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German defenses on their way to

Pegasus Bridge

This ASL Historical Modulé includes:

Two campaign games. The first creates the battle in
its entirety; the second is a shortened campaign

oA which sta ifter the British units, known as
the Ox and Bucks, have captured Pegasus Bridge,

Full-color 22" x 32" historically accurate map of the
Bridge and the surrounding towns of Bénouwille
and Le Port.

D-Dav: a few minutes past midnight,
' . W Chapter “Q" of the ASL rule book (which
June 6thr 1944, glldEI‘-bﬂl‘HE British introduces new terrain types and contains the rules

troops of D Company, 2nd Oxfordshire and _ _fm_‘ 'F‘-“Sﬁuﬂ B!_-ifl_se Campmgn Games).
Buckmghamshlre I.lght Infantry, i e




The Avalan Hill Gama Company's ABL Annual is devobed 1o
the prasentaticn of authorative arlicles and tesied scenanios for
e ADVANCED SQUAD { EADER gama systam, wargaming's
premear achcal smualion. Such articles ancompass, but ara mal
limitad o, the streiegy, factics, varietion, the design and histor-
cal background of the ASL famity of games and madules, The
ASL Annual is publishad by the Avalon Hill game Company
(4817 Herford Road, Bafmone, MD 21214, SA) sclely far fhe
edification of the senous ASL aliciarads in the hopes of mpray-
Inp the playvers praficiency and broadening hig anjayment af tha
game,

Whike mest of the matenal in the ASL Annual is sohcited by
the editor, aicles fram tha genaral readership are considened
far publication &f the discrelion of the ASL staff. Submitied ari-
clad shauld be typawritien, double-spaced, and embrace the
tanels of common English usage. Thera I8 no Hmit an word
length, Accomparrying dlustralions for consideraiion should be
nantly done in ink. and bo paimd with 8 hex-Dy-hex of unit-by.
unit fisling, Phatographs must have caption ard credi ling wit-
ten o the peck. Rejected matanals will ba raburned ta the aushor
oaly whan accompanied by & SASE. Polential authors are
advised that accepted matesial Bacomas the sola property of
Thiz Avaiaon Hill Gama Compary upon publcatian, For further
mioemation, wile b ASL Adicles, o'a Avalon Hill,

4 intarast also 10 the ASL bul would be Avalon Hillfs b
moatnly periodical The GENERAL Deapita g muah broader
Fele of interest (namely, the entire Avatan Hill line of games),
rarEdy B [B8uE goas by that doss nol nava new matarial on tha
ASL system. Mailngs are made closa 1o the and of February,
April, June, August, October and Decemnbar, Crg-year SUOECTig-
tions are §18.00; two-yaar subscriplions e $30.00. News of
mportance i the gaming community is salicited, Convenlion
EnnaUnCerments must be recalved at least six morihs in advance
and cartain nfarmation partaining fe any Avedan HA bies io
which everts wil be offered.

Tha Avalon Hill Gama Company 18 8 division of Monarch
Avalon Indusiries, Inc. The shares ol Monarch-fvalon s tracded
an e NASDAD System undar the aymbol MAHI, For furthar
infarmation about the comgany, write the Executive ONices
(addrass abave),
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Cavalry has played a prominent role in mili-
tary affairs for the greater part of recorded his-
tory, coming into it own as a dominant
weapons system during the Middle Ages with
the invention of the stirrup, (Indeed. m many
guarters it is felt that the stirrup had as hig an
influence on tactics us the machine gun.} This
simple device granted cavalrymen the stability
on horseback which made them the predomi-
nant shock combatant for almost a millenninm,
though this dominance was adversely affected
by the introduction of the pike-armed infantry
syuare of the sixteenth century and the musket-
armed infantry square of the seventeenth. [t
was the eighteenth century and the wide scale
emplovment of the rifled musket which saw
the cavalry's role shill dramatically from one
of shock to that of reconnaissance and screen-
ing, Cavalry charges and shock combat
became less common as, for the most part, cav-
alry began to fight dismounted due to its inher-
ent vulnerability 1o long range rifled muskel
fire. Horse soldiers, armed with guick firing
and loading carbines, found themselves operat-
ing more and more as mounted infantry than as
true cavalry.

ASL grognards hear the word cavalry and
the first image which comes to mind is that of
Polish lancers charging German panzers and
other sundry AFY in the imitial stages of what
would become World War 1. The game itsell
fosters such an image. as witnessed by the
cover of The Last Hurrah, the module which
heralded the entry of the Allied Minors into the
system. This module contained three scenanos
featuning cavalry and in each and every sia-
tion they were confronted by—you guessed
—German panzers o other sundry AFV. [t's
no wonder that such images are indelibly
etched in our collective ASL gaming con-
sciousness. However, this is just one aspect of
mounted troops in World War 11, As the
ASLRB points oul, while horse mounted cav-
alry plaved a relativelv small role in the con-
flict, numerous nations fielded such units o
ong fime or another. When the war began,
Poland had a 70,000-man cavalry force, 11
brigades worth, which represented 10% of all
men under arms, The mounted arm in the
French and Soviet armies comprised almost
7% of their total manpower. (ther major com-
batants generally fielded much less horse cav-
alry, but it was present nevertheless. It must be

remembered that at the war's outbreak most
armies were shill dependent on the horse as
their primary means of transport, and cavalry
wits not the anachronism thal it appears today.
It wus an accepted-and valued member of every

nation’s armed forces. Great Britain, one of

the first combatants 1o field a fully motorized
army, did not dismount her horse soldiers until
1941, when the First Cavalry Division was dis-
banded after secing service in Palestine and
Transjordan.

Cavalry performed a number of functions
during the course of the Second World War.
On the Eastern front and in the Balkians it was
utilized in anti-partisan and security uctivities
until the conflict’s conclusion, [ts value lay in
hestowing much necded mobility m areas
where o sophisticated road net was lacking. In
a front-line role, it was often culled upon to
perform duties which other formations were 11l
equipped 1o tackle. For example, during the
Polish campaign, when confronted by the stou
deflense of the 20th Polish Division of the city
of Mlawa, the German First Cavalry Brigade
was ulilized in a successful flanking maneuver
which resulted in the capture of that city, The
initial stoges of Germany's invasion of the
Soviet Union saw the German First Cavalry
Division assigned the task of guarding Army
Group Center’s southern flank, which rested
on the Pripet marshes. The fact that horse sol-
diers have been featured in ASL scenarios
ranging from the Mongolian Desert to the
foothills of Croatia attest to its value in certain
tactical situations.

