexes
of hex 1417, and may aot perform any activity until eware (4. 3]) of the commando artack. All
other German units must be placed in any whole hex of Board 1.

E.M Commando units must enter play on the west edge of Board 7, by boat, berween hexes
TA4 and TAT inclusive.




VP Awards:

F.21 The object of the exercise is the destruction of enemy units. Therefore, for
every increment of 100 German points (rounded down) destroyed or capmred at
the conclusion of the scenario, the Commanda OO is awarded 10 VP,

F.22 For any avward of VP to the Commando CO to be valid, the scenario must
be concluded by withdrawal (3. 71) through the board edge initially entered by
commando forces,

F.23 In addition to VP awarded for destruction or capture of commando units (3. 73}
or deducted for entrance of reinforcements (4, 24), the German player is awarded
10 VP for every increment of 100 German points (rounded down) onboard and in
play at the conclusion of the scenario,

Mission F e OPERATION “FORFAR LOVE”

Briefing: At COmival on the Freoch coast, a crucial commanda raid on & German-siaffed research laborstory
will be carried out in a few days; the mission's objectives are the capture of busprinis andfor pratatypes of
n new Cerman nirborne radar system and the death or capture of the Cerman scientists engaged In developing
it. To delay and disperse enemy militnry reaction io the maid, o diversionary operation will take place three hours
earlier, M) miles away. Your Commando has besn assigned the task of engineering the diveralon. Yoar men
are oo come ashoee near the village of Biville and engage the anemy troops quartered thers, Amempt o kill as
marny eoemy as possible, to destroy as much equipment as possible, If the German commandant in the region
is convinced that your activity i3 a major raid, he will commit forces that would otherwise react 1o the raid
on Doival. T s i ntive that you dmw these forces 1o Biville; it is equally important, howewer, that your
farce be wllhdrc.mﬁu 1hlrynn'lvnl andd thar your lossss be kep o & ml’nin'rum. .

Topography: o
F.11 All land hexes north of the river are
open sen; treat all such hexes as water hexes, L

F.12 The small islands ceniered on 7R4, & w
TME, TK4 and 3DD6 are not in play; reat
all such hewes as water hexes. n
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Variables: The German player must determine prior to play:
Mighe (3.8])
Weather (111.)
Wind Direction and Force (102.5-.8)
Tide (3.82)
German Artillery Module (if purchased, 45.2)

Forces and Initial Placement:

F.31 The German player is allotted 1000 points to '*purchase’” his force. He must expend a mini-
mum of 600 points for German infantry onits; he may ner purchase AFYs or forifications of
any type.

F.31 German scouts, acting as sentries (4.33), must be placed in the following hexes: 7Z8, TK9,
ADD2 and 13KA.

F.233 Bxcepe for any Cerman offboard reserve (4.2) and the German scouts, all German infantry
units must be initially placed in building hexfzs) on Board 3 and may not perform any activity
until aware . 37} of the commando attack. All other German units must be placed in any whole
hex of Board 3.

F.M¥ Commando units must enter play on the north edge, by boat, of the playing area.

Mission G _ . OPERATION “GAUNTLET”

VP Awards:

G.21 The object of the exercise is the destruction of the enemy convoy, Therefore,
for each German truck destroyed or captured at the conclusion of the scenario, the
Commando CO is awarded 10 VP.

G.22 For any award of ¥P to the Commando OO to be valid, the scenario must
be concluded by withdrawal (3. 71) through the board edge initially entersd by
commando forces.

G.23 In addition o VP awarded for destruction or capture of commando units (3, 73)
or deducted for entrance of reinforcements (4, 26), the German player is awarded
5 WP for every truck on board and in play at the conclusion of the scenario, and
15 VP for every German truck which has exited offboard from hex 15A6 by the
conclusion of play,

Briefing: In four doys time, a British convay with o beavy escort is io depart Gibraltar boand for embattied
Maln, lnden with food and munitions shsoluiely vitn! for the continued survival of ibe island garrison. The
Allled comvey will be under intense enemy aerinl and raval aitack from the momen it leaves port, but the Adminalkty
Is willlng ' accept as high as fifty percent Iosses o resupply Malin, However, a new repart hos raised grave
coneern for the sccess of the operation, RAF Intelligence spurces om the continent report the depariure of o
track comvay from Marseilles transporting socks of the new German magnetic worpedo. The German convay
is bound for the airbases of Kempfiesciaader 39 west of the clty. I these new wepedoes are fined to the Heinkels
of KO3, it is prasible—even probable—that the eatire convoy with s sscort could be wiped oot in the con-
fning waters off Cape Teulsda and Pastelleria, After & hasty evalaation of options, it has been found thar the
route of the German convoy will pass, io two days time, close o the coast a region of hills near the
town of St [VHyeres. It is feasible that a finely-timed commando raid could ambuash the convoy. The Prime
Minister has suthorized the risky wenture; your Commando has been selected 1o carry it 10 conclusion.

Topography:

P

N

G.11 Al land hexes south of the river are open sea; treat all such hexes as water hexes,

.12 The small islands centered on TR4, TMS, TE4 and BDDW are in play; the acrual topography
of these islands will depend on the tide.

o

o] ~

Variables: The German player must determine prior to play:
Might (3.81)
Weather (111.)
Wind Direction and Foree (102.5-.6)
Tide (3.82)
Smoke Candles (64.8)

Forces and Initial Placement:

.31 The German player is allotted one Kubelwagen, four Bussing-NAG trucks amd eight Opel
ST00A trucks; further, the German player is allotted 900 points to *'purchase’” his force, He may
ot purchase trucks, MT, HT, AG, 5PA or TD nor fortifications of any type.

.32 The German offboard reserve (4,2) may contain no trucks.

.33 Except for any German offboard reserve (4.2), all German units must enter play during
the first three game tums on hex 1AS in convay (84.); however, the Kubelwagen and its passengers
and any motorcycles/sidecars and their passengers need not be considered part of the convay,
G231 Unless and until any German unit has LOS to a commando unit, no element of the convoy
may detach itself and maneuver independentdy (B4.7),

G232 The German Opel 67004 trucks, considered 1o be loaded with iorpedoes, may not trans-
port any units of any type. All other elements of the convoy, including the Bussing-NAG trucks,
may trensport troops and equipment normally .

G.34 Commando units must enter play on the south edge, by boat, of Board 7 or Board 8,



OPERATION

H.21 The object of the exercise is the destruction of the airfield. Therefore, for
each building hex of the airfield (hexes 1415, 1417, 1419, 14KE, 1417, 1419 and
14H%) which is on fire or robbled at the conclusion of the scenario, the Commanda
C0 is awarded 10 VP,

H.21 For any award of VP to the Commando OO to be valid, the scenario must
be concluded by withdrawal (2. 71) through the north edge of Board 7.

H.23 In addition to WP swarded for destruction or capture of commando units (3, 73)
or deducted for entrance of reinforcements (4. 26), the German player is wwarded
T0 VP if mo building hex of the airfield and ne hex of the building centered on hex
M4 is on fire or rubbled at the conclusion of the scenario.

| collection of
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“HUCKABUCK”

Briefing: Mear the mouth of the River Seine lles the chaieas of 55, Valery-en-Caus, *
marshal Goering in Auguast 1940, The Ksmmandeur der unilizes the chateas as his residencs during
hiis seami - frequent trips o inspect the QKL comemands statloned along the Fresch coast, The chateau holds many
French art chjects pirnted by Geering, and a private airfield nearby bowusea his personal collection of vinage
nirerafi. The airfield is also used by Goering and his staff during thelr conferences ol 5t Valery-en-Caux. An
ek on Goering s *Kleine Karinhall'' woald be of immessurable propaganda value; and, as o secomdary benefia,
a communds rald on the complex would neake **Fal Hermans'' very coutious io jis use aflerwards, severly handi-
capping the OKL command strscture in occupbed Francos. 1t has been adjudged by Flan-Opa that the chateaw
Inssedf £ noor bl ‘bu e fior any comventional taid to be other than fitile. However, the airfield and Goering's
1" biplanes lis outside: the grounds of the estate, and arc less-closely protecied. Therefore, a
raul an the S Valery nerndrome has been planned and asalgeed o your Commando, Provided thst no slarm
Is raksed premamurgly, e actual aitack should prove relatively sasy. Bul once the stteck is in progress and the
chatesu garrison consequently alected by be sounds of battle, withdrowing your force from the fray with minimal
losses may prove dess so.
Topography:
H.11 All land hexes north of the river are open sea; treat all such
hexes as water hexes,
H.12 The small islands centered on TR4, TM6 and TE4 are in play; the 4
actanl topography of these islands will depend on the tide.
H.13 The hex 1415 and all hexes of the bullding centered on hex 6M4 N
are third-level boilding hexes.
H.14 All boildings on all boards are of wooden construction,

“ncquired’’ by Reichs-

i

Variables: The German player must determine prior to play:
Night (3,81 Tide (3.82)
Weather (111.}) German Artillery Module (if purchased, 45.2)
Wind Direction and Force {102._5-.6) Smoke Candles (64.8)

Forces and Initial Placement;

H.31 The German player is allotted 1000 points to **purchase’’ his force, He may not purchase
MT, HT, AG, TD nor SPA.

H.32 German scouts, acting as sentries (4, 33), must be placed in the following hexes: 406, 4X1,
dCCH and GX9,

H.33 Except for any German offboard resecve (4.2) and the German scouts, all German infantry
units must be initlally placed in building or fortification hexies) en Board 6 west of hexrow )
and/or within three hexes of hex 1417, and may not perform any activity until aware (437} of
the commando attack, All other German units {including fortifications) must be placed in any
hex on Board 6 and'or Board 14.

H.34 Commando units must enter play on the north edge, by boat, of Board 7.

VP Awards:

I.21 The object of the exercise is the destruction of the enemy battery. Therefore,
for each German 14%mm/L55 K18 field gun destroved, the Commando CO is awarded
10 VP, for each German crew KIA or captured, the Commando OO is awarded 5 VP.
122 For any award of VP w the Commando OO to be valid, the scenario must
be concluded by withdrawal (3. 71) through the southern edge of the playing area
by commando forces,

LI} In addition to VP awarded for destruction or capture of commmando units (3, 73)
or deducted for entrance of reinforcements (4, 26), the German player is awarded
25 VP for each German 14%mm/L55 K18 gun on board and manned by an unbroken
German crew at the conclusion of the scenario.

OPERATION “IOTA ONE”

Briefing: H-Hour is 0715. At that time, on the extrems left flank of the British landings, the troops of the Royal
Scots Fusiliers and the Qrueen’s Own Fife and Forfar Yeomanry will come sshone on a narfow sirip of beach.

Jusst tor the north of this planned beschhend lies a series of hills, near the water, which dominate this stretch
of the coast. Somewhere in these hills & German banery of 14%mm artilbery bhas recently been moved inta position.
These guns could ioanlly disrapt the waves of LCAs and LCVPa, pin the British infastry ot the water's edge,
anid halt the explodmelon inband. Whike the acual landing sive is beld oaly by o Wehrmacht penal battalion, the
suppoat of this single sirmegically-placed batery could stiffen their resistance and check our seabome wttack,

bringing chaos 1o the enire Allied invasion, Therefore, a8 H-2, of your do will land a1 the
Mﬂl‘mlnl.l&,WMNMmbﬂuﬂymo{m-mmuﬂﬁmﬁdﬂwm]lnﬁwﬂh“mmlu
Britigh infantry ashore. The crews of your assanlt boats are meanwhile to sithdraw thesr crfi soutbwand along
the coastline wo offer all pratection passible to the landing craft, Obvicasky, it is uanecessary o @ress the impor-
tance of this mission; quite simply, you mus succeed.
Topography: ~
L11 Al land hexes west of the river are
open sea; treat all such hexes as water o
hexes. - -
1.12 The small islands centered on TR, Nlr » o
M6, TE4 and EDDS are not in play;
treat all such hexes as water hexes.

T o

Variables: The German player must determine prior to play:
Night (7.87)
Weather (111.)
Wind Direction and Force (102.5-.6)
Tide (3.82)
German Artillery Module {if parchased, 45.2)
Smoke Candles {64.8)

Forces and Initial Placement:

I1.31 The German player is allotted six 149mm/L55 K18 ART units and six 2-4-7 crews; further,
the German player is alloted B00 points to “purchase’’ his force. He may nor parchase ordnance
of any type.

T.32 Qerman scouts, acting as sentries (4, 37), must be placed in the following hexes: 13K6, BOE,
BCY and 8X4.

L33 All German 14%mm ART units must be initially placed on third-level hexes of any one hill
mass 00 Board 2 or Board 15 (hill mass 621, TE3 or T14). Except for any German offbourd ressrve
4.2} and the German scouts, all other German units must be initially placed in any whole hex
on Board 2 and/or Board 15 and may not perform any activity until aware ¢4, 37) of the commando
artack,

L3 Commando units must enter play on the west edge, by boat, of the plaving area,



VP Awards:
J.21 The object of the exercise is the occupation of the commanding terrain. There-
fore, for each unbroken British infantry unit (not support weapons or vehicles) on
any first-level hill hex at the conclusion of 30 Game Turns, the Commando CO
is awarded one VP; on any second-level hill hex, two YP; on any third-level hill
hex, three VP; and on any fourth-level hill hex, five VP,

J.22 For any award of VP to the Commando CO 1o be valid, the scenario must
not be concluded by withdrawal (3. 77} by commando forces,

J.23 In addition to VP awarded for destruction or capture of commando units (3, 73)
or deducted for entrance of reinforcements (4. 26}, the German player is awarded
15 VP for each major hill mass (i.e., those numbered 322, 498, 5347, 534, 714,
783, 621 and 538) on which there are ne unbroken or uncaptured British infantry
units at the conclusion of 3 Game Tums.

OPERATION “JUBILEE”

Briefing: Across the fields of the YWire valley from the sector held by the Canadian 4th Armounesd Division lay
o series of hille, 1n two days, the 4th Armoured will bsunch s limited offensive, simed a1 breaking through e
walbey ardl the hilla beyond inue the central plaln. To gain s foothold oo the commanding ground in the cemer
of the plansed thrust and diareps the German defensive line, the Canadion command has requested a commando
operation. The British BA Stall has agreed 1o oo the request, and your Commando—being the only available
in this sector—hns been tagged for the mission. On the morrow, ai & time determined by the Canadian HQ} s
suitahle, your force is to dash across the valley and seize as much ground as poasitle, clearing the enemy
from (1. Although the exact compoaition of the enemy forces you will fsos is unknown, the unexpected namre
of your move should present the opportumity o reach the hills and d mThsﬂunmndnllMu}buth
positions unti] dawn of the next day, mm:l:mdunlmmr!ugndulnd to pass through your force and

exploit the gap you have opened.

Topography:

w
r Y

Nﬂ

J.11 The hex 1205 is a third-level building hex.
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Variables: The German player must determine prior to play:
Night (3.81)
Weather (111.)
Wind Direction and Force (102.5-.6)
German Artillery Module (if purchased, 45.2)
Smoke Candies (64.8)

Forces and Initial Placement:

J31 The German player is allotied 1200 podnts to *‘parchase’’ his force. He must expend a minimuam
of 500 points for German infantry,

J.32 Except for any German offboard reserve (4.2), all German units must be initially placed
on hill hexes on snoy or all board(s) in play.

J.33 Commando units must enter play on the south edge of the playing area.

VP Awards:

K.21 The object of the excrcise is the clearing of the village of enemy units. There-
fore, for each hexrow on Board 12 between L and ¥ inclusive which contains no
unbroken German infantry units and no undestroyed German AFVs at the conclusion
of 30 Game Tums, the Commando CO is awarded five VP.

K.22 For any award of VP to the Commando CO to be valid, the scenario must
not be concluded by withdrawal (3, 71) by commando forces.

K.23 In addition to VP awarded for destruction or captore of commando units (3. 73)
ar deducted for entrance of reinforcements (4, 26), the German player is awarded
five VP for each stone building on Board 12 occupied by unbroken Germman infantry
units at the conclusion of 30 Game Turns,

OPERATION “KIWI”

Briefing: A local, limited (erman counterafiack bas retaken the village of Venrad), Normally, with the fluid
ituation  the from, this sbeck woald pose lele inconvenience, However, the only sopply route o the Tth
LL5, Infancry RCT s the 3%h 1.5, Infantry RCT runs through the streets of this village. These Yank formations
are locked in combm with Waffen-85 unils several miles sast of Vearaij, and any anempl 1o break off the actlon
could prove dissstrous. It is vital that the sapply route be quickly restored, While it is unfortunate that youar
cammand mae refen o hartle =0 scon afier the |ast mission, it is imperative that the village be retaken and
the Crerman Infariry ard armor thrown back. Artillery of the U5, VII1 Corps bas been ondered to suppon your
assault on Venraij. Utilize whalever methods seem suitable, but that road through the village must be svadlable
by dawn tamorrow,

Topography: »
K.11 The hexes 12U5 and all hexes of the building centered on hex
12P3 are third-level building hexes
NP
m
-
o
&
Variables: The German player must determine prior to play:
Mighe (3,81)
Weather (111.)

Wind Direction and Force (102,5-.6)
German Artillery Module (if purchased, 45.2)
Smoke Candles (64.8)

The Commando CO must determine prior to play:
American Artillery Modules (K. 34)

Forces and Initial Placement:

K.31 The German player is allotted 1200 points o ““purchase’” his force. He most expend a
minimuom of 400 points for German infantry and a minimam of 400 points for German vehicles.
K.32 Except for any German offboard reserve (4.2), all German units must be initially placed
on any whele hex of Board 4 andfor Board 12,

K.33 Commando units must enter play on the west or south edge of Board 14.

K.34 The Commando CO has a randomly-determined number of 155mm American artillery
mostules as support. Immediately prior o play, during the Determination of Variables Stage, the
Commando C0 must roll one die and secredy record the result; the resulting number is equeal
o the number of 155mm artillery modules available to the Commando CO for use during the
course of the scenario,
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“LAUENBERG”

Briefing: 1o & fortnighe, the Bighth Army will launch a major offessive, designed o leap three major rivers
aexl shaster the German defensive lines of their Ninty-third Army. A deciaive victory could bring Mazi Germany
1o s collective knees, ending the war within weeks. For the British armor 10 crods the rivers, key bridges must
b seciured intsci—daring coups de mair hove already been planned for this purpese, Bridges over the ren furthest
rivers will be seized by glider and parachute elements of the Gth Adrborne Division. And, to provide s brosd
base for the initial penetration, rwo Commandos will seize bridges seven miles apant over the River Binerralj
nrdl establish secure bridgeheads on the east bank, Mear the village of St. Brandoo-sur-Aliex Hes & padr of con-
crete and steel suspension bridges; these are the objective of your Commando, The misskon of your force and

i | of your sister Commanda—#43(RM)}—are identical: w slip scross the *'eo-man's land'’ between the two armdes

i during the hours before midnight; o take up positions in the hills west of the river; io assult and captare the

VP Awards:

L.21 The object of the exercise is the capture of the stone bridges or, failing this,
their destruction. Therefore, for each stone bridge intact and under British control
{see L. 211} at the conclugion of 3} Game Tums, the Commando OO is awarded
30 VP. Alternatively, for each stone bridge from which at least one span has been
destroyed, the Commando CO is awarded 10 VP

L.211 Control of a bridge is defined as having an unbroken squad with functioning
MG In any hex adjacent with each end of the bridge and having no unbroken enemy
infantry mor undestroved enemy AFVe on any span of that bridge.

L.22 For any award of WP o the Commando CO to be valid, the scenario must
nor be concluded by withdrawal (3, 71) by commando forces.

L.23 In addition to VP awarded for destruction or capture of commando units (3. 73)
or deducted for entrance of reinforcements (4. 26, the German player is awarded
25 VP for each bridge {including the footbridge) intact and under German control
at the conclusion of 30 Game Turns.

nsxigned bridges at H-4 bours; to establish & defensive perimeter on the far bank, A few hours later, the sdvance
elements of the Ulster Hussars will make comact with your troops. IF it should prove impossible o take the
bridges, your demoditions expents are 10 drop them {oto the Birerrai] to prevent o German counterthrus over
them imo the flank of the Eighth Army. Plan-Opa estimates strong enemy resistance can be expected al your
warget; regardless though, the bridges at 5t. Brandon-sur-Aliex must elther be secured or destroyed by mightfall
on D-Day Y

—

W

Topography:

L.11 The small island centered on hex
TR4 is In play; the actual topography of
this island will depend on the depth of
the river. The small islands centered on
hexes This, TE4 and 3DD6 do not exist;
treat all such hexes as open water,
L.12 A two-lane stone bridge extends
fram hex 7010 w hex 7Q3; another two-lane stone bridge extends from hex TAAS w hex TAAS.
A wooden footbridge extends from hex 8Y1 o hex 8Y5.

L.13 The hexes 12U%5 and 12%4 are third-level building hexes.

Variables: The German player must determine prior to play:
Might [7.81)
Weather (111.)
Wind Direction and Force (102.5-.6)
River Current (126.3)
River Depth (126.4)
German Artillery Module {(if purchased, 45.2)
Smoke Candles (64.8)

Forces and Initial Placement:

L.31 The German plaver is allofted 1100 points to *'purchase’” his force. He may not purchase
fortifications of any type.

L.32 Except for any German offboard reserve (4.2}, all German infantry units must be initially
placed in any building hex on Board 7, Board 8, Board 2 and/or Board 12. All other German
units may be placed in any whole hex of the playing area.

L.33 Commando units must enter play on the west or south edge of Board 4.

N>

o
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VP Awards:

M.21 The object of the exercise is to free the Allied prisoners. Therefore, for each
4-5-T squad exited west off the playing area, the Commando CO is awarded five VP.
M.21 For any award of VP to the Commando CO o be valid, the scenario must
be concluded by withdrawal (3, 71) through the board edge initially entered by
commando forces

M.221 The scenario is not concluded so long s any unbroken British 4-5-7 squads
remain in play.

M.23 In addition to VP awarded for destruction or capture of commande units (3. 73}
or deducted for entrance of reinforcements (4. 24), the German player is awarded
10 VP for each 4-5-7 squad which is held prisoner at the conclusion of play.

Briefing: Word has reached SHAEF from the leading member af the German resistances in the OEKH—codenamed
“Amber—that 150 Allied officers are being beld by the Wehrmnachi o fow miles from the from lines. Under
pressure from Himeler, the QKW has agreed 1o mrm these POWS over to the 88 tomorrow at 1800 haurs. Once
in the clutches of the Sicherbeintienst, it 38 doabiful that these prisopers will ever be seen agnin, SHAEF baa
ardered thal an operalion be mounted M once 1o free these officers, BEven with such shart notice, Brigade HOQ
has nssiared the Prime Mindster that the mdesion can be sccomplished by the commandaos. Your Commando bias
been wolunteered for the effort, Sometdme in the neat 24 hours, your force is to burst through & thinly-held
sector of the enemy line near Giravelin, racing easteard ten miles. There the Allied officers are being held in
& Ary Ccamp in an open padtune. The comomsndod are w overwhelm the guards, avobding losses among
|mu, and then escort the mﬂ officers back to the Allied lines, The mission calls for Sexibiliny and verve,
antribunes. your men have displayed magnificently in the past—although not always with ssccess. SHAEF expects
not 10 be dsappointed this time,

_OPERATION “MONTANA”

Topography: -
M.13 The hexes 6M3 and S04 are third- ]
level building hexes =
A »
N
o
m
-

Variables: The German player must determine prior to play:
Night (3.81)
Weather (111.)
Wind Direction and Force (102.5-.6)
German Artdllery Module (if purchesed, 45.2)
Smoke Candles (64 .8)

Forces and Initial Placement:

M.M The German player is allotted 15 broken 4-5-7 British squuds as prisoners; further the German
player is alloted 800 points to *‘purchase’" his force. He may mor purchase 55 units of any type.
3,311 The British 4-5-7 sguads must commence play as broken prisoner units; therefore, all
rules for prisoners (89.) are in foree,

M.32 Inidally, the broken British prisoner squads must be placed in any whole hex on Board
4 weat of hexrow ). Except for any German offboard reserve (4,2), all German units must be
initially placed in any whole hex on Board 4 and/or Board 6.

M3} Commando units must enter play on the west edge of the playing area.



ASL SCENARIO A43

PROBING LAYFORCE

b B P

. | BALANCE:

VICTORY CONDITIONS: The Germans win if they have = 20 ¥P
(Good Order friendly SMC/MMC anly) on board 9 onf/west-of hexrow ()

at game end,

@ Delete cne LMG and one 50mm M
fraom the German OB,

+ [Delete two Sangars from the 2/8th OB,

TURN RECORD CHART

BOARD CONFIGURATION:
i N

TR

BABALI HANI, CRETE, 28 May 1941: First Norway, then France; then Greece
and now Crete, Once again British forces had suffered defeat and were in retrear,
streaming lowards the beaches at Sfakia and evacoation by the Royal Navy, But
the pursuing German mountuin troops were pressing hard, and had to be checked.
Already lead elements of the German 5th Mountain Division had overrun the
weakened 28th Auvstralian Battalion, The commandos of Layforce were ordered
o stop and act as a rearguard, even though wo lightly equipped o operate as reg-
ular infantry. Lt.-Colonel Young of [ Battalion, Lavforce, decided to make his
stand where the only road over the White Mountains dividing Crete into north and
south passed through a narmow valley thickly covered with olive groves. And he
had even been promised armor support. But the enemy arrived first,

St

O BRITISH Sets Up First [169]

*

% CERMAN Maves First [228)
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END

Battalion I}, Layforce [ELR: 5] sets up on board 15: [SAN: 5}

rﬂ o

LWE
- E [0
Hl - 1 1 sets up on any hoard 9

Remnants of the 2/8th Australian Battalion [ELR: 4] set up on board 9:

road hex:
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Armor from the Tth Batlalion, Royal Tank Regiment

Elements of Bataillon LI, Gebirgsjiger Regiment 85 [ELR:

4] enter on Turn | on/between hexes 2X0 and 270: [SAN: 3}

e VAKX Re | Ra| R || 0% | 48| | oo | W5
16 | 2 2 5 2 2

SPECIAL RULES:

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

2. All buildings are stone, with no upper levels (EXC: buildings 15K and
15H5), All woods are Olive Groves (F13.5). All grainfields are Vioevards
(F13.6). The only road runs 2Y 1-2Y2-2002-2007-15Y2- 1 5R9-9R3-945/6; all
other roads are Tracks (F9.).

3, The British AFY is confined 1o the road: mavement inte any non-road hex
results in immediate Bog,

4, All Entrenching Attempts receive a +2 DRM

5. The Germans receive one module of 30+mm MTR OBA, which can fire
HE and Smoke,

6. British 6-4-8 MMCs are Commandoes (H1.24).

AFTERMATH: Despite the lmitations of their equipment, the commundos put up a
stlf resistance, Under heavy morlar fire, the British—and remnants of the 208 Aus-
trulians co-opted by Young to guard his rear—withstood several German probing
uttacks, Meanwhile. Lt. LF.G. Terry in his surviving Matilda (the others having been
destroyed as they were abandoned en route wr Babali Hanl) arrived in the valley amd
positioned himself on the road. “firing ar everything thar moved” on the slopes above,
Towards evening, the Germans, frustrated al the delay, ar Jast mounted an encircling
swing on the left. The Australians, in the Tailing light, managed to hold off this throst
Enng ennugh for the commandos w withdraw, then they o fell back in the darkness,
passing throagh defensive lines established by the 4th New Zealansd Brigade, Although
casualties among the Gehirggingers had heen hHw:,.'_ the commandos had lost but 15
men, The respite was only temporary, however; the next day, the weary Commonwealth
trosops contineed their retreal,



BLOCKING ACTION AT LIPKI

ASL SCENARIO A44

Mear BORISOV, RUSSIA, 3 July 1941: During the opening stages of Bar-
barosza, the first great pincer movement on the Central Front occurred between
the cities of Bialvstok and Minsk. As o result of the encirclement of four Soviet
armics in the pocket, the Soviet high command was forced to commil whatever
units were available in an effort to form a new defensive line. Time became the
prime objective the Soviets were fighting for, To gain more, a erack unit—the
15t Moscow Motor Rifle Division—was sent to intercept Guderian’s 18th Panzer
Division as it struck towards Smolensk. If Smolensk were to fall, Moscow would
he no more than 230 miles behind the front line. The enemy had to be slowed if
they could not be stopped, no matter what the cost. A little more than six miles
gast of Borisov, near the village of Lipki, the two armored spearheads met in a
series of clashes,

BOARD ‘ p
CONFIGURATION: N
BALANCE:

W Substitute a 37L Pak 35/37 for the 28LL

5FzB 41 in the German OB,

#F Russian AFVY crews are Inexperienced
D3 .45
TURN RECORD CHART i
* &

¢ RUSSIAN Moves Firs 112131415617 END

VICTORY CONDITIONS: The Russians win immediately when they
have Exited 2 15 VP off the west edge between 401 and 4Y' 1, or at game
end if they have amassed = 15 Casvalty VP more than the Germans.

Reinforced Elements of the 1st Moscow Motor Rifle Ddvision [ELR: 2] enter on Turn 1 on hex 16110 o [6Y 10, having already
expended one-hall (FRD) of their vehicular MF allotment: {SAN: 2]

oy (s =l | 0[] ) 8

L] 5
447 +1 B He | M2 e | TR g

8 2 2 2 4

J I_ Spearhead of Panzer Division 18 [ELR: 4] enters on Turn | on hex 401 ar 4¥1: {5AN: 2}

i 16 ~o 16 28 AT
1R 1 %. &% ”\* %, M2
the | dab | 3| § AT

™ i '
45T 2.2.8 e | WNME o1 | B +28LL

4 2 2 2

Reinforcements enter as per 55K 2;

SPEC]"&L RULES' AFTERMATH: When the T-34s and KV -2a first loomed in sight, the advancing Ger-

: . man units were struck with momentary terror al the size of the Soviet tanks. Up until
1. EC are Moderate, with no wind at start, that time, they had encovntered only the smaller T-26 and BT models. But the Germans
2, Commencing on Turn 4, the German player may roll once per friendly RPh were quick to recover. Soon the light Russian support tanks were aflame, amd the Cer
for reinforcements. Following a Reinforcement dr € 3, the German reinforge-  man gunners, by employing superior fire and movement, mannged 1o score hils aguinst
ments enter in the following MPh on hex 401 or 4Y1, the tracks und other “soft spots” of the T-34s and KV-Is. Like so many other Russian
counteratlacks that sumrmer, the futile one near Lipki collapsed
3. Grain does not exist; treat such hexes as Open Ground,



CHAKILA SUNRISE

AHL LENARIO A4a

CHAKILA, NEW GUINEA, 13 July 1%44: Major Iwataro Hoshino's ad kor
Ceastal Atack Force had crossed the Drinjumor River during the night of 11-12
July, bringing 70mm and 75mm guns up to support an advance by the 237th
Infantry. When contact with the 237th was lost, however, the major took it upon
himself 1o defend the approaches to the river by digging his force in behind a
small stream just cast of Chakila. On the morning of 13 July, advance elements
of the 1st Battalion of the U5, 128th Infantry Regiment, unaware of the cncmy
presence, bogan fo cross the siream in a line of platoons. The hidden Japanese
held back wuntil the first platoon had completed its crossing, then apened fire
with all weapons,

aCl OCz OC)

BeS Ell Bed

NlL: -

BOARD =
CONFIGURATION: ‘ B feq

|
M
: 43 Sraah VW % | pAl ANCE:
YICTORY CDNDITIQWS The Americans win if at the end of any Game |, | he AFV-sliminati e
Turn the number of non-overstacked Good Order U.S. squads (including ""'II'-_“‘F"'-"""-i the A .'c_“mm?“‘-"“ penalty in the o
HS, but not SMClerew/AFV, equivalents; FRU) in Hinterland (G13.2) hexes ¥ictory Conditions {i.e., disregard the last sen- <

easl of the stream that runs 3ToW 1-34W 10 is at least fwo > that same turn
number. Each AFY eliminated (regardless of crew survival) increases by
one the number of U_S. squads required east of the stream to claim victory,

tence therein).
& Exchange ane 3-4-
one 1 +3+5 pillbox,

7 for one 4-4-8, and add

TURN RECORD CHART

*

% ﬁnéiszlmr_'.w Sets Up & Moves First 1 2 3 4 5 6 7 B 9 1 0 END
Elements of the 1st Battalion, 128th Infantry Regiment, 32nd Infantry Division [ELR: 4] sct up as indicated: {SAN: 2}
Onfadjacent-to 370V4 and east of the stream 370W 1-34W 1 Onfadjacent-to 3TAS:
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3
Elements of the 1/128th Infantry and of Company B, 632nd Tank Desirover Battalion (S5P)
enter on Turn 3 along the west edge of board(s) 35/37 (entry as a Rider is MWA);
& 15
1 1 du W i HE = WTE BAZ 44 fw | B-1 ol
A ab i e aEEERERE
&' §66 | 347 3.4-8 2 L Howee - | | 84 ] = | AL a
) 5 2 2 2 3

Elements of the Coastal Attack Force, 415t Infantry Division [ELR: 3] set up in Hinterland hexes east of stream 370W 1-34W 10 {but not in
the same bex as a L5, unit); no hiddenfeoncealed unit may set up adjacent o any 118, unit; {SAN: 4)
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SPECIAL RULES:

1. BEC are Wer, with a Mild Breeze from the north at start,

2. PTO Terrain (G.1) s in effect. The 37AS5-GGS road does exist, bur the
bridge remains a Ford and the road rate/bonus (B3.41/B3.4) is NA.