CAVALRY IN ASL

The Cavalry rules (AT13.) in the ASLRB
armenint to only a small fraction of its contents,
comprising slightly more than two complete
columns. Such brevity is understandable in
light of the ASLRB s definition of Cavalry as
any Personnel nding a borse counter; i.e., there
are no special restrictions on which unils may
mount a horse counter other than those which
may appear in 55Rs. Once Cavalry dismounts
it is treated in all respects as Infantry, Obyi-
ously, a tremendous amount of mobility is con-
ferred upon mounted troops, and it s mounted
movement and its attendant valnerability
which will be the chief Tocus of this armcle,

Cavalry Movement

Cavalry expends MF per the Cavalry column
of the various terrain charts, The basic MF
allowance for Covalry is 12, but this may be
increased through Galloping. For the most
part, Cavalry MF expenditures equal that of
Infantry (including 1/2 MF for moving Up-
Slope—P2.51) with some notable excepuons;
woods, crags, and graveyvards cost twice a8
many MF (4. 4, and 2) for Cavalry entry,
although Cavalry may pay road or path costs to
enter such locations il applicable. Not surpris-
ingly, Cavalry may not enter sewers, rubble,
blazes, or wire hexes, nor may it cross bocage
or cliff hexsides, Cavalry may not cnter shell-
holes or entrenchments but still must pay the
extra MF for entering Locations containing
such terrain. Buildings may not be entered bl
may be bypassed by all forms of animal trans-
port as per [0.2, and these units may end maove-
ment in Bypass in the same manner as vehi-
cles. Cavalry uses Infantry Bypass and wag-
ons use VBM (thus requinng the width of 2
counter between the obstacle and the
hexspine). Cavalry cannot Advance in the
APh.

The PTO puts its vwn spin on Cavalry move-
ment. Lt costs Cavalry 4 MF to enter a light
jungle location (unless along a road or path),
Cavalry may not enter hut Locations, but may
enter collapsed hut hexes at a cost of two MF,
Kunai may be entered for a cost of twa MF,
and swamp requires the expenditure of all MF,
All types of beach hexes require 2 MF plus
COT (usuvally one MF). Entry of dense-jun-
gle/bamboo/cave/cave -complex/oceans/piers
is NA for Cavalry, unless along a road or path.
Otherwise, Cavalry MF costs in PTCO terrain
dre the same as Infantry costs,

In the case of panjis, the Cavalry is nol
required to tuke the panji MC mandated for
Infaniry. A Horse counter which crosses a
pangi hexside with less than 11 MF remaining
or while Galloping is automatically eliminated
and its rider then bails out. In this case it is
subject 1o the normal Bail Out MC but not the
panji MC as the MMC was not considered
Infantry when it crossed the hexside. Should
the non-Galloping Cavalry have 11 or 12 MF
remaining it may move across the panji with-
out any effect and should one MF remain, the
unit may be placed under the panji hexside,




POLICE ACTION

ASL SCENARIO A105

., il

YICTORY CONIDITIONS: The Germans win 2t game end if they Control
2 5 Level 3 hill hexes, provided the Partisans have not Exited 2 23 Victory
Points {excluding Prisoners) off the southfwest-edges. on/between hexes
4211 and 42A10. Each partisan squad-equivalent Exited increases the

Scenario Design: Brian Fowee

KAMIENNA, POLAND, 1 April 1940: Crealed for operational use prior 1o the
invasion of Poland, the 558 Cavalry Brigade's primary duties consisied of search-
ing for straggling Polish soldiers, stockpiled munitions, and “criminals™ a broad
catagory defined by the German occupier. Deploved as squadrons in various dis-
tricts in Polund, und with various police battalions attached as needed, the cavalry
performed this mission well, By spring of 1940, however, the squadrons found
themselves fighting larger partisan bands und embroiled in action versus bands of
partisans for weeks at a time. By the end of March, the Germans had heard ramors
about an ex-Polish Army captain forming o large band in the Kamienna area

BOARD CONFIGURATION: .5

BALANCE:

& Exchange three 4-3-6 for three 4-4-7 in the
initial German OB.

< >

B Add one -0 leader to the Partisan OB o

required number of Contralled hexes by one (1o a maximum of 1),
+

TURN RECORD CHART
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Elements of Polish irregular troops [ELR: 2] set up cast of the 42GG5-CC3-G4-37X5-GGS road, < 4 heaes from
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SPECIAL RULES: AFTERMATH: In the Brigade's largest deployment to date, hall of i, sis squadrons,

1. EC are Mormal, with no wind at stan,
2. Place overlay 1 on 3TNE-N9,

X Al German 4-6-852-4-8x are considerad to have an underlined Morale, have
their broken-side Morale Level increased by one. and 10 be 55 for all purposes

along with tha 51s1 Police battalion, were disputched o Kamienna o eliminiie this threat,
As the units began 1o arrive i Lhe area on the evening of March 3ith, they were deployed
o varius villages surrounding the woodod area of Kamienna, The Poles, realicing tha:
they were heing encircled .Jllrrr.pt:d bo break oul versus the 51st Police Battalion. The
ensuing baitle that followed wenl on for some time, antil the German 10k Squadron
wrrived 1o reiafofce the police. Outnumbered and cutguancd with the arrival of the 55
troops. the Poles broke off their sorse and retreated 1o the hilly forested areass. Following
the batile, the Germans regrouped and began again the process of tghtenmg their grip
around the partisans in the woods, After elght doys, with nowhere else to run, the pami-
sans were Torced 1o fight and were guickly overwhelmed by the superior numbers and
firepuwer of the cavalry.



DEBACLE AT KOROSTEN

ASL SCENARIO A106

the

VICTORY CONDITIONS: The Russians win immedintely upon amassing
2 17 Cusvalty Victory Points and Exiting 2 24 ¥P off the south edge of
board 5 (Captured units do net count double). The Russions receive double
the normul Exit ¥F for Russian units that Exit as Cavalry

*

TURN RECORD CHART

BOARD CONFIGURATION:

&
N -
BALANCE: o
# Add one German HMG 1o the initial
O,

Scenano Adsplation: WAF

Along the KIEY ROAD, KOROSTEN, 30 August, 1941: As the fronl spread
with cach German success, vast gaps were left in the main line
proved to be perfect avenues of approach for the far-ranging Kussian cavalry
One such daring group, the Ist Regiment, 2ond Cavalry Division, rode deep behind

These gaps

German lines to the map depot of the 6th Army, near the town of Kornosten,

Waiting until twilight, they drew their sabres and came sweeping across the
steppes like the Cossacks of old,

All Bussian Cavalry ure Fanatic

& CERMAN Sets Up First

2

W RUSKSIAN Moves First [126]

3

L

4

JRL

Rear echelon units of VI Armee [ELR: 3] set up per S5R 2: [SAN: 2|

T 33
18 2 z - MG g | ]
it ol aranrasEEn
4.4 537 127 = 12 M| 2014 -a
3 10 2 2 2
28 0o k] Reliel column from Infanterie Division : f“ 18 f‘-‘ I!
‘:: % : 16 (moL} enter on Twrn 4 along the nonth m r 1 t'“ t %" H |1j 1
'“. = edge of board 4. ail Personnel must enter | 4ig7 - le|m .2 ﬁ L
as Passengers k
2 2 5 5

Cierman unit; {SAN: 2}

Elements of Lst Regiment, 2nd Cavaley Division [ELR: 3] ser up on bosrd 5, no unil may set up with LOS (oo

?

-

fie (= he ke

=

12
AN

Y

e | ™

18
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SPECIAL RULES:

L. EC are Moderate, with no wind at start. ALl buildings ure wooden and Sin-
gle Story Houses (B23.210 A +1 LY Hindrance existy Tor the duration of the
SCENATD

2, The Crermans must sel up one HS in each of the following board 3 hexes:
M2 M4 MT, NI O5 P R6, 55, VS, and X3, The Opel Blitz trucks must set
upin IRT and JK4; the PSW 23] must ser up shandoned £ 4 hexes from 3Q5
and the vehicular crew may not sel up in the same hex, The Kf: / and all
remaiming MMO must s¢t op on board 3, but MMUC may not be set up in the
same hex o adjacent to any other MMC; SMC/SW set up with any MMC.