3. Place Overlay 1 on 37D2-D, and § on 37W49-W 0. Place Overlay Bed with
HN-402 on 35L9-L8, BeS with 501-502 on 35X9-X&, Bet with 601-602 on
519-518, Ef1 on 610-603, OC1 with 1012-1013 on 475-474, 02 with 2012-
23 on 575-574, and OC3 with 3001-3002 on 6T6-675. Beach Slope is Slight
4. The Americans receive one module of 100+mm OBA that can fire HE and
SMOKE.

5. There is no American Turn | PFPh. After completion of the first RPh, skip
directly to the American MPh.

AFTERMATH: The Gls east of the stream fell back 1o the cover of its banks while the
following pluteon deployed along the west bank and opened fire, The 151 Battalion's
urmor support—a platoon of MO ank destroyers—soon arrivesd and began blasting the
Japanese positions, but the enemy gunfire was so inlense that one TD was quickly put
out of commission. The remaining armor withdrew even as further American reinforce
ments acrived, and the fierce firefight continued unabated. Finally, field actillery was
zerged i on the Japanese and, one by one, Major Hoshine's guna fell silent. With no
heavy weapons remaining in action, the Japanese retreated, and the 1st Batialion
resurned it advance 1o the Diiniumor.
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THE DOOMED BATTALIONS

The Allied Minors in ASL

ADVANCED S3QUAD LEADER without the
miner Allied forces is like reading only the last half
of u book; to understand the Axis successes of
153541, one must also understand their opponents.
THE LAST HURRAH ushers the revamped Allied
Minor forces onto our cardboard battlefields, bring-
ing new challenges and—one of the great selling
points of ASL—yvet more variety. Except for Poland,
the armies of the Allied minors are generally dis-
missed in histories of the war with a few paragraphs
(at best, pages), tending to remain grey, shapeless
forces with no particular national traits and wsually
cast in the role of cannon-fodder or live dummics
for the Axis military to experiment upon. This
article attempts to color-in the Allied Minors,
explain the reasons behind their particular game
characteristics, and briefly outline their involvement
in the war—hopefully showing that the traditional
view of these forces is too sweeping and simplistic,
Ag with the article on the Axis Minors in the last
ASL Amngal, any discussion of their armor amd
ordnance is premature, and therefore outside the
scope of this piece.

Although the Axis leadership had contemnpt for
their eventual enemics, the larger Allied powers
were, despite the myths, equally indifferent to the
interests and plight of the minor Allies and put their
own cynical desires to hamper or weaken the Axis
forces above the consequences for their (often reluc-
tant) new *‘allies™", The Western Allies did nothing
1 help Poland {when German western defenses were
weak), and had already allowed Hitler to bloodlessly
destroy the only democracy in central Burope
{Czechoslovakia) and her superb army. Their
meddling in Norwegian affairs provoked a German
invasion, British encouragement of the anti-Axis
coup in Yugoslavia brought the latter disaster. When
the Greek dictator Metaxas refused British help,
Churchill phserved *“one cannot force little dogs to
et mutton' " and his envoy later gave the dictator’s
successor an exaggerated notion of potential British
aid. Yugoslavia's Prince Paul would complain, with
good reason, **You big nations are hard, You talk
of honor but you are far away.""

O the other hand, the minor Allies did litde o
help themselves, neglecting their own defenses and
subbomly pursuing neutralism because the best
option—collective security —had been discredited in
1914 when entangling treaties dragged nation after
nation into the private feud between Austria-
Hungary and Serhia. Also, like the minor Axis

powers, the minor Allied powers were not neces-
sarily on friendly terms with one another and there
was fittle military cooperation between neighbors
like Belgium and Holland, betwesn Greece and
Yugoslavia, or between Poland and the surround-
ing states (the Polish government alienated poten-
tial Balkan allies with strident nationalistic policies
which provoked rather than placated Hitler).
Morway, like a certain movie actress, just wanted
to be left alone.

For reasons of space, Denmark and Luxembourg
will not be discussed in detail here, With an army
af just two divisions, the 3.5 million Danes were
quickly congquered by stealth on 9 April 1940, losing
hetween 13 and 26 dead (sources vary). Luxem-
bourg’s 150000 citizens were protected by 438
regular soldiers, 270 policemen, and some citizen-
guards who were outwitted more than outfought by
German troops disguised as ““tourists'’. To avoid
reprisals, no organised resistance occurred, although
seven Luxembourgers were wounded in skirmish-
ing on 10 May 1940,

| —

By Charles Markuss

BELGIUM

Adfter the devastation of the Great War, Belgium
concluded various defense agreements with Britain
and France while maintaining a 12-division army
until 1923, But growing increasingly neutralist (and
poor), the povernment reduced these forces in 1926,
By 1934, King Leopold [T {CinC of the armed
forces) fell that treaties with foreign powers were
detrimental to Belgian interests, and Anglo-French
impotence over Hitler's reoccupation of the Rhine-
land in 1936 led Belgium to revoke all such treaties
amnd declare permanent newtrality. Now self-reliant,
increased funds were allocated for fortifications and
the motorization of some units, but the demographic
conssguences of the 1914-18 war had reduced the
potential intake of recruits into the armed forces—io
the extent that Belgium’s army of 650000 men
represented 46% of the adult male population (a
huge commitment for a nation of only eight million
peaple).

The army comprised six active and 12 reserve
infantry divisions: two of Chasseurs Ardennais (one
motorizged just before the war), two of cavalry, plus
two Gendarmerie, two Frontier Guards, two
Fortress, two AA and five artillery regiments, a
battation of “*Frontier Cyclists™, a five-bartalion
Special Fortress unit, eight engineer battalions, 45
““Static”™” battalions to guard communications and
bases, nine territorial battalions and sundry sup-
port/iraining units, The whole force, defensively
organized and cquipped, was incapable of fighting
outside Belgium in the mobile war about to engulf
it due to a plethora of heavy equipment and unrealistic
training. What little armor Belgium had was no
match for the panzers. the reserve divisions used
obsolete weapons; and the AA guns in service were
too few to protect her installatons (for instance,
those deployed at the airficlds were badly sited in
open fields and already pin-pointed by Abwehr in-
telligence).

To defend the country, reliance was placed on
canal defenses and fortresses (the latter regarded,
in 1940, as the most formidable of their kind in the
world) with the hub at Eban Emacl. But the latter,
built in 1932-35 mainly by German contractors,
belied its reputation as it neither commanded the
surrounding terrain, the neighboring canal bridges,
nor the nearby (Dutch) town of Masstricht and could
never have halted the bitrzkrieg even if tenaciously
defended. The revised German plan of amack
through the Ardennes reduced it to a strategic back-
water, albeit of great propaganda value when cap-
tured. All Belgian fortresses were manned by
““fortress troops'—a euphamism for older, unfit
men unsuitable for front-line duty. Why, Eban
Emael even lacked defensive trenches to protect the
gun embrasures, mines, barbed wire amd AA puns.
Elsewhere oo, Belgian defenses were more symbolic

than real: many firing positions were unusable due
to vegetation overgrowth, while the harsh winter
hampered construction and left many trenches and
fortifications in a bad state. Natural camouflage was
inadequate, and barbed wire largely absent because
the farmers complained about the hindrance it
caused their operations,

These weaknesses were compounded by Belgian
neutrality, quickly reaffirmed when Poland was
invaded, which frustrated all Anglo-French attemgpts
to plan a joint defense wntil it was too lae. Even
in May 1940, some Belgians obstructed the *‘uninvited
entry of British troops into Belgium. Meanwhile,
the lack of Belgian-Dutch military cooperation com-
promised the defenses of both countries (see below
under “*Holland''). Belgium's neutralist stance
appears (o0 have been partly due to the influential
General van Overstracten (King Leopold™s personal
military advisor), who had no confidence in the
French army, whatever its reputation elsewhere.

Omly in March 1940 did Belgiom finally discuss
joint defensive plans with representatives from
Britnin and France, from which mectings the *Dyle-
Breda Plan'' emerged. The main defense line (still
incomplete when Germany attacked) ran from
Antwerp to Mamur, deep inside Belgium, but
depended on the Belgians holding forward positions
an the Albert Canal for five davs until the Allies
could move into Belgium, and the plan made no
allowance for a simultaneous enemy atack on
Holland. Unfortunately, German paratroopers
landed between the first and second echelons of
Belgium's Tth Division guarding this waterway and,
with Luftwaffe support, quickly penetrated the
Belgian defenses to form two secure bridgeheads
fed by previously-captured bridges. These vital links
over the Meuse were ready for demolition, but the
engineers allotted to this task were given little dis-
cretion. The NCOs in charge of the detachments
were reluctant to display any initiative following the
repercussions of an accidental explosion in Liege
in 1939, relying instead on direct orders from their
HQ in Lanaken, Before it could order the destruc-
tion of these critical bridges, the HOQ itself was
destroyed by the Luftwaffe on 10 May, and so the
Veldwezelt and Vroenhoven bridges were captured
intact by the invaders,

Despite numerous warnings of a pending Ger-
man attack, Belgivm only “*invited" Allied forces
in 1o help some hours after the invasion and much
(avoidable) confusion ensued, to their common
detriment. The Belgian General Michiels, doubtless
influenced by false alerts in April, had granted his
troops leave on 25 April and % May, despite the
evidence of German troop movements along the
border. The German wse of Allied uniforms at
Maaseik and elsewhere, plus the deployment of
German airborne troops behind the Allied lines and
governmental warnings abowt **fifth columnises’,
helped produce a psychosis that distracted many
Belgian soldiers at the expense of fighting the
Germans at the front, thereby exhausting them in
the fruitless pursuit of innocent civilians and guard-
ing unthreatened installations.

Maorcover, the Belgians (like the French) had
neglected the Ardennes. Although the Chassewrs
Ardennais staged some token resistance there and
even delayed the Germans in some places, most of
the defense was entrusted to just seven batalions
of Chasvewrs with almost no reserves. French prepa-
rations to cover the sector were even more minimal,
The Chasseurs were to retreat northwards once the
fight began, conducting a rear-guard action, and re-
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join the rest of the Belgian army, leaving the French
(supposedly) to seal-up the area while the Belgians
copcentrated around the country’s population
centers. Described by Petrarch 600 years earlier as
a region of *'savage and inhospitable forests™”, the
defensive value of the Ardennes was vastly over-
estimated in 1940 despite the lessons of history,
Many successful 16th and 18th century offensives
had been launched through it, but French com-
manders remembered only their costly offensive of
August 1914, which had failed and established its
“impenctrable’’ reputation. French maneuvers in
1938 confirmed that the high Ardennes plateau was
excellent tank country, but the information was sup-
pressed in case it “‘upset the troops™!

Commencing on 11 May, four days earlier than
planned, the Belgians began to withdraw under
German pressure to the Dyle line; the next day they
ceased (o fight as an independent force as they came
under direct French command. Some fortress gar-
risons in the Liege area remained at their posts
however, and the Belgian troops also bravely
resisted Fommel's crossing of the Meuse (although
their counterattacks failed), Unfortunately, the
German breakthrough at Sedan now rendered the
Dyle plan obsolete; on 16 May the withdrawal of
all Allied forces from Belgium to a new line along
the Scheldt was implemented, leaving the Belgians
very bitter since this effectively doomed their
country, To add insult w injury, their allies then
proposed amother withdrawal o the Yser to gather
enough forces for the 21 May Arras counterattack,
The Belgians refused since their army was now too
weary for such retreats to the unprepared Yser
position, and the move would undermine the flag-
ging morale of the Belgian troops. Indeed, though
the Charsewrs were engaged in bitter fighting along
the River Dendre, some formations were already
disintegrating .

By 24 May, the Belgian army was spread pre-
cariously in a 95-mile arc stretching from Medin
tor the sea with a defensive line running along the
Lyvs (a shallow river some 20-30 meters wide, with
many curves and dykes 1o complicate the defense)
over which the Germans had a height advantage
fromm their side. Early on 25 May the Germans broke
through at Deynze, forcing the Belgians back to a
line from Roulers to Menin, and even a spirited
counterattack by the weary Chasyewrs failed. By
evening two Belgian pockets around Courtrai and
Deynze had been formed, which the Germans settied
in to reduce the next day. Appeals for reinforce-
ments led to ad foc elements of the 3rd Reserve
Division being thrown in, but understrength and
without heavy weapons, it achicved nothing but
slaughter, On 27 May, the Belgian center near Tiel-
talong ruptured along a five-mile stretch, placing
what was left of the army in a hapless position. But
to give their allies more time oo retreat and regroup,
the Belgian surrender was delayed another day.
Although unjustly condemned for allegedly *“desert-
ing"" their allies, the latter were now doomed any-
way; oo, any earlier Belgian capitulation—which
would certainly have saved lives—would have
caused even more problems. The Belgian forces had
fought well for over two weeks, despite handicaps,
until almost all of Belgium had been overrun, The
tenacity and stubborn spirit of Belgian soldiers sur-
prised the Germans. Belgium's short war *“hegan
as 4 fiasco and ended in tragedy ", costing her some
23350 casualties (of whom T30 were killed in
combat}.

GREECE

Greece had been a traditional foe of Turkey
{from whom independence was won in 1830) for
generations, but it took a British invasion of Greece
in 1915 to bring her into the Great War against the
Central Powers. The subsequent peace terms
revealed considerable British duplicity towards

Greece, since several islands claimed by the Greek
povernment were given to Italy (as pay-off for join-
ing the right side in the war) while Britain herself
failed 1o return Cyprus to Greek rule, Turkey, being
& defeated power, was also unhappy with the terms,
bt when a revolution followed there, Greece lost
no time invading to safegouard her territorial claims,
However, early and easy Greek victories were her
undoing when Greek nationalists pressed for fur-
ther hostilities to grab even more land. By 1922,
things went seriously wrong; Gresce lost her Anglo-
French support and in August a Turkish counter
affensive mauled the Greek urmy badly. The influx
of about a million refugees brought Greece more
economic problems and viclent political strife, and
a short-lived coup was an mminous portent in 1925,
The growing recession and ever-changing govern-
ments precipitated another in 1935, and in August
1936 General Metaxas seized power. He and his fol-
lowers were pro-German anglophobes who regarded
Bulgaria as Greece's greatest potential threat, and
so constructed the strong *'Metaxas Line'” in north-
west Greece to meet this apparent danger.,

But the real threat came from Fascist Italy.
Mussolini, initially coveting Yugoslavian holdings,
had been thwarted by Hitler’s veto of any Italian
invasion in case it destabilized the Balkans and so
jeopardise Barbarossa. Il Duce chose Greece as a
target instead and tried o first provoke war (to
“pay”” Hitker back, he told the Germans nothing
of his intentions). When the wily Metaxas ignored
the provocations, Mussolini took this as a sign of
weakness and declared war on 28 October 1940,
Metaxas preferred, like Spain's Franco, 1o remain
a sympathetic neutral power and Hitler (who had
some sympathy for Greece in turn} was most
annoved and embarrassed. Mow Greece's large
merchant fleet, especially the tankers, and air bases
would greatly assist the Allies. Metaxas, in turn,
declined British offers of help in case such should
provoke German intervention.

The Italians had chosen the wrong opponent at
the wrong fime, agacking when the mountain passes
from Albania to Creece were snow-choked. The
essentially road-bound Italians, over-equipped for
the steep terrain, soon were bogged down by mud,
swollen rivers, snow, and the ferce Greek re-
sistance. The Greeks soon infiltrated their positions
and in local counterattacks pushed the Itulians back
with some 30000 casualties. An Alpind division was
wiped out and 5000 POWs taken. The Italian air
force failed to delay Greek mobilization and within
two weeks the Ttalians were cutnumbered 5-to-2 as
13 more reserve divisions helped the Greek army
carry the war back into Albania, Having been given
just two weeks' notice of Mussolini’s plans, the
logistical system of the under-supplied Italians col-
lapsed in December when he doubled its forces to
16 divisions. Reports came that apparently 40
Italians froze to death daily during that winter. But
Creek logistics also collapsed, halting their offen-
sive, and about 10% of their estimated 60000 casual-
ties were probably frost-bite amputations. MNewver-
theless, by the end of 1940, 25% of Albania was
under Greek occupation; early in 1941, 14 Greek
divisions were still pushing back 19 Italian ones.
The destruction of three Italian divisions brought
national humiliation, Hitler could now no longer
ignore Mussolini's appeal for help. Soon, German
plans were made to occupy Bulgaria and then deal
with Greece and Yugoslavia,

In 1940, the Greek army had about 430006} men
in six infantry and nine mountain divisions, four
mountain brigades and a cavalry division, By March

1941, it numbered 540000 men (of whom approxi-
mately 50 thousand had received just one month's
training) comprising five infantry and 14 mowntain
divisions, an infantry brigade, a “‘motorized'’
division, and onc of cavalry, But expansion com-
promised quality as always, fighting Italy was one
thing, but resisting German forces quite another

since Greece lacked motor vehicles, mobile artillery,
AFVs and aircraft. Most of her artillery was of
Czech, French or German manufacture, and once
ammunition stocks were exhausted only small
amounts {from the USA) would be available. Britain
agreed to supply captured Italian weapons (the only
AT guns were ““souvenirs™ from Libya). Many
Greek divisions existed in name only, and even the
motorized division consisted of just 2000 newly-
conscripted parage laborers, a few British and Italian
vehicles, plus some civilian cars and motorcycles
along with 24 Dutch and Italian tankeotes. OF the
four cavalry regiments, only one had any armored
cars, and all had just one four-gun battery of artillery
in support.

Metaxas died in January 1941, and his successor
Alexandros Korvzis reluctantly sought British help
(in exchange for bases on Crete) after Germany
occupied Bulgaria in March. The Greek army mean-
while defeated vet another ltalian offensive in
Albania. Some 50-62 thousand men (sources vary)
were sent by Britain to help defend this hard-fighting
new ally, arriving just before the German invasion
on 6 April. But even with this help, Greece's ability
1o resist this onslaught was undermined by the
Yugoslavian-Greek failure to mount a joint defense
o optimize the area's geography. Too, of no help
was the Greek insistence on deploying most of her
men on the Albania front and by her reluctance to
abandon the port of Salonika, which allowed the
largely irrelevent Metaxas line defenses to soak up
troops at the expense of the shorter but more crucial
Aliakmon defensive line.

Italy launched a new offensive o exploit the
changed situation and (sensing that their position
was hopeless with Germany in the war) some Greek
commanders vainly advocated immediate surrender.
The Germans quickly capitalized on the extended
Allied deployment in Albania, Eastern Macedonia/
Thrace and on the Aliakmon river/Axios plain.
Although the Greek forts in Thrace stubbornly
resisted the Stukas, demo charges and flame-
throwers, the fortresses at Ekhinos and Nymphea
were taken on B April and that at Kelkayia the next
day after itz defenders were (literally ) smoked-out,
Moving from Skopjie in Yugoslavia, the Germans
quickly penetrated the Salonika defenses 1o urn the
Greek flank and overrun northern Greece. The
Metaxas line fell on 89 April after what the
Germans themselves admined had been heroic
resistance, and Greece's East Macedonia army sur-
rendered when Salonika was taken on 9 April.

The planned Greek offensive in Albania was can-
celled when German units reached Prilep in near-
by Yugoslavia on B April and approached the
Monastir gap to threaten the Greek rear. The next
day German units moved through this pass to cut
off all Greek forces in Albania; all Allied resistance
on this front ended on 23 April when the Germans
captured lonnina and the 300000-man Greek force
disintegrated. Greece's northern flank collapsed on
16 April, and wholesale surrenders ensued (some
Greek troops even firing on their own dissenting
officers), prejudicing any hopes of a prolonged
Allied stand in the mountains of central Greece. The
sudden collapse amid evidence of treachery in
government circles drove Koryzis to suicide. The
fighting degenerated after 18 April into a series of
violent, brave but futile, blocking actions until the
remaining Allied formations had nowhere left o
retreat. On 21 April, King Georgios 1 was advised
to end the carnage. He and his government fled to
Cairo three days later, as the Axis carved up their
coumtry. The CGireek forces had suffered some 15700
casualties during the German invasion, with 270000
of their soldiers briefly POWs,

But, as in Yugoslavia and elsewhere, defeat did
not mean an end 1o the strugale, With a long tradi-
tion of resistance o conguest, the Greek partisan
movernent would bedevil the Axis oecupation forces
right through 1945,



Since the final defeat of Napoleon, Holland had
been a neutral power and had benefitted considera-
bly {in economic terms) from non-participation in
the Great War. 50, when Burope lurched towards
anather, the Dutch were again convinced that the
destruction would pass them by, even though they
had refused (in 1939) a German request to allow
occupation of certain strategic locations in Holland,
Initially German plans for invasion of the West had
excluded Holland, but the Luftwaffe commanders
wanied Dutch airbases to enable their short-ranged
bombers to attack Britain, so the country was added
i the list of victims. Despite having a larger popu-
lation (11 million in 19440) than Belgium, Holland"s
army was smaller due o strong neutralist sentiments
stemming from the observed horrors of 1914-18.
There was little interest in, and great reluctance to
spend money on, defensive measures even when the
economic recession receded and clear signs of a
lpoming European war emerged. The army was a
distastetul conversation topic in polite Dutch society .
By the late “30s, that army was badly run-down and
poorly equipped: the substantial funds spent on it
in the period 1938-40 came too late,

The Landmacht was organized, militia-fashion,
with o potential annual intake of 20-60 thousand men
serving fior 11 months, and then receiving refresher
eourses over the next six years. But although 73000
men were declared lisble for military service in
1938, only 19500 were inducted. When Holland's
forees were mobilized in April 1940, there were
2P0, including reservists {far fewer, proportion-
illy, thin Belgian commitment), available in a home
defense force of limited versatility, with a profes-
sional cadre of just 6500 officers and 6500 men.
The rest varied in age from 20 to 40, With the extra
o divisions added in 1940, Holland fielded just
11 divisions grouped into four corps (based at
Amersfoort, Amsterdam, Arnhem and Breda) each
of two infantry divisions and three artillery
regiments. There was also a light division (of two
bicycle regiments), four cavalry regiments, two of
“‘motor cavalry®, the corps motorized artillery, a

coastal antillery regiment, an engineer brigade, plus
specialist engineer and AA formations (sources vary
on their exact titles and duties). The AA and AT
capability was token and wholly inadequate, while
the armored forces were purely nominal with just
24 armored cars (another 12 newer Ones never saw
action} and seven tanks. Indeed, there were more
AFVe in the Dutch East Indies than there were **at

Holland, like the other minor Allied powers, re-
fused to allow her fiture allies (o know her war plans
of inspect her defenses, even though the only option
open was 1o hold out until Allied aid came should
Mazi Germany invade. This non-cooperation left a
lurge gap between the Dutch army and their allied
neighboring forces when Holland withdrew her
troops north of the Waal-Meuse in late February
becanse Belgium refused to guard the southern flank
of the Peel defensive line. Repeated warnings from
sympathetic German officers hetween MNovember
1939 and the very eve of invasion that Germany
would indeed attack were ignored too,
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Duich forward defenses comprised the Yssel and
Meuse, Grebbe and Pecl-Raam lines to screen ' For-
tress Holland™' {the continuum of William of
Massuu's 16th-century defense against the Spanish),
comprising all Holland northeast of the River Lek
running south from Muiden on the [jsselmeer near
Amaterdam in an **5”" shape 10 Breda and then along
the Waal from Gorinshem to the sea at Dordrecht,
Rotterdam, the hub of Dutch communications, the
Hague and Amsterdam all lay within its confines;
the forces deploved as a forward screen outside this
aren were to fall back into the *‘fortress'” and hold
it to the bitter end with the reserve divisions
stationed therein, To augment this strategy, the
Dutch command relied upon the destruction of
bridges over the extensive walerways and on the
flooding of lowlving lands south of the Grebbe line.

The OKW, aware that defensive flooding might
impede the German advance, gave the invading
forces the smallest tank element in the entire Fall
Gelh OB, but allocated 4000 of the 4500 para-
troopers available to support the attack by seizing
key bridges at Maastrichi, Rotterdam, Dordrecht
amnd Moerdijk behind the Dutch defensive lines, At
a cost of 180 casualties, these objectives were all
captured, but plans to also land troops in the Hague
and captare the Dutch government, High Command
and Royal Family {plus three nearby airfields) fauiled
due (o navigational problems and some fierce
opposition (especially by the 3rd Grenadiers at
Ypenburg). The Hague gambit was abandoned and
the German survivors joined in the attack on
Romterdam. But even these tactical sct-backs caused
much confusion detrimental to the Dutch efforts by
fueling rumors about **[ifth columnists’” or Germans
in disguise running amok in rear areas (as did the
subferfuge at Gennap and elsewhere), spreading out
the already tired Dutch troops and preventing their
maore profitable use in other places.

The speed and fury of the German assault and
the ruse of emploving troops in Dutch uniforms to
capture the important Gennap bridge caught the
Dutch on the wrong foot (even though they knew
that the Germans had previously stolem such
uniforms from them), In effect, the Germans cut
Holland in two before Allied help could arrive,
while their speedy establishment of air superiority
was decisive, On 10 May many Dutch troops were
caught aslesp at Waalhaven airfield and suffered
heavy Iosses because earlier warnings about care-
less deployment without regard for the Lufiwaffe's
abilities were ignored, But the bitter fighting around
the Willems Bridge in Rotterdam showed that the
Dutch could fight, even if their tough Marines (who
had narrowly escaped pre-war dishandment) failed
tor dislodge the Germans, With reinforcements, the
hard-pressed Germans occupied southern Rotterdam
and still held small enclaves on the north side of
the river on 11 May. Repeated air strikes that day
began o undermine the poorly-armed and trained
Dutch reservists, but all attempis to reach the north
bank failed. More German reinforcements, landed
at Waalhaven, continued to reach the area around
the bridge and by evening of 13 May elements of
the Sth Panzer Division arrived in the city, but still
the Dutch held the north side of the river,

Elsewhere in Holland, the position was desper-
ate by 12 May, and negotiations for an armistice
bepan on the 14th. The Lufrwaffe was due to attack
REotterdam that afterncon in support of another at-
tempt to reach the trapped Germans on the north
side, but when the Dutch commander in the city
stalled for time, the deadline for a surrender was
supposedly delayed until 6PM that day. Tragically,
[rantic attempts to recall the now airborne bombers
were only partially successful, and 57 aircraft
attacked the Dutch defenders along the north bank,
as well as a margarine factory by mistake, The
ensuing blaze killed 981 civilians, and rumors that
up to KKK had perished, together with German
plans to give the Dutch defenders of Utrecht the
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same treatment, induced the Dutch government to
surrender six hours later (although units in Zeeland
resisted until 17 May). Considering their handicaps,
the Dutch fought well—even if the quality of
resistance was patchy (outside Rotterdam, most
defenses crumbled quickly), After the war the Dutch
High Command was roundly blamed for the Land-
machi’s poor showing, even though the Germans
had expressed surprise at the tenscity of some Dutch
unita, In the fighting, 2900 military personnel were
killed. At best, Holland might have delayed, bt not
prevented, her defeat.

The Dutch East Indies lasted as an independent
entity somewhat longer. These islands (whose oil
and minerals the Japanese coveted) were protected
by just 1000 officers and 34000 men, of whom
2B000) were native troops, largely territorial guards
with rudimentary training, organized notionally as
a division plus several independent units. The best
were the 400 Dutch Marines on Java certainly.
There were, theoretically, also a few dozen light
wheeled AFYs of varving origin, but according to
the Australian intelligence reports not all were
serviceahle and, together with 16 British light tanks,
were o be used as infantry support or as airfiehd
security on Java, Overall, the Dutch defenders (and
the Australian and British troops deployed there in
support after the fall of Holland) did not compare
with the hardened Japanese veterans of the China
campaign that were to descend. Moreover, the Allies
were thinly-spread over & huge area and constrained
in movement between locations and islands by the
enemy air and naval superiority when the invasion
CHITIE.

Thus the Japanese enjoyed local numerical ad-
vantages (defeating the Allies in detail), as well as
considerable local support (absent in Malaya and
the Philippines) since the native population regarded
the Japanese as liberators. Japan had carefully cul-
tivated such sentiment beforehand by infiltrating
local nationalist groups, whereas the Dutch adminis-
trators failed to exploit any anti-Japanese feelings
created by the invasion and arrogantly expected the
native islanders to rally round them. Indeed, so
violent were nationalist attacks on prominent Dutch-
men that the Japanese had great difficulty restoring
order in Java and elsewhere after their victory,

A chronology of Japan’s conquest of the Dutch
East Indies cannot be given here, but against largely
ineffectual resistance, the area was overrun in three
manths (whereas the Japanese themselves had esti-
mated six). To be fair to the Dutch and their allies
in the Pacific, some did resist bravely: at Tarakan
in January 1942 and in a subsequent 12-month guer-
rilla campaign there; on Ceram in February a four-
day battle was fought before the Allies surrendered;
on Timor, the Australians with some Dutch fought
on as guerrillas for nearly a year after the invasion;
while on Sumatra, Dutch colonial troops resisted
fiercely for two days against Japanese paratroopers
until four battalions of sea-borne reinforcements
arrived to help subdue the defenders.

NORWAY

Morway severed its union with Sweden in 1905
and remained neutral through World War [ even
though her large merchant fleer suffered heavy
losses in Allied service. Continuing over a century
of tradition, most Morwegians berween the wars sub-
scribed to the catch-phrase “*we want no foreign
policy™; their governments displayed an “*ohses-
sive concern with neutrality™, preferring the
“power of international law'' to pursuing either
foreign policy or a defense program worthy of the
name. The army’s CiC, General Laake, was noted
more for agreeing to spending cuts than for his
military ahilities; and, while Morway's socio-
economic achievements were most impressive, her
defenses were not. The population of 3 million was
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protected by an army of just TO00 (in theory, 30000
in six divisions), Most ironic, the 1933 defense
budget's proclaimed intention was to equip the
cavalry with tanks, but it ook years to save up to
buy even one “*so that the . . . soldiers could at least
see one sample in their lifetime.”" Neither the
worsening international situation nor the army’s
efforts to enlist support for their plight changed any-
thing in Norwegian policy.

But then, an invasion of Norway hardly seemed
inevitable. As early as 1934, Hitler had expressed
a willingness to occupy Sweden rather than *‘aban-
don'’ the Scandinavians to British or Soviet in-
Muence, but Norway was excluded from his plans
even though Admiral Raeder wanted MNorwegian
bases for the Kreigsmarine (and from 1938 onwards
tried to change the dictator's mind on the subject),
The British, French and Germans had no special
interest in Norway, and were so ignorant of the
country that all were forced (o hurriedly buy tourist
guides when the fighting started. Norway was
sucked into the maelstrom because of the perceived
importance of her position astride a crucial German
supply route; obsessed with reducing her imports
of iron ore as a quick way to defeat Germany, Brit-
ish and French leaders were prepared to use force
o interrupt these shipments from Sweden through
Morwegian territory/waters if diplomatic methods
failed {which they did), Up to 75% of German iron
ore imports did come by this route, and Allied plans
o ming Norwegian waters were made in late 1939
{albeit, initially rejected by the Chamberlain govern-
ment), The Soviet invasion of Finland then gave
Allied planners the idea of occupying Sweden's ore
mines in a military expedition ostensibly intended
tir help the Finns against the Russians, but the *‘hare-
brained'” British and even more absurd French plans
were luckily pre-empted by the Finnish surrender.
The whole sordid tale of Allied plotting, wrangling
and bungled intervention in Norwegian affairs can-
not be related here, but suffice to say that Norwegian
neutrality was completely undermined.