Contrary to Al2 12, the Germans may not place pre-game "7,
A No Quarter 15 in effect for both sides.
4. The German vehicles may nit move or make Motion Attempts on Turn 1.

AFTERMATH: The German rear echelon troops were totally stunned, and many were
indeed dispalched by the sword, Desperate calls [or help 1o the nearby 16ih Motonzed
Dyvasiom succesded in wving only a few dared survivors—all that remained of the map
depol by the lime belp armived




Cavalry may not Charge/Gallop inoany type of
Jungle. bamboo, swamp, irrigated paddy, or on
paddy banks. and may Gallop in such werrain
only along a road.

In Desert terrain, Cavalry MF costs are the
same as Infanery costs, except that Hammaida is
tripled (3) and sand doubled (23, Cactus
Hedpges cannot be crossed by Cavalry,

Cavalry may increase ils basic MF allotment
uf 12 by Galloping, A unit which declares a
Gallop at the start of its MPh receives an addi-
tianal & MF {to 200 while a unit which does so
during its movement phase receives 4 (1o 16),
I'he Horse counter, nol the Personnel. is
marked with a OX counter, which only func-
tioms as a reminder that the Horse counter may
not Gallop the following turn, This CX
counter has no affect whatsoeyver on the riding
Personnel. A Gallop may not be declared by a
uiit which occupies a marsh, deep stream, or
tordable water obstacle location nor may o
Cralloping unit use Bypass. Entey of woods,
marsh, crag, gravevard, deep siream, fordable
water ebstacles. and one lane bridges is forbid.
den to Galloping Cavalry, Woods may he
entered by Galloping Cavalry only through a
road hesside. Galloping Cavalry may not enter
jungle, bamboo, irmigated paddy, paddy banks,
or panjis, although it may Gallop inw jungle
thrisugh s road hexside. 1f the NVR in o nighl
seenario equals zero, then Cavaley may not
Gallep (E1L51) Finally, Galloping Cavalry
may not cross barbed-wire fences (P32 or
dbrupt elevation changes, Remember that Gal-
loping 15 a prerequisile for Cavalry Charges.

(Disimounting Cavalry is much the same as
for vehicles, All Infantry, including SMO
Pwounided or not) and lnexperienced MMO, get
4 MF in the wrn of (dispmounting,  Period. It
costs Infantry 1 ME of this basic movement
allowance of four to (distmoeunt a Horse
counter, Infantry cannot Double Time in the
Turn it 1disimounts and may mol mount a
Horse counter that has already moved that

Turn. Additienaliyv, movement factors are lost
for all prior movement hefore (dis mounting.
In the case of Infantry, oneg MF 14 lost for each
25% ot the Horse counter’s current MF
allowance (either 12, 16 or 20) that has already
been expended in the unit's movement phase
prier to dismounting. Conversely, o Horse
counter wiil lose 25% of its current MF allat
ment for each ME expended by personnel prior
to mounting, See [Hostration 1 foran example
of MMC/Haorse movement expendilures. As in
the case of vehicles, {disimounting may not
take place during the APh,

Cavalry cannol Assault Move nor can dis-
mounting Infantry, In night scenarios, Cay-
alry, hike Infantry, payv one additional MF o
enter Concealment Terrain. Cavalry may enter
an enemy oceupied Location during movement
only if in the process of making & Churge or if
the enemy vnits are disrupled, unarmed, or
concealed ([Deteciion applice—A1215) Cav-
alry can make s Minimum Move, which woulkl
CX both meunt and rider. Cavalry is ineligible
to receive the leader MF bonus, though a Cay-
alry leader may confler this bonus to Intantry
stucked with it Support weapons may not be
dismuntled or reassembled while mounted, and
all W capable of being dismantled must be so
while being portaged by Cavalry, Cuvalry can
not portage in excess af s TPC (3PP, which
may not be increasad by adding an SMC"s [ PC.

Cavalry of any nationality may also make a
muedified human wave sssault. To be eligible
Lo initiale a4 Cavalry wave, a minimum ol one
sguad-equivalent MMO of Cavalry must
occupy each hex of the wave s chain, which
sk consist of three or more adjacent hexes,
Wovunil of the charging chain may begin the
charge withio three hexes of an enemy unit,
and ar least one unit must have an LOS to an
enemy unit within 16 ME, A minimuem of one
Good Order Jeader must participate, At the
wave's inception, all participating Cavalry
units must initiate o Gallop, At least one Cav-

Hiusdradion 1: An Amencar

s vapomiled 2 ME in
@ counter maw has i ME romainicg o
g il remuimng 3 MF e
e Lotal WIF allocment by
and shll he 4 ME 1255 0l Do) meouired (e dismeant
1owas sl casalry)

Becaii=e 1he 4-

icr e L Harse's hosic
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el dn

%

alry unit must Charge an enemy oceupied loca

tion during the course of the wave (muore on the
Charge later), 11 should be noted thal Infantry
and Cavalry may not combine in o wave
assault imen on fool have trouble Reeping up
with galloping horses) nor is the morale of
Cavalry troops raised by one (as s the morale
ol Infantry conducting a human wave)

Horses

The Horse counters themselves have a num
her of attributes which should be noted.  Any
Horse whose rider hails oot s eliminated from
play. Horse counters come in three varietics
squad size. half-squad siee, and SMO sie—
and are represented by counters depicting three
horses, two horses, and one horse respectively
The squad size counter may carry unlimiled
SMC in addition to a full squad-equivabent,
while the halt-squad version is limited to 4
half-squad and four SMO. A counter with a
single horse depiction may carry up to two
SMC. Should a HS-equivalent mount 2 squad
sized Horse counter, that Horse counter 15 free
ter depley into smaller counters as necessary.
Addetional Iy, SMC Horse counters may be cre
ated from o MMO Horse counter at any time
during its movemen! phase (o accommodate
movement of the 5MC, A squad size Horse
counter may split off into HS counters 1o sit-
isfy loses or when its rider depleys into half
AR

While Horse counters are anits, they are
peneric and are never considered enemy units
for any purpose. Unpossessed Horse counters
maxy be “captured” by recovery (A4 A4, bur
need not he recoverad by the side that Last pos
sessed 1. Horse counters may be climinated by
d possessing unil asif a SW. Unmounted
Horses can only move il led by Infantre/Cay
alry, with each such leading unit restricted to
leading no more than triple the number of
Horse counters it may mount; e, 4 sguadd,
whether mounted or not, may lead up (o three
sguadd size Horse counters, ME costs are per
unil (Infantry pays Infantey MEF costs and
Horses pay that of Cavalrv), Allowable entry
locations are limited to those of Cavalry,
although Bypass is allowed. Horse counters
cannol Advance, although leading Infantry are
free o abandon the Horse counter in order to
advance. Horse counters may nal be trans
ported or portaged i oany manner by g vehicle
asidle from landing craft. A Horse ilsell cannet
porlage 3 SW on its own, unless the weapon 15
animal pavked 1sce the accompanying sile-
har}.

Attacking The Cavalry

Cavalry suffers a number of adverse combal
alfevts, First and foremost, il always receives
a -2 IFT/TH DREM when Fred upon, Always
{exeept for mineliclds). FIMOTTNAM never
apply nor does the hazardous movement
penalty, but the < | airburst TEM does, Wall
anil hedge TEM do oot apply ty Cavalry, and
neither Horses nor Cavalry may lake advan-
tage of shellhole or entrenchment TEM,
Should a Cavalry unit break (not jusl Step
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Keduce—G1.11), its Horse counter is elimi-
nated and it must Bail Out per D624, necessi-
tating a further NMC and eliminating any SW
it may have been carrying (126,24,

When it comes to describing the effect of fire
attacks on Horses and Cavalry, A13.511 says 1l
beter than I can:

Horses, whether mounted or not, are
attacked wsing the & Yehicle Line of the
IFT in addition to, and at the same tme as,
fire against any Cavalry unit{s) riding
them. Horses are not subject to the -2
DRM  for Cavalry or to the
FFMOYFFNAM, If the Final IFT DR 15 <
the % Yehicle Line Kill #, a number of
Horse counters up to the highest K1A #
listed in that column (7.308]) are elimi-
nated. It the Final IFT DR equals the %
YVehicle Kill #, one Horse counter (unless
Random Selection resulls in a tie) suffers
Casualty Reduction; all others are
unharmed. Random Selection determines
the Horse counter(s) affected and can
include those that have just bolred (13.51)
due 1o a MO vs their Ridars, The Riuder of
an eliminated Horse must Bail Qul
(T, 24y after all MC/Reduction caused by
that attack have been resolved, IF a squad
Horse-counter 15 Reduced, randomly
determine which HS Horse-counter each
SMC-Rider’SW was Riding: if the sguad
Riding that Horse counter is unaffected by
the attack, it immediately Deplovs in order
to have one of its HS (randomly deter-
minedy Bail Out,

There are numerous restrictions on what
Cavalry may or may not do, Mounted Cavalry
always fires as Area Fire, with the exception of
CC and while making a Charge, Nor may
mounted Cavalry use any support weapons,
with the exception of MOL (which is not
affected by Area Fire) and thrown demo
charges {which add an additional +1 to the
Thrown DC DRM). Mounted troops may not
place SMOKE or utilize either spray or assault
fire. Finally, Cavalry is never subject to
PinfHOB/PTC/LLMOLLTC,

Attacking With Cavaley—The Charge

In order v Charge, Cavalry must be Gallop-
ing or declare a Gallop at the Charge's incep-
tion, Cavalry must have a LOS to 4 Known
enemy-occupicd Location and must be able 1o
enter that Location while at a Gallop, Charg-

Infuniry leading horses can, Just keep the

/M!huuyh owses canoor enter baildings,
\ Horse counter in Bypass’ J

ing Cavalry cannot cross a
combination Crest-Line-slope
hexside {(P2.53), The only
other restriction is that the Cav-
alry must be three or more
hexes awuay from the target
Location when the Charge is
declared. The Cavalry pro-
ceeds (o the target location,
which it must enfer if it sur-
vives unbroken all intervening
Delensive/Subsequent Firsi
Fire. It simultaneously pays
COT plus an additional 3 MF 1o
enter the target’s Location,
where the target units (if unbro-
ken) must attack the Charging
Cavalry using TPBF. This is
considered FPF regardless of
whether the defender has previ-

CAVALRY SCENARIOS
Into the Fray [43] 09039
Rattle of Sabres [ A46] 09/02/39
Age-0ld Foes [50] 09427139
On the Borderline [Al6] 11/30/39
Police Action [A105] /01140
Bring Up the Guns [G7] 05/10/40
Rude Awakening [47] Odi09441
Debacle at Korosten [A106] (/30041
Ramsey's Charge [G28] 0116442
Savoia! [A12] 08/23/42
OF Hill [A41] (lone SMC horse) 04/17/44
The Cossacks Are Coming [33] 0817144
The Ring [AP1] 4200445

TIPS FROM THE TRENCHES

oushy fired, effectively tripling
and halving the defending
umit’s fire, As usual with FPF,
the firing umit(=)1"s original 1FT

DR is used as a NMC against Age-0ld Foes [50] 09/27/39 Wagon
those unit(s) and any leaders | ‘Sijens Death [A11} 12/09/39  sledge
directing their fire. The Cav-

alry, should it survive unbroken ThE': e IRaad [A34] 1213539 sledge
all forms of defensive first fire Police Action [A105] 04/01/40  wagon
directed at it, may now make a On the Road to Andalsnes [A31]  04/24/40) wagon
TPBE ?"ﬂfﬁ* Againel the enemy | Bring Up the Guns [GT] 05/10/40  wagon
units in the Location, wi : ¢

may be ulilized, The liring Eastern Gate [63] 0207144 mule

Cavalry unit is not halved for

HORSE TRANSPORT SCENARIOS

mounted fire nor does it suller
any penalties for the Horse's CX status,

Post charge. tor the remainder of its move-
ment phase, Cavalry has several options. It
may remain mounted inits current Location, or
dismount if it has sufficient MF remaining,
either way marked with a CC counter. It may
also continue its movement and may even
Charge another enemy location if it wishes
(without having to declare another Charge
until actually entering the enemy’s Location),
When the unit’s movement phase is completed,
it 15 marked with a Prep Fire counter 1o note
that it may not fire inits upeoming Advancing
Fire Phase,

Getting The Most OQut of Your Cavalry

With the rules review behind us, let’s look at
using Cavalry in action. Just remember that
Cavalry, like all units in ASL, has strong

For thart matter. Cavalcy can dismount
while in Bypass of a building. The dis-
meunting Infantry wall be in Bypass until
the end of the MPh_ at which hme they
aceupy the building—ijust us if they
o unloaded from a halfirack.

o —

points and weak points. The gquestion is how o
minimize the weak ones while taking full
advantage of the strong ones. Every weapons
system, including these cute little horsie coun-
ters, requires careful consideration concerning
how they should be emploved to help you sat-
isfy the scenario ¥C and, hopefully. provide
you with some insight on tactical World War [l
level combat.

Omne thing that should have caught your eye
right off is the -2 modifier on all IFT/TH die
rolls versus Cavalry. This is the single most
important aspect to Cavalry combat. Aside
from screening your mounted troops with the
liberal use of SMOKE from non-mounted
units, or the crafty use of natural cover pro-
vided by hindrances or LOS limitations
imposed by restrictive (errain, Or Suppression
of the enemy via massive firepower, there is
precious little vou can to protect your Cavalry.
The problem is further exacerbated by Cay-
alry's inability to enter some protective terrain,
such as buildings, dense jungle, rubble, shell-
holes, and entrenchments. Because the -2
DRM always applies, Fire Lanes become that
much more brutal since hindrances such as
SMOKE or grain have no affect on the -2
DEM. whercas in the case of Infaniry troops
the FFMO DEM would at least be negated,
The effectivencss of the encmy’s OBA is
greatly enhanced as the Cavalry and their
Horses cannot take refuge in protective terrain
such as buildings or entrenchments. Harassing
fire can be effectively employed to hit a larger
amount of the playing area with the -2 DRM,
The enlarged blast radius will come in handy
as the Cavalry will probably be prudently dis-



persed. As noled above, walls and hedges do
not provide Cavalry with protective TEM,
which will also change your outlook on how to
attack or defend a particular location.
Cavalry is triply vulnerable to non-CC
attacks, Not only is it sucking up that -2 DRM,
but its Horses can be shot outl from under it as
well, If the Horses go down, then the Cavalry
Bails Out and takes a NMC, (Note that, since
Horses don’t suffer the -2 DRM, any attack
that affects them on the 22 Vehicle line will,
once the -2 DRM is applied 1w the Cavalry be

at least a 2MC vs the Riders.) Even if the
Horses were unaffected by the anack, they will
boll if the Cavalry breaks from the fire altack,
causing the Cavalry to Bail Out and take a
NMC.