When the Norwegian Jonsson Quisling sought
Hitler's support for a coup by his Nasjomal! Samiling
party during a visit to Germany in December 19349,
he received a promise that German troops would
occupy Norway only if evidence of an Allied atternpt
to do so emerged, but Hitler would prefer Nor-
wegian neutrality to committing large numbers of
troops there at the expense of an imminent show-
down with France. Low-priority invasion planning
was begun, however, and as this matured indica-
tions were received that the Allies did indeed in-
tend to land in Norway “‘en route”” to Finland, The
Alimark incident especially {when Norwegian war-
ships did nothing to stop the British from boarding
a German ship in Norwegian waters on 16 February
1940} stung the German command into action, and
MNorway's protests to Britain impressed no one in
Berlin, Norway had shown that she would not en-
force her neutrality, and with further evidence of
Allied intentions coming from other sources, the
Germans quickly completed plans for an invasion
sed for 9 April.

Deapite various warnings (all ignored), Norway
was unprepared. At worst, a limited German re-
action to a British minelaying sortie in Norwegian
waters on April 8 was expected, and the Norwegians
seemed hypnotized by the prospect of a British land-
ing thereafter. As late as 8 April nothing more
warlike than a report on the estimated cosis of
mohilizing the four brigades in southern Norway
was sanctioned, amd when the government did
decide to mobilize two of these no urgency was
shown in informing the military. Even as the
Germans landed in droves, no Norwegians were,
officially, mobilized until 11 April because (in
effect) *“partial and secret”’ mobilization had already
been implemented—which entailed notifying men
by mail at 48 hours notice—in the absence of any
machinery for the hastier **gencral”" mobilization.

Omnly a fortunate, and erroneous, reference to the
latter in a radio broadeast led many Norwegians to
enlist on their own initiative. In Oslo this occurred
just hours before the Germans arrived, while in
many cities it continued in front of the German
Lroops!

The loss of the Germans” campaign staff on the
cruiser Bluecher delayed German capture of Oslo,
while Colonel Ruge’s improvised defenses around
Midtskogen bought time for the Norwegian govern-
ment o escape capture—even though it still
professed o prefer negotiating with the invaders to
reaisting them. Governmental inertia was mirrored
at military headquarters; General Laake was '“struck
dumb'® by news of the invasion, and when recovered
advocated surrender. To quarrantine such defeatism,
the King replaced him on 11 April with Ruge, but
two precious days had been wasted, Of course, the
necessarily hasty evacustion of the army's HQ to
Eena, then to Over hardly helped; and Germany s
sedzure of the radio stations on 10 April alse delayed
the issue of mobilization orders. The usual hysteria
about *“fifth columnists™" and disguised Germans
also hampered the efforts of some of Ruge’s liaison
officers.

The Germans quickly established themselves in
Morway despite suffering some heavy losses at
Fornebu airfield near Oslo and in Oslofjord. Some
MNorwegian units were simply engulfed, as at Sola
airfield mear Stavanger, But those at Bergen had time
to react and withdrew inland unmolested. Mean-
while the defenders of the old fort at Hegra east of
Trondheim came to epitomize Morwegian resistance;
here 50 {later 260) Norwegians, a typical mixture
of soldiers (remnants of the scattered 3rd Artillery
Repgiment) and civilians, beat off many determined
assaults using weapons salvaged from the fort w
augment the few brought with them, and even sent
out ski patrols and conducted reconnaissance. Hegra
did not fall until 5 May when the food situaticn
became critical, and had come to symbolize national
defiance.

However, the ad hoc mobilization and swift
German assault caused the rapid demise of the
Morwegian divisional TOSE when the six divisional
headguarters, scattered throughout Norway, were
overrun; those officers who eluded the Germans had
to use their own indtiative o improvise forces in the
absence of any orders from above. Only the 6th
Division at Harstad in the Lofoten Islands remained
substantially intact, mobilizing undisturbed under
the determined and aggressive General Fleischer,
although at Marvik an elderly officer disobeyed him
and surrendered the 450-man garrison precipitously
Only half of these could be extricated (by bluff) to
fight on by Fleischer. He also lost one of his best
battalions in costly counterattacks between 23 and
25 April at Gratangen and Lapphaug; thereafier the
division was reorganized into two battalions. Else-
where the divisional TO&Es became academic. For
instance, the “2Znd Division' was merely the
nucleus of the 2md Field Brigade Group with second-
line and garrison troops filling out the units, at most
10000 men divided into four groups known either
by the name of their CO or the district in which they
fought. Like guerrilla forces, formations changed
rapidly as conditions dictated, and manpower fluc-
tuated as voluntesrs joined or sub-units were shed.
The largest had, at best, two battalions (with perhaps
some ski troops), a few guns and some engineers.
Occasionally heavier weapons for small units were
scrounged from the British or French to support
them,

Thanks to Ruge’s improvisation and superb
organizational skills, the Morwegians managed to
resist until Allied help arrived, even though the
largest number of Morwegian personnel available
o him at any time was 23000, and in all there were
Just 40000 (from the 100000 theoretically on hand).
Moreover, organizational changes of 1 April meant
that many so-called soldiers were actually just raw

recruits, With these, Ruge sought to restrict the
Germans to the south coast long enough to permit
an orderly mobilization in Norwasy's interor,
gradually fighting a retreat to the northwest and trad-
ing space for time. But his hopes were dashed when
the heavily-reinforced Germans pushed north, west
and east from Oslo on 13 April and swept aside his
makeshift roadblocks manned by ill-armed and
worn-out soldiers and volunteers. Attempts to stabi-
lize the front line from Randsfjord and Lake Mjosa's
eastern shore were aided by the rough, wooded ter-
rain favoring the defenders who used small block-
ing forces deployed in depth. Ordered 1o hold their
positions until vastly superior enemy forces were
in contact, they would then retreat 1o new positions
while massive demolitions were carried out to 1m-
pede the German advance, This strategy worked
well until 17 April, when the improved weather
facilitated Luftwaffe support for the ground troops,
whercupon Ruge was forced to continually thin his
forces o block new German threats, However, the
overconfident Germans were sometimes punished
severely, as gl Dombas where 200 German para
troopers were forced to surrender on 20 April after
temporarily cutting Norwegian communications,
while at Marvik the Germans remained bottled-up
for most of the campaign.

From 14 April the arrival of British and French
forces changed the Norwegian role in the war to
one of giving their allies generous support, despite
being badly treated by them in return. Ruge was
deliberately excluded from Allied planning sessions,
and Norwegian advice was usually ignored (with
lamentable consequences for the British). His forces
were left largely to their own devices because he
had great difficulty persuading suspicious British
officers (many of whom behaved **with the ar-
rogance of Prussians™") to cooperate with Norwegian
objectives, even though the Anglo-French forces
were almost immohile in the country without
Morwegian help. The Norwegians were soon frus-
trated by the Britons® inability to operate in deep
snow, and these inadequately equipped and untrained
allies had to be given snow camouflage, snow shoes
and skis by the Norwegians—in return for which
almost no weapons nor ammunition were supplied
despite numerous British promises. Ruge's forces
were thus prevented from fulfilling their true mili-
tary potential, and their allies displayed a wholely
unjustified low opinion of their training  and
methods,

Despite having ammunition for just one day’s
fighting, the 5th Norwegisn Brigade gave their
“*allies™" valuable tactical support in the Steinkjer/
Werdal area (including their trucks and ski troops)
amd at Kjorem—until the British decided to evacu-
ate, without telling them! Even then the Norwegians
transported them back 100 miles and provided flank
protection for the withdrawal., At Dombas too,
MNorwegian ski troops and artillery helped the Brit-
ish run back to their Andalsnes base. Around Lake
Snaasa the Allics left the 5th Brigade in the lurch
by retreating so stealthily that the Norwegians con-
tinued the agreed-upon advance on Steinkjer,
unaware that their flanks were now wunsupported,;
by the evening of 2 May the Norwegians were alone
with their Manks and rear infiltrated by the enemy,
and it says much for these **amateur’’ troops that
they extricated themselves. But on reaching Namsos,
the 5th Brigade found their supposed allies had sailed
away, leaving much sabotaged equipment behind.
Out of supplies, the 5th Brigade surrendered the next
day (3 May), as did all Norwegian forces south of
Trondheim.

Around Marvik there had been no progress since
the 24th of April save the Norwegian capture of
Gratangen, and their commander (like Ruge) was
furicus at the lack of British cooperation. In fact,
the Allied attack on Marvik was the only succesful
aliied venture in Norway. The 6th Norwegian
Dhivision amd the French Chesseurs o "Alpins attacked



Bjerkvik to win a great tactical victory (even though
the Morwegians were low on ammunition); and Mor-
wegian troops further distinguished themselves
fighting alongside the French Foreign Legion on
Orneset beach and in storming the fiercelv-defended
Hill 457, being the first o enter Narvik's suburbs
after the Germans broke out of the encirclement.

But such triumphs were by now academic. On
24 April the British decided that the defense of
Worway was a lost cause, and events in western
Europe after 10 May strengthened their resolve to
evacuate, The French were consulted at once, but
the Norwegians were informed only at the last pos-
sthle moment (officially, at least) in June, On 1 June
the evacuation began, and King Haaskon and his
cabinet accepted an offer of asylum in Britian, leav-
ing on 7 June, No weapons were to be lefl behind
for the Norwegians to use to fight on, on strict War
Office instructions, although authority to leave
behind 3000 rifles and ammunition for them was
granted on 8 June—after the Allied ships were
alrcady at sea! The gallanc fch Division was dishanded
the next day, and an armistice declared the next.

The stalwart Norwegians had lost 1335 killed,
the British some 1869 casuwalties of all types (plus
mane at sea), and the French forces 533 men—
although the Norwegians had borne the brunt of the
fighting for a longer period of time, German losses
amoanted 1o 1317 men killed on land, and 2375 at
sea or otherwise missing, Ironically Hitler's wish
1o aviodd keeping large numbers of tmoops in Norway
was (over the next four vears) not to be.

POLAND

The Kingdom of Poland was founded in 1024
and gained considerable prestige until successive
wars with Russia, Sweden and Turkey eroded its
power over the centuries; the rise of Austria, Prussia
and Russia cnded its  independent  existence.
MNupoleon ostensibly improved Poland’s fortuncs
when he forced Prussia to disgorge Polish territory
in 1807 and created the Grand Duchy of Warsaw.
By 1813, however, the re-emergence of Prussia and
Russia as continental powers doomed Polish self-
determination until the Great War, when Russia
declared Polamd independent in 1916, The peace
treaties confirmed this, but the Poles had to expel
foreign troops first, and in doing so bred resent-
ment to poison relations with otherwise namral allies
like Czechoslovakia and Lithuania (in 1386, for a
time, amalgamated with Poland) through petty terri-
torial disputes. Instead Poland allied herself closely
with remote friends like France.

The forced expulsion of foreign troops greatly
enhanced the prestige of the army and its CinC Josef
Pilsudski, the architect of victory, but his peace-
time activities were less impressive. He remained
aloof from civilian affairs while content to exert in-
fluence in the military alone. By 1926, palitical
immaturity and factionalism had undermined the
establishment of a democracy and Pilsudski, tired
of the growing anarchy, staged a coup to remain
Head of State until his death (although, in effect,
he restricted himself (o running the Polish armed
forces). Much persecution (albeit unofficial) of
political parties and ethnic minorities ensued.

The funds spent on Poland's army, its pride and
Jjoy, while huge by the standards of her weak (largely
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agriculural) economy or in comparison with con-
ternporary European levels generally, were paltry
when measured against German or Soviel spend-
ing., So weak (from foreign exploitation) was
Poland’s economy that an armored division cost
more than the annual defense budget, and all the
funds spent on defense in 1935-39 represented just
10% of the 1939 Luftwaffe budget.

In 1939, Poland had an understrength 191 E-sivle
army of 30 infantry and 11 cavalry brigades, plus
a mechanized brigade (with another still incom-
pletzl, two of engineers and 11 of artillery, By
August 1939, there were 500 thousand men in uni-
form, with a potential pool of 2.5 million, of whom
BO'% were reservists. Even an efficient mobiliza-
tion would have left her owtnumbered 2-to-1 by
Germany. But, thanks to Anglo-French pressure that
maonth, that mobilization was delayed in case it
“provoked’” Hitler; Poland went 1o war with less
than 50% of her forces mobilized and only 25%
fully-equipped and in position. Worse still, the war
caught her active divisions dispersed at the end of
their 18-month training cycle, with only two-thirds
of the men fully trained and the rest with less than
six months” instruction. The (mostly) better trained
Crermans had over four times the aircraft, 40 times
the motor vehicles, twice the troop strength, and
10 times the naval strength of their eneny . Whereas
German infantry divisions had their horse-drawn
transport augmented by 942 maotor vehicles and 452
motoreycles, their Polish equivalents had four motor
vehicles per regiment, Polish infantry battalions had
only four guns apiece; even the French and Soviet
formations had eight, and against the Germans this
inferiority was even more pronounced since the
latter”s outranged the aged Polish ones. Generally
speaking, Polish units had only about 50% of a com-
parable German unit’s *‘combat power™’,

Although Poland had broken some of the Enigena
codes in 1933, her military leaders (largely untrained
in staff work) thought that the assessments of
German plans and troop strengths made from this
source were inaccurate and grossly overestimated
the Wehrmacht's capabilities, In Poland at the time,
tank formations were objects of derision by the mili-
tary, whose unhappy experiences with their own
little tankettes gave no clue as to what the panzsers
could aceomplish; too much was made of the logistical
weaknesses of armor, Pilsudski himsell was no
friend of modernization, and his army’s complex
organizational “‘channels’” at high level stifled
several attempts to bring the military vp to date,
German re-militarization had goaded Poland into
forming a commission with this task in 1936, but
few of its findings were implemented in time. For
example, just four cavalry brigades were to be
mechanized—by 1942, No funds were provided to
begin the hasty tank, artillery, AA and AT gun
production programs advocated. Thus, Poland
strugeled to build 50 tanks annually while Germany
produced over 1000 in 1938 alone. When the war
began, the Polish army had 887 light tanks, 574
small tankettes (many in poor condition), and 100
armored cars dispersed among the cavalry and in-
fantry formations; Germany had some 3449 tanks
concentrated in a few divisions.

Poland’s political leaders, fully aware of the
looming conflict with Germany, had vainly sought
French participation in a pre-emptive strike apainst
Hitler in 1934, In the event of war, they hoped to
hold out until Britain and France intervened. cling-
ing to their assurances that they would launch a
major offensive in the West within two weeks o
take the pressure off Poland. Given the huge dis-
parity in forees, Poland had few other options and
no hope of defending her long borders even with
an army three times as large. Thus Poland left her
border with the USSR largely undefended, All this
was compounded by the absence of natural or man-
made obstacles in the flat terrain and the fact that
most Polish rivers were easily fordable in summer,

57

Such a “‘river defense”” would, in any case, have
entailed the abandonment of much of her popula-
tien, most coalfields and military stockpiles. So
Polish forces were centered opposite the likely
Crerman objectives in border areas with the inten-
tion of fighting a retreat which would **naturally™”
help concentrate Poland's forces to their tactical
advantage. In reality, this deployment dispersed her
army beyond safe limits,

The Poles were still mobilizing when the Ger-
mans attacked on 1 September 1939 from thres
directions: in the north through the disputed Pomer-
anian Corridor, in the center towards Lodz, and in
the south heading for Krakow. Contrary o the
myths, Polish cavalrymen did not knowingly charge
German armor {this was the product of Ttalian war
correspondents with some German embellishments
after the action at Krojanty); although there were
some clashes between German and Polish cavalry,
the latter normally fought dismounted. German com-
bat “‘expertise’” was another myth, as many of their
untried units initially behaved badly when under fire
and all the initial attacks on Polish positions,
clumsily executed, were bloodily repulsed, Only a
series of repetitions brought success. Unfortunately,
however, the Polish stoicism cost them dearly oo,
when their ofien exposed flanks caused them to with-
draw on all fronts by 3 September. Many heroic
actions were fought those first days, but the pattern
and outcome never varied much; regrouping Polish
forces proved impossible in daylight due 1o the Lufi-
waffe, while the mandatory night marches gave the
infantry little rest to the detriment of their combat
performance. The few fresh Polish reinforcements
available had to push against the tide of refugees
and stragglers.

By 3 September, the Germans were through the
Pomeranian Corridor, ready (o strike at Warsaw,
The Polish defenses now contained many large gaps
due to troop shortages and the strategy of with-
drawal; the invaders drove deep into Poland there-
after and by 7 September were approaching the
capital, where clumsy German tactics were again
in evidence during the fighting in the suburbs, Here
the Poles destroyed 57 of the 120 panzers sent
against them by the 9th as a result, But the govern-
ment fled the city for the Rumanian border to avoid
capture, ordering its shrinking forces to rally here
and defend a bridgehead into this sympathetic
neighbor. Only the Polish counterattack at Brura
brought some—temporary-—relief from the depress-
ing series of disasters, when on this occasion the
outnumbered Germans were caught completely off-
guard. The drive to Warsaw was delaved to deal
with this threatened flank and, as elsewhere,
Germany's  superiority in communications  and
mbility facilitated a fast reaction. Afler a week's
fighting, the eight divisions of Poland's Army
Pornan (plus various stragglers) were surrounded,
and although some troops did fight their our of
encirclement to reach Warsaw, the Poles lost some
25% of their entire army here.

Even worse, instead of the promised French
offensive in the West, the Soviet Union invaded
Poland and drove deep into their rear, threatening
the Polish escape routes into Rumania and Hungary,
Ironically, the Poles initially believed that the
Russians had come to their rescue. With the situa-
tion now hopeless, Poland's government crossed
into Rumania on 18 September (the next day) and
ordered its forces o follow in the hope of reform-
ing the army in France later. Savage fighting fol-
lowed as Polish units pushed their way south from
Lublin; indeed, the largest tank batile et now
occurred near Tomarow Lubelski, and daily
Crerman casualty-rates soared to their peak, Mazi
and Soviet roops met on the 2151, while Lwow sur-
rendered to the Russians the next day. Warsaw still
held out, despite heavy air raids, until mounting
civilian casualties brought its capitulation on 27
September, while the small garrison on the Hel
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peninsula resisted until | October and fighting at
Kock in esstern Poland lasted until 5 October,
The Germans would testify to the stubborn
bravery of the *‘common’” Polish soldier with good
reason; of 1,1 million Poles mobilized, 66300 were
killed, 133700 wounded, and S87T000 rtaken
prisoner. Another 200 thousand became Sovier
prisoners (of whom 20000 were murdered), and
20000 died fighting the Russians. Some 100
Poles escaped by various routes to the West to fight
again. In exchange, Germany saw 16000 killad,
32000 wounded, and the loss of 674 tanks amd 319
armored cars (of which 457 were repairable). The
Soviets, coming into the conflict against a dis-
integrating foe, suffered about SO0 killed in action.

YUGOSLAVIA

Officially entitled the **Kingdom of the Serbs,
Croats and Solvenes™" until 1929, Yugoslavia was—
like Frankenstein’s monster—a crudely-assembled
composite, All its constituent peoples had in com-
mon was their Slavie ancestry. Sixteen different
languages were in daily use, and its 12 million in-
habitants were split into Croats, Slovenes and
Bosnians (former citizens of Austro-Hungary) on
the one side and Serbs plus Monenegrans (i.e.,
former enemies) on the other. The Serbs had their
own separate state in 1913 and, having lost 1.5
million dead (30% of the population) in the Great
Woar, mistrusted their new fellow citizens, with pood
reason. 'With their King as head of the Yugoslav
state, the Serbs saw themselves as the dominant
ethnic group and strongly favored a monarchist
government centered in Belgrade, But the Croats
had nurtured aspirations for a semi-autonomons Slay
state gince the 19th century and therefore desired
a federal Yuposlavia, the very antithesis of the
Serbian model, This basic difference would under-
lay all of Yugoslavia's complex political turmoil,
fueled by ethnic socio-coonomic rivalries, profound
religious and cultural differences, plus chromic
agrarien and economic problems.

With German and Italian support, the Croats
used violence amd a boveott of the Serhian-
dominated parlimentary system to try and win in-
dependence berween 1921 and 1928; thereafier King
Alexander suspended the constinution following the
assassination of several Croat politicians, The
ensuing dictatorship was even more detrimental to
Croatian interests, and although constitutional rule
was restored in 1931, Serb-Croat hostility continued
unabated, evenmally claiming the king himself in
a Croatian Ustashi-inspired bombing in 1934, The
anglophilic Prince Paul became Regent, and in effect
ruled the nation as a moderate dictator, atempring
to keep Yugoslavia neutral when war broke out
{despite his deteatation of Nazi Germany} because
the tapid Allied defeats left his country with no
natural allics or markets lor its foodstuffs and raw
materials except the Axis states,

Hitler, seeking to expand his collection of Balkan
satellites for the protection of the southern flank in
the coming invasion of Russia, applied strong dip-
lomatic pressure and threats to force Yugoslavia wo
join the Axis Tripartite Pact. Despite much stall-
ing, Yugoslavia had little choice but to consent on
24 March 1941 in exchange for various **guarantees'”

of their sovergignty. Obliging Hitler may have heen
a necessary evil, but a group of Yugoslav officers
disapreed, staging a coup on 27 March o depose
Prince Paul, sack his government, and put Prince
Peter on the throne (with the air force General
Simovic as Prime Minister). Amid much popular
rejoicing, the new government tried desperately (o
miollify Hitler with promises o respect the Yugoslay
commitment {while secretly negotiating with Brituin
and Greece for military aid), but he was not fooled
and took the coup as a personal insult, To insure
his policies, Barbarossa was deloved, and on 6 April
Axis forces invaded from the north and east as the
Luftwaffe made *‘punishment”” raids on Belgrade
which claimed 1700 lives.

Operation  Purishment consisted of a thrust
towards Skopje to cut Yugoslavia off from Greece,
another towards Strumica and the lower Vardar, and
one to capture the Greek port of Saloniks. Two days
later, mome German umits with the Bulgarians in sup-
port headed for Nis and then Belgrade, while others
from Austria and Hungary moved into Slovenia and
Croatia. Militarily, this was a sledgehammer used
on a rather small nut, and so greatly had Hitler over-
estimated the Yugoslavs that only 24 of the 32
divisions in the German OB were actually needed,
Moreover, other Axis powers had old scores to
settle, and General von Mellenthin described the
campaign as “virtually a military parade’’, with
good reason, The Croats declared their indepen-
dence on 10th April and actively helped the in-
vaders, while the next day 16 Ialian divisions
moved slowly on Ljubljana and others advanced
down the Dalmatian coast to Split and, by 17 April,
Dubrovnik. Four Hungarian divisons moved into
the Drava-Danube-Tisza ““triangle™ and by the 1dth
had occupied the Vojvoding region with just 63
casualties in the face of sporadic resistance from
armed civilians. The invaders eventually included
458 thousand Germans, 340 thousand Ialians, and
B0 thousand Hungarians.

The Roval Yugoslay Army had a peacetime
strength of 148000 men, and 1.4 million if all
reservists were mobilized, But in the event, only
aboant SO0000 badly-trained and equipped draftees
were deploved, of whom just five infantry and two
cavalry divisions saw combat against the invaders.
Yugoslavia had 28 infantry and three cavalry divi-
sions, with 32 artillery and six engineer regiments
for support, plus some small armored units, Hard-
ware like A4 and AT guns, motor vehicles and com-
munications equipment was lacking; ox-carts were
the main source of mobility since {in the words of
one Yugoslay general), “‘they didn't run out of
petrol’”, The high command deployed its forees well
forward near the borders (despite the example of
Polund) and all crossing places were defended,
spreading the army thinly along the winding
fromtiers served by poor roads and fewer railways,
Exploiting the defensive nature of the terrain was
not attempted, enabling the Germans (in particular)
to optimise their superior mobility, And, in a last-
minute attempt to placate Hitder, the Yugoslav
government did not mobilize until 12 hours after
the Germans invaded, while later in the campaign
matters of comparative triviality absorbed govern-
miental attention at the expense of running the war.
The Axis also boldly exploited the lack of military
cooperation between Greece and Yugoslavia, while
the latter overestimated the help that the over-
stretched and distant British or the still neutral USA
could provide. Indeed, the British government could
only advise the Yugoslavians to invade Albania and
capture as many Italian weapons as possible for their
WL WS,

In some places, individual Yugoslav formations
fought well—such as Firot and Novi Sad. But else-
where their ammy usually fell apart quickly, a micro-
cosm of the flawed, factionalized nation itself.
Certainly the Croats, ethnic Germans, Italian and
Hungarian minorities welcomed the Axis as liber-

ators and numerous violent acts by “hfth colum-
nists'” helped them. Bul recent Yugoslav analyses
indicate that many senior Yugoslav officers (mostly
Serbs) ran away first. The onset of snow on & April
came 1oo late o hinder the Axis advance, and by
10 April the demoralization of the Yugoslay forces
was 50 complete that the drive on Belgrade met little
resistance. That day two Croat regiments defected
to the Axis (another later), while in Zagreb 15000
Yugoslavian troops surrendered. Belgrade capitu-
lated on the 12th and was formally occupied the next
day while the king and his govermment fled o
Athens, Officially, the surrender was concluded on
17 April, and a brual foreign occupation began as
the Axis carved up Yugoslavia,

Mo sources give the Yugoslay toll in the 1941
campaign, and the number of POWS varies berween
90 and 343 thousand. But given the light German
casualties (558, of whom just 166 were killed or
missing) and the large numbers of prisoners taken
by the Axis, it can be assumed that Yugoslay batile
losses were light o, allowing thousands of former
soldiers (o join the partisans and fight on one side
or the other for their particular concept of freedom,

ASL TREATMENT

The revamped counters in LAST HURRAH now
give the Elite squad a “*1"" smoke exponent. The
1st line squad has its range factor increased from
"4 to '8, while the erstwhile 2nd Line squad
has been reclassified as **Green™” with its FP factor
raised to **4"" and its range lowerad to **3"", The
net result is that even the worst Allied Minor squad
remaing the equal in firepower to the best-rifle
equipped squads in ASL of any nationality, and su-
perior to the Axis Minor equivalent. This reflects
the general (hut not universal) advantage that the
minor Allies had over them in having a compara-
tive abundance of small arms; countries like
Belgium, Denmark and Poland exported such arms,
whereas all Axis powers (large and small) were pur-
chasers or reliant on captured stocks. Although
Cirecce, Poland and (especially) Yugoslavia used
whatever was available and so amassed a veritable
guartermaster’s nightmare of “‘bargains™ and
“"hand-me-downs”", the minor Axis powers were
even worse off when the Axis short-war strategics
lay in ruins and long-term procurement problems
arose. Hence the Axis Minors” conscript squad has
a lower FP rating than the Allied Minor Green
sqquad.

But the fact that even the best Minor Allied squad
only merits a *'4"" FP reflects the general absence
of 8MGz, and the few that they had were mostly
reserved for NCOs, Belgium built some German MP
1871 and 28/11 types under license. Denmark
soguired some of the excellent Finnish me3 1 Swomd
SMGs (heavy, well-made, and sccurate at long
range) and German MP 34/15, while Norway also
used Suomi models. As did Poland {(who also
munufacturad their own version, the Mors wz 39,
and also had some US Thompsons, Yuegoslavia, a
collector of diverse weapons, only used the long-
harrelled version of the German Erma MP. Polish
use (or misuse) of the SMG perhaps typifies the
Minor Allied experience with this weapon: the
Thumpsons went to the Frontier Defense Corps
rather than the army proper, and the Finnish SMGs
to a Military Police detachment. Just 50 or so of
the Mors type appear to have seen combat and, like
the deployment of a few American USDC M1242
SMGs by Holland in the Dutch East Indies, were
incapable of making much impact.

While not as generous as British, German or
American support weapon allocations as shown on
the charts, we can expect the Allied Minors o be
better equipped than their Axis counterparts. Cer-
tainly in LM the minor Allies usually had more,
even if their choice of weapon adopted was some-
times had (as reflected in their LMG counters hav-



ing a poor 6" range factor and & *"B11°"), Strictly
speaking, Belgion, and most Polish, squads in ASL
should have no LMG counters at all since they
adopted the US BAR for this purpose, a most
unsuitshle weapon for this role although, in fair-
ness, never designed as such., Although some
Belgian models had a quick-change facility for over-
heated barrels, this in no way compensated for its
ather weaknesses, especially as many Belgian BARs
hud the ROF restricted to the lower 300-350 RPM
sefting. Even the two BARS alloned 1o each Chassewrs
Ardennaiz squad (except in the motorcycle com-
panies) were not 4 substitute for a decent LMG,
Elsewhere, the better LMGs tended to be used by
those minor Allies who saw the least Oighting; Den-
mark, Holland, Norway and Yugoslavia all used the
Danish Madsen in various forms (as Jdid many
athers), although most of Norway's were probably
captured by the Germans when they so quickly over-
ran the Norwegian depots, and Yuposlavia was too
poar (o equip her forces throughout with such an
eapensive LMG when plenty of cheaper ones were
available. They therefore also had some Czech
LMGs in various versions (all being well-made,
accurate, reliable and popular) and the French Darme
M1922, an efficient vet cheap weapon. Less suc-
cessful were the old Bergman M135s still in Polish
Ind Line use, and various French Hotchkiss models
in Greek service, which had no sustained-fire capa-
bility due to the peculiar *'strip’” feed system, Some
Belgian and Polish reserve units even used the
wretched French Chauchat (see my ''Forgoften
Legions'"), as did the Greeks and Yugoslavs,

Happily, the siation was better concerning the
heavier machineguns, even though the Allied minors
had a bewildering assortment with, as usual, the
Yugoslavs having the preatest diversity. Despite
their often great age, the weapons were of good
guality generally, the worst being the French 5t
Etienne MI%07T MMG and the Italian Fiat M1914
HMG (both in Yugoslavian service, with some of
the former also used by the Greek army). The St
Frtienne was poorly designed and unreliable despite
modifications, while the Fiat relied wpon oiled
canridges to assist extraction—a magnet for dust
and dirt. {The Yugoslavs probably bought them
because they were inexpensive, ) The rest of the MGs
were much better, if heavy, like the Austrian
Schwarzlose, the venerahle Maxim in numcrous
versions, the Hotchkiss, Colt-Browning, Vickers
and the newer, superb US Brownings. As a result,
the Allied Minors" HMG and MMG suffer no
penalties like their Axis Minor equivalents do.

The few Allied Minor mortars, however, were
not especially good, as evidenced by the fact that
the Germans appear (o have made little use of cap-
tared pieces (more the exception than the rule for
Kazi Germany}. The little Polish 46mm wiz 30 and
36 types had an excellent range of, respectively, 700
and 800 meters. The Belgian 50mm DBT was com-
plex and fired a small bomb, even by the poor
standards of all such small-calibre mortars. Coupled
with their poor logistical back-up, their 11" break-
down number in ASL 18 not surprising.

The Allied minors were also deficient in ATE.
Halland used the Swiss 20mm Solathurn s/8- 1000
{a fuirly average, simple but heavy semi-automatic
with a ROF sufficiently high enough to warrant a
*2'"), Poland had the excellent Ur wz 35, a truely
““secret’” weapon hidden away in sealed boxes ready
for the looming war with Germany, which pioneered
the use of sub-calibre wngsten carbide ammunition
and # high penetration for so light an ATR {although
the propellant used did greatly shorten barrel life),
The other minor Allies generally had no ATRs,
doubly unfortunate since German AFVs of the
193941 era were for the most part thinly armored,
even on the front aspect. And, of course, many of
these minor Allies were also woefully deficient in
AT guns (Morway and Yugoslavia appear to have
had none at all in their armies).

|

As for their OBA, the poor ratings for the Allied
Minors reflect their largely obsolete ordnance and
1914-18 docirines, inflexible logistics (due to the
cmphasis on railways and horses, rather than trucks,
to move and feed the guns), and the often primitive
or inadequate communication equiprnent in use, The
latter is evidenced by the "'7" radio contact value
for the Allied Minors, albeit something of a gener-
alization (but then, the rules are sufficiently flexi-
hle to permit exceptions). Polish signalling
equipment was rudimentary . for instance, because
Filswdski was reluctant to invest to modernize com-
munications and the helated attempts to rectify this
were overtaken by events. Much use was therefore
made of the civilian telephone network, as in
Morway, A German division had seven times as
many radios as the Polish; the French and Soviet
divisions four times as many. Poland put the cream
of its personnel inte feld gun formations rather than
into mediom or heavy artillery, and relatively few
trucks went to the artillery (or any other combat
formation), but to the medical, field kitchen and
mabile workshop units and the like. The Yugoslavians
were firmly wedded to the obsolete French doctrines
of 1914-18, in which the Serbian army’s achieve-
ments would later act as an obstacle to moderniza-
tion, and were also pitifully equipped in this branch.
Belgium and Holland too aped French practice,
while Norway s artillery {(where not captured by the
Germans) was doled out at battery level or below
and the absence of any pre-war exercises severely
affected performance. Greece and Yugoslavia were
probahly even worse off than Poland with regard
1o communications and transport, and their difficult
terrain further hampered logistics. Even Belgium,
among the more industrialized of European states,
relied heavily on horses to tow heavy mortars and
most artillery, save the AA, AT and very large
caliber pieces; even her radios and field phones were
very unreliable,

In range factors, the Allicd Minor MMCs do
very well in ASL and remain superior to most AXis
squads and equal o many Elite ones. However, the
4-5-8 Elite Allied Minor squads will be compara-
tively rare in scenarios, representing that small per-
centage of personnel who received exceptionally
oo training or possessed above-average initiative.,
Examples include the pick of the Belgian Chassewry
Ardennais ('Green Lions™ 1o their German foe),
the Royal Dutch Marines (**Black Devils' in Ger-
man soldier-slang), the Greek Evzones Roval Guard,
or the Norwegian 6th Division's ski troops (a
remarkably well-trained formation). The '3 range
factor reflects the fact that in traimng, lactics and
personal initiative, the best Allied Minor squad
{while usually inferior o its German equivalent) was
no worse than the typical British, French or Soviet
squad—showing that even among the relatively well-
educated Belgians there was little personal initia-
tive, Their superiority over the Axis Minor squads
is due to wsually superior education and the more
enlightened approach to discipline compared to the
armies of the Balkans and eastern Burope. In tactical
training too, the better Allied minor formations were
probably more receptive (0 changes made in the light
of combat experience; certainly the Poles and
Morwegians gave the Germans a tough time even
late in their respective campaigns. The rapid defeat
of the minor Allied powers does limit the data com-
piled on their combat performance, but some of the
examples cited earlier show that upon occasion they
were no push-overs on the tactical level.

The position regarding the more numerous
lower-quality Allied Minor squads is less flatter-
ing. The low three-hex range simulates poor unit
cohesion and training among the reservists; if so-
called **Elite”” units like Belgium's Chasseurs
Ardennals (formed as late as February 19400 pave
their motoreycle battalions litle firearm or tactical
traiming, what could the “‘unimportant™ reserve for-
mations expect? The Belgian military had requested
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4 24-month training period, but strong political pres-
sure reduced this. Hence, most Belgian troops were
incapable of making long, greeling marches, and
the MG and mortar units got the least physical train-
ing of all yet, in the war of maneuver that ensued,
were burdened with the heaviest loads, In Norway ,
the Fort Agdenes garrison had received just 48 days
training—in 19307 Many of Ruge’s units were dis-
tinctly makeshift; this mixture of soldiers, volun-
teers and raw recruits were incapable of maneuver
and almost worthless in the artack, but fought well
defensively and—unlike most British and French
troops in the theater—could at least ski. Poland’s
Mational Guard units were similarly limited in use-
fulness due to almost no training . . . but then,
harely a third of Poland s active divisons were fully
trained. Dutch training was at best *'moderate™, and
vsually poor, Yugoslavia relied on untrained reser-
vists and laurels won in the Great War, Finally,
linguistic differences in Belgion, Polish and Yugos-
lavian units also affected performance adversely.
Together with outdated doctrines, this deprived such
units of the ability to disengage or adapt in unfavora-
hle combat situations. Although the Poles did em-
phasize night fighting and maneuver in doctring,
their reliance upon “‘improvisation'' (solving
problems only as they occurred) in effect sur-
rendered the initiative to the enemy. For all these
reasons, the 4-3-7 counters should predominate in
any scenario featuring *“tvpical’” Allied Minor
forces unless a specific historical incident justifies
otherwise,

In terms of morale, the Allied Minors do very
well; their Green squad’s rating is better than that
of any low-guality unit in ASL so far, while the Elite
and 1st Line squads are on a par with mast foreign
MMC of equivalent class, This reflects their stub-
born traits in defending their homes and familics
against invaders noted for their ruthlessness and/or
distasteful ideologies. Certainly the people of Bel-
gium and Poland had good reason to expect a re-run
of their previous experiences. The problems for the
Allied Minor squads center on their broken-side
morale values (even though the Greek and Yugos-
lavia MMC receive a “*+1'"" benefit in combat
against the ltalians, reflecting their profound con-
tempt for the prowess and behaviour of the latter),
This fragility is due to the general ighorance of what
blitzkrieg actually entailed; the Poles, for instance,
put excessive faith in their AT weapons as o result
of the *‘lessons”’ of the Spanish Civil War but over-
looked other developments.

And her fate did little to forewarn the remain-
ing Allies it seems. Their subsequent rude awaken-
ing did litle for the morale of their troops. The
unexpected use of paratroopers and gliders in
Holland, of shaped charges and attacks on the
ventilators and elevator shafts at Eban Emael, of
flamethrowers and smoke generators against the
Greek forts, all contributed to the undermining of
marale, which was already weakened by rumors,
The deficiencies in training, equipment and doctrine
(not o mention leadership)y also compromised the
fighting spirit and produced a fatal sense of
inferiority. Decades of unarmed neutrality and
pacifism nurtured the view among many of the
troaps that war was a futile exercise, Ethic rivalics
took their toll on morale; why should a Croat risk
his life o defend Serbian hegemony?! And the
““Phoney War™" with its false alerts, moehilization
and demobilization, and ever changing plans was
hardly conducive to steadfast morale, Thousands of
toms of eanth in Belgium was excavated and defenses
prepared, only to be abandoned when the troops
were redeployed elsewhere o begin all over
again—all, of course, at the expense of weapons and
tactical training.

Belgium's regional recruiting system (along lin-
guistic lines) in so small a country did litde w
improve morale when units were posted away from
their home depots, breaking up otherwise good
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formations by mixing diverse regiments together.
MNorway's mixed, improvised units were also brit-
tle in combat due to their hasty formation and poor
sense of unit identity . Lastly, the continuous retreats,
particularly in Belgium, Poland and Yugoslavia, and
the inubility to rotate units due o remorseless enemy
pressure also damaged morale. Greek units. for in-
stance, were not rotated because of shorages of
reserves of any quality and probably tvpified the
armies of the Allied Minors, For the same reasons,
the Allied Minors suffer from a poor ‘3" ELR
ruting and, given the lack of AT weaponry or train-
ing, suffer an adverse "= 1" PAATC in common
with the Axis Minors.

The **7"" LiG factor in ASL is inferior to all other
nationalities included so far save three, reflecting
the poor gquality and leadership, The drastic,
post- 1918 demobilizations pushed even some career
officers into civilian life, where rewards and
prospects were greater. Although many ex-officers
remained in the reserves, they were by 1939-40 (if
Belgian officers were typical) often in poor physical
shape and lacked agpressivensss, bringing with them
outdated tactical doctrines. Omnly in 1937 were the
consequences of the poor rewards and low social
standing of professional Belgian military service
revealed. In September 1939, BO% of Belgian
officers were drawn from the reservists corps, and
the special schools for their continued training had
closed in 1926 when regional recruitment was in-
troduced; thereafter standards were relaxed, further
compromising performance. Regional recruitment
tended also to concentrate former friends and neigh-
hors together in units, so that officers and NCOs
remained oo familiar with their subordinates, which
undermined discipline and authority. The OO of the
Belgian 6th Infantry Division described his officers
as 25% pood, 25% barely adequate, and the rest
useless; the CO of the 5th Division complained
lowdly of his officers’ lack of authority and initia-
tive. (iiven that a Belgian reserve officer spent just
six days in uniform every six years, this is not sur-
prising. The promotional ladder in Belgium was
rigid, so that only 20% of aspiring leaders became
officers or senior NCOs while the rest (regardiess
of merit) remained embittered juniors in the system
—even though many vacancies for officers went
unfilled in the Walloon formations, Generally,
Belgium's regional recruitment favored those units
hased in cities, who had a glut of reserve officers
tor choose from, while those in rural areas had to
take what they could get,

In Norway too, those officers who saw action
were il always the best, being an assortment from
the various branches of the armed forces and not
necessarily well-trained for the tactical situations
they faced. These included mere cadets in some
cases, ““green’” leaders fresh from military schools,
retired officers, and some—like Ruge’s predecessor

—completely ““out of touch with reality™". Dutch
officer quality was equally poor, and their experience
wholly inadequate for the demands made of them,
given that they had never seen combat (except,
perhaps, as observers abroad). In Greece, officer
guality suffered as a result of political interference
in 1935, when Metaxas dismissed over 600 officers
with republican sympathies and banned them from
re-enlistment. In Poland oo, the increasing politic-
ization of the armed forces after Pilsudski's death
in 1935 distracted the officer corps from their duty
as leaders, while ethnic tensions also lowered effi-
ciency. The best officers in Poland were skimmed
off into the cavalry at the expense of the rest of the
army. The Yugoslavian army, on the other hand,
was full of “*dead wood ™", with 165 generals alone
on the active list (or one for every 9K troops),
and all were badly schooled and unfit for modern
combat according o Yugoslavian sources. The
army s bias there for men of Serbian extraction {(only
four of these many generals were non-Serbs) and
their harsh treatment of their subordinates under-

mined leadership and the loyalty of men who were
from ethnic minorities, Finally, the absence of
radios as a leadership ol adversely affected the
performance of all the Allisd minor armies and
served w compound these weaknesses in quality .

CONCLUSION

The minor Allies” contribution to final victory
is difficult, often painful, to assess. Probably more
of their citizens (imbued with strong anti-Comimunist
or sucessionist sentiments) served the Axis than the
Allies after their armies were defeated, except for
Poland and parts of Yugoslavia. But this is not to
judge them or assert that their sacrifices of 1939-41
were in vain, Poland emerged as the fourth largest
Allied contingent in Europe (after the USSH, UK
and US), while Yugoslavia under the leadership of
an ex-Auvstrian soldier of Croat extraction (Josip
Broz, alias “*Tito'") re-emerged as an independent
nation capable of defying even Stalin,

In 193941, the Allied minors did as well as the
unfortunate circumstances that their enemies, their
allies, their pacifism of earlier vears, and the various
blunders that they made allowed; and however dis-
proportionate their losses were to casualties inflicted
on the Axis enemies, they at least began the process
later finished by their larger allies {who had learned
s0 much from their sacrifice): the defeat by slow
attrition of the Axis powers, The rapid defeat of the
likes of Poland, Belgium, Holland, Yugoslavia and
Greece also served 1o make the ill-organized Axis
powers overconfident, plunging them into a long
war where Allied industrial superiority was bound
to prevail, And in this wider conflict, many ex-
soldiers of the Allied Minors, deciding to fight on,
would play an important part.

SOURCES

There are many excellent sources for informa-
tion on the organization, equipment and actions of
the armies of the minor Allied powers; unfortunately,
the best of these are not in English. For American
readers, Andrew Mollo's The Armed Forces of
Warld War Twe (London 1987) is a good starting
point, For a general view of the campaigns against
them, see The Forgotten Allies (Vol. 1, London
1985) by J. Lee Ready. Charles Whiting, in hiz book
The Poor Bloody Infaniry 1939-1945 (Lomdon
1987, supplies many details about their weaponry
and organization and tactical training. Turning to
the separate nations and the campaigns that saw their
defeat, many periodical articles from varions pub-
lishers (notably *‘Purnells History of the Second
World War'") were used in my research. As for
specific recommended works of some length: for
Poland, use was made of Steven Zaloga’s The Polish
Army (London 1978); for Norway, Jack Adams® The
Doomed Expedition (London 1989) and Francois
Kerdaudy's Norway (940 (London 1990); Greece
and Yugoslavia, McConville's A Small War in the
Balkans (London 1986) and Viadimir Velebit's
Yugoslavia in the Second World War (Belgrade
1987}, There are any number of fine studies of the
invasion of the West by German forces in 19440, all
of which touch upon the fighting in Holland and
Belgium. These are but a few of the many sources
reviewed by this author, and there are doubtless
many more which offer the student of ASL even
maore insights into the basis for its treatment of the
Allicd minor forces.

PRESS

A sare barometer of the health of any hobby is, 10 me,
the quality and quantity of amateur publications devoted
1w it, Unbound by the limitations that govern the profes-
sional pablishing industry, the amateur periodicals serve
a8 a forum for the exchange of commentd, news and ddeas.
In the world of INPLOMACY (a multi-player game per-
haps familiar 1o some readers), amateur publishing m oo
is called the "Press”. The now-extensive INF press is
partly reaponsible for the game's immense populanity and
long life (some three decades), drawing new playess into
the fold and serving as a proving ground for writers and
degigners 1o hone their skills. In wm, the spread of the
jame feeds the ranks of the amateur press isell, bringing
new editoms)writers and readers, and allows a variety of
approsches 1o the hobby 1o flourish by opening its
umbrelia to cover all, I am quite tickled o bear witness to
the growth of an ASL “Press”. Owver the past four years the
independent offerings for ASLers have become steadily
maore polished and profeesional in both appearance and
content, with divergest editorial siyles offering something
for each shade of fan. For those who may be unaware of
this growing “brotherhood”, pesmit me to introduce a few
that have caught my eye over the past year,

The Rout Repert will never be accused of being a sen-
ous ASL publication, but is instead “mostly a quick and
largely random shot of info for the happy fanatics of The
Hill's best litte marri.qg:-hq'u,}:cr." As such, it is Ereat
fun, After two years of keeping o a regalar schedule, it
appears thal this hi-monthly foolishness may be around
for quite some tme: The Row Report is an off-shoot of
DAGGER (“Detroit ASL Guys Gunning Eagerly with
ROF"), defined in their own words as & kind of non-orga-
nization with 8 vagrant board of directors and inconsisent
staffing. However, deepite the irreverent voe, thers is
much excellent information (espocially on conventions) 1o
be found it each tsaue. It is, in effoct, a fanzine for ASL—
and a marvelous look at what fellow gamers are saving.
For information on content or subscription, contact its sdi-
tor, Kust Martin (514 Gardenia Avenne, Royal Oak, MI
ARGOT).

A more gerioud appeosch 8 laken by Mare Hanna's
auperh At The Poiat. Intended for the hand-core, it is
devoled 1o analysiz of the play and et of the ASL sys-
tesm, Fanzine-siyle reporage is kept to & minimuem. A gifi-
ed player and writer himeelf, the editor has also manaped
w coerce some of the besm in our hobby into offering up
their thoughts and tricks in the pages of ATP. As an exam-
pe of the contents, recent issued have featared the "Point
Crozsfire”, whensin two respecied players independently
tender their theughts on strategy for one netionality m a
pogrular scenario, and later cnitique their “opponent’s”
approach. A lively and extensive letter column provides
for on-going debate and analyeis of the game sysiem, is
rules and scenarios. Af the Poinf is published ten times &
year, for more information, write Mr, Hanna (at 6601 -206
Renmndstome, Raleigh, NC 27613},

Latest in the growing list of ASL publications is Fire
For Effect, a new bi-monthly periodical “Commitied 1o
the Progress of ASL and s Players”. With bul two issues
in circulation, it is nevertheless a most impressive effor,
A strong point is the graphics and bonus features; the sec-
ond issue offered new AFY Data Cards, for instance, Curt
Schilling and Robert Wolkey hope to make the ‘zine the
clearing-house for news of the competitive side of ASL,
wilh player profiles, woumament information and afier-
action reposts, tactical tips, and reader surveys on 8 van-
ety of game-related wopics. Contact Mr. Wolkey (E6208
Guh, #0011, Spokane, WA 9921 2) if interested in FFE,

_Ome of the longest-lived amatewr publications is ASL
News, the work of Philippe Leonard (28, Av, Seghers, B-
1080 Bruxelles, Belgium). Dating back o Seplember
1987, when the first tssue was mailed, the hallmark of this
quanerdy “zine has always been the several intriguing new
seenarod offered each tme. Well researchied from sources
close 1o hand, and heavily playtesied by the European
ASL fratemity, these are always unique and challenging.
Some have even found their way into these pages, and no
doube will again. The ASL News is also, as expected, full
of infarmation on hobby events in Europe—as well as
brief articles on tactics and strategy, Oniginally published
in French, recently M. Leonard has converted the format
ko Hngl.is'h Lo aliract a beoader rnu!:rshi]:.

These are only a sampling of the ASL press, (hher
‘gines have come and gone already, But I'd hope to see
new efforts drift across my desk. The “Press™ is, after all,
the "cuning edge” of our beloved hobby.




RATTLE OF SABRES

'Y

VICTORY CONDITIONS: The Germans win immediately if they have
Exited = 12 WP off the west edge, or at game end il they have amassed = 12
Casualty WF more than the Poles. (Prisoner VP are not doubled at game end.)

TURN RECORD CHART

- | d - 2

East of MLAWA, POLAND, ? September 1939: As its role in “Case White™,
the German 3rd Army was to thrust southwards from East Prussia toward the
Polish capital. While the infantry of the 1st Corps launched its attack on the
west flank to break the Polish line along the border, the “Wodrig” Corps—a
battlegroup of infantry and cavalry Tormations—was to capture the stoutly
defended city of Mlawa. At Mlawa, the Polish 20ch Infantey Division,
ensconced behind extensive fortifications and minefields, was able to repulse
the first frontal assaolt. Under pressure from OKW to eradicate this obstacle
quickly, General von Kuechler ordered the 1st Cavalry Brigade to outflank the
Polish defenses and encircle the city, Crossing the Ulakowka River east of
Mlawa, the brigade had turned west and was attempting to slip past the trench-
€5 there when the horsemen encountered their Polish counterparts, the
Mazrowiecka Cavalry Brigade.

BOARD CONFIGURATION:

BALANCE: A |

BB Add one 7-0 5MC 1o the Polish OB,

# The German SAN is “4". N i
o

B POLE Sets Up First [204]

& GERMAN Moves First [211]

+*

112|345 END

Elements of the Mazowiecka Cavalry Brigade | ELR: 3] set up andfor enter as indicated (sce 55R 2): {SAN: 3]

cn T | R
458 % & ﬁL é % 2 l ;IE %‘%h
17 2 17

Elements of Kavallerie Brigade 1 [ELR: 4] enter Mounted on Turn 1 along the cast edge (see S8R 3): [SAN: 2]
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SPECIAL RULES:

I, Weather is Overcast and EC are Moist, with no wind at start.

2. Al least one, but no more than five Palish squads (or equivalents, along
with any/all SMC/SW and their Horses), must he set up onboard onfwest-of
hexrow U; of these, two squads (or equivalents, along with anyfall
SMOC/SW and their Horses) may use HIP, All remaining Palish units enter
Mounted on Turn | along the west edge.

3, German units musl enter Mounted, Both German MMG eater being Ani-
mal-Packed (G10.) and must be assigned 1o a specific Horse {i.e,, Mule)
counter, All rules for such apply, except that one 2-2-8 is considered as a
Rider of each Horse counfer being used to Animal-Pack a dm-MMG. To
unpack the dm-MMG, the Rider must be dismounted,

4, Use of Smoke, Assault Fire and Spraying Fire while Mounted are NA,

AFTERMATH: The clash between the two brigades is one of the rare examples of cav-
alry-versus-cavalry comhat during the Second World War. As the Germans pressed
wesl, they encountered Polish pickets in camouflaged positions, With the eroption of the
firefight, nearky elements of the Mazowiccka Brigade rode to the scene, The battbe soon
spresd along a wide front, as the cavalrymen on both sides sought an advantage, While
must of the fighting wok place dismounted, there were, it seems, a number of small
suber clashes when mounted troogs blundered fogether in the forest. Afler an afternoen
of confused fighting, the Masowiecks Brigade was forced to withdraw that evening due
to growing pressure wpon its over-extended flanks. Although Polish Lo -General Prze-
dezyeirski held Mlawa for three davs in the face of increasing enemy superiority, on the
3red he was foroed 1o order a withdrawal wowards Modiin



WHITE TIGERS
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VICTORY CONIMTIONS: The lapanese win immediately at the end of

any Game Turn if they currently Contral = 12 multi-hex buildings, o at
game end if they currently Control = 10 multi-hex buildings.

TURN RECORD CHART

BOARD CONFIGURATION:

M| BALANCE: N s

NINGTHOUKHONG, INDIA, 7 June 1944: In early March, the Japanese [5th
Army lounched Operation U-GO to capture the highland town of Imphal, a vital

tish basc in Assam, As part of the offensive, Lt -General Yanagida's veteran

33rd Infantry DMvision, known as the "Whirte Tigers™, attacked north along the
Tiddim Road, By mid-April its advance had ground to a halt about twenty miles
southwest of Imphal, where for the next few weeks it exchanged blows with the

h Indian Division over possession of several villages along the road. One of

these, Ningthoukhong, changed hunds twice as both sides committed armor over
ground now saturated by the breaking monsoon rains, On June 7th, the Japunese
threw the last of their tanks into the battle for the village.,

Al .

Gurkha reinforcements enter onfafter Turn 4, 05 02
Japanese ELE is "4”, LE fA'A

© BRITISH Sets Up First [152] @
@ JAPANESE Moves First [326] 1 2 3 4 5 6 7 8 9 1 0 END

©

Elements of the 1/7th Gurkha Rifles [ELR: 5] set up onfnorth-of hexrow [: [SAN: 4] AT
3 g WG [ LME TR win
we (o aef a8 [ o gl g = | velum] 2 |
48 | 4.58 | 24- 228 | = 0 =9 o | e | |21 |siem | ro | 0
2 2 3 2 12 2
W % by | e ; :LE I:::
none may enter on each such turn: 648 47.5.8 n = - o i 21 83
5 4 4 2

noene may enter each turn: [SAN: 3)

Elements of the 33rd Infantry Division and 14th Tank Regiment [ELR: 3] enter onfafter Turn 1 along the south edge; some, all or

2 6 6 2
1/7th Gurkha Reinforcements enter onfafter -
Turn 5 onfadjacent-to hex 37GGS: all, some or m
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SPECIAL RULES:

1. Weather is Gusty (E3.4), Overcast (E3.3) and Mud (E3.6; hence EC are
Mud). Tt is raining, but there is no wind, at start. A Wind Change DR of < 3
does not stop the rain; instead, its intensity returns W (or remains normal,

2, PTO Terrain {G.1) is in effect. The 22A5-P2-R1-T2-Y2-37GGS road
{including the 22K2 stone bridge) does exist; however, the road rate‘bonus
(BR3.41/B3.4), as well as mud’s extra ME/MP cost and Bog effects, are NA
when crossing a road hexside. All Single-Story howses on board 22 are rub-
ble hexes (wooden or stone as per the building typer. No multi-hex building
has an upper level. The stream is Flooded (B20.44); Swimming is NA.
Entrenching Attempts are NA,

3. Place overlays as follows: 3 on 37DDE-DDY; 5 on 37K2-K1; (02 on 22F5-
Gh; 05 on 22F4-F3; and X6 (see G.9F) on 3708, The paddies are Drained.

4. All British unit are Gurkhas {A25.43), but their -1 CC DRM applies only
in Hand-to-Hand CC. Gurkhas go into Hand-to-Hand CC in the same manner
as Japanese {G1.64)

AFTERMATH: The Japanese attack guickly eliminated one of the defenders’ anti-tank
guns, but apother destroved rwo CHI-HA tanks and forced the other three ofl the road,
where they mired in the soggy ground. They sl had good fields of fire, however, and
began to blast Gurkha positiens with cannon apd machineguns. This enabled the
Japanese infantry to secure o foothold across the rain-swollen creek that bisected
Mingthoukheng, As the Gurkhas gave ground, reinforcements arrived—including Rifle-
man Ganju Lama, a PIAT gunner who the previous month had been awarded the Mili

tary Medal for his ank-honting exploits. Singlehandedly, Lama proceeded o stalk the
bopped ks, Al 30 yards, he slammed a round into the first one. then killed its crew
with grenades, Londing another projectile, he crawled on 1o destroy the second. By this
time, he had been wounded three tmes and his left arm was broken. Undeterred, be
went ofter the third tank; bot the surviving AT gun, manhandled to 8 new position dur-
ing his actions, claimed i first, Taking heart from Lama’s heroism, the Gurkhas surged
forward and drove the Japanese out of Mingthoukbong for good. Rifleman Lama was
subsequently awarded the Yictoria Cross, one of four won by his division during its epic
defense of the Tiddim Road



BEST-LAID PLANS

LESKOVIC, ALBANIA, 27 June 1943: ELAS (“National Popular Liberation
Army”, the Greek-Communist guerrilla organization) had learned that the Ger-
min st Mountain Division was moving from Serbia to Greece, with ils route
passing through the village of Leskovic high in the mountuins along the Greek
Albanian frontier, The commanders of ELAS decided to use the village as the
base for a surprise attack on the Germans. Upon arrival there in force, the guer
rillas removed the civilian population and placed their own men in the buildings
along the main street. The plan was to allow the German advance guard to pass
through, then amhush the main body st close range as it moved through the
town, In the meantime, a second force of partisans would descend from hiding
places in the nearby hills o complete the rout,

ASL SCENARIO A48

BOARD CONFIGURATION: |'° -

A
BALANCE:

2 Add two 5-2-7 to the initial N
onbeard Partisan OB, vz

& Exchange one Germun 3-0)
for another 9-1,

VICTORY CONDITIONS: The Germans win immediately when they
Control elf buildings (excluding lumberyards) on hoard 24 onfsouth-of

hexrow V; or ar game end if they Contral = 13 of those buildings (> 15 if
Partisan reinforcements entered on Turn 3: 2 17 if they entered on Turn 4).

TURN RECORD CHART

PARTISAN Sets Up First
= [148) -

+ GERMAN Moves First
[313]

1

2

@

39

fo

5

6

7

8

10

END

ELAS Partisans [ELR: 5] sct up on board 24 onfsouth-of hexrow V: [SAN: 4]

1 . ] ! ol
b L L R L S A P e
16 6 2 4 20

ELAS Reinforcements enter along the east, west or south edge (as per S5R 3%
Ra|Rz|Rz|hE | E
527 337 i 410 8
6 18 2 2 4

Elements of Gebirgsjliger Division 1 [ELR: 4] set up on board 24 on/north-of hexrow BB, and on boards 2 and 15 on/north-of hexrow
T in Locations at = level 2: [SAN: 3]
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SPECIAL RULES:

I EC are Moist, with no wind at start,

2, All buildings (nol lumberyards) are Stone. All woods are Brush {paths
still exist).

3. During his initial setup, the Partisan player must secretly record one
“entry zone” for his reinforcements (Zone 1: 2A10-201; 2 2Q1-2GG1:
0 IGG1-24A6; 4@ 24A5-15GGI0; 5: 15GGI0-150Q10; 6 15Q10-15410),
Beginning with his Turn 2 RPh, he makes a dr for these to enter; if the dr
18 £ the vircled number indicated on the Turn Record Track for the current
turn, the reinforcements must enter during the current Player Turn in the
pre-recorded rone.

4. 5-1-7 squads (and their HS) retwin their printed Strength Factor [EXC
treat their morale # as underlined], Broken morale level and BPY, but oth-
erwise are treated as Partisans in every way {including Replucement by
two 1-2-T HS for exceeding ELR), Partisans use Russian 5W, but without
Captured-use penalties. Parlisans may not Deploy in the RPh, nor may
they form multi-Location FG or make Entrenching Altempts,

5. The Germans receive one module of 74mm OBA with Plentiful Ammuni-
tion, directed by an Offboard Observer at level 4 in hex 24GGS, The OBA
can fire HE and Smoke,

. Crerman guns may not set up Emplaced.
7. Kindling Attermpis are NA.

AFTERMATH: The officers of the §x Mountain Division were veterans, wise in the ways
of war . .. and they hid their own plan. Instead of marching blindly into Leskovie, the
Grhirgsjigers enveloped it on hoth flanks, which caused some of the guerrilias o open fire
prematurely, The Germans replied by shelling the village, then launching an infaniry attack.
The thick stone walls of the buildings provided considerahle protection to the partizans how-
ever, and they resisted fiercely, forcing the Germans 1o fight for every house, Suddenly, the
FLAS forces in the hills sallied en masse to aid their comradies, bt were devastated by aceo-
rite: Gierman artillery fire. Eventually, though with heavy cosunlties, the Gebirgsjligers sue
cecded in flushing the guerrillas out of every building in town. For ELAS, it was & dhocking
defeat with sobering implications. Prior to this debacle, the Communists had engaged mosiy
in sabotage and small nmbushes of Nalian occuepation troops. Mow the total insdeguacy of its
traiming and equipment versus a well-armesd, aggressive and experienced foe was obyious, As
a result, guernilla operations in Greece diminished significantly for quite some Hme,



DELAYING ACTION

West of LIBAU, LITHUANIA, 26 October 1944: After failing to halt the
onslaught of Bagramyan’s Ist Baltic Froat, scattered units of the Grossdeutsch
land Dhvision were ardercd to fall back te the northwest and regroup. One
evening during the course of this retreat, some 3K of its men were surprised by
a cautiously advancing Russian infantry regiment. After a short firefight, the
Russians proceeded to dig in for the night, and initiated their renewed attack at
dawn by advancing a column of tanks from a newly-arrived armored unit. The
Germans, however, spotting the tanks, immediately withdrew, leaving only a
small delaying lorce (o cover their retreat,

ASL SCENARIO A49

4
BOARD {,‘.{}NFIGUR;"&TIHN: Ml
[S5K 3)
N M2
BALANCE:
o Add one 2-4-8 HS to German OB,

W Delete two PF from the German OB

VICTORY CONDITIONS: The Russians win by Exiting all seven AFY
off the north edge; however, each Gernan SMC, as well us each German
HS, eliminated is considered the equivalent of one Russian AFY success-
fully Exited,

h Tl
e -

TURN RECORD CHART

Py _ 11213456

W RUSSIAN Moves First

END

k..

I_ Elements of Panzergrenadier Division Grossdentschland [ELR: 4] set up on/north-of hexrow Z using HIP (if in Concealment
Terrain); [SAN: 2}

#1:1

3 8
(See B5R4)

-

Elements of the Sth Guards Tank Army enter onjafier Turn 1 along the south edge; all, some or none may enter on each turn; {SAN: 0]

@

|
T

SPECIAL RULES:
1. EC are Moist, with no wind at start,
2, Roads do not exist

3. Place Overlay M2 in U-¥7. During his setup, Overlay M1 15 secretly
recorded by the German player as occupying any hex onfnorth-of hexrow F;
this overlay is revealed instantly whenever a Russian unit enters a hex ADJA-
CEMNT to i, or al any point prior to that at the German player’s discretion.

4, Use opticnal rule ©13.311 for recording possession, and usape, of the PF
listed in the German OB, No other (i.e., normally Inherent) PF are available.

5. Mo Russian AFYV may expend maore MP than half of its printed allotment

during the MPh of the furn of its entry.

6. During the APh, a hidden unit may retain its HIF status while moving from
g woods/building hex to an ADJACENT woods/building hex §f that move is
made across a wopds/building hexside, [EXC; if this is into Difficult Terrain
(A4 72, its HIP is lost.]

AFTERMATH: The rearguard set up three ambush points; straight ioto them rumbled
the tank column, without supgorting infantey, Each group knecked out several tanks, bul
there was never any doubt as o the eventual outcome of the one-sided encounter as cach
German group wis successively (and literally) overrun. A few terrified survivors were
shortly thereafter rescued by o counterattack against the Russian flank spearheaded by
{wi %5 panzer regiments, which inflicted heavy Iosses and recaprured the area for a few
days, Alterward, the retreat to East Prussia resumed.