Throw in Cavalry's inability to Assaull
Move or place SMOKE, and you can see why
it pays W be carelul when moving mounted
troaps, Almost without exception, stacking
Cavalry will not be in your hest interest
because ol this vulnerability. Your proud
troop of Polish Uhlans. if not handled with
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proper care, can very quickly be reduced o a
number of broken hall squads with little else
on their minds besides Meeing the cardboard
battlefickl.

Along with this vulnerability of Cavalry,
however, comes its biggest nsset. mobility.
While you should not ignore the vulnerability
ol mounted troops, neither should you ignore
their mobility, To do so would sserifice one of
the greatest strengths of yvour OB, The trick is
to find the delicate balunce between the two.
You will need this advantage if you wish to
optimize your chances of victory in any Cav-
alry scenario. Cavalry, like an AFV, has the
ability to streich the playing field, simply by
going from point A to point B three or four
times faster than the poor bloody infantry, The
problem is getting there alive. Cavalry’s
mobility will almost always compound the
problems of defense, for so much more ground
must be covered by a defender, An attacking
mounted force will be able to shift the axis of
its advance very quickly. Similarly, Cavalry
defenders can confound an attacker by using
their horseflesh to respond to the threatened
point with a greater flexibility than any
Infantry could hope to.

Besides stretiching the defense, Cavalry con-
veys a number of other advaniages 1o the
attacker. For the mosl part, a defending force
will attempt 1o avoid terrain into which Cay-
alry can conduct a Charge. (While staying
concealed will protect you from Charges, the
odd PTC/MC is too likely o strip your protec-
tion for this tactic o be counted on,) Instead.
defenders will likely concentrate in buildings,
woodds, and jungle where Charge is NA. This
may serve to compartmentalize the defender’s
forces into small groups. An attacking Cavalry
force should be on the lookout for opportuni-
ties 1o use its mobility 10 further isolate one or
more groups, bringing superior numbers
andfor firepower 1o bear on an inferior enemy
force. Opportunities may arise due to this
maobility to deny rout paths to broken enemy
troops, and skillful use of this tactic can reap
tremendous rewards in lerms of tactical advan-
tuges or CVP garnered through capiured or
eliminated enemy squads. Bear in mind that
mounted Cavalry cannot interdict routing units
since its fire is halved as Mounted Fire, so dis-
maount first if that is your goal. Besides
restricting the rout paths open Lo your oppo-
nent, infiltrating Cavalry can wreak further
havoc by keeping broken units DM, denying
them safe rallving points and preventing units
in LOS from gaining concealment. Do noi dis-
count using mobility to obtain encircling fire
upon key enemy umits.,

Using Cavalry to accomplish any of these
may be considered a relatively low risk (one or
two squads), potentially high yield investment,
As always, the vulnerability of Cavalry should
be weighed when attempting to implement any
of these tactics. If you can afford the loss of
the unit and it will constrain the actions of your
opponent, by all means give it a go. Keeping
twi MMC mounted for this purpose may also
be a good idea, so if one lails 1o reach the
intended location, the other may make an
attempt. When dismounted, consider keeping
yvour Horse counters in the same Location in
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case the need For a hasty withdrawal arises.

Om the attack, Cavalry is hindered by its
inability to use any 5W aside from MOL and
thrown DC. Additionally, Cavalry forces rep-
resented in ASL usually possess SW in limited
numbers, and they must be dismantled (if pos-
sible) when portaged by mounted troops. [n
order for these weapons to enter play in a
meaningful manner, Cavalry units may be
forced to dismount a significant portion of
their strength, The trick here is to strike a fing
balance between who stayvs mounted and who
does not. Dismounting the whole OB may be
counter productive, as it squanders the Cav-
alry’s mobility, Keeping too many units
mounted, hewever, will not only result in
higher casualties due (o increased vulnerability
but also will restrict your ability to use SW o
their fullest and halves inherent lrepower,
Cavalry 15 not, however, restricted in forming
fire groups with other Cavalry or with Infantry,

When, where and who to (dis)mount are
going to be the most important questions an
ASL player asks himself during cach of his
movement phases in a scenario where he pos-
sesses Cavalry. A general rule, though one not
written in stone by any means, is to keep one
platoon per company mounted at all times to
take advantage of any battlefield develop-
ments. These mounted squads may force your
opponent to keep several of his units in reserve
o counter any actions vou may take with them.

The Cavalry Eye

Although Cavalry may dismount and serve
as Infantry, you should develop a “cavalry
eye” for the battlefield when playing a scenario
featuring such troops in order to reap the greal-
est benefit from your units. In an attempt to
develop such an eve, let us look at a hypotheti-
cal attack being made by a force of Cavalry.
Set up board 11 with the number facing north,
Our Cavalry force is attacking from the south-
ern board edge and attempting to exit via the
northern board edge.

The first thing apparent is that the grain
fields centered around 11DD2 and 1125 lose a
large degree of their effectiveness as hin-
drances 1o fire, Because the Cavalry is always
subjected 1o a -2 DRM, the best either of these
fields can offer is a net of +2 DRM. The
walls/hedges will still affect LOS in their nor-
mal manner but will not provide positive TEM
e our Cavalry forces. This in itself will pose
us with some interesting choices, An enemy
squad in 11W3 will have a number of good fire
opportunities at any Cavalry that moves onto
the hill or to the hedge-line which bisects it

Additionally, enemy units might set up on
the 1115 hill mass in hex P9 (though vulnera-
ble there to return fire or 8 Charge) manning
long range SW with good firing opporiunities
to the southernmost hill mass or elsewhere on
the hill {e.g., building O7), with LOS to units
directly behind the X5 hedge. The Cavalry
may choose to ride forward, hoping that its
weight of numbers and mobility can help it o
sweep past a squad set up in 1 I'WS5 behind the
hedge. Several squads with support weapons
might choose to dismount in hexes such as

11%4 or 11Y6, risking fire perhaps trom the
Wi squad but out of LOS to the enemy troops
on the northern hill. These units may then
advance to the hedge-line to engage the enemy
in a fire fight while our mounted squads which
survived DFF may prepare to charge vulnera-
hle enemy squads the following turn or dis-
mount in advantageous positions to cut rout
paths, deny concealment or lay down encir-
clement.

Horse holders may be left behind to hold the
Cavalry mounts to keep our mobility intact and
increase our options later in the scenario. The
woods to either side of the southernmost hill
do provide cover but also serve to slow our
Cavalry down a great degree. Cavalry cannol
Gallop through these locations (even in
Bypass) and so can move through a maximum
of three woods hexes, while leader led CX
Infantry can move through five hexes (includ-
ing APh).