AND HERE WE DAMNED WELL PLAYED

The Playtest of Scenario AS50

4

My first encounter with the scenario .
And Here We Damned Well Sty (hereafter,
“AHWDWS"') was during the playtest for WEST
F ALAMEIN. As published here, it is quite differ-
ent from what we initially faced. (Headed by David
Sigler, our playtest group also included Bill Sisler,
Rick Troha and Norm Richards. ) In addition to the
efforts of the other BOA playtest groups around the
country, the changes were due, in part, to the weight
of reports generated by our 16 playings of
SAHWDWS', Indeed, as late as the post-WOA
stages of production, Bob McMNamara informed us
that this scenario would have been dropped for pood
excepl for our own persistence; we were bucking
the majority opinion of the other playtesiers con-
cerming its worth, something one docsn’t do very
ofien and expect o be successful. Since we have
invested more effort in this than any other WA
encounter, it is gratifying that Bob stuck with us
{or maybe he way stuck with us), especially since
I takes the heat whenever buyers respond to a
finished product with negative judgements. (Any-
e wishing 1o express anguish over this scenario
might drop me a line; 11l be delighted o put you
in gontact with others in the group here!) 1 felt that
it might prove enlightening 1o describe our ex-
penences with this scenario, and so give the resders
an ddea of what it is like o playvtest an ASL
madule—as well as introduce a rather unusual
seenario,  Although my personal opinion of
“AHWDWS'" runs high for various reasons, it
remains something of a parigh despite all our
attempts (and those of the other WA playiesters)
T batance it.

MARCH 1988: The First Round

The most important differences in the initial
version which we started playing in March (see bax)
were the inclusion of the half-boards 26 and 29
butted 1o the west cdge, the overlays H2 and HE
in the western portion, the six-turn length, the
British Hero beginning onboard, the two German
O.1 armar leaders (rather than a 9-1 and 9-2), and
the fact that the Germans could win fremediarely
with eight mobile AFVs onfeast-of hexrow M. In
sdedition, the sand overlays were arranged such that
the Germans could move to a win without ever hav
ing to pass a Bog Check. Unfortunately, we quickly
found that this allowed the MEIlls to remain in
motion shrowded by vehicular dust and sI smoke,
and 1o easily move to victory on Turn 3—fulfilling
fhe “immediate’ victory requirement during their
third MPh before the British ATGs had ample
opporunity to kill anything with (mostly) fromtal
shots. The Germans ran right up the middle into
the horseshoe created by the surrounding sand, and
did not have to present many side-shots to those
ATGs. The British infaniry had practically no
chance o do much of anything excepd run across
the open at the tanks, while the British commander
screamed, “Bloody Muorder!!"' Based on such
tactfully worded reports, the ever-asiuie Mr, McNamara
prompaly revised and re-issued the scenario,

APRIL 1988: The Second Round

Because we felt the original scenaric had been
w flawed, we did not even try to play it with
“homegrown'” revisions {a common practice when
playlesting) prior to receiving the official changes.
After all, we had ten other scenarios o test, and
our time was much better spent on those than on
puessing what might make ““AHWDWS™ work.

T ——

By Mark Nixon

When the revisions arrived, our morale was low as
we sat down o play it, for we expected another
massacre. At that point, at first glance, our collec-
tive opinion was that the alterations wouldn’t help
much. But we had not comprehended the mogni-
tude of those seemingly simple changes.

Most notably, boards 26 and 29 had been deleted,
as had overlays H2 and H6. The German tanks now
entered the west edge of the full boards (instead of
17 hexes further west), but they had lost the cover
provided by two of the hillocks; and the line they
needed to cross had been moved from hexrow M
to U . . . all of which amounted to a net decredse
of eight hexes to traverse, as the crow flics. But this
timne the sand overlays had been rearranged so that
the MEIIIs were forced to take Bog Checks to get
around or through o the victory area, which also
meant that they would have w move adjacent to
potential enemy HIP infantry locations. If the
panzers stopped to fire probing shots at suspect
locations, they would be sitting ducks for the Brit-
ish ATGs. Equally as important, the panzers had
te either go through the sand (a poor move if you
roll Bog Checks like I do) or maneuver around the
sand, taking the less dangerous *accessible-to-sand "
checks but presenting plenty of side and rear facings
to the enemy. Everything else aside, this slowed the
assault, what with all the turning and the use of
indircet routes 1o the victory area,

Even more telling, the German player now had
to mect the VO at the end of a player turn; doing
it during a MPh would no longer bring an immedi-
ate win, Now those tanks had to survive British Final
Fire, and maybe even the rarc instance of Close
Combat, The most significant ramification of this
“innocucus’” change in VC, however, was that il
allowed the British ATGs to hold their Intensive Fire
shots until Final Fire, when they would have op-
portunity to use that desperate fire on tanks in the
victory area which were already acquired, instead
of being forced to make them on that eighth tank
which was attempting to enter the victory area
{which was likely not acquired and perhaps not even
within the gun’s CA, as so often seemed o happen
previously). Should the Germuan not attempt to move
that last tank in for the win, the British could now
forego Intensive Fire entirely, preserve their ATGs,
and feel reasonably secure they could wreck enough
tanks to still be in the game come the next Cerman
MPh.

Ag it wrned out, the changes bolstered the British
s0 much that we recorded three British wins in four
games {the single German victory benefitting more
from twa ATG malfunctions than from any display
of superior tactics), So now we had another sort of
problem. The changes made to this scenario were
already among the most extensive seen during a
playtest. Changes are usually only minor adjust-
ments at this stage, and yet we had gone from an
adjudged 83% pro-German rating to a 70% pro-
British one, Balance had been improved, bul was
still too far off to allow us to call the thing
“halanced ", (Personally, | consider anything up to
55% as “‘balanced”, and 60% is acceptable—
although T might B¢ a bit alone in that particular
assessment.) Had our initial reports of British defeat
been excessive to the point of convincing Bob to
give them too much help? Were we missing some
vital rule or inferpretation of the desert game (@
worry all too commaon when testing new, complex
rules). Bob was probably wondering what we were
tryving tor do to him. What kind of wom-foolery were
those yahoos in Cleveland up to, anyway?""

Bevond the fact that we were gaining a lot of
desert experience and continuously revising and im-
proving our understanding and application of the
WA rules while the playtest progressed, we were
also accumulating a wealth of information about this
scenario, Some of our comments in the playtest
reports sent o Bob mentioned the impressive Brit-
ish ATG ROF (impressive, at least, when they re-
mained in action), We looked at those guns and it
was immediately apparent that they should average
six shots per fire phase—make that nine shots if all
three used Intensive Fire! This gave them the poren-
ria! to kill enough MEIIs in a single fire phase of
just average ROF to secure a win, Of course, no
one expects the kind of luck required on the TH and
TK rolls to attain that result, and anyone consistently
relving on Intensive Fire will soon be short a gun
or two {especially with Ammunition Shortage in
effect). Bul in the first two turns, before the Ger-
mans are in position to bring effective retarn fire
on the ATGs, this translates to an average {without
considering gun malfunction) of 24 non-Intensive
Fire shots. That's 12 normal shots and 12 more due
to ROF. Since many of these will be at acquired
targets (usually in motion but also often presenting
side target facings), we recognized the potential for
a great many lank losses. We felt these facts ex-
plained the sudden British success. But, in response,
part of the reply from Bob made mention of several
matches played elsewhere in which the British rolled
no ROF, “*Ha-ha, what a joke." we thought. That
must have been exagperation. Imagine three British
57Ls, each with ROF of '3"", and rolling no ROF!
But Bob responded that it was true; several games
had been played with absolutely no ROF.

This was incredible. Of course, the British
should lose under those circumstances, We had to
wonder whether those particular British players had
even remembered Intensive Fire, for they would
surely need it in such dire straits and must then
simply hope for the best with the malfunctions. But
that question went unasked and unanswered {(and
is immaterial anyway), for Bob confessed that it was
his hand that threw one of those ROF-less games.
We were shocked and stunned! We were filled with
wonder. McMNamara, that heroic 9-1 who had single-
handedly held off the German onslaught for two
orns in “*Point of Mo Rewrn', who had shot up
Crerman after German with his HMG in **Khamsin'*
and had stormed **Rachi Ridge'” time and again,
had rolled poor dice? We wok immediate action.
We selected a pair of dice from Dave “*Dr. Eyes"
Sisler's personal hoard, tested them in a dey run of
“AHWDWS™ in which six German AFVs were
burned in a single fire phase, and agreed that these
were some *“hot dice”’ . These dice, we knew, would
revitalize the Mac attack. We processed them so that
UPS would accept them (they won't ship material
which is “*glowing” '} and sent them off 1o Baltimore,
{Where they reside in a place of honor on the wall
in hix office |

But now we had to return to reality and consider
the scenario from this new perspective. So far we
had merely reported the results of our games withouo
speculating that the British might fail o roll any—
or at least near average—ROF and, extending that
logic, that they might also roll excessive ROF, How
many ROF they must aftain 1o equal the probability
of rolling zero ROF in a five-turn game I leave to
the statisticians in cur hobby; but 1 do know it would
be an extraordinary number, Add to this the fact
that the German plaver might roll no Bogs or might
roll an overabundance (we once registered scven
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AND HERE WE DAMNED WELL STAY
ASL Scenario W2:
14 miles West of EL ALAMEIN, EGYPT, 27 October 1942

A
BOARD CONFIGURATION: N <26 <27
<29 <28
{Hexrows &-0Q on boards 26 and 29 are not

playable.)

6 TURMNS
BRITISH Sets Up First
GERMAN Moves First

VICTORY CONDITIONS: Germans win immediately when they have = 8 Mobile tanks with func-
tioning MA/MG on boardisl 27/28 on/east-of hexrow M. Each non-hidden, functioning AT gun
manned by a Good Order British unit adds one to the needed German total,

BALANCE:
G: Add one to the needed German total.
B: Subtract ona from the needed German total,

Elements of A Company, 2nd Battalion The Rifla Brigade and of 239 Battery, 76th AT Regiment
[ELR: 4] set up on boardis} 27/28 as indicated (see SSA 4): [SAN: 3}

On/between hexrows M and U:
Gxd4-5-7 2x2-2-B B-0
B = Foxhale

2 xLMG MMG ATR 51mm MTR 2x6TL AT

On/east-of hexrow AA:
2-2-8 BTL AT

With amy AT
1-4-9 (sea S5R 5)

Blements of Panzer Regiment 5, 21. Panzer Division emer on Tum 1 along the west edge of the
playing area: {SAN; O}
4 = PzllL 2 %Pzl {widAMG) G xPzilld

2 xPzlliH 2291 Armar Ldr

SPECIAL RULES:
1. EC are Vlery Dry, with a Mild Breeze from the northwest at start.
2. Moderate Dust (F11.72) is in effect,

3. Place overlays as follows; H2 2925-4A5; H3 on 27F7-G7; HE on 260D3-DD4; 51 on
Z7CC3-CC4: 53 on 2805-04; 54 on 27CCB-CCY; 85 on 27P2-03; 57 on 27X4-X3; §8 on
27T7-U8; SDE on ZB8XE-X6; and SD8 on Z2BBB4-BB3. Both Dunas are Low.

4, All British pieces may set up HIP. |A foxhole will lose HIP only if its protective TEM is used,
it is exited/entered during a MPh/RtPh/APh, a unit in it performs a “7loss action, or a German
unit moves adjacent to it.) All foxholes must set up in sand, and must contain 8 MMC. No MMC
may set up in the same hex with, or adjacent to, another MMC. Ammunition Shortage (A18.131)
applies to all British units and weapons.

5. The British Hero must set up with an AT and its crew. Such a Here's —1 modifier can apply
only to an AT's TH DR; ha otharwisae retains all normal heroic capabilities.

Bogs in two consecutive MPhs) and the scenario
heging to look like no more than a dice match.

Indeed. this might be what some players will
conclude after playing “"AHWDWSE", | won't even
argue against that accusation, but I take a different
point of view, While any of these events might ocour
upon the rare occasion, there is such a wide assor-
ment of happenstances in the scenario that there is
a fair chance something cutstanding wiiff occur and
possibiy dominate the match. Read that: * someone
might get lucky and win.”" I won™t deny that this
can happen in “AHWDWS much more readily
than in other scenarios; but T would liken the ROF,
Ammo Shortage, dust dr, Intensive Fire and Bog
potential of this encounter to any scenario which
has air support. Experienced players know that these
might abuse game halance cither by dominating play
or not occurring at all. Yet, like those scenarios
which feamre airpower, this one is so dynamic that
it simply deruands to be played, just o see what
combination of bizarre events might take place,
Therefore, anyone contemplating a maich of
“AHWDWS' should be advised that this i= a
lowedhate relation. One might play it and hate it the
first time, but I'd recommend rying it several times
hefore giving up—for you will likely love it the next.

This was precisely the realization that hit us as
we peared up to play the next version. More im
portantly, we noticed that even though our opinion
of halance had shifted from pro-German to pro
British, we were having a great desl of fun playing
it. It was a fast-plaving scenario (once those over-
lays were in place, that is), making it possible to
complete several games in a single sitting, That
turned out to be fortunate, and one of the scenario’s
redeeming qualities. Once it s accepted that this
engagemnent can be luck-dependent, it is comfort-
ing to know you will have time 0 come back for
a win in the second or third game despite being
soundly thrashed in the first. Of course, even if you
switch sides it is possible 1o lose all three (which
at the very least ought to bring yvou a lifelong
opponent). Any gamer out there who is more con-
cerned with winning than having a good time would
do well to avoid “"AHWDWS™", for a novice can
easily defeat a veteran. But that too, coupled with
the fust play and opportunity to experiment with a
pure armor force, makes this an excellent training
scenano for rookie and grognard alike, It's a golden
chance to master some complex rules and tactics
in a free-wheeling situation. If we look at the vast
array of official scenarios now available,
CAHWDWS' certainly has o place, whether it is
truly balanced or not.

S0 this scenario is presented solely [or your
enjoyment, althcugh some may never think it is
balanced, I won't even argue the point, for we
played it 16 times to get it to this stage. You might
have done a better job than we, were yvou willing
tor stick with it that long, But, in any case, | think
miost players will find a great deal of interest here,

MAY 19858: The Third Round

With the next version in hand, we held some-
thing very close to the final product. At least the
hoard confipuration and overlay arrangement were
set, and we had switched from an ““immediate™” ¥C
1o one determined at the end of & plaver turn—and
finally settled on ending the match only at the end
of any Game Turn. The one major issue still 1o be
clarified was just how the victory points were o
be awarded, and how many of them did the Germans
need for a win? Thus began a period of experimen-
tation with points awarded or deleted from the total
for ATGs climinated/unmanned/ malfunctioned or
any combination of those imaginable, and with
various adjustments to the number of German tanks
neaded in the victory area, Other possible consider-
ations {such as foregoing the Ammunition Short-
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Truly Critical Hits

Critical Hits on Infantry Target Types are not what many ASLers seem
“tothink. If you are in the habit of applying all your TH modifiers inversely
i the Basic TH number in order to determine if your DR matches this
phory TH number, you have been generating inaccurate CHs. In a nut-
shell, you are getting too many when firing with a cumulative positive
DRM, and too few when you have a negative DRM. This is a vory casy
trap o fall into, for in the old game (1 think it changed with G.1.) one
had 1o toll *“snake-eves’” for a CH anyway. It became common practice
to simply add up all the numbers before throwing the dice in order to see
what value had 1o appear on the dice for a hit, From a psychological stand-
point, it is a perfectly understandable desire for a gamer to want to antici-
pate the number he must see on the dice so he can enjoy the insiantanecus
satisfaction of knowing when he hits. Besides, for normal hits, this is a
fine system, and against vehicle and area target types it doesn’t matter
how the DRM are factored into the equation. Bul this is the wrong way
to determine Critical Hits against infantry targets.

The ertly modifiers which alter the Basic TH number are those found
in Table C3. All the modifiers listed in C5 and C6 (those from A through
R) are not applied to the TH number, but are added to the roll of the dice
to obtain & modilied DR, Thus, a CE tank firing at a non-moving infantry
target in an adjacent stone building applies the following modifiers to its
TH DR:

Esample 1: The TH# is *8"":

DRM!

-3 Case L (Point-Blank Range)
+3  Case Q {TEM)

A comulative +1 DRM added to the TH DR must yield a modified
DR less than half of the TH number for a Critical Hit. In this case, the
DR must be **2°* for a CH. Thus. with ‘‘eyes™ bringing an autommatic
CH, there would be no chance for an Improbable Hit, Had the inverse
of this DRM been incorrectly applied o the Basic TH mumber of '8
such that an erroneous TH number of **7'" were obtained, it would appear
to many players that a DR of **2°" or **3"" would result in a CH. But that
is where the error lics. Modifiers A-R arc DR modifiers, not Basic TH
number modifiers—and the CH occurs only when the modified DR is less

of "'147°, it would appear we needed a DR of *'6"" or less fora CH, only

Comparing the correct method with that bad old habit, you will find
it tougher to score u CH when modifiers A-R cumulatively yield a positive
DEM, but easier when they vield a negative one. This is because apply-
ing DRM to the DR is roughly comparable to applying double that DRM
to the Basic TH mumber for infantry-type CH purposes. For another
example, consider the following:

Example 2: An acquired squad using non-assault movement adjacent in
the open is fired upon by a CE tank’s Ordnance MA. The TH# is "8
TXRM:
welk Case L (Point-Blank Range)
] Case J* (FFNAM)
=1 Case J* (FFMO)
=3 Case N (Acquired Target)
—& DRM! Since a CH is scored on a modified DR of 37" or less, this
—6 translates to a CH on any DR of *9"" or less, an 83% chance!
In contrast, had we ised that inaccurate technique of applying those
madifiers inversely to the Basic TH number and obtained a false TH value

a41% chance. Quite & difference!

Example 3: An acquired squad using non-assault movement in the open
is fired on by a British 40L ATG at a range of 27 hexes. The Basic TH#
is 47", to which the following are added: +1 for the L Gun; -2 for <
57mm; —1 = 40mm, Thus, —2 for & modified TH number of *2"
DRM:
=1 Case 1 (FFNAM)
e Case J* (FFMO)
-2 Case N (Acquired Target)
A CH will be scored on a DR of “4°" or less. Notice that the British 40L
ATG can only fire AP, so this translates w0 a resoluticn on the 4-1FT (double
the normal AP equivalency 2-1FT); but don’t forget that both FFNAM
and FFMO also apply to the IFT roll of a CH, s0 you have another —2
DRM there (C3.71).
Ever wonder why your opponent is able to rush your guns with his
squads und live o do it again and again? If you have been calculating your
CH wrong, the ahove should give the reader some insight towards at least

than half of the TH number—or on an Improbable Hit dr of "1,

a partial answer.

ape and/or imposing an arbitrary ROF on the ATGS)
might have been an easy **fix'" and allowed a sim-
plistic method to balance " AHWDWS'". But T think
it to Bob's credit that he did not allow us o adopt
any ahstorical “'quick-fix™” type of S5R.

In one interesting variation to the VC, only an
eliminated gun could be deducted from the mimber
of German tanks needed for a win; if the gun only
malfunctioned, it left the number a the higher level.
Thus, the British playver with a broken gun faced
a very tough decision every RPh. If he wried to repair
the gun, he might eliminated it with a dr of 6"
and then make the German task easier. But if he
declined the repair attempt, the German might win
due to the silence of that gun. A fascinating game
of nerves resulted, but it was dropped afier this
Version.

Still present in the scenario, however, is the
British dilemma with Intensive Fire and Overrun
Prevention shots. If he uses these, he might make
his enemy s job easier by breaking his ATG. If he
avoids these tactics, the enemy might well win for
lack of enough lead in the air about his tanks, Other
than continued reports of exceptional ROF {or lack
thereof) and the give-and-take of guns breaking and
heing repaired {there is nothing more exciting in ASL
than a long-malfunctioned gun suddenly rolling back
into service nedr the end of a close match), our re
maining effort concentrated on determining just how
the victory conditions should read in the final
version

Action Report

As the battle develops in “AHWDWSE", the
central theme is the rush of MkIls wowards the
victory area and the fire of the British 57Ls trving
i stop them, It might be as simple as that, although
there are certainly other options available to both
sides; neither is forced to play as though only a

casual bystander, For one thing, the initdal combi-
mation of vehicle dust, sD smoke, Motion and range
make those MEITIs very difficult o hit. This begins
1o improve for the British on Turn 2 as those panzers
move closer and must present side and rear shots
as they work their way through the gaps in the sand,
Should the German charge directly through the sand
in order o run straight at the ATGs, one can expect
many more bogs, and an even slower advance due
to the sand MP costs.

Should the German opt to hang back and duel
with the ATGs, he will likely lose—for this five-
turn game does not allow them ample time 1o
aoquire, hit and kill those guns/crews and still reach
the victory area. This is due, in part, to the muf-
Ming effect of the sand (which halves HE), the fact
that the guns can hit and kill motionless tanks much
easier than the reverse, the ever-present dust dr, and
the perturhing fact that even when the first ATG
crew is finally broken, some foolhardy bloke will
jump up to Hero status and man the gun on his own!
In additon, other British infantry will be nearby,
availahle to serve as ad-hoc crews if necessary. It
is very difficult to subdue those guns with firepower
beyond point-blank range, Still, leaving a few
MEkllls HD behind the hillock (like, maybe, the
leader-commanded ones CE) while the rest drive
for the victory might have some merit, although this
is not as productive as bringing those leaders in o
overrun and CC the ATGs (see below), But then,
the British 50mm mortar is usually boresighted on
the hillock and, with luck, can shroud the area with
drifting smoke to effectively screen such tanks out
of the fight.

The first plan we tried with the Germans was
to charge straight up the middle of the board in five
platoons, three tanks abreast, This presented the
British with a **flying rectangle” target three wide
by five deep. All the vehicles stayed in motion and
everyone behind the front row was shrouded by at

least one dust counter, while any of those on the
front row who missed the sD rolls were naked to
the enemy and faced a ** —2'"" acquisition in a hurty.
But by angling the attack from the northwest, even
any such front-row tanks could be covered by drift-
ing smoke [or the coming enemy Prep Fire if those
behind them succeeded with their own smoke rolls.
Of course, those lead tanks were the MEITTLs, the
ones with the best chance of survival due to their
superior frontal morret armor. Plaoon Movement
had been instituted for two reasons. Gamewise, it
wis faster than moving one tank at a time . . . and
we wanted to experiment with the effects of three
YD clowds moving together across a battiefield. In
this latter, the benefits were not substantial in this
encounter due to the fact that the platoons must dis-
engage in order to maneuver around the sand in a
workable manner—but the practice and insight
gained would be put to good use in later sconarios.

Ome thing was certain. Between this scenario and
“Point of No Return’", we knew we had to have
Yehicular Dust counters in WioA. The oniginal dreaft
called for smoke counters 1o be used o depict VI
but this created mass confusion when VD from
Motion and stopped vehicles, whose ¥ are re-
moved at different fimes, became mtermized with
actual smoke counters, With the publication of the
module, we not only got VI counters 1o remedy
that dilemma, but also Motion VD counters to dis
tinguish berween the different types and eliminate
the need for a separate Motion counter.

In most matches we played, the British ATGs
were deployed with one in the center rear and the
others on each flank behind dunes, They all were
boresighted on gaps in the sand, and began firing
immediately in order to atain =2 acguisition
quickly, their only reasonable chance to score any
early hits. On Turn 2, if the panzers drove up the
middle, those flanking ATGs both had side shots.
If they headed for one gun in an attemipl to over-
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whelm it, the other 37L will see plenty of side and
rear shots, while the Overrun target pun fires at
close range, possibly sees an underbelly hit, and
even rolls Overrun Protection should the MkIIs
continue that far. Opting o take the Overrun Pro-
tection shot itself might be a tough decision, how-
ever. Fear of a gun malfunction and the slim chance
of actually hitting a moving targer in the same hex
with Intensive Fire (+6 DREM total, plus the dust
dr and minus any acquisition, but with & Low Ammo
number of **9"'} make this risky business indeed.
After all, once the enemy armor are to this point
there are pleaty of tactical options at their disposal,
This is where the British player needs to have some
infantry nearby if he wants to save this particular
EUn.

Additional enemy tanks might charge in to
remain in the hex, The ATG could then fire only
at the in-hex target, and if that tank actually stops
in the hex and survives through the initial round of
CC, the gun crew would be locked in Melee, not
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even able to fire the gun in its ensuing Prep Fire
Phase. Another option: a MK might forego shoot-
ing iperhaps a tank with malfunctioned weaponry)
and run through the gun hex w shoot off its sD.
Should it fail that roll, it could then opt for Bound-
ing TPBF with whatever armament it does have
available, It it manages to place smoke in the hex,
the gun will be stuck with a +3 DRM. A clever
tanker might then exit the hex to the southwest such
that the gun will even be covered by drifting smoke
in the ensuing British PFPh for a total of +7 DRM,
without even considering acquisition or the dust dr.

Mo matter what else is going on, probably the
most certain way 1o take out these guns is to pull
up adjacent with several panzers to maul the enemy
with PB Bounding and Advance Phase fire. In the
event of AFPh, the gun crew can be Encircled,
which will weaken their resistance to fire (lowered
morale) and make it tougher for them to hit any-
thing in turn {+ 1 TH DEM). The point-blank MG
fire of these MkIlls are the big threat, although once
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any smoke in the target hex disappears at the start
of the next German PFPh, the 5TL is facing adja-
cent **—2"" acquisition fire which might lead to a

Thiz 15 what appeals to me most about this
scenario, The opportunity o employ such mobile
tactics is not matched in any other published scenario
1o dae, The flexibility to mount this attack in vary-
ing sequence, mixing the Overruns, Bounding Fire,
s usage, TPBF, CC, Melee, Advancing Fire and
Encirclement make for a very exciting and reveal-

Figure 1: Positions shown an conclusion of German MPh of Tarn
1. Moiice ihat all tanks ore in Motbon and o al) sinoke s shown
Tar Clarity, although all tanks woald have ralled the sttempe. Any
succeasfally placed sirsoks would drfl twe heses to the SW sl the
slart of the AFPh. Hritish morear is boreaighied on the halleck o
fire amoke should any MEllls ope for HD status chere, The squad
i ZRTY will amack amy tank whach Overuns the AT, or will serve
as o crew if needed. In this ateack, ihe panzers will most likely try
1o run al the ATG in 2ER9, using vehiculor dust oo screen their
rear fromy the 2TT1 AT, There is no vehicukar dust in 17 or S
beecause the tanks in 17 and G spent theee MP 1o enter those hoaes
due to the vehicular dust ardd hammada there,
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ing hatle for both players. The winning determi-
nation might be as elementary as whether it is that
-2 leader directing that Overmun or CC, or whether
it was “only'" the 9-1.

With 15 tanks available, the Germans on this rare
pecazion can afford the losses which come with such
apgressive tactics. They needn’t adopt the standard
aitirede of such parsimony with their panzers that
they handeuft themselves through fear of excessive
losges. And this is precisely the style of play the
¥C was intended to encourage. Oh sure, © keep
your frequent British opponent guessing, yvou should
ance in awhile move for that quick win on Turn 2,
But if you decide that the early win is the German’s
**hest’” chance, then | fear the scenario design has
missed its mark. Our hope is vou will discover the
German's chance much improved when you go after
the guns (at least one of them), for only then will
vou be playing ** AHWDWS™ at its highest potential
excitemnent level

Undue German concern over losing tanks to in-
fantry clustered around the ATGs (in addition to the
slim possibility of an early win which does not entail
any attack upon the guns) leads to what 1 liked least
about the scenario in its earliest stages of playvtest,
1f it becomes a matter gf the British always huddling
their infantry around the S7Ls and the Germans
heading straight for the victory area, the scenario
degenerates to merely a “‘run-and-gun’” show, The
emucial showdown berween tanks and guns fighting
it close quarters is lost; and once that is gone, there
& precious little reason to have printed the scenario.
That is why the version seen in this vear’s ASL
Annial reduces the number of victory tanks by two
(instead of one) for each ATG silenced. The intent

« istoentice a German assault upon the British guns,
This seems to fulfill both the requirements of fitting
he historical context and enhances the offensive
factical doctrine of armor versus guns which we
wanted to highlight,

There are many other considerations at play in
1his linle encounter. Be wary of S5R #5, which
makes a small concession to the unfortunate Hero
wheo enters play only 1o man a malfunctioned gun—
ar even one which is surrounded, acquired and
encircled (although the Hero does not suffer any
penalties for Encirclement). Such are the fortunes
of war. Don't forget (o use the LMGs to roll THs
and TKs ageinst the AFVs_ and to apply the Case
D TE# Change for ranges "*0-6"" for the MGs and
ATR, as they all receive a modifier for being less
than 253mm. Boresight the gaps in the sand, like
2BPS, 2TRE, 2709 and/or 28T7. These locations
are ideal for two reasons: they are the most likely
points for the panzers (o traverse since by enfering
them the tanks avoid an extra Bog roll; and, should
vou knock out a tank in these hexes, both that tank
and its vehicular dust will gither slow any follow-
ing tanks or will encourage them to pass around the
anpped panzer, which will entail “extra’ Bog rolls.

Fire smoke with vour 51mm mortar, and fire
some HE at those tanks as well. The greatest dis-
advantage of light mortars is the high probability
that you may call in enemy sniper shots with the
voelume of mortar shots needed for any result. In
this encounter, at last you can fire the mortar to
heart’s content without that worry, Sure, it may
seem ineffective, but you'll roll some ROF, obtain
some hits, and sooner or later even roll a **3"" on
the IFT to hurt a panzer, Remember that British
troops don't cower, and that they can throw smoke
grenades, With dust, vehicles in motion, smoke, and
such, there ought to be a wealth of opportunities
for some CC usage.