The walls surrounding the 11Q3 building
present a dilemma as well, as the complex pro-
vides our antagonist with good TEM and posi-
tions invalnerable to Charge while also slow-
ing the Cavalry down, While the walls do
block LOS to a certain degree and may
severely curtail the enemy’s use of Fire Lanes
they provide no TEM for the Cavalry and thus
have no effect on fire from enemy positions on
the 1115 hill. Not only does this area provide
the enemy with a number of positions invul-
nerable to Cavalry’s most decisive offensive
weapon, the Charge, but these positions are
mutually supportive. This board, by ASL stan-
dards, is relatively open and emploving Cav-
alry upoen it will require some thought and care.
A good place, therefore, o practice your “cav-
alry eye.”

Sound the Charge!

Aside from its mobility, the most potent
weapon available to Cavalry is the charge, It
may be helpful o think of a World War IT Cav-
alry charge as a sort of hyperkinetic close com-
bat—in all probahility someone is going to get
hurt. It is the decisive nature of the charge
which makes it so potent—the trick being to
make sure that vou come out of it better off
than your opponent or that you have gained
some tactical advantage, The key element toa
successful Cavalry Charge is planning and
preparation.  This is not to say you should not
take full advantage of any opportunities fate
may grant you, but a Cavalry leader who
charges at every opportunity will probably find
himself with very little Cavalry to lead and a
areal number of hroken half squads. Remem-
ber, while Cavalry is potent in the charge, it is
always vulnerable due 1o the -2 DRM. Pick
your point of attack with care,

Has your opponent left some of his units vul-
nerable in some way? Is there a path o the tar-
get location which is out of LOS from other
enemy positions? Out of the normal range of
enemy positions? Does one section of the
playving area favor a Cavalry charge? Where
are enemy reinforcements arriving? Where
will units rout to if the need arises? Is there a
location where a leader can be placed to serve

— TIPS FROM THE TRENCHES =

/ .‘-.'Ilhn:u.lgh Cavilry ennnolb uss H.}'pan.».\\'

movement or enter woods whike Galloping,
it con move that way inoa MPh in which i
Gialbops. Just declare Gallog after using
Bypassienterng-wondi. You only ged 4
extr ME (1 160 imstiead of B (o 200, but
that may be o small price to piy,

You can even declare a Gallop in order
to dismount afier having used the normal
12 MF; at 1/4 of your new allotment of 16,
the 4 extra MF are just what vou need!

as a rallying point? These are all questions you
should consider before committing to a
Charge. A Cavalry Charge is less forgiving of
mistakes than an Infantry assault; consider
every possibility when conducting one.

Be on the lookout for enemy units in build-
ings, woods or any other locations you canned
Charge and avoid built up areas if at all possi-
ble. Conversely, brush, orchards, or grain are
prime locations to conduct a Cavalry Charge in
or through as they will provide some modicum
of protection by being a hindrance to fire.
They also will provide some cover for units
which break, Bail Out and have need to roul,
Cavalry Charges, unlike Infantry attacks, tend
to take place in less restrictive and more open
terrain; try to protect those units which Charge
by doing so through or adjacent to rout-
friendly terrain.

Prior to initiating a Charge you can do a
number of things to increase the chances of
success, This is one of those times vou do not
want (o forget any available SMOKE (as long
as your SMOKE doesn’™ protect his Infantry
from the Charge of your otherwise-sale Cav-
alry). In the preceding turns, use your Cay-
alry’s mohility to obtain a local superiority of
numbers in the area where you anticipate mak-
ing the Charge. Often the enemy will not be
able o react quickly encugh to your threatened
attack. Swarm the enemy’s position with as
much Cavalry as you deem prudent because in
all probability some of the Charging Cavalry is
not going to make it to the target location. Be
decisive and bring overwhelming odds against
VOUF Opponett.

During Prep Fire, target any units in the
anticipated path of your Charge that possess
machine guns, Nothing short of an FFE is as
devastating to a Charge as a Fire Lane, These
MG-loting unils must be a priority. Fire Lanes
can restrict your movement options in a hig
way, denying your Cavalry its greatest assel:
mobility. Your opponent will no doubt attempt
to cover with fire those areas of the playing
area where it may be foolhardy to place squads
(e.g.. open ground, brush, grain). Fire Lanes



{and other residual FP) will help inhibit any
swarming tactics you may wish to employ. A
Cavalry leader does not want to expose his
troops to multiple attacks from a single LMG,
all at -2 unless through orchard or other hard
hindrances. Smash those MG nesis first.
Charges can be especially devastating
against units which cannol defend themselves
effectively, such as broken units, those marked
as First or Final Fired, Pinned units or any
which are isolated from their comrades. Often,
one such vulnerable wnit, in the right place at
the right time, can spell a victory for the Cav-
alry player, opening up a gap in your enemy's
position for your horse soldiers to scamper
through. This is why a good Cavalry comman-
der will always leave a portion of his strength
mounted, to take advantage of any opportunity
afforded by fule. Pan of developing the afore-
mentioned “cavalry eye” of the battlefield is to
bhe sensitive to any openings which may arise.
Keep in mind the ¥VC when you conduci a
Cavalry Charge. If you are required to exit
CVP it may be useful to employ what I refer to
as a decoy Charge. The object is to Charge a
small number of Cavalry units at one or two
exposed cnemy squads, draw fire and gallop
everyone else past them before other encmy
units can react. If the target is vulnerable in
some manner and you can effectively screen
your Cavalry from supporting fire, then is the
best time to Charge. Pick out one or two key or
exposed enemy units which are inhibiting your
movement and Charge them with one or two
squads each. With very good luck, yvou will
break them with vour Charge, With decent
luck, vou will survive {even il broken) in the
targel hex, thus prohibiting Hre outside the
hex. If the Charging units can accomplish this,
or even just exhaust the enemy's defensive
fire, you are then free to run for the board edge.
This wactic will not work against units in pro-
hibited terrain such as buildings or woods,
however. Against these units you will have to
use more old-fashioned tactics. At least the
enemy MG will have their coverad arcs fixed.

After the Rush

Except when trying to inhibit fire outside the
hex {as outlined above), it is seldom advisable
to remain mounted in the Location with the
unils you charged unless they are broken, in
which case they will rout out in the RiPh.
Under the right circumstances these routers
will surrender to your Cavalry. Cavalry can
take prisoners, bul the prisoners move at the
Infantry movement rate (not the Cavalry rate)
in a combined stack with the Cavalry captors
{A20.53).

Cavalry attack at full strength in CC (even
against AFV), but are subject o a +1 DRM to
attacks by itand a -1 DRM (o attacks against il
for being Riders. 1n addition, & melee hex is a
tempting target for your opponent to fire into if
you are mounted, since your Cavalry is subject
o the ever present -2 DRM, while his Infantry
obviously is not.  Your mounts may be elimi-
nated by fire or by vour breaking. and you will
be subject to the NMC if you Bail Out. You
may be left broken and reduced in o hex with a
Good Order enemy squad. Even in melee,
Cavalry remains vulnerable,

CONCLUSION

A potent attraction of ASL has always been
its capacity 1o simulate all theaters and actions
of World War Il on a tactical scale as no other
wargame can. | am continually surprised thm
players do not play the PTO (my personal
favorite), do not play night, do not touch chap-
ters BSF, These “extras™ provide the variety,
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the spice to the world's greatest wargame. To
ignore any part of the system is to deny your-
self the full satisfaction of its richness. Many
players tend to approach Cavalry in the same
manner—just another rules section to be
avoided. The Cavalry rules do add another
layer, but one of richness, not of complexity,
and they may well change your view of the
game—while increasing the pleasure you

derive from it as well,

R
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[ et and Matt med back in 1990 at the “ Winds of

War™ tenormament that Ray Woloszye wsed fo run
in North Carolira, Thev discovered that they
had lived 20 minwtes apart in Northern Virginia
and since then have been best friends and fre-
quent opponents. We 've known them as long,
first ax regulars on the fournament scene. then
ay playtesters. Grab a game with either if you
get the chance. Besides being skilled and knowl-
edgeable players, both are fun o play agatnsl.

Carl has long been o valuable playtester for us
aned nearty won the 9% Avaloncen ASL rowrma-
ment. He is very familiar with Play by Email
ASL (PBeM ASL) and is a fixture atop the ASL
discussion list lodder. After we talked Carl into
doing the Newrral commentary, we conned him
into replacing Steve Petersen as MMP's head
scenario dude. He's been a busy boy the past
few months, |

OPENING COMMENTS

AMERICAN

“An ASL Annunl featuring Cavalry?
What's next—an Action Pack dedicated to
Pulkkas™T"

That was my initial response when 1 heard
Matt “volunteered™ us 1o do a Series Replay of
“Ramsey’s Charge (G28)" for the Annual. |
have somehow managed to play ASL for over
six years without bothering to learn the cavalry
rules, and T wasn't sure | wanted to have my
ignorance become public record. So why
agree to this? The wsual reasons 1 guess: for-
tune, fame and a chance to impress all those
ASL groupies that hang around the tourna-
ments these davs.

Since Matt and 1 have both have wives, kids
and jobs, and Matt was in the process of mov-
ing (twice!), | was able to get him to agree o
play this scenario by email. Matt has always
been reluctant to try ASL by PBEM, but since
we would need to document all our action’s
anyway, he went along. 1 have played ASL by
email for about four years now and T find it a
great way to study und apply unfamiliar areas
of the rules in a game without annoving your
opponent for taking too Jong. Besides, PBEM
deprives Matt of his favorile “recon-in-force™
tactic, where he “accidentally” knocks over my
concealed stacks with those clumsy paws of
his.

After looking over the scenario {and the
Cavalry rules!), | decide there are three objec-
tives | would like w achieve in the beginning
part of the game. First, take care of the four
Japanese HS around the 350l victory hex

Scenario G28 - Ramsey’s Charge
American Player: Jeff Coyle
Japanese Player: Mait Noah
Neutral Commentator: Carl Fago

while they are CX and vulnerable 1o charge.
Second, sel up a force overlooking the river
where | can punish the three squads fording the
river and prevent them from reaching the south
bank, Third. take a group over o the 4001
victory hex to prepare for the Tumn 2 Japanese
reinforcements. Unfortunately, | have only
four squids in the first two tarns, At best, | can
handle twi of these objectives. | really want to
try to hit the board 33 HS on Turn 1, when they
are most vulnerable and before they begin to
disperse into good terrain. The three squads in
the river are also vulnerable on Turn | because
of their fording status, so T will want to make
sure | can get some shots at them before they
can leave. The third objective, 1 feel, is the
toughest, There is no defensive terrain for my
units to s¢t up in, and unless [ cross the nver
there is no way 1 can stop the Turn 2 Japanese
reinforcements from getting 1o a point where
they can hit 4001 and all its approaches, | feel
there is very little point in taking 400Q1 early
hecause there is no way [ can hold 4001 for
very long once the Japanese get into 40P4 und
start hammering me.

My strategy, therefore, is o concentrate on
cleaning up the board 35 and river forces first
and setling up a strong force in I5L10 to pre-
venl any additional Japanese forces from
reaching the south bank of the river. [ will
move my Tum 3 reinforcements to the middle
of board 35 (around Q6) and have them cau-
tiously move through the palm trees in  dis-
persed manner so that they are ready (o caplure
40Q1 around Turn 6 or 7,

Tuking out the four HS around 3508 on
Tum | will be a tricky affair, The combination
of an automatic -2 DRM on all shots against
mounted troops and the good possibility of a
double break from bailing out, make Cavalry
charges a very dangerous proposition. They
should not be attempted in normal game situa-
tions. The designers of this scenario, being
well aware of this, have set the scenario up to
give charging Cavalry halfl a chance to inflict
some real damage on the Japanese on Turn 1.
First, the Jupanese sei up CX, which cuts their
fire modifiers 1o a -1 DRM. Second, each
Japanese unit’s first shot against charging Cav-
alry is treated s a NMC. Third, all the board
15 wroops are half-sguads, so they will actually
break if they fail their morale check. The com-
bination of these three factors makes me wanl
to try a Cavalry charge against them on Tum 1,
even though | know there ure heavy risks
involved and I could potentially ruin my
chances lor victory.

To minimize the risk of the Cavalry charges,
1 will deploy two of the four squads, and exe-

cute my charges with HS. Coordinating the
charges will be tricky, because [ need to see the
enemy unils by the time [ gel to within three
hexes of them, and | need to be able w declare
a gallop no later than that. The problem is that
you cannot bypass while you are galloping
(A13.36). The only way | can get in a position
to charge the Japanese HS is to come from the
sputh, or subject myself to fire from the river
troops. Matt has set up his river force at the far
west of their setup area, Even though their fire-
power would be halved due to Tording the
river, and T would get height advantage, that
threat is enough to stop any mounted move-
ment along the river side on Tum 1.

I see no other choice than (o set these four
HS in 350D5. | can either go up the 350F4-
35007 path, or circle around to 35014 and
charge the Japancse from the southwest. | will
slack the leaders with each of the remaining
full squads. One squad/leader combination
will be given the LMG and be sent around
from 35005 to get to 35L100in the APh so they
can hit the units in the river. The other
leader/squad stack will set up further north, in
350D9, so they can hit the board 35 Japanese
from the north and cut the rout paths of any
broken umnits.

Well, here goes “Charge of the Light
Brigade, Part 2.” Hi-o Silver, and away!

“Ask not what ASL has done for you,."
That's how Brian Youse started his conversa.
tion with me about doing this replay. He asked
Jeff Coyle and 1 1o “play the old ASLUG sce-
nario, Morgan's Stand, but be sure to do a Cav-
alry Charge, as this Annual will be focusing on
the Cavalry rules.” Right. It took a moment,
but we figured oul that he meant “Ramsey’s
Charge,” and not the ASLUG version. but the
revised version that appeared in issve 30-3 of
THE GENERAL

I was excited to do the replay, but | knew |
would have very tough opponent in Jeff,
Despite heing my friend, Jeff regularly kicks
my butt in ASL. I've had my share of wins
against Jeff, but he continues to be the hetter
player. I don’t mind—I"d rather lose to g
friend than beat some jerk. | had played “Ram-
sey s Charge™ once before as the Americans,
so | asked JelT 1o play the Americans. Thoagh
plaving something again against an opponent
who hasn't played the scenario is vsually a big
advantage, | knew that it wouldn’t hurt Jeff
that much as we would be plaving by email.

Al tournaments, 1've noticed that players
wh played a lot by email tend to be slow play-
ers, as they are used 1o analyzing every possi-



bility or each phase for cach of their units, 1
am not a fast plaver anyway, so the last thing 1
need is o reinforce my tendency for paralvsis
by analysis. With that said, | think playing by
email will make for a better Annual Replay.
Hopefully, neither of us will make a bonehead
mistake caused by fatigue andfor haste, two
common elements of tourney play.