Be very carcful with your Intensive Fire, All oo
often the defender in a situation such as this one
will risk Intensive Fire long hefore it is necessary,
You don't have to stop the first tank to reach the
wictory erea; vou don’t even have to stop the eighth

Continied on Page 77, Column 1
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TOPOGRAPHY

SL/ASL MAPBOARDS:

Number Description MMuxclule

SQUAD LEADER

Fann]md wmds and gralnl‘l.clds

. I:_'haluu, orchard n'nd iramfmlds CRF_SCT'\D{'J OF DOOM

River; ¢liffs and hill G.I ANVIL OF VICTORY

Village; rowhouses, , pond PARTISANI {Axis Minor)

SQUAD LEADER

12 Villa G.L ANVIL OF VICTORY

ullics, grave

14 : Airfield; sunken road G.1. ANVIL OF VICTORY

" Rr] ssmads; g ‘f l:a'l.mi:a}
Higut: n Level 1 Hil e NKS (Arm:rican}
Cty',v-s und .. . ; .. ND RGermm.FRussian}
"City - o VALOR (German/Russian)

H ;hul |:l stream §

. "u’i.llage; ley, gqu:,.rand :Iiff: [-'ARATROOPER {Gu'man.fhmanic:nj

; D:m:rt acmb hnmrnl.dl WLSTDT ALAMEIN (British)

Dicsert; scrub, hammada WLSTDI‘ J\LM‘!LL\ (British}

Deser; scrub, hammada HOLLOW LEGIONS (lalian)

1 Wocds: streans PARTISANI (Axis Mmur)

Woods: marshy stream CODE OF BUSHIDO Uaﬁn:u,‘l

Wooded Hills; marshy streams CODE OF BUSHIDO (Japaness)

ﬁurst ip; farml GLUNG HO| {Mnnnr..n’Chm et

DELUXE ASL MAPBOARDS:
Letter Description

City; rowhouses S'I'R]:]:.TS OF FIRE

("u}'. gully STRE E'] 5 0F FIRE

HE D{‘[-RGW HELL

Coumr}r, sunken mnd

Country: farm HEDMGEROW HELL

All of the mapboards on this listing are available separately from The Avalon Hill Game Company (S1/ASL
mapboards—55.00; DELUXE ASL—S56.00). The nationalitics listed in parentheses are those accompanying
the named ASL module. While SQUAD LEADER, CROSS OF IRON, CRESCENDO OF DOOM and G.1
ANVIL OF VICTORY are not part of the ASL sysiem, the mapboards of these games are fully compatible
with ASL (and necessary 1o play many of the scenarios); the reverse is hikewise true {although no scenarnos in
these four SL modules require use of boards released for ASL play), Note that the unmounted mapboards of
RED BARRICADES (depicting the lactory complex in Stalingrad where the action is centered) ane not lisied
among the sbove; these “historical™ mapboards are not geomarphic,




.. .AND HERE WE DAMNED WELL STAY

ASL SCENARIO A50

VICTORY CONDITIONS: The Germans win if they have = 8 Maobile

AFVs with functioning MA/MG onfeast-of hexrow LI at the end of any 4 Any two British AT Guns begin play alrcady &
Game Turn. Each AT Gun that has been eliminated, or that is cerrently marked with a Low Ammo counter. i ."H
Ifunctioned and/ t possessed by a Good Order British unit, sub- o -
m_a_ me. Lol Ur,n” P-Ufw med oy it @ Each AT Gun eliminated/malfunctionedunmunned as SDMd 507
tracts two from the needed German total, 1 D3 57
per the VO subtracts one from the needed German total, |- 84 SD1
SDS

TURN RECORD CHART

14 miles West of EL ALAMEIN, EGYPT, 27 October 1942: In an ill-orgamized
night attack during Cperation Lightfoor, a battalion of the British Vth Motor Brigade
had thrust forsard to scize o German-held positdon codenamed “Saipe”. However,
unaware that thewr maps were faully, the men and carriers had advanced along an
incorrect compass bearing, halting around midnight m a shallow, sandy area a half-
mile south of Snipe, There they dug in for all-around defense, while with great diffi
culty their f-pounder AT guns were bronght up through the soft sand. When wsked if
they were actually on their ohjective, the battalion commander, Lt -Colonsl V. B,
Turner replied, "God knows, Bul here we are and here we damned well stay.” Just
before dawn, as nearby Axis tank formations, unaware of the British presence, began
moving to their battle positions for the coming day, they were met suddenly by the
sharp erack of Gpdrs at point-blank range. Throughout the marning and afternoon, cut
off fram their own lines, the Tommies withstood continuous artillery and direct fire
{several times from friendly units), and repelled successive armored atacks, The bat-
talion had unwittingly halted directly in the path of 0 major Axis counterattack, It was
incurring heavy losses, especially among the precious 6pdrs and their erews; ammuni-
tion for the few surviving guns was critically low, And now a company of panzers was
forming up for vel another attack—possibly the one that would finally overwhelm the
exhausted defenders,

BOARD CONFIGURATION:
BALANCE: 58 §5

28 27

N* H3

@ ERITISH Sets Up First

*
END

& GERMAN Moves First

11234

(sce S5R 3) {SAN: 3]

Elements of A Company, Znd Battalion The Rifle Brigade, and of 239 Battery, 76th A-T Regiment [ELR: 4] sct up as indicated

Onfeast-of hexrow AA:

Onbetween hexrows Loand L:
AT | Foxhole r AT
1 cpemms | o Lme ' AR | W L wid - Nl owi
&% Fi% ? ,ﬁtm 1”1! s 78 | d@ J'\ 5 o & | @
#s57 | 228 | ®| Ten 22 | 4 e | §om | S0 g 228 | O
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Elements of Panzer Regiment 5, Panzer Division 21, enter on Turn | along the west edge: [SAN: 0
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SPECIAL RULES:

1. EC are Very Dy, with a Mild Breeze from the northwest at start, Moderate
Dust (F11.72) is in effect.

2. Place overlavs as follows: HY on 2TE9-F38; 51 on 27T7-57; 83 on 28R2-R3;
%4 on 2TCCR-CCO; 85 on 2704-0Q5; 56 on 28T5-U5; 87 on 26X2-X1; 88 on
2ELT-MT; 8D on 27CC3-D03; SD3 on 28WI10-WY; 5D4 on 28Q9-KE; D3
on 280D4-DDE; and SD7 on 2702-U3, All Dunes are Low,

3. All British units may use HIP in sand. (A foxhole will be revealed only if
its protective TEM is used, it is exited/entered during a MPR/RtPh/AFPh, a
unit in it performs any *-loss action, or a German unit moves adjacent to it.)
All foxholes must be set up in sand, and each must contain at least o squad
{or equivalent), No MMC may set up in the same hex with, or adjacent to,
another MMC,

4, The British suffer from Ammunition Shortage (A19.131),

5, The first British crew that breaks involuntarily, or is eliminated, by any
means while manning an AT Gun immediately creates a Hero in ils Loca-
tion. This Hera is unaffected by the attack that brokefeliminated the crew,
and is assumed to immediately take possession of that crew’s Gun. He
retaing all normal heroic capabilities [EXC: he may apply his -1 modifier
to an AT's TH DR (thus partially offsetting the +2 TH DRM for non-guali-

fied use), his manning an AT Gun does not itself lower the AT's B/X#, and
he may attempt to repair a malfunctioned AT]. However, when the Hero
takes possession of an AT Gun, it loses all Target Acquisition. He may uti-
lize Emplacement/Gunshield benefits while manning an AT Gun, provided
they would apply to a crew if one were (or is) present.

6. Mo PrEpfw 1111 have AAMG.

AFTERMATH: Fiftesn panzers advanced cautiounsly, using shight undulations in the
terrain #s cover and spraying the area abead of them with their machinguns—for the AT
guns were dug in so well as to be invisible through the thick dust and smoke. Initially
only two guns could be brought 1o bear on the approaching enemy: then another. on the
eastern side of the perimeter, was alse turned to face the threat. The British ganners,
clinging to the protection of their gunshields as bullets spanered on them like driving
rain, held their fire until they conld be assured of hting with each precious round. One
gun crew, finally wnoerved by the tanks® fire, broke to take cover—whereupon another
gunner crawled to the gun and manned it alone, By then, the range had closed to just a
few hundred vards and the panzers were overrunning the infantry. Suddenly, three Gpdrs
opencd fire, In the ensuing exchange, seven tanks were knocked out and the rest
reversed awny, The AT guns, now down o only three rounds apiece, held their fire s
the Germans retreated, Turner, realizing that one more strong attack would put them all
“in the bag”, burned his map and codes. Bul no further attacks materialized; and after
dark, the battalion—to everyone's greal celief—was pulled back to its own lines,
Around its position lay some 60 knocked-out AFYs, both German and Italian.
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D Mr, M,

I'd Lok b prsepemdd ho Mzl Mixon's conmaments
m the HFT in his survey of the scemarics all LAST
MURRAN, "Baly Victaries, Harly Vietimse", Wlen
mmaong of Mark Nixon's reputstam and expesi-
o saya soorething's weong with a v lant, T pey

- girict atiention. [ the 1IFT i demaging 1o play af

SUASE, then thers is no appoal— shart of the comm-
pleie revanpieg of the 1IFT Trum what might e the
“germ of something great”. | dem"t dowht thar Mr.
iz i more expericnsd than mysell, and may
well bave an Emight which my lemer cxprricnes
with ASL hasn't uncoversd. [ can, bowever, peovide
e innight inte the process of cmating the orignal
TIFT, szad come o ks delens:,

Wiem | drew up the [IFT, the caly ceiterion
which was mcrosancl was thet the origioal columns
(IR, 1P, 4FF | | . 36FF) would be enchanged,
Trom that point, the work became s balsncing act
‘betwsen several principles:

1. Theze would be & smooth mathematical pro-

pEmloe from oee column bo the next, witkaul

the "fits aed spuria” which have l.npn,:.d B3
mezy pleyers.

2, Theee should ke relatively significa diffes-

ences betwean the effscs of esch calumn,

4 Thers shoeld be a smosih progroasion of

rewlis from cee lEe o e nexl within cach FP

columm, wgain withour s arsd apusta”,

& | wanind to wse kall-FP* columms.

& 1 did mot want the new chart to bocome

mwiehdy,

Maw, || wes impossible 1w glways fully sacisfy all
e critezin; ey olien camme oo condlicl with oo
uncites, 5 e [IFT | aubmined was o comguami

The prototype [IFT which 1 originally sent ta
The GEVERAL emphasized critoria #1, A2 and A4
ahowe, ot the expenae al 13 and §5, Like Mr, Nixam,
1 wmied s mnooth & progression in the o fective-
s of cach column as possible—1 didn't wam
thaw o bo any columes of “'chaice” which & player
might gmzilically aim Tor. | waniod s merease my
experience using inceemental CHTw b other game
psioms, where one thinks m tesms of mgimems o
corpu for what-have-you) and dom®L count faciors
meking cxact cdde ratios, [nstead of the 18th fsctor
verm 1 S-lrengll defender boing cnormously
mere impeetast then the 1 3ch through 171k (=hich
wauld have B0 value in therselves), | wamed every
wtditional hall:FP to be of egual valus 1o overy
olber hal(-FP . .. with & couple of cevears,

The urigizal [IFT had .5-FF calumns rumming
Broeghoul, Bvery eolamm differed from the iomme-
diely peeceding and fallowing coluenna in eilbes
w5 on o combat results. Thers were thess pair of
eehamne (W15, 105011, anad 17/17.5) which were
idemtical —nn champges between the colamms. And
thee wam five changes berween the 8 and 1FP
colerms, andd [our changes from 1.5 o 2FP - meqwe.
(g a abarp drop-alT @ fim cllectivence from
FP 1o FP.

“This smooth progression had a cost. As one read
dewn s column, there might b gaps or jumps in the
Eegremion of reaulla (ay, from MO dimctly s
FIC) o & renuh mighn be segeaied as many as these
times i succession. Some columnns had no FTC &1
all, the weakes! resall in such colunes (ot ol no
efiect) heing s MNC, I cther words, my HFT bad &
mmanth progression from eolume o eolurem, from
lalt to right, a1 mot froen line to Liee, frcen 1o o
botioez, In game ieores, there wis no podm i irymg
"W any apecific FP colsinn (e syacm didn’t
sanrd mich play), but an asute gasner maght occs-
soally jugghe cerwin DM (e.g-, te L5 calumn
Gerd 1MC for DR of 3", "4" and “5", 50 one might
eidly douihle-lime: aver open. ground at long rangn
from a single enemy PP squad dmces ing tha e -1
DEM rallty onily benefited the defender if he ralled
wery low o il he happoned to hit the PTC at the bat-
iom of the colemm). However, | Bl this lansr sbuse,
mmipuating DRMz, was loss likely and Jess banm-
T dhan the foemer abase of aiming for specific
ohums (be they the 4FP, 6FP, BFP, 12FP coluresrs
of the IFT, or any calsmas of chaiee om an 1IFT
which failed 10 progresa smocikly), While my orig-
nal |[FT did progress continuowsly and snoothly, i
might mwwrd manipul stiom of DEMa and was ool
eximly pleasing wilh ils skips and lang mpetitions
b some columns. | conaciowly pushed the "uglicr™
sabims into FP calumms which were least Jikely o
te umd (mach ma the cxilmg of e identical 1wizs 1o
he L3, 10,5 and 175 entrics). | resisted the tompia-
fon i v the mare perfeetly wnoath progression
which | coeld bave achieved by having coluems

 ——
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whore, aey, 8 DR of "3" was a KMC s "5 was a
LM, Thene wore timos whon ding this wauld have
i 3 he mall ival p i al e wmooth
i fire el , but at a meal coml in
eslhelive, | kpew most players would strangly
abeet 10 aey change in 1be principle that & lower
DR is elways betier than @ higher DR tsa was yel
apuriher compramiss, at the expense of Principle ¥1.

Charlie Kibler and Bob McMamars, i sefinang
the gratatype HFT, canphazised dillenl priseiples
than | had. They restoeed the smonchness of e pro-
gressiom of medlls incach columm. No mom juops
[remn 1MC 10 PTC, or of NMC 1onoe(Tecl, No mre
theee-time repetibons of LM {or of 2MC kigher in
the chart) which [ had found so useful. Also, K14
enil K resulis are sl repeated in the “official” IFT,
e | had deme am e arigingd,

This i the root of Mr. Nicmn 's complaint [ think
—the [ila amd #lana that the publisied 1IFT ocea-
ssmally shows, 2% &l a question of which eriterion
for bullding the chart geis preference, The 11FT
found in the “8% Ansual is betme-looking and less
afleraise §o ooe's senadhililics, but docs have soms
uiska In b2 i you eoenpare it calumps ta calursn, My
arigmal TTFT was n-uﬂtnmu-,i.ll:,- smoather, bul
TaRET uply in apets aul suns o upssl 2o players’
Pre-comceplices.

Mr, Nixom points oul tha the L5 column differs
remn the 1FPonly 0 he altacker ralls "srakes™—an
teiganilicant difference unlesa you'se gat @ handful
of pegative DRM. There =0t & smoath progression
from te 1FP 1o the 2P column. My onigical draft
af the 1.3FP calummn read: LKA, LKIA, 1MC,
IMC, 1M, P, Mo B ne NMC, and it eocata
the 1MC msull twes times. This was probably the
nirigheal deciswm | was foried o make, and reaulied
im the ugliest calumn oo the 1IFT, Thit celumn
wauld be used relatively ofien (same LMOs at lang:
ranpe, Minor or incapers MMC firing when-
ever halved, single L% aquads firing while pineed or
in ke AFPY, etc.), but down st the Low-end of the
chart thers are few comber resules o play with, end
thus litzle room i maneuwver. The 1FT 1 fnally sub-
enimed {1 thisk it wa the Gurlb-generation) was one
in which ['d binen down hard and gome =ith an
cmphasis on matbomatical continsity-~damn
osthetics if il waan"t precty. When the team of Kibler
and McMNamara decided 10 betier balance oy princi-
ples B and A3 saled sbose, tey wore ovon man
Aurnil-jackeied than | had been, asd newly dentical
LFP mel 1.5FF calurrma ix the resdL. While 1'd mar-
desed smonth lineal progeession, tey had o s
fice smooth Laseral progression.

Mo, il you try 1o design a new IIFT along the
lines sl wut in he ‘8P ASL Ansual, whether o nal
in's the germ of a great ides, vou sdl ineviably run
mia these same dilemmas. | my smoath-bas-ugly
WFT kad been prioned, gamem would have disliked
the eolusmmz withenil a 1T or without an KMO, o
with mubtiply- repeaned MCs; § might have been li-
tle ueed, and thue not warth printing. Messars.
Kibler and MeNumasa svoided that problem, b
with ihe anendant fits and sparts of shich Mr,
Nixom writes. One simply can't heve it both ways,
shart of, say, wsing percontile dice-—a much more
radical varisnt!

I meferenes 1o the prablem of the L3P caluzm
being mearly identical 1o 1bo 16FP, bui differing in
aia resuls from the 14 colwno (1 lake Wal this s the
real concem of Mr. Mixon, and mot kis releremcoes o
the | Zealuem), his s & jraduct of the AH 1zam"s
decimion 1o pever pepeas KLAS amd Ka, 1o pever siip
a reault, and 1 nevor regeal a resull thres times. Jusi
ry b corstruct colurems 13, 14 and L5 and achiowe
bath smooth progressions shile imiatng an this
rules. It can'y be dope, 5o Messera. Kibler and
McMamara did what they could: most of the
changes an this caluznn eccur am low DRs only, and
1hen 1hey alsa relegared this colums ke | 5FP
entry—the me which would be osed less afen tban
the 13 or 14, (O courss, in 4 scepario in which ooe
side consisis selely of German yfifanders—SFP
cach—wha fim in platoons and don'i bring Lheir
LMOs slang, then il becomes eaay Lo rall am the
"ehasee” 13FP colwmn,) |8 ix obmnainas if you'me
aware that there's a significant jump in fire cffoc-
tiveres [roen te [4FF 1 the 13FP eolumsn, so this
is 8 “black mark" agairar the odficlal HFT, b |
meally don't feel it to be maee than a slighs Blemish.

By pulting mme canphasis mn “wicldiness", the
hal{FP colemis occe only anthe losest caid of the
Kibler-McKamara [IFT {the arigmal TIFT covered
Iwe typewritien pages). | ve sddressed, more oe
Jewx, the [irsl 1wo roscrvations described by Mark
Wizeer. As for the overall increased efestivencss of

firepower iFthe HIFT b used, e ooy way 5 el
this “short-coming” would bave been to change the
eripimal IFT columms, For masoes | hick s obsi-
aar | wasn'l about bo mess around wilh be ostab-
lished columnms; | wosld Gl in lbe gaps belesen
thean, bul woubdn 'L tvcrium pressdent. Il one usce
the IIFT, there will be a mathematically roal
inerease in the elfcclivenesa of firs, but this o o
product of the game sysiem and not of any hiswescal
ressarch revealing firepawer 10 have been mare
ellcctively than previcualy belicved, IT il docan't
harm the simulation value of SLYASL, il the change
ix =0 =mall as 1o fall well within the ‘sounds of actual
Nire elfedtivenee, then | den’L belove 1his 1o be g
significant issue. The increased elfectivensss af
Concealment from L to ASL prabably ian'1 ihe
mewail of pew historical research between 1977 and
1983 pevealing o previously unguessed over-ellecs
tveress of firo in such cases. Io shoet, | believe the
IFT ard [IFT are boch well within ibe baunds af
malEm

Lastly, re e FP values of n:|u.|.d: and hel[-
wiguacls, il the LIS 74-7a were rated such becauss
they are deliberaely equal in a foelight 1o LS -6
s bt superior in O, then the [IFT errs by making
therm superiar m & feefighn as well (at rnpes of Gour
or less, aryway). | don't beleve this 1o e the cese,
but | dem™ know whal erikeria guided 1be asaign-
ol ol connbal ralings, I'm sum Mr. Nigim, =hbo's
been very deeply invalved in ke development of
SLJASL is a betier judge. 1T “weight of metal”—
madified by subjeciive measures of tactxal doc-
Irirw:, arms proficiency, hi P iages of "nal-
ural figkiers” oe of sutometic wespons fostering
fire-elan—was the principle coieria, then peshaps
the LIFT s diflerentigtion botween 7's and 6's,
Between 3's mnd 4%, el ia e beier sonadstion, |
mmn surprised thal Mr. Nixon bricgs ep the German
5-4-By, because if he hadn't, | would heve; they are
e i the beal examples of the Oaws in the old OFT,
It always smazed me that the German
eavalrymentuyftlander could Mire om the 2FF colunn
i e PPPE, o0 i they so wanted, enave ans then (e
in e AFPh—still on tbe 4FP column. Ths unfoe-
tenzio law is correciod with the HFT, whers they
fire om & weiker colaiss in the AFPH

As Mark Nixce staes, toae value af the IFT and
the HFT caght 1o be discessed, woighed amd msa-
sured—panicularly if scene ofTicial or semi-olficial
siamus is baing rauted for the [IFT. I'm very geatis
fed, of course, il my “beby™ 15 well-re garded by
many playems—but il she's 8 “Bride of Franken
e mel doce harm ko SLAASL, then this nocds ta
be serupulvualy iovesligated. Kecp in mind thai
shooting for the 2FP or 15FP calumn i probhably a
Lot Josg provalent on e 1IFT than the old practice of
sermanginp lor e o FP lactor o kil the 4, 6, B,
V2, L, 20 24, 30 and 36 columes wilk ra wasicd
FP Lef over. Lasty, one doesn 'L seed 1o " cous™
Inctors befoes firing; the gamer thinks more sy
i terms of squads and plaloons, and lets the mam-
bers wie care of thersmedves.

Br. Mixom is quite coeeecl abaul te PTCs which
roplaced IFT “misses” and how thes sorips Conceal-
menl meme frequently than in the pasi. FHis greaier
experiencs wilh the sysicm has uncovered this; |
fiad mever noticod the effect. But shouldn't 14FP
tave a dightly greaicr chancs 1o uncover cimosaled
eneimics than | 2F17 0T the JIFT is harming, the flow
of play by relegating Concealmens ta a relative
waste al effirl, then we might necd 1o changs mom
of the PTCs ta musses; bur then yoe'd have 1o reach
mtn the middle of 1he columns and change some
athor results i re-sstablish principles Al md A2-
anilber iwvalved halancing ssl, | wem”i challenge
My, Ninon's sssensons o tha lssue; U'm jusl no
sure of he bas & pemt or se—eggh | respect hin
mtuilson, The sffect on play-balance in the soenar-
i i, | think, relaively imsignificant. Ohviously, if
ane side i cemnpased largely af 3P, 577 ar THP
squads versus an eremy of 4FF o 6FTF, and the s
aie waa playiesied with the [FT, then playing it
with the HFT @ eflsc maal give rome advartags o
the oodd-valved squeds. But | don’t mally think this
is 30 promounced a difference as s sctually hasm
jlay bulance, Ultimscly, the players have 2 couple
al means ta comect @y peresived enbalapcei—ihe
alfxial play-balance modifiers . . . o simply agree-
ing moi Lo uss the 11FT,

Jay Kaufmen
Mankein, Minmesos

ke e
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[eas Hex,

QK —smmebody 's got 1o speak up, 3o 1 might as
well be me, Your “pa carenem” mepmse 1o Philip
Lahre's letter in the “Signals” columm of e %]
ASL Annuai was prosumnably intendod as an invia-
Licn for prjucd resders 10 soaml ofl on ther awn,
Bur, so far, &l 've read 2 o meek supponive ener
(by Lee Comner) im Vol 27, Ma, § of Tee GEN-
ERAL.

Ta tecap lior new readers, Mr. Lokre vehe-
mently decried CODE OF BUSHIDG, as well as
Avealim Hill's plans 1o release additonal ASL mexd-
ubss oz the Pecilic and ChinsHurmeindls theaee,
The ressans he cites foe his disapproval of suck
mumlules apc; (2] "ihe ASL sysiem i et puied oo
pestraying . . . comhat in Burope sl Karth Alriea”;
{0) COF could sland 1o have betier mapboasds,
murn spocifically suiled 1o Pacilic-ibealer temaing
und g el ASL players din'L want to play e Chi-
e,
How, 'l have to e hopest; § Baven ™ vet seen
the inside of CODE GF BUSHIDO. I've been play:
ing a1l SQUAD LEADER off and oo ever since
Febroary 19%8; bul sinco lime i3 2 proecious com-
modily [or me and sincs te game has undergome
somE exieznive changes, I'm sill lsaming b sys-
tem, As s maner al feer, 1'm Back ot sgesre-oee,
with “The Guards Counieratiack™ set wp oo my
table right now as I've begun to lollow Jim
Shler's programaned irslruction method, Never-
theless, |'ve been playing the game for s lamg
tme— lung enocugh, | think, e bo entitled 1o an
opmicn of my own

|5 ASE, specifically designed Tor poraying oely
Europsen-iboaier combar? Are there any elements
icherent in e deaign which make i unsuilable for
Pacilic war scesarica? | hink nod, | can ses why Mr
Lshes might tink so .. . but as (e as | s con-
smmd, he"a missing a vilal posn. My guess is that
Mz, Lalue (s his Iricnds) cavissem European-the-
ater cornbal as an intricate and “scientilc” inerplay
agnosip dgesd-saed unita, mdivelual vwehickes, and
heavy weapoms—& lon Like whan we weed o see an
the ald Combad TV sorica. AL Lhe seme Lime, many
perple—Mi, Lahie mimsg them evidentby—imag-
ine Pacific-1besler combal in lerme ol massive
hugnan-wavs (or daasad) stecks, followed by inhu-
munly lEnscious Aslan wisroes halmg up m caves,
laying smbushes, or mekng suicidal foeays— e
wery sufl we used 10 see i Hollywood's Wwil
propagara (ilms.

Well, | wasn L there, but P've done a bit af pead-
ing and have wiked wab some af e peaple whi
were; ind | can conlidemly say that te reality waa
quite & hia dilferess than whai we 've gotien esed
aceing i the mevick, Them wers pleoty of hurman-
wave [ype Mbacks in the Wesiern thesier oe |,
and not just by the Russans. Furtermore, exceqe in
black-by-block city lighting, tbe basic uniz of
marcuver waa the hatalion, nat the squad, Any
game which puts plavers in the pasiton of sitng
cwvery gum, driving overy tank, and grving explici
urdery o each individual squad or leader is apything
bt Mrrus-pelile”,

Pusthesmee, the Pacific thealer gaw much
sctom rernarksbly similar v the Bunopean theaer
Far all the mipagancs shoul the "yellow bonles”,
e Japanese ard Chinese ammica were sl
upeti- e, for 1he el parl, i manem of etica,
Trus, ibey had thelr ven partiodas style of lghting,
based partly oo cultural differences but maindy, pee-
g, oo the lap-sided supply stualion. How woald
Acnerican asd Beaiah Erarp have [osgin if they had
Ineen the anes susvmg while the laparese were well
supplied with food and amme? Caves snd
amnbushos, end even suicidal charges, stan ta look
preny poud wnder those coeditms

Bus, back ur ASL. It is & game. As & gaene, o
Eives players the vicarious experience of driving
tanks around @ batlefield, mowing down coemy
infuniry with cimcedled machinegues, end enaiing
hemic soe-ran asaulie with domailem charges o
Turn U tick wsd save the day, 1 dkea all this very,
wvery well. Vs excaing; it's jumt ke te obd maviss,
anly bener because you get t "t thore™ and "du
malT™, And while you're ab i, you can cven lcam
someihing, becasse the game is bared un histary.
This stall really happened.

Thst"s preciscly where hisicey properly comes
aito the pictuse, Adulis swho wait to ey sunidatcon
games generally need some kind of excuse. You
hawe va be able o yasoly all the fun you're Baving—
and e way W justify @ is 10 call it s “hisiory les
s, But let's be Bamest with ourselves for just &
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miment belore wa relurn to the comfar of our
delusions: nobody has sver, 1 amy tme In hisiory,
Been i e prul.l:lm m which an ASE player @ casl.
Real-life batibe Geld commanders wiuld glve s bo
o be in such & runageable positon. For all our sci-
entifie thinking, end for all the neceasity of plen-
ning, when it comes right down o the nisty-ge iy,
wir & immediste, chactic, errilying, usmanips

while hell, 1's soanethimg oily remoiely hinied al by
all the diee-rolls of ASL.

T°ll reviterae that ASL is, after sll, just & game.
And what does it masicr 1 Mr, Lobee i some of us
baves grawn tired of playing with toy Gormans snd
wanl 1 move ol to somothing new—Ilike playing
with ey Tapamese or toy Chineaa? If the haman
wave™ attack and paucity of beaders glves the Rus.
simm & diminctive flaver, I'm sure tho designens and
developers bave provided similarly distinetive fea-
tures for the Japanese and Chinsss—and jt'd be
kinds peat to find out what's wnique sbout thoss
nationalities im ASL werms, 10°11 be fun to Lay an
mmbush or {wo, or lead & so-called bamrai charge.
That's the salfl of miliory liwmtane, the swil i
wisgamen theive oL A wo noe W e owr backs
om baving fun and wpernd our time splifing bairs
aves what's historical? Haven's we cutgrowm that
after yo many years of debating over playability
werius read s

Tomy way of thinking, Mr, Lokse's leter s
miseading, k inapinca us to say 1 ourselves, "Oor,
mayhe ASL mally is incapable of accsmately sbmu-
lating Parific-tbeaier combat . . . and, well, if 1"
not hiFiorical, maybe we showldn't play @t s all,
Aler s, that would be child@ah, woulidn't —jpast
o have fiun playing a game?™

Al e amme Lene, curlously, Mr. Lobre is bis-
selleapressing what 1°d call o childish paise of view
when he sayva he's “nol impreasod with the prospect
of having an entire OB of Chinese 3-4-6 squads
whiss sole lesders comaiat of a single 6+ and 74
baing ram ol the map by hoedes of fmatic Japancs
squads,” Withaui seeing even the oatside of the
GUNG HO! box, Mr. Lohre bas already made up
his mind whuul what the game will be liks, He's
gome way past judging o book by its cover; he's
juiligisg bt even befoms he mes the cover! | won't say
anything hers shout the raclsl prejudics that mems
ewidant in Mr. Lohre's reenarks, Bt 1 will say this:
Surely & real die-hard ASEL player would weleomes
the unigue challenge of leading & Chiness forco
such as Mr, Lahre described, and anly & medincs
player would rely om dlways heving elibe trooge wnd
Tiger tanks at his dispomal, Any ool can win & bat-
tle ngainst militia il be has seasoeed troops! The
less your ASL snila e capable of, the mom: impor-
nat it hecommes for you as a player 1o make e most
af each and every meve,

Pex eny part, I'm confident that Avalin Hill hes
dime & decent job af bringing the Pacific theater t
ASE. | expect to moo balaneed, intrigeing scenarios
e bwcith SO0 OF BUSHIDNG and GUNG H. And
U | ewer make it that far Grough the programmad
mmruction symiem, 1 Bally expect b have a ball with
thase modules. It's something ta Lok forward to,
man amily For the aheer mmaginaive fun of i—ma o
the challenge af learning o hardle the now milion-
alitins. If the Chinese forces prove o bo ws woak as
Mr, Lotee qredic, they may woll prove o be the
greatest ASL challonge of the whale sywem,

Mot having seen the modules, | ean't say
whethes My Loben is right or wrimg ahout the map-
becards. Personally, ['m s fond of ierain avorleys,
£ | hape Aveles HiLl han't gose overbossd =ik
thime agsin. AL this point, | can mly hope thar OO0
didn't suffer the mme fuie with rspect to ASL ax
FANZAT did with respect 10 UP FRONT, (Namely,
lack of wnigwee terrain, which forces playera 1a
“imagine" wkat ought to be grapically depicied.)
1 bt e ool 1o be the case, [ sappose 171l have ta
wupport M. Lobre on the poin. Certainly oo of the
mmt onjoyatbe aapects af playing a Pacific-heies
pernisin would be exploring the unique kinds of ter-
ratee 0 1 hope that by e time | get o then, thoy'ro
there i be enjoyed.

In shot, while | recagnize that thers wre liomita-
t5cmm 4o the ASE sysem, [ do nat beliove the game is
specifically deaigred e depict European wul Narth
African comtat, h's « game of WWII weical land
combal, and i1 can he adapiod 1o cover jual sbout
any tyye of sction within thoss hrasd parametsr,

Patrick Carrcll
Kew Hope, Mamesata

wkok ko
Deas 50,

I findd It remarkable that in the pages of The
GENERAL thern haa never boen aspythang but prains
fizr the physical companenta of e SLASE sysiom.
Remarkahls becsuse there have bean, m my apin-

lon, some iriating o poups in puniag e polish oo
an iherwine excellesn peoduct.

To make my poiot, | would steet fresn the
wccopied preanise that in wargaming it's all about
trvig U create o believable "alemative realing®,
Bimancing the cormect “parind Feeling” i one afien
eeglected aspoct of thie endeavar, and this trans-
Lates 10 the physical componesia af the game as
well e bo the mechanles. O this Istier poin, | fos]
tha SLAASE Is gond, but not the “lops™ as it shoeld
e Comalder thess few points:

Radger MacOowan was aimply Imeplacezhlo
23 the artist for the hon covers, "GP bas done well
m aene [PARATROOPER, HEDGEROW HELL),
Fasitustic on achars (YANKS, FED BARRICADED,
but has alsa produced some doge (BEVOND
VALOR, CODE (F BUSHIDD), What's nesded is
mol just & mice picturs, bul rther @ sense of drama
and historical secoracy has o bes conveyed. Tha
Taila wmeely in BEYOND VALCE, wherns the purade-
pround afflcer in from of o Tiger tank {m Alrics
paint} s Jeos than covvineing if you wanted 1o Blus-
traie an East Front modale, centesed around city-
fighting. The Tiger wasn't even aporative then, and
the average laadser lnoked mlber los immaculae
in coenbat, Could be that the srtist bas a probles
with the coal-scutile belmets; hia efferns cenamly
fiil am this box—and cansider thal be succeeded
mvoid picturing any Oerieans @ all on oo less than
cight fallowing modules which hsd 1hem as the
mmiin adversarios! Movertheleas, he has great poten-
tinl; and | herpe: thut oo yous neat bistorical release,
e docan 't miss the chamoe 10 portry a cigar-chew-
Ing Peiper in his Schwimmwages at ke Malm:
edy/Sankt Vith sigrpest It waould censinty sdd thal
enrs hit which the mmsisseur cherishes!

The baslc eolor far the bomes could have been
chisen more canclully, so aa to let them “blend”
e each other on a ghell, The jreaent chaice seers
imdifferent and—il seen a3 4 w=kole—gives no somso
ol unity unloss you file theen out af ordee, Also, ooo
wonders why the SEVOND VALOR box has
azglher forenar than the othors. Remember that for
the real aficioasdo, a geme of this magnitads
sherald nol only be 4 pleasue o play, it should sl
ook sliractive in your bookcese—a treasurs i
cherlsh, 1 shaw off o other people.

Aa for the coeniers, | have always thoughs that
the wehicle silhouctics radher than the prosenl bird's
ByE Vi, wiisialel kave added a Lol mom recogmilion
and [ecling = ith mmimum hindranes b LOS raes,
Also, the infantry sysads looked much mare
dynamic in the eriginal S5 sleases; and 1 sill focl
the Cermans shaould kave been done in feldgras
rathes than Hght blwe. The lnast you shedd consider
Irs this respect is to mpris, as an opeiomal lem, the
Corman infasizy and ordoance countors an balT-
shaded paper for use in desert weenarios. Trese blue
Germans siand oul as a sond tumh in the desen—a
seal shame! (Comfuion wilk the Rricish would bo
o probiem; in reality they werns dallicul 1 t2ll
aurt in the Narth African thealer, )

O the sceoario cards, plosss ke care oo 10 -
use the samo illustration for differem scenarios.
Some m-house checking could prevent this. Alse,
pleane make those pictures relevant end Lo the: paint;
[ have men Soviets an a Oeeman- 115 scemario, ared
numerogs are the cases where a historical pheto-
graph wai sciually aken at an entirely differce
\ame on & differens fronl Remoember thal mmes ASL
entheaiasts are gware enccgh 1o soe thes cmis.

Trlwlal nir-picking? | don't think an. A player
who ik in for w0 eueh money (ever figured whal it
has cowl ua hers in Furope o get the fll smay aff
ASL relenses) and oven more commament has a
right v expect a perfect progluct—eat st 8 very
goad o,

Paul Heoderyeka
Wenrenelgem, Belgram

In regpane, I'm mal pure how o begin, In pes-
v, masch of what M. Hemderycka fouches wpon i
@ matirr of fasle; where I may sal be, il' r @ maler
af the realities of the prisiing induarey, Hewever, i
lake up & few gpecific painis:

Cecrge Parrisk has been the cower arin of all
the muasduler o date, and F'm pure shat the fact thar
A fin kit (005 Aow, aada well-respeoted artisl in the
ek and movie indurpirier for fomne decades) “hax
grear potential will encourage him o conlinse
thus. Im poiat af facl, the cover painting for
HEYOND VALOR was his Jirst piece of arr for
Avalon Hifl, Me worked withow! guidance, under a
daunting deadline, with finle knewledge of our
exgreciailonr. Since then, with Hob sapplying pholo
and lechnic! refrrences, kis work has beea notking
shord of superd [0y opinion. (Ry the way, for the
wpcoming KGP cover, | doubd that be" i mzke use of
the famous photo M, Mendrryok e refers fo, since the
figure is mot Peiper—samelhing the “comnaissenr”
might nod appreciate.j As for the box colors, these

are chosen with a wew lenards what will beer ser
aff the cover art, wilh the simgle cavear thar we hod
@ distizcl shade for the modules of each thaarer
(Eurape, Nortk &frica, Pacifich, DASL and now
HASL.

Regardiag Ihe couniers, there arg poms very
sound Fearans for the layoad and colors chagen, fur
such decisions are aoi made witly-nilly, fmaglne
trying I Tt the informarion shown by the owerhsad
wiew {npen-fopped, rarver ikaverse, efc. | and all the
teat around a pikousine, And imagine Dha dificulty
in veading black-rype ferpecialiy as small @i on
some of the wehicles) on a dark “feldgran” back.
ground, Ar for the suggesrion regarding offering
the (lermans in deserd colors, | caon only imagine
thal 1hix was made with fongue [Temly in cheek.
While we're af i, fed’ s pring the Fians {and Rus-
siang, Caremind, Americans, and the maphoerdy
toa) in white 5o we can beirer simulale winfer
astiona.

Finaliy, ro far @ | know, po scemario picire
kas been repealed in the migh JOO scenarios we
havr affered for ASEL. And the caxe of 1he appeer-
ance of the Soviels i SL scemrrie /O has long since
been corrected (in Val. 25-2 of The GENERAL).
With respect lo occasicnslly making wie af @ phaoia
ned direcily related 1o the actice being simalared, if
s muonl Tnconsiderase of the folks on the hizlorical
seene mof 1o Rive oarried their cameras with them
ad all times while they were fighting for their Fver.
Nince they didn’s, we' il have fo just bumbile along
with whai” 5 gusitable.

Pk ek
Dear Hex:

It is maon ofien that anythmg that @ writen in any
wf the "Leness” columps ever bothers me, bar |
must take excoption Lo the ieter lsam Mr. Philip
Lahre. Sinee you alfemed "Moo Commen™ wo bis lot-
tee, | hopa you will allaw stkes ASL playee, GEN.
ERAL subscriter, and AL Annsal reader o make &
rebutial.

| puesa than | am eon the lomg-time player Mr,
Luhee is, but | have played ihis game Tor te Leal six
yeass, |, 100, have spent hundreds of dallars oo all
Lhe warious AL produets that have appeared on the
rearkes, If o has an ASL boga om il | will boy 1. 1
havee spen bours researching and writing the “Hel-
erence Motes™. This i slu par, ol ey investment in
AL, s helpp it grow and Hoursh. What we need is
mal gomeane wha wanis o strait-jackel ASL, bul
playess who will help it grow w i full raverin.

Froen hia letter, | recelve the feeling that Mr
L.etwre resents tho momey thal be spends on some
pans of the ASL linw, In sddticon o all of the ASL
products, | have spem hurdreds of dollas on buy-
ing all types of relerencs malerial dealing with
Wonld War 11, Evon mors money i sjei each year
by aur ASL club o wravel expensos, oailings aml
ergry servaies, W may be just soone coustry bicks
Living way oul in South Daketa end lowa, but |
apenl that maney willmgly for the purs playing sal-
isfactiom of L faied AL game sysEm

Mr., Lokae alio gives the impesssion in his leler
that WW (1 was [oughl mosily m Europe, sl thal
pome ather areas (such as 1he Souih Pacilic and
Huriea) were just second-rabe and minar theuisn of
the war. N is 100 bad thal Mr. Lalies has obsioudy
mot rend the casually figurea for the FTO [tom
194145, He even gives the imprassian that the
Japancsc simply ran into the gune af the U5
Warizes and soldicrs, just W belp us = the war,
But the Japances woldier wes & well-trainod and
dedicaned foe, po just a wrget. 10 Mr. Lohre knows
sty ex: Marines who served in the FTO veraus
treem, it would el bim gresily 1w bave a good,
lang talk with thaem whout the *'lamaric Jupamese™.

Mr. Lohre siaies that ASL was designed L
accommodate all of tho varishies d i e

numerous ather smakler aca-birne acticna. The
|landing crall couricrs s emphibioes assaei rules
are a pan of GLNG IO, and are grese:nicd in such s
way that they will apply ta any Alrican or European
aca-borne operation alsa. | em sum tal we will s
nmny soanarios se in the ETO making we of them

I am an ex-Maring myseld, and the FTO mad-
ules are the prime rease that | became interesied in
ASL., I bus been & long wait, and [ have =t -
wvesel thar Bod MoNamars has ket ine wirk witk him
on Alsds progect for the last three years. The Pacific
Theater in my main interes, hut | bave had o hall
playing all the naticealitles of ibe ETO whils |
waited for the Marings (hell, | even want to play e
Chinese ). Now that the "Marice meodule™ is pulk
lished, [ can mssurs everyone thar | will cominue o
callest wny ASL materials and products as they
arriver is | sabd, | wans it all,

et il criticisen is poedod, nis one ahaoul S ever be
sfraid so write Mac arcd Rea with thedr comuments. |
krww [om @ Tact thin Bah McMamars bas mesived
planty of e iz, because | have bickered with
b £ tver two yours regarding Masdse valuss and
capabilities. Bab put up with eme, ot becauss § old
i b was “wrong”, bt because | also offernd wag-
pestions am imgroveenem of the sysem. Same wa
incorporated mnp the gama, while some was ot |
atill bought the modale, end will play It snd il
emjoy il—even thiaigh it does not have overything |
thought ahold be there,

All-in-all, the GUNEG HO madule will be the
Jasn o pldicion of reles b the ASL wymem, Yoe
will Bow be able 10 simulaie sy action all oves te
warld, 1939-1945, That is what | eall a universal
wargame, In fac), @ will be very easy Lo add U
Spanish Covil War to pre-1939 ASL and e Greck
Ciwil War o post-1545 ASL bislory, O, bow abou
2 cauple of firfights based an the aclom bersoen
tho Hed Chinese and LS Masisss in | 545467

Mo, Mr. Lonre, vou sre wrimg,. By restraizeng
ASL e preveming its growth, you would case the
death of the sysiom in the commercial market:
plece, Avalon Hill nesds 1o comtmucusly oxpand
ASL, and all ASL players should siggir tha efon
Py catering o oo small portion ef WWI ar o mly
ane typo af cusicener, the widespeesd commercial
aceeptance wosld wither awny and cams winuld
rine, As the coats moressed, the number of sew
poyan would decrease—und eveniially the brak-
even prind lor sales would be passed. That day
wauld be the death of ADVANCED SEUAD
TEADER.

Sweven . Swann
Hartlord, South Dakow

ke kok
[roar Box,

The ASL Anoual '91 arrived woday;, muny
thanks for sendirg thess. Thank vou for publiskng
“The Forgotien Legions”, in which some unlfomi-
NG Errom Eregh

1. Om page 21, First columa, =¥lsd Drracul™

shauld read “Wlad Cracula, Viad Drscul being

te ryranl's [wiher,

1. Princn Paul of Yugoalavia wes only seem

iagly pro-Genman (reference on page 11}

apulogics w any reades wha may have akes

wfferse 10 the salemect,

3, |z te paragraph on “other weapemry” i 2e

[irst column on pugs 23, = ith sespect 1o the

ATH, the phrase “Hupgarians . . . Oesmaz

2y musdels”’ should have mad “Hungariang

nd Furmaniss whiohad sore Gerenan or Swiss

Lhnen medels.”

Huoweree, experience shows thal your stall dads
fine joi trapslaning my pieco mbo prict, with only
uuu amall orrars, | will endesvaur 1o have ke

Euwropoan thealer, | dem’t helseve that any ASL
player waould diapute that e meni; | know 1
wouldn”L Hut 1o seene of us, tal same deaign dom-
ceqn s the primary reasan that ASE is such & grest
jpame, in that It is dapiable w any tacticsl siualxm
that secorred during WWIL (including m the CRI
and FTOL | don't want just an “urmsjus caperiene
af ny one thoaior or mational iy, | wisnt wo be able
play all aspocis of WWil—megandless of climais,
thowior, nalikmslity, weapons or woam. | will pul it
inta even aimpler words for Mo, Lolms . | WANT
IT ALL! Ma, Mr. Lohre is ned an ASL lanatic; he is
& Furapean thearer fanatic, If he wishes to meet
some true ASE fanatics, he should ravel 1o meo of
e ASEL Wuwrramems we bave . | will play ASE with
e, anywhere, and anyiine,

And Mr. Lohre will be missing an impoaiant
part of the Buropesn experience of the war il he
reseeta the GLNG MG moduls. Tie the bes of my
memory, te ETO acion incluled assaulis such
Tarch, Dragosn and Gverloed, nol Lo mendion

pp;: resdy iner tus vear (although migd-
Nm:.-mher is probahly ioo tight & deadlize].

Finally, ka1 me alse voico ooy regets thal e
will be [by all account) o mere Deluse ASL map-
bourds, My gaming group and | ase frankly amamd
thal these have nover cawght om with the A5 [ra:
neamity, aa Ly are mn absolule oy Lo use compams
1o the cluttered “nuremal”’ enapboards. b theee any
hape ol al leass some new boards wilh dilfeest b=
i being mued ko the furere?

Chasles Markusy
Halicm, Larceahie

I afraid ihal, despite o sumber of letiers
praizing the wility of the DASL-scale boards, there
are Ao plans to offer are oncs—eiker inaividually
ar ar preet of any Aew madule. Wilh our popshasii
shijeing ta the HASL | “Hirtorical™ ASL) meduies,
Charlie Kibler's limited time deveded io renesrch-
ing and peiniing the maps for e fysiem mus be
concentraicd wpon these. Sorry fo say.

e o ——

o

-
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LANGRUNE-SUR-MER, FRANCE, 6 June 1944: In the grand design of
tiverlard, five Royal Marine Commando groups were organized into two Special
Service battulions and detailed to clear German strongpoints along the 20-mile
frontage of Gold, Juno and Sword., Under the command of Lt.-Colonel J.L
Moulon, one such—48 Commando—Ilanded a half-hour afier the initial Canadi
an assaull wave came ashore ot $1. Aubin-sur-Mer. With the Canadians allomed a
scant M) minutes to silence the enemy along the beach, it was unsurprising when
the Marines' landing craft came under heavy fire. Displaying to the full their tra
ditions of fortitude and dury, the bulk of the commandos succeeded in assembing
on their start line at the eastern end of St. Aubin, from which they struck out for
the nearby village of Langrune, Encountering only scattered resistance at first,
the two troops—X and B—and two tanks of the Royal Marine Armoured Sup-
port Group made good progress . . . until they come up against the fortified core

. . . of the strongpoint -
3 Y S o RD A o Fmid
"y = e i< CONFIGURATION: S~

YICTORY CONDITIONS: The British win immediately when they BALANCE: N =
Control ali Fortified Building Locations. B Add two 2-2-8 crews to the German OB.

& Add one 6-4-8 1o each of X and B

TURN RECORD CHART Troops® OBs.
56|78 e

% GERMAN Sets Up First [54] IG'1 62 3 4

@ BRITISH Moves First [196]

DELUXE ASL chna

o

J L- Detached elements of Infanterie Regiment 736 [ELR: 3] set up on board ¢, and/or on board d on/porth-of hexes numbered = 4; | SAN: 5]

ar , wnp s e DTS | menttc
SCOE SAE SIE SAETOARCAN TN e | mee
| 12 2 3 2 24 3 B

Elements of X Troop, 48th Royal Marine Commando [ELR: 5] enter on Turn 1 on/between hexes dK 1 and dO]: [SAN: 2)

5%; ri%: sﬂ: ﬁz m';: i::u? ll?': Bt

T 3 2 2

Elements of B Troop, 48th Royal Marine Commando enter on Turn 2 on/between hexes dA | and dE1:

ME | f= e | 18]

!’E =8

T 3 2 2
Elements of the Ind Royal Marine Armoured Support Regiment 3 E p l!
enter on the turn indicated along the south edge: Turn 2 [&1] Turn §: ﬂ%*
“1- 2 Hr s
SPECIAL RULES: Troop as Sappers (B24.7). All British Personnel [EXC: vehicular crews) are

Commandos (H1.24)
6. Kindling Attempts arec NA

L EC are Moist, with a Mild Breeze from the north at stan

1. The German player muss designale seven Fortified Building Locations
(B23.9), all of which must be on board ¢. Tunncls are NA. Fortified Building
Locations must be revealed when in the LOS of any Good Order British ~ AFTERMATH: Advancing along parallel axes, X and B wroops came under heavy
iufamrj. it sniper fire as they pe:llﬂlr.l[nd. the outskirts of the village, B [|\.-n|'|'1 commander being

. 5 " . Eilled by i I “woeond 2 , the defende [ I
A, During setup, the German player must place Rubble coumers (of appropri- lled by one, Despite being "secand-rute” troops, the defenders of the strongpoint were
. well-armed and surprisingly resolute, The bombardment and approach of the British ha

ile type) in any two non stairwell bullding Locations within his setup area. o000 coi them 1o waver, as other Germans did that day, In the smokey dawn, the com
{Note that all levels above such are rubbled as usual. ) mandos soon saw the reason; the strongpoint’s fortifications were extensave, and inclad
4. In variance with usual practice (B27.1). AT Ditches may be placed in ed a five-loot anti-tank ditch. Two sttacks were sepulsed. A second Cemtaur was senl
forward when the first ran owt of ammunition. But Lengrane did not fall ontil the aex
day, when A Troop—with the support of two MI10 wak destroyers and o Sherman—suc

5. The British player may designate up to three squads (or equivalent) in each ceoded in breaching an anti-tank wall and penetrating the fonified core of the village

paved road heves
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Series Replay . . Cont'd from Page 32

The middle game was a disaster, primarily because
most of the 1TA was forced into the teeth of the Britsh
defense due to Perry’s maneuvering with the
Saffords and the restrictive natural and anificial ter-
rain. Also, it was ot this time that both Hayashi and
Kiro bought the farm. Fortunately, Japaness prowess
ut ©C began 1o ke its toll, and a few HS and siep-
reduced squads snuck around the flanks to create
havoc with the Brtish, In fact, 11 was those units
which ultimately won the day for the ITA by capturing
additicnal Level-3 hill hexes on the rear of the platean
and setting up the final encirclement of hex K6, In
sum, cther than the major LOS gafle with Ono and
IA., and the failure 1o encircle hex K6 on Tum 9, the
ITA manewvered as [ wanted, Such manawvering ulii-
mintely won the game for the ITA.

Perry’s strategy and tactics were sound, with one
or two errors that paid big dividends for the ITA. [ ini-
tially thought that the HMG should be on the front
line to maximize shots at the vulnerable LA units as
they move across the paddies. I am now convinced,
however, that the best strategy is locating it up on the
hill near where Perry had it placed, particularly in
conjunction with & trench line such as Perry had pre-
pared. I do think, though, that the HMG eventually
must be manned by a 6-4-8 squad to maximize it
effectiveness and Perry’s failure 1o do so allowed the
ITA to capture the HMG for a few crucial mums. What
was important about the capiure of the HMG was no
the damage the [JA caused to the British with the
HMG {minimal}, but rather the missed opporunities
of the British during the vital mid-game when cne
more Blow could have crippled the ITA, either psy-
chologically or physically. T also think it is generally
a mistake 10 send unils into OC against the Japanese.
This goes double for units that are CX; against a CX
unit even a “1-4" succeeds in causing casualties over
T2% of the ume and kills everyone nearly 60% of the
ume (assuming, of course, the Allacker 15 ambushed
by the defending LA units), Without my Tum 7 CC
victories, half of which were initiated by Perry, the
A loses the bitter fight for OF Hill. Finally, Perry
made one bad rout decision in Tum 9 when he did no
stack squad M with Ellis and squad E. Perry nearly
recouped everything by his own last-minute maneu-
vers, though, I panticularly liked the movement of
BN, and HMG to hex [6. If Perry had baen a little
luckier with his Defensive Fire, he might have fin-
ished off the Berserk 1P, and had an additional (heav-
ily-armed) squad to help with the recapture of Level-
3 hill hexes.

In cenclusion, [ feel fonunate 1o have woen. This is
not 1o say [ played poorly, only that T feel the odds are
stacked aguinst o Japanese win when the British are
led by a commander as capable as Perry, So much of
my carly game success depended on gocd Smoke and
WP rolls and the malfunctioned status of the HMG
during my Movement Phase. Without this good for-
tune, there is no good way for the ITA wo get across the
paddies quickly and relatively intact. And the IJA
must move quickly to win this scenano. Although the
game is 11 wms, that is not much time when you con-
sider how far the ITA has to move, the initial haz-
ardous terrain it must cross, and the impact of the
arrival of twelve fresh Nigeran squads just as the
ragged ranks of the ITA begin to assaelt OP Hill
proper, Moreover, the Japanese leaders ane so brinle,
you can almost guarantee that neither negative modi-
fier will be around for the end-game. (On the cther
hand, it must be hairy for the handlul of Staffords fac-
ing the initial A horde; one bad break and the whale
Saffordshire contingent may go down in front of an
unstoppable Japanese wave.) Ulumaely, the game
was won by the [JA because | foreed Perey into a
“wough choice™: the attack up the center was such a
threat 1o win the game that Perry could ot afford to
diven units to protect his flanks and prevent the grad-
val infileration of small A units into the Britigh rear,

British: [ am quite happy with the set-up [ used,
While centainly not the “perfect” defense, it served
me well enough. [ could see using it again, even if the
element of surprise is lost. In spite of the set-up,
thaugh, the [JA made it across the paddies with
remarkably fow losses, thanks to Mac and Kiro, This
was destined to make itself felt in the end-game when
it seemed that the IJA had just enough units to do
what was needed, Chuck deserves a lot of credit, both
for getting his units into position and then for his
finesse in their use at the end.

Kiro "the Hero™ roughed wp my fromt line preuy
good in the top of the sceond wm, OF all the Move-
ment Phases o lose the IIMG, Tum 2 was the most
crucial. The ITA was able to flood forward versus only
minimal oppasition. I don™ know about Mac and that
HMG—seemed like j.B. could operate it bester than
Mac and my crew #2. At least Mac was able to repair
it guickly, really only missing one full game-tum. |
don't think 1 have ever malfunctioned and repaired a
B12 weapon three times in six wms before.

The high-water mark for the British came in the
hottom of the sixth tum, Hayashi died, the HMG was
manned and operable, and Chuck was ready 1o quit. [
had him where T wanted, but let him slip away, In the
top of the seventh, Chuck takes out Mac and caplures
the HHMG. In the bottom of the seventh, in an atempt
o kecep the pressure on and 1o retake the HMG, 1 lose
a4-4.T a 6-4-8, and my other 9-1 leader! Chuck and
the LIA are suddenly back in the game. If [ could have
taken that HMG back then, or even just made Kiro
ind his crews have 1o CX w advance into L7, my
chances would have leoked a lot bener,

The British downfall became apparent in the bot-
tom of the ninth, after Chuck had maneavered inio
excellent positions in his half of the tum. The net
result of seven attacks of 6FF (+1) or beter (up 1o
20FP) was two berserk ITA squads, Troha and B.F.
paid dearly for drawing the MMGs' fire away from
K6, but this was to be expected. British M's morale
failure was unexpected, however, Then in the Rout
Phase, | compounded its failure by routing the squad
adjacent 10 B.I. and Ellis (nee Troha), B.M. needed 10
either stack with the others or rout nonh off the hill,
As 1t was, he doomed B.F. and Ellis, and never came
back himself, I also have 1o question HS B's “charge™
into LS during the bottom of the tenth (inte more fire
power than he could eventually handle). A Minimum
Move inte 15 would cenainly have been saler, allow-
ing & Turmn 11 move towards various threatenad areas,
Omn the other hand, if bR, survived the two attacks in
L3, he then presents the ITA with a big problem and T
have a good chance of controlling L5 at the game's
end, The final straw was losing B.N. and the MG we
another *1:4" CC atack, With BN, and his HMG, 1
have u fuir chance at hex J6, and would then be able 1o
reinforce the KT melee with Cox and send B.E, w0 L6
{assuming both had survived all of Chuck's Defen-
sive Fire),

All-in-all, u very bloody, hard-fought battle, well-
played for the most part, Except for One and 1A, run-
ning out in front of the HMG, Chuck played an excel-
lent game. I played the “competent™ game promised
in the introduction. As usual in ASL, the better player
wom, If only Chock had followed his instinets and quit
after six wms. If only Rex had let us use our Serics
Replay of “The Bushmasters.” (Now there is o sce-
nario that has it all: American assault engineers with
FTs and DCg, Shermans and 60mm mortar OBA
attacking a dug-in elite ITA force in Dense Jungle,
with an 18-squad Banzai charge in the wings; a Tank-
Hunter hero hidden in a Swamp was the straw that
crushed Chuck”s spir in that one.) Maybe next time,
Newtral Commentator: The iniial outlook favored
Perry, dug to iy well-plannad defence and to a bit of
wrcerlainty in the early fapanese sirategy. Bud Chuck
grabbed the firss golden apportunily to make progress
when the fritish HMG proved to be wnreliable, and
the fapanese crossed the paddies with relatively

minar fosses, The plantifid SMOKE available 1o the
Japanese certainly made things eazier az well, Hove-
ever, [ think Chuck could have pressured the Staffords
even more than ke did; ar a consequence of his cau-
tion, ke allowed Perry to work iy way back infe the
game,

Perry quickly raversed the fortunes of war and was
elearly on lop of the situation after Havashi and his
Jollowers were smashed, Coupled with Perry's excel-
lent arrangemant af the OF Hill fortifications, the
Japanese did not have a way to seize the iniliative
agaia without a little kelp from the Britizh, Perry well
kaows that a few wild dice rolis can do wonders in
nearly any situaltion, and he decided that the best way
o guard againsl sich ar wnpleasarl OCCurreRce was
fct make sure that there were no enemy wnits left alive,
Sucha strategy ix oflen effective, but I think it was not
&o here becawse the enemy was the dreaded Japanese,
whose strengthe (especially in close combal) are evi-
dent aven at very low odds, If ondy i had been the ltal-
lans attacking GF Hill |

Chuck benefiited greatly from a rash of good dice
rolls during Turns 7 and 9, but in the end game Perry
made twa key but subtle tactical miztakes that finally
cosl fim the pame, The first was his foilure fo deploy
squad B.E., which would have mazimized the oppor-
ferities for Britech counterattack. The second was the
misuze of the HMG during Turn 10; the possibiliy
exiited for the Britisk to prosper iremendously froma
Jew average die ralls (Le., 50-50 for HMG rate-of
Jire), bt squad BN, was never given the chance to
earn a Victoria Cross,

In sarmmation, both Chuck and Perry had opporiu-
Riltes to seize the wiclory, despile Lhe various calami-
ries that felt upon each. fn fact, | feel that with aver-
ape dice rolls, Perry had at least a 33% chance to pull
aut @ win on the last turn ., i he had deploved B.E,
Thex, to my mind, helps to ilfustrate why players such
ax Chaney and Metrath continue Lo win so many ASL
fournaments, they always reem 1o execule the minor
move that needs Lo be made ar just the right moment,
Nonerheless, | think the squad leaders who take the
tirme fo st up the pieces and follow through each tura
af this Series Replay will learn a great deal aboul the
Japanese (in ASL), and recognize the winning moves
and tactical blunders made by our two combatanis,
And, in the process, they' Il become better players
themzalves.

Recently, it has been my sad lask 1o return 1o the
authors waread a nwnber of replays of ASL scenarios,
submitted for poszible use in this publication, Unfor.
funately, in all these cazes, the authoriplayers had rof
confacted wy prior to submission to gk i we might be
interested in reviewing their work. If they had, [ would
have been able to yave them a great deal of effor,
Urlike maost of the material found kerein, the SRz are
rot the result of jree-lance submissions by fanr of the
game, Please, if your friends kanker to display their
abdities in the replay of an ASL scerario, advize them
ta first conlact the editors 1o determine whether there
iz any interest in the projeci. Such a brief query,
accompanied by a SASE, might save them some tims
and expenze in lhe long run,
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ALIL Ts n leader without & functiming 5W coeald-
e “mrrred” for all purposss?

A. Yea, unless he is curremily being beld as o pria-
e

ALI I u picee is 361 up i o bull-bes bolween two
allcrend boards, does B comnl a gainst acerarbo-spoc-
iFied setup Limiations on both of e boards?

A Ve,

AALE I Infaniry cmers tereuin that mquires “ALL"
of itz MF allotment, may it then declare Doable
Tize o galn an extrs MFT

A.Na,

AT.212 Ifa Bygasaing friendly AFY pccupics s hex
that contains an eremy it at o higher level, do e
firing meesrictama of this rube apply 1o that enemy
mii? Do they apply i & BU friendly AFY, mpand-
Lo il whether of e It s in Bypass or @ OT, coco-
pien & Location thet contaiea en exemy unit?

A, Ouly if the APV |s CE/OT. Yea.

AT.53-.53 & A10.T2 Theso soem 1o iEply thet
feader direcbon and the spplication of & leador's
DRM can be declard indepe ety of esch othor.
[ this troe?

A Mo the twea are synicymous in all caer, How-
wver, if leader direction is wsed For an arsckfsction
1o whose DRSdr “A™ applsea, that leador™s
DEM{drmn canret aggdy to that Dy,

AR5 If bexes 7, HY and 17 in the llusteation
comprised a Lovel | hill, would both Snap Shies
described in the caample be subject to Height
Adwantage TEMT

A Vo,

ALD,50 If & T3 broken wnit that mést rout [z wihin
iia MF of the nearest waadafbailding, must it
witempt 1o reach that woods/building In s single
RzPh?

A. Yes, unlese it uses Low Crawl, but il nesd not
talke the shorisst route (in heass™I) to da so, Even
if it usea Low Craw], howewver, it mus sl o so
caward that woodsfboilding (Le., ot no time gy it
incroaes the hex range botwonn itachl and that
wondsfbuildieg, end must end that BiPh closer o it
than i was ot the sart of that plase),

AT6.51 & AL0.61 Are the rubble Locations of &
pastially rabhled bullding still considensd ballding
Lacations fer eoutfrally purposes?

A Ho,

A10.532 May o MTH Inierdict using Sporied FireT
A, Ko,

AVRERL I o umit s weagem’s FP wis balved in the
preceding AFPh, doea this probibit it from Interdbet-
ng?

A, Mo, soch halving does pot carey over inio the
RePh

ALN64 If 2 squad's Rally DR & an "Origieal 127,
cam thmt DR {given sufficient oegative DRM) still
rally the survlving HET

A Mo—an Orlginal 12 DR nover rallies a wnit,

ALL14 & ALBA2 I0 a MMC bath attacks and is
aracked ln simoltanecus CC, and In hs own CC
mack it rolls an “Originad 2 and ceeates o losder,
what affecs doos that lesder kave o thoss two O
wiacks?

A Unless ome or bath sides 'Withdraw(a) dus 10
Iufiliration (A 11.22), boab aitacks muat be re-
anlved using both of the samne Ol gind DR aad
the new leader's Inherent FPleadership just ss & he
Bad been present all llong. Mot that if the "2 DR
that allowed loador creation was made for = one
MMC oogaging I8 a combinod attack, Ramdom
Selaction must be used 1o determine which MMOC
that leader will defend with.

ALL1S Il & concealed unit in a Melee Location
losce it =7, i it imenediately in Moles?

A Wea, alter resnlving all effocts ol the acticm that
caeed I o loss s T

A1 Does & Disrupaed enit & Meloe remain
Melee or is it oliminated fior Falluse o Rout?
A, It s eliminaind for Faiure ta Roo 1 stil Dis-
nupted and In Melea #t the end of that OCPh

ALY, ATL22 & AL9.12 May a Disropind unit
aremypt to Withdraw frain CCMeloe
A N,

ALLIS4 Il move than one Soarched Latation con
tins anyihing bt can cause Seanch casualiles, is
iee Sesrch Casualty dr made [oe each such Loca-
tom?

A Mg nly oo such de can be made por Search dr.

DEBRIEFING
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A2 I wovrefall of the possible tarpets of a siper
anack in & Locstion aro comeoaled, bow doea the
aniper pliysr deisnmine i targei(s)?
A First, if the eligible passitle targes mclude both
lod amd led wnits, reat the con-
eealed sack a8 one possiblo target {repgardleas of
haw many snits it sctually comalns) far Random
Selection parpoacs. Then, i (or wheaever) s conr
crabed stsck is chosen s the sniper's largel, the
aniper 's opponent must declars e nunber
{ondy) of eligible possible targets thut ssck con-
talra. IF it coenaine nooe (2., is 2 Dameny stack), it
in automatically climinsted {14.3). I i cootains
oo, Bist urdi s acincked. IF it cootane wo o moie,
the: psiper playes rolls for Random Seleetion aceord-
mgly.
AT421 If wo building huses/Locationa of the sams
wider 0f Stome comstnuciion Type are equidlanent
posaible mmiper targets tel, usknown 1o the sniper
pluyes, ane of themn s Fanified, canfmos the oppo-
need declare that Fartified status 10 incresse ila
TEM?
A Hie may doso

Aldd I Randimn Selectbon for a8 Sniper attack
[A14,2) chicmes mudtiple units in a Location, & 4
Sniper Check posaible before Sniper dr have heen
made vorsus @l of thise wnis?

AL Mo all Sniper dr versus that Location musi bo
made (and Folly mesolved, including LLMCALLTC,
Heat of Battle, cle.) belore & Sniper Check is
allpwed

A152 [f a pinood unit cresies (o beeormes) a Heeo,
is that Hero pomned?
A, Mo

A15.24 Cam the -1 Hervie DEM e used 1o modify
» FTDA attack?

A Ka,

A15,42 Reparding the last seoience of this ride, mey
& Giuand Chider deader direct the IFT sttack of &
bersedk unit]? Even if the Istter i part af » same-
Location PG conmining a oo Cirder unic?

A Moo hoth,

ALS5.42 May a CGiood Ohrdes beader apply his loador-
abip drm to an Ambush dr in conjunétion =it 4
herserk unit? Evon il asather (ool Order Erlemdly
unit in part of that Ansiash atempt?

A Moo boah.

A15.42 May 8 Good Order leader apply his leades-
ahip DREM e a OF attack meuds in eonjunctim with
& hermeeks unit’? Even if another Goad Ovder friendly
unit participates in that anackT

A, Na e hoth,

AL543 Il s berserk undt is alresdy m Meolos sl the
st of a fricodly MPh, must it as that time drop all
excoss W 7l posseses]

A He

ALSAN & AZLG These two rekm cootradicl each
ocher pegarding whother a borserk unitl can Throw a
DC, s it in Tae allowed?