Enough blathering, let's talk about this sce-
nario and how I'm going to win it. (He's bet-
ter, but I'm always confident.) In a nutshell,
my plan is to concede the temple and deny con-
trol of 40031, It's nice to know that | Control
hex 400 from the start (A26.1) and am not
regquired o enter 1t unless he takes Control
away, ' use a “reverse slope” defense of
40031 with umits in the stream and on the bridge
ADIACENT to 4001, As long as | can keep
leff out of 35N10, any unit in the stream
should be out of LOS from all that American
firepower. If leff wants to shoot at them and
get the -2 Hazardous Movement DRM, he’ll
have to get adjacent and allow me a PBF shot,
Given that he breaks and 1 don’t, I can afford
such an exchange for a limited period of time.
But | can’t sustain that for many turns, so 1'1]
have to be careful about when | put the bulk of
my force into the river.

Of course, my 10-1, the MMG, and some
LMG squads will set up camp in 40P4 to pour
covering fire into 33N 10 for my guvs at the
river’s edge and on the fool bridge, Two mor-
tar squads will go 1o the SOKTLT hill to nail all
of the jungle hexes, particularly (you guessed
it} 33N For the coup de grace, I'11 probably
launch a Banzai charge across the foot bridge
on Turn 7 and hack my way o my victory, A
simple and violent plan. T like it. ['m sure I'll
have to tweak this during the scenario, but the
basic framework seems sound,

As for my initial forces, I'm setting up the
temple HS HIP per G1.631, even though it is
obvious. I'll do it to highlight that it's allow-
#ble and perhaps (doubtful)} the concealment
will come in handy. I'll use Inoue (8-0) to
rally and recombine whatever is left of my CX
temple HS, and have them fall back 1o defend
the 33MIO-N10 jungle, There they will cover
the flank of the units that start in the stream.
When Jeff charges, 1 will use the HS to form a
hefty FOG against any charging units so as (o
leave a large residual FP in an Open Ground
hex. This is risky, but I'm determined to leave
some residual FP which will interdict any
American unit that wants to blast through to
the stream and the 33MI1O0-N10 jungle. Note
that Jeff could do that with a 20MP
gallopfcharge from hexes 350D4-D35. 1 want to
force Jelf to take a slower route through the
huts and kunai south of the temple. My river
baorys in lurn, are (o fight like hell on the far side
afl the river so as (o buy some time for my
ample reinforeements.

NEUTRAL COMMENTATOR

This scenario is attractive due its relatively
small size and interesting action, A small. brit-
tle lapanese force attempts to hold the tide
against a much superior American [orce long
enough for Japanese reinforcements to cross o
river and hold an empty patch of ground. ‘The
Americans, for their part, must blow through

the small initial Japanese force with enough
left (o interdict the Japanese reinforcements
hefore they can sel up a strong defense on the
south side of the river,

The Japanese have the advantage in support
weapons and position, as well as in total num-
ber of squads. The latter can be used to their
advantage if they can trade troop casualties one
for one using Hand-to-Hand Close Combat,
The normal lapanese advantage of Stealth is
partially negated by having 2nd line troops for
about a third of the force, while the S5R grants
stealth to the entire American force, The sup-
port weapon advantage is mainly in mortars,
which can use smoke to disrupt an American
strong point as well as make jungle hexes
extremely dangerous.

The Japanese are at a disadvantage with a
pititully small inifial onboard force facing a
much stronger opponent. Also, being CX or in
the river cuts down on the Japanese ability (o
stop the American onboard force, The first
turn NMC lor firing at charging Cavalry
almost ensures an carly American charge at
these HS, But would this be a wise move for
the American player? We shall sec,

The Americans have both a per sgquad and
total firepower advantage (but not by much}.
The initial U.S. force has a 2;1 lirepower
advantage over the at start Japanese (given the
disadvantage that plagues the Japanese squads
initially in the river). The Americans also have
the advantage of speed and maneuverability
with their horses, as well as the ability to elim-
inate the Japanese HS sitting in the open wait-
ing for a Cavalry charge.

The Americans have some tough decisions
to make. The firse is whether to take the net -1
DRM fire from Japanese Defensive Fire, or
dismount and fight it out on foor. Perhaps
more critical is the decision whether to try to
set up a sereeening force at the foot bridge with
the initial forces or to just take care of the
lapanese initial forces and let the reinforce-
ments do the job of interdicting the river cross-
ing.

Hex 4001 is the kev, The victory condi-
tions keep the Americans honest by requiring
them to take {and keep) the 35018 temple, but
that shouldn't be too much of a burden for the
at start forces, However, those initial Ameri-
can forces have a second job—io get someone
in position to interdict either the wooden fool
bridge or its approaches. Without some form
of effective interdiction, this scenario becomes
very tough on the Americans.

My personal experience with this scenario
includes a Japanese win against o lough oppo-
nent which saw some initial luck by the Japan-
ese forces whittling down the charging Cav-
alry, followed by a successful river crossing
hacked up by the Japanese MMG and ligh
mortars in an overwatch position on hill 520,

INITIAL SETUP

Herlal  Evenl

Papimne s

A47H i A0NZ

4471, 347F, 8-0 Inowe in 40k 2
2ITFCK] an 350KS
2ITHOCN. HIFY in 35008
2ATGICK) in 35al?

DHEM DR Remoll

L e LA b =

-] A 2ATLICK ) in 35al9
American
T a0 I BETY, S22 Pairck | Mounpedi in 35el
] TR, 0P, ML, 3470, SR TYILMOG, H-1 Kasier
LA Mouniel ) i 33al35
] Selper an AScM 1D
1 Fapanese Saiper in 35007
TURN ONE
ferlal  Event DEM DR Result
Aumenican Flaver Tuem
Bally Phase
i1 Wind Change 24 KE

Mavement Phase
i2 TR, Gallep - from 350004 4o 450l
1] 3T, Charge ar 35009 - froen 1%al0 o 3507
4 1 I37F, T7R, 237G lire o1 347N BFP
-1 21 Cower, K2
3TN elim
Harse Elim
IRFP
5 Random S=lection Cower- I 237F, 227H, 217G
114G Cowers
1) WYL, Galleg - From 3303 0 35016
17 MTL, Charge ar 3504 - frem 35006 1o 25007
[E] Residual Anack 1F -2 31 IMC, Horse QK
19 3471 takes |MC 45 Break
Pt} 34TL ikes Bailout MO 26 Eliminsted
kX RATH from 250035 w 1%ali
a3 3TF Bypaas alf (I, Oallop, Change at 350K
23 24TF from 350]5 ta 3507
M 237F Bubsequent First Fire s 3470 2FF
<1 21 Cower, 1ML,

Harse (FE
% LAV akes TMICT 2B Bresk
Pl METH taked Baitoun MC 34 Pass
T 470k, Gallep e 356035 o 35006

28 2470, Charge at 35009 - from 35006 w 35007
9 Ressdual Avtack IFP -2 51 NMC, Horss OK

kD] 2270 takes NMC 1 I Pass
n AT fram 330l o 250l
iz 237G PPF, 237 Sehsequent Fire, 2371

Fired Fige an 34700 loss YA - HFF
-1 45 NMC, Home OK
237G, 2371 Break

IRFP
i1 2470 akes WML 4 b Break
3470 tukes Bailew MO 1 2 Tass

34 