Ax Y. bn line 6 of A230 add “or bersark)” alicr
“Chder™,

A1%.12 1 & Disrupted Infantry unit i infADJA-
CENT-to both enceny Inlaniry/Cavaley and an
emmmy wehicle, dioea @ il sorendor? Can a Dis-
rupied unil suneider while in Melee]

A Yes, unless in Meles. No,

AR What happena b a with underlined
myomale ard & 3 ELR If it rolls an “Orignal 13 IFT
DR while sfMliced by Ammaniton Shortage?

A. It s Heplaced by ils two upbroken HS,

A0S IF & crew is caprured, sn wnanmed HS couies
iz sabstituted for it, However, doing so makes it
irposaible o well whether the it is warth ooe ar
twa VP, Shesld an unsrmed HS counter’s 11 be
mied om & side record if it reproscots w crew?

A, Yes,

A3 When o DO detmates in s hex, dees i ariack
i hex on s Locarioa?
A, |3 Locatkm,

ALY Assume n sqaad, sssisied by @ leader, Setna
[+C. 15 thet leader qualified s detonate 7 1€ that
squad later Deploys, will both af its 1S ba qualificd
B cielemare |17

AL Mo, No—when the squad Deploya, record on a
side record the 113 of cee HS that meains the sbility.

AZ3T Ie the FP* of a Set DO halved wersue a com-
cealed wnit?
A, Yen.

AZLT s the Malfunctiom DRM af # Se1 Do ariack
DR alfocied by enemy Infaniry in a Location
abovefhelow thas of te DC7

A. Ma, Change the last "hea” i A21.T w “Loca-
nlos™.

A25.231 Does 8 Homan Weve s morale-inamass
alfect unies of that 1human Wavs for the entie perm?
A, Yea, providod they remain in Good Order,

A26.21 & DEED 5 a Casvier HE worth oo ar twa
¥ when climinaed T
A Two lf 1 s Inherent, or one il in cousier ke

B1.3 Dions "sny sppliable poaitive DRM" really
waid FFMOT
A, No, Delew “which . . . bea™ in this rade.

Bé.2 How & eom-ponsoon Bridpe cowater tmeated
Eor 1.OS purposes?

A, s por BG.2, but each such coumier is also nbor-
ent Terrmin (R.6) [EXC: a LOS inioyihros gh its hex
does not incur the bridge Hindrance/TEM if it
crossen omly the rosd heasidels) (exclusive of ver-
tices) of that hex]. In sddition, sll nen-poetaon
Bridge counturs and printed brldges wre one-and-a-
half level LOS Hisdrances rismg Fom ane level <
that o the bridge Location [EXC: ma bridge Hinders
1.015 dewwn sither along the teidgps"s roud depicion
or from and fo Loecatbons that ase lower then 1he
bridge 's Location; no LOS exisis from s keadge
Location ta sy other Loeation beneath tha bridge,
even il that beiclge is multi-box i length],

B2374 & RI5.M6 I & rooltop can never be rubbled,
is there any way an Interior Factory Location ¢ be
rabbled by Imdiresct Fire or by any atiack mads [ron
& hedght = thas of the rool?

A For any wach {including Asrial) HE arnck worsus
any playable rpofip, check for rubble aw il 1he
oo Location were a pon-roalig bisilding Locs-
tla. I rubble occurs, the building level direcily
k h that rooftop Locstion is considered rubbled
{check for falling rubtle alsa). Noie that DBA can
cause rubble mly during the PEPRDIEPR (01,510

BE24.11 & B25.13 If an Area-Target-Type0B A
anmck versus a multi-kevel buddieg solls an Origimal
KlA, i cach hudding level checked soparsicly For
RubbleFlame parposse?

A. No—use Random Sclection, However, only
thase bevels Inthe LOS of ibe firer man be eligikls
for Random Selection i har atsck was mado by
oot anrar ardrance.

B24.74 If an Inlantry unit creates a partial TH 10
atezpl mirefield Ciearsnce, may other wnits frexly
e that TH?

Al No! The meond bl [ ol the rule cleardy staies that
mly the unit{s) thal placed the TH cen recaive s
special bome fite, Canaider the TR non-existem for
all ather units,

B2%5.18 Can moae than ome Flame ever exisy per
Locatkm?
A Yee (mee B24.72 end the B25.7 example ).

{24 How ia ardnance penalized when firing from
werrain in which Area Fire appliea (e.g., & LATW
Giring froen marsl o ahallow stream)?

A, TH Case K ayplies. Such use would be cumula-
tive with any applicstion of Cee K for lirieg ot 8
target Ll is ot Keown o the frer.

C2,29 May an [FE-capeble Gun tat has exbasicd
s Mialtiple ROF wse [FE again s basnsive Fue?
A Nt it eoedd cady wee Sustained Fire, and aniy il
alsn ualng Sutsequent-FinyFinal-Prowcive Fire o
Final Firn {sites the we of Sustaimed Fie w parmi-
ted amly to a DEFENDER MG/ FE-Gun and mmly
daring the MPIFM),

6,43 D a Hare-Sighted weapam that enters or
ity an entrenchiment retain s Boee-Sighting if it
miherwise mewing i the sume Locaton?
A, Mo—nor could it if i changed Creat siatus,
becames dm snd/or was loadedhookedPacked anin
soans Garm of conveyarce in it Locaion.

CR Y How is UF.2 “nlie” slates detesmired for the
purpeme al higher codnance Depletion Numben?

A. An armned-vehicle/wespon in 8 prined scooario
in comazdered "eline" for this purpose cnly il the hia-
tricel farmatiom bo which it belimgs is cither 55 or
Fussian Cuasnds; oberwise it mast be spocifed as
“elite™ oy S5R. For a DY soonario i is corsidersd
“eliie” anly if the Majarity Squad Type of it side’s
total OB in Elite, Note that such an armed- vehi-
clefweapon would bave alf of its Depletion Num-
bers—not just thase [iw APCH/APDE —ralsed by

75

var. Moo joo that such “elie” stabss would spply 1o
ary applicshle armed-vehickfwoapon wilk 2 oo
Depieishle ammo rype (o, not just o AFVS),
CRAT Can HEAT potentially causs rubble regard-
Seas af jis Caliber Sme?

A, Yes, even if fired by 8 5CW (e, the Tikemm
reatrictiom of B34.11 dees s apply 1o HEAT),

C&.6 Within the reatrictions of C8.6, can ‘WP ba
fired at a moving enemy unit during lhe cnemy
MPHT If yes, wold cely the maving unitls) in e
target Location be subject v the KMCT

A. ¥es ta both, Howsver, the W wosuld silll kave
1o be fred before any nm-SMOKE amme s tkat

10,1 May a unit anempi 1o repair a hovked-up
GLINT
A, Na.

D25 [ a wacked AFY colcra termain thil requires
HALL™ of its MP allotment, may it ten aiempt
ESB o gain catra MP?

A No

Dol & DHES A Oun’s crew pays nie exma MF w
{unjload rom/to a vehicle while {unjhooking a
Gue Can a ceow that is {undoading freenio a vehi-
die while (un)hesiicg & Gun be amacksd by Defen-
sive Firsl Fae?

A, Yes, based on the crew's (enjhooking MF
expendinie. See the D343 cvmnple.

i i My bl firuck- of career-mouniod FTFE
¥ be part ol a FG?

A, Mo, Aher "vebicular mountsd non-rdnance
weapemnia)” sdd "|EXC: FT; IFE]"

E1L21 D sened bt unarmoeed vehicles gain Fros-
deen of Movement us il they wems AFY?
A, Na.

E2.1 Ase Personzel subject o lnlerrogston wben
they mwrrender (o8 oppossd Lo caplured)?

A, Yea,

E%.1 How is ardnance fire conducied wersos a
landed glider?

A, As per EB.2, but alao resting the glider aa a
Btopped truck (af "0 Target Size}, and using the
proper TE Table and Unarmared THE {or IFT
Wehicle Line [or 8 wrortar), A DFPh ondnance atack
veesus a glider that landed in the preceding MFPh
wonld also use TH Camc 1,

G422 Can s Hidklen T-H Hera cause Search-
ing/Mopping-Up casualies?

A, No

(1.422 Muay a T-H Flora be set up HIP posscssing o
DCY

A, M, beciuse he cannol sel wp posscasing @ 5W
(s (31.423),

GE210 MIEED: Change rule nuember o 122111

G17.41 Can s Napalm Blaze possibly Spread
[B25.6) belvre il becomes—ar even if it canoot
bogome—a Terab: Hlazed

A. Na,

71741 Does & Napalm Blazs fores unils o exil the
bexfLocation as por 125,47

A Yes.

01,6057 Il & Cemnan Perimeter Ams conlaisg
mwprexdpes bea aleng, the nanhdwest edge of the ap,
i g1 Pesumeier Area n PockesT

A. Ve, even If it does conin 2 oo map-eilge hex
almg the castiouth edpe. Conversely, the same i
true of & Husian Perimeer Area thal conlains oo
map-gidge bea alomg the easgfsouth sdge.
0116112 May & crew be Banle Hasdened wsing
thiis rule?

Al Mo In lines 4 and 6 add "ron: crew™ e loes
MMO™, and i line 7 delere as . .. oew)

RB S8R CGL0 When Retaning sn O A modube, is
izs draw pilo Betained as a7

A, Ko it is reswored o the rember of black and red
chits it Fad al the st of the previoss scemars.

KB SS5K CG10 1 an OBA module iy retained b
cusrenty hes no radic o field phone, may the player
chase one to replace it?

A. Yes—hut choosing a rsdio o replace a Lo feld
phoee {or viee-vezea) ia NA,
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CHRONOLOGY OF WAR

The Scenario Survey

Te date, some 205 “official” scenarios (including those printed herein) have been published by Avalon Hill
for ADVANCED SQUAR LEADER. To uct as a checklist, the following is a complete listing of these - by date,
location, title, number and combatants, By spending a few minutes with it, a player can readily spot any sce-
nario thal may deal with a particular campaign, region or people he is interested in. The survey can even be
used to give an ASL loumament a unified theme or provide the basis Tor a “campaign™ of scenarios,

.

Title

Date Locatio

27 Sept 1939 Aga-Old Foss Russsian vs Polish

Prremysl, Poland ASL-50
30 Mo 1939 Kuherso, Finland The Bordess ane Buming 8%-A10 Russian vs Finnish

0Nov 199 Aru : ___90AI6  Russian s Fimish

10 May 1940 Witry, Belgium vs Belgian

10 May 1940 Cennap, Hotland ASL-49  Guesman ws Dutch

10 May 1940

25 May 1940 The Crux of Calas B-A22  Goroman va Brish

Calais, France
11 Aug 1940 Tug Argan, Somaliland Showdown, Tug Argan Pass  92-A39  lislian vs Hrtish
7 Feb 1541

alian vs British

Liby Ci Arrendiam

Grerman vs Yugoslav
German vi Yugoalay
Cierman va Greek

B1-AZE
ASL.47

'ﬁhmﬂi
Rude Awakering
_ Revenge at Kastelli

Pirot, Yugoslovia
Alibunara, Yugoslavia
Kastelli, Cree

7 Agril 1841
@ Agril 1941
| 20 May 1941

H2A43
ASL-6

Pmbin Layfores
Red Packews
A Mew Kind of Foe

28 May 194l Babali Hani, Crete
22 June 1941 Zhabinski, Russia
24 June 1941 Seirijai, Lithuania

German ve Britsh
Germen ve Russian
Cierman v Russian/Partisan

ul. 'u Ratsstan
German v Russian
German vs Rusgian

Blocking Action at Lipki
Shklov's Labars Lost
Timoshenkea's Atack

3 July 1941
11 July 1941
12 July 1941

Borisow, Russia
Shklov, Russia
Goarmel, 'H.us

14 Mow 1541
1% Mow 1541
19 Mov 1941

Pepsk, Russia
Gabr Saleh, Libya
Bir &l Gubi, Libya

Gesman va Russian
Cherman vs Brisish
Italian vs Brtish

The Hedgehog of Piepsk
Blazin' Chariots
Hatf Chm

ASL-35

Grab at Gribovo Cierman vs Russian

3 Jan 1942 Gribovo, Russia GEN-GLO
22 Jan 1942 Mauban, the Philippines KP 167 ASL-T0 Japanese vs American
Soeh Jawa

91-A30 Japanese vs Dulch/British

2 March 1942 'Lin Java

leln:acwf_'hﬂn
Jepanese vi Amencan
Gerrnan va British

Today We Attack
The Rock
Elharngin

20 March 1542
6 May 1942

ASL-69
ASL-63

Lualian vs Rugeian
Japanese vs Panisan
German va Russian

SI.I!
Hazardous Decupation
In Sighu of the Volga

Ischbuchengkiy, Ruesia
Tamparan, the Philippines
Stalingrad, Russia

23 Aug 1542
12 Sept 1542
14 Sepl 1942

ASL-64

Cierman vs P.ﬂm'm
German vs Rissian

601 1942
701 1942

The Bureews of Sialingrad
Firt o Sunke

Stalingrad, Russia

Sualingrad, Russia DASL-4

Continued on Facing Page

GUILT BY
ACCUSATION?

One hates o see o good soldier face a dishonorable
discharge. Especially if based on charges that are
unjustified. But that is what may be happening with the
HFT, which has given such good service to many
SLAASL pamers for several years now, We would like
1w subject all the arguments for and against use of the
[FT w mathematical 1ests for validity, plan 1o do so,
and have even begun some of this work already. Here
we offer a briel repont on our progress in response Lo
some of the recem charges leveled against this, our
favorite "old suldier”,

“Concealment Stripping.™ For every 100 shots taken
uging the OFT for resolution, one can expect conceal -
ment will be lost three 1o five additional times (more
than use of the [FT) when 75% of all 1argets are con-
cealed. If 50% of all targels are concealed, additional
concealment-loss drops 1o less than three in 8 hundred,
and o less than two per 100 shots if only 25% of all tr-
gets are concealed. Now, the number of shots taken by
a player in each scenanio will vary considerably, and a
rigid statistical model would be needed 1o determine
the aversge number of shols per seenario; however, the
overall probability of an extra stripped Concealment
counter is sl less than 3% per shot resolved on the
HET—a barely significant elfect (anecdotal evidence
aside).

“Increased Firepower Potency.” The increase in
overall FirePower (FP) is also small, This concepl can
he capressed in several ways. For all the range of
DEMs running from -5 through +1, the increase in fire
effectiveness when using the [IFT is alwavs less than
the effect if one used all available FP factors individu-
ally. That is w0 say, even an anack on the IIFTs choice
15FP column would be less powerful than separaie
antacks of 12FP, 2 FP and 1 FP (or 8FP, 6FP and 1FP,
etc.h. With the aged [FT, experienced ASL players
sought to maximize the available FP by stacking units
inte FGs of 6, 8, 12, or 16 FP, with as liule “wasted”
unused FP* a5 possible, With the IIFT, gamers automat-
ically use all available FP, only without the hassle of
contriving stacks that 1otal 1o s printed FP column of
the chart, The difference in fire-elfectivencss between
the way the game system was played with the old [FT,
and the way it is played with the upstart [TFT, does not
seem significant when looked at in this manner,

Despite the 112 “new” results on the OFT (noa the
“111" as described by Mark Nizon in the ‘9 Anrual),
there are subtle reasons why all these resulis are not
overwhelmingly "effective”. Al maximum, one can
expect only 30-36% of fire results 1o differ between the
IFT and ITIFT, However, these new results are [orced
through a series of “filters™ before they produce any
increased fire effectiveness: the status of the targel
unitis], the disposition of the wrgen hex, the * Morale
Check response DR™, and many others. For example, a
“new” PTC does not produce any variation from the
LT3 the targel is already broken or pinned. A “new”
2K1A is no more effective than usual versus a hex con-
taining only one MMC or SMC. Momale Check DRs of
"2 or 12 (causing Heat of Battle or Cagealuies) will
be identical in effect no mater if the CRT result is a
2MC on the IIFT or a 1MC on the [FT, Mo magier what
the Morale [evel of the target units or their ELR, there
is only a very narrow range (mathematically speaking)
of MC response DRs which will produce a variation
from the [FT. Most of the different fire results ohtained
from the IIFT will be filtered-out 1o produce onbeard
siluations similar to those of the cormesponding 1FT fire
eolurmn,

“Play Balance.” If a scenanio is balanced for all pos-
sible DRa when the [T is used, i is alse balanced for
the OFT. I is mathematically impossible that the TTFT
could skew game results more than the variation in
possible DRs on the [FT, which can produce effects
thal are a5 strong or stronger than the [TFT results, The




vatiation caused by resolving fire sitacks with two six-
sided dice must always be more tignificant {mathemat-
ically) than any effect of using the 1IFT. Despite any
fears that the IIFT might “hun™ scenarios playtesied
onder the [FT, conniderations argoe sgainst this. If one
side in & balanced scenanio includes 12 squads of TFP,
wiing the [IFT does moi mean that this player simply
has 12 sddinonal FP facton, this unbalancing the sce-
nano. The way in which mon play SLAASL, this player
womld have sought 1o stack his forces in FGs equaling
the standard FP columns, with as little excess FP
wasted as possible. Again, the IIFT sccomplishes this
automatically for him, without forcing the player 1o
worry aboul the anificial affects of the FP columns.
Admittedly, this is an intuitive, informal argument;
anly an exhaustive study of actual games played and
how effectively the FP facton were used in each could
prove or disprove this point mathematically (snd we
sure haven't performed this survey ourselves). But,
until proven guilty, we presume the [IFT 10 be innocent
of this charge.

“Fits and Spuns.” These have been inherited from
the [FT, and without changing the original FP columns,
cannot be entirely eliminated. In fact, the [LFT achieves
an enomously improved progredsion of resulis. Why
argue that there is no difference between the 1FP* and
1 5FP columns, or & leap in the L4FP 1o 15FP columns
on the HFT, when there i absolutely no difference
between aitacks of RFP, 9FP and 10FP on the old [FT.
And what docs one say 10 the tremendous leaps in fire-
effectiveness from an awack of 11FP 10 one of 12, or
from one of 15FP 10 one of 16FP, on the old IFT? Any
perceived flaws of this nature in the [IFT cannot be oo
nignificant when compared 1w the onginal. While not
perfect, the LIFT is “smoother™ than the alemative.

This count of inguiry, afer looking st all the avail-
able evidence, concludes that the soldier in question is
Mot Guilty of any erime and should be retumed imme-
dimtely 1 active duty, We would be glad to receive and
fore renders’ comments—pro, con of undecided—and
eaperiences with the IIFT, answer guestions on the
festn we have conducied, and repon the resulis at the
neat convening of the ASL Annual. Please send your
comment of questions, along with a SASE, 1o either:

John H. Faris (P.O. Boa 547, Norman, OK TI070);

Jay Kaufman (1400 Warren Street, #8327, Mankato,
MXN 56001); o

Cheorge Windau (P.O. Box 13134, Toledo, OH 43613)

Well Played . .. Coni'd from Page 69

or minth, for that matier. So long as your guns are
trained on targets in the viclory area, remember that
you will still have your Prep Fire 1o deal with them.
There will be time enough 10 use Intensive Fire if that
in neoded, And this will allow time Lo see whether your
infantry can do anything profilable.

On the German side, there are options for lghtng
BU or CE, which carries with il the possibility of
throwing vehicular smokie grenades in addition 1o wha
we've already grown sccustiomed. Be sure to swing
your turret fromtal srmor 1o (sce the most imposing
threat as you enter each hex. Remember that if yoo
want 10 limit vehicular dust you can expend extra MPs
in entering any hex (F11.74). Finally, should onc of
your tanks be shandoned, watch out [or those clever
Hrils trying 1o jump on il W utilize the 50mm gun. In
one match during the playtest, our Germans suffered
the ignominy of being forced imo firing on their own
immobilized and ahandoned MEI, since it was an cas-
ier target 10 take oul than the enemy infantry who were
well covered by dust. A thnlling game, but what would
the Freld Marshal say if he knew of i?

T Feb 1943
26 Feb 1943
22 March 1943

9 July 1941
9 July 1943

10 July 1943

16 Tuly 1543
3 July 153

12 Jan 1944
30 Jun 1944

Stalingrad, Russia The Commassar's House
Sualingrad, Russia The Comemissar’s Howse 11

Velikiye Lui, Rusais Escupe from Veicye Ll
Warsaw, Poland Mala 18

Shestla, Tumsia Shatila Proba
Medjez <l Bab, Tunisia Fon McGregor
Wadi i Tunisia

Ponyri, Russa The Schoolkouse
Pooyrd, Russia Hall 2535

Poro Empedocle, Sieily Recon in Force
Regalbutn, Sicily Regalbuio Ridge
Cesam, Sl Able ot Cesaro

The Hatlle for Romne:
Huldang the Rear

ASL-4
9212

0-ALE
ASL-40

DASL. &
GEN-T?

ASL-14
ASL-1T
ASL-1%

GEN-AGI
GEN-TS
e

2. A4T
ASL-11

Grmian va Amancan
Gierman va Brtah

Clerman vs Brssh
lalsan va Amearican

German va B
Cierman vi Amencan
Geovrman vi B

lapanese vi Brcan
German vi Amencsn

Continued om Next Page




German vi American
l.pmue: ¥E .ﬁ.mmran

DASL-17
92-Ad5

They're Coming!
Chakils Sunrse
Higged Down

5t. Jean-de-Daye, France
Chakila, Nw Cluinea

11 July 1944
13 July 1944

ASL-31
DASL-9

12 Aug 1944
16 Aug 1944

Japanese vs American
Gesman ve Amenican

24 Mow 1944
26 Nov 1944

Damulaan, she Philippines
Ernzeshaey, Gamiany

18 Dec 1544
21 Dec 1944

Wiliz, Belgium
Treas Pons, Belgium

GEN-P
GEN-T11

13 Jan 15945
14 fan 1945

To the Last Man
T‘hhl:hhh-!

GEN-GI3

GEN-O
GEN-T12

3 May 1945
13 Aug 1945

ASL-E
ASL-59

German ve Russian
Japancse va Ruseian

Dale: The sbbreviations used for the months should be recognizable o most readers; but for those confused by these: Jan =
January, Feb = February, Aug = Augusl, Sepl = September, (kt = October, Nov = November, and Dec = December.
Location: Many of the scomarios place the sction “near™ a city of town, or on a specific island in a chain. To simplify matiers,
and since this column i meant mesely 1o place the scensno within the context of the war, we have noted the most recognis-
whle geographic location mentoned in the huloncdl commontary.

Number: All scenanios limed have esther in the modules (denoted by the prefin ASL, DASL or HASL) ar i the
pages of The GENERAL (denosed by the prefis GEN) or the ASL Anmisal (a4 indscated by the prefin showing year of publics:
won) Numenc valoe refens to the speaific scanana.

Combatanis: This information has been provided w0 that reades can d whach is may be y b play
the scenanio. Note that the Axis Minor encompaid Crost, Hangenan, Bolganan snd Remamen enns; snd that the Allsed
Minoes encompass Polish, Morwegian, Duich, Belgian, Yugmlay and Cireek unats. Note also that o] Common wealth wnizs sre
listed s Brstish.

FORWARD
OBSERVER

The past year opened new horizons 1o the ASL fan,
With GUNG HO!, the completion of the rules allows
us o b last re-enact seabome landings, and brings us
the US Marines and Chinese as new players in the
cardboard war. The coming yvear looks 1o be at least a3
exciting. Certainly, it will be a busy one [or Bob
MeMamara wnd Charlie Kibler.

D for print come winler is CROIX DE GUERRE,
the madule intreducing the French o the ASL sysiem,
“This will bse a *bare-bones™ module, with no sdditional
rules o be masiered, Two new maps, #40 fealuring a
narrow river and #4] featuring a stone-built village sel
among hills, will offer termain for simulating the action
in France in 1940, Needless-to-gay, the entire French
OB will be included, both infantry and vehicles/ord-
nance; additional pages for Chapter H cover the latier's
peculiarities. Eight scenarios will bring new tactical
puzzles for the dedicated player. Finally, several
“crrala” pages (or Chapier A complete the package.
Immedistely upon his signing off the prools for CIDG,
Bob will move on 1o the final “regular™ module for ASL
(tenatively itled “Armies of Oblivion™), which will
complete the countermix of the system, as well as
make Chapter H the mosi complete reference source on
hardware available 1o the WW2 1actical wargamer.
Cenmerpicce of this module, optimisucally staed for a
Spring 1993 release, is the vehicle and ordnance mia
for the Axis and Allied Minors. New mapboards and
scenarios will allow players 1o enjoy these unique
weapons 1o thie fullest,

Meunwhile, Charlie Kibler continues his work on
KAMPFGRUPPE PEIPER, destined 1o be the second
“Higtorical” module, According to Charlie, the playtest
is progressing well and should be complete by mid-
1993, The live large, unmounted mapsheets are orga-
nized into three non ing “Map Groups” which
cover the villages of Sioumont and La Gleize and the
hamlel of Cheneau, Besides the villages, these non-
greomorphic maps festure the densely-wooded hills ris-
ing from the banks of Belgium's Ambleve River, hav.
ing as many as 11 (1) elevation levels. Each of the
MAPS WEre [ ingly adapied from Belgian cano-
graphic surveys, circa 1927, and from aerial pho-
tographs Laken during and afier the Baule of the Bulge.
The KGP mules will be organized along the lines of
those in RED BARRICADES, and will include special
rules sections for varying densities of mist and for Ger-
man fuel shorages, 1o mention only a couple. Several
new lerrain types will also be introduced therein
(seeple locations, hexside streets, barbed wire fences,
slopes). The new HASL module will offer seven regu-
lar seenarios, and one CG lor each map group. Of
course, no ASL module would be complete without a
new countarshest or two, and KGP will be no excep-
tion, Additional vehicle counters for common types, as
well as more LS and 55 infantry counters, will be
added. A surprise inclusion will be the rather rare bui
historically present SPW 251/21, boasting a tnple
2hmim AA mounted slop the standard German hall-
track, Obviously, a lou of ASLers will be looking for
KGF under the tree come Christmas ‘93,

As for the ASL Annual, although the question of for-
mat is yel o be seitled (see Page 16), I have already
begun 1o bnng together the scenanos and articles for
nexl year's offering. The success of the Annual has
heen nothing shon of phenomenal, and immensely
gratifying. No other wargame has engendered a period-
ical on this scale, nor has one ever been so well sup-
poned by suthors and playlesiers. You can exped o
68 moe scenanos, arucles and mformation on the ASL
sysiom in these pages for some years 1o come.

Rex A. Martin
May 1992



THE TIGER OF TOUNGOO

i

DELUKE ASL bwnarm Al0
[

e i
S

YICTORY CONDITIONS: The Japancse win immediately when they
Control every building that does not contain a Blaze

TURN RECORD CHART

TOUNGOO, BURMA, 26 March 1941: In order to slow the lightning advance
of the Japanese, Lt.-General Stilwell sent the elite Chinese 200th Division into
the walled city of Toungoo fo help stabilize his ruptured front. Here, Major-Cien-
eral Tai An-lan carefully orgunized the defenses of the ancient town, ¢learing
fields of fire and setting up well-stocked strongpoints, Meanwhile, to the south,
Jupunese patrols ranged through the deserted streets of Rangoon. After a bitter
two-day battle (o force o river crossing on 20 March, the Japanese 55th Infantry
Divisien invested the city from the south, west and north, On the 24th, the
Japanese began a series of probing attecks on the ity proper, seeking a weakness
to exploit, Failing to find one, they launched a general attack from all three
sides. Their only success on the first day lay in the northwest corner of the
ancient city, where the 112th Infantry managed to penetrate the native quarer,

d

BOARD CONFIGURATION:

BALANCE: ‘
£ In S5R 3. the Chinese may Fortify

< three appropriate Locations N
@ 1= S5R 1, EC are Dry

§ CHINESE Sets Up First | 166]

@ JAPANESE Maves First |37]

1

2

3

415|16|7|8|9(10(e~

Elements of the 600th Infuntry Regiment [ELR: 3] set up cast of the road hAZ-bH1-hI2-b03: [SAN: 4)

ey E E - ﬁ E i lH T!ﬂ o @
in “F ? ni E ni Ky - + +T
4'-4 M? ﬁ = - ﬁ & 61z P27 | E0-r-a | 7 mene . ‘v
20 2 2 3 2 16 2

Elemenis of the 112th Infantry Regiment [ELR:

4] enter on Turn | along the west edge of board b: [SAN: 4]

AL AR HE IR AR
3 23 2 2 6 6 3

SPECIAL RULES:

1. EC are Moderate, with o Mild Breeze from the northwest al start,

AFTERMATH: The Japancse wore well equipped for ihe assault, and no quarer was
given. Making use of phosphorous shells, flamethrowers and demo charges, they sought
to gel afire the wooden bulldings the Chinese occupled, Chinese soldiers were seen tear-

2, All buildings are wooden, and have o ground-level ﬂ“!:l‘j' All rowhouses ing off their burning clothes and continulng the fight naked, Comp followers, poriers,
(B23.71) are Singlr !~i|;1r}- houses; the thick black bar separaling such hexes is cooks and medics anmed themeelves and joined the battle, But Block by bloody block the

considered Open Ground.

Japanese progressed. Tal was very much o front-line general, and he soon arrived o per-

A The Chinese may Fortify £ two ground-level huilding Locations; tunnels sonally stabilize the situation, moving from oie trouble spol o another, Even the con

are NA,

siderable hercism of Tai, who luter received the sobrigquet "Tiger of Toungoo™. could
not stop the lapanese advance. Yet only when the native quarter was o pile of smoking

4. Up to three Chinese squad-equivalents (and all SMC/SW stacked with  .;ybers did Tai pull the Chinese survivors back 16 the “Engllsh” quarter with its stout

them) may use HIP,

stome and brick buildings. Here, under hin direction, they buili sireet barncades and at

&, The WP Depletion number for Jupanese 50mm mortars is increased to last halted the Japanese late in the day

“WPE”,

6. The three initial Japanese 4-4-8 MM are Assault Engineers (H1.22).



COMMANDO OB SHEET: m

RA Commando No. STRATEGY

Commando CO:

H(} Cdo: #1 Troop: #4 Troop:
Officers ( ) Officers - { ) Officers - { )
{ ) ( ) ( )
'S -~ €.
( ) ( ) ( )
( ) { ) ( )
Squads - 6-3-8 Sniper - ( )] Sniper - ( )|
6-3-8 Squads - 6-3-3 Squads - 6-3-8
Half-Squads - 2-3-8 6-3-8 6-3-8
2-3-8 6-3-8 6-3-8
2-3-8 __6-3-8 6-3-8
2-3-8 6-3-8 6-3-8
2-38 6-3-8 6-3-8
Equipment - 4 Radio; 3 LMG Equipment - Radio; 3 LMG; M.L. 2" MTR Equipment - Radio; 3 LMG; M.L. 2" MTR
Vehicles - (29) Truck: (18) Scwt
{ 8) 15¢cwt #2 Troop: #5 Troop:
(3)3-Ton Officers - [ } OlTicers - ( }
(17} Sturmboat { 1 { }
( ) ( )
Cdo Depot: ( ) ( )
(35) Bicycle ( ) ( )
{15) Kleine Flosack Sniper - { ) Sniper - [ }
{ 5) Grosse Flossack Squads - 6-3-8 Squads - 6-3-8
{2) Jeep 6-3-8 6-3-8
(100) Mine Factors 6-3-8 6-3-8
( 8) Demo Charpes 6-3-8 6-3-8
(B) ATR * 6-3-8 6-3-8
( 2) Flamethrower® 6-3-8 6-3-8
( 8) PIAT* Equipment - Radio; 3 LMG; M.L. 2" MTR | Equipment - Radio; 3 LMG; ML, 2" MTR
{ 6) ATM*
. #3 Troop:
Officers - { ) Mission Log:
{ 3 Date Mission Cdo  German
( ) VP VP
T { ) f
Heavy Weapons Troop: i ) Nov 1940
Officers - { 3 Sniper - { )] June 1941
E % Squads - ggg Sept 1941
Equipment - 2 Radio; 3 LMG 6-3-8 Oct 1941
MTR Section: 6-3-8 i
Crews - 2-38 6-3-8 e g |
2-3-8 6-3-8 Aug 1942 !
2-3-8 Equipment - Radio; 3 LMG; MIL. 2" MTR | peap 1943 |
238
2-3-8 Hopitalized: ¢ ) | July1943 |
Equipment - 4 M.L. 3" MTR E % May 1944
MG Section!
Crews - 2-3-8 ( LR 1944
2-3-8 E ; Aug 1944
2-3-8
2‘3-3 ': '} Oct 1944
Equipment - 3 MMG ( ) April 1945




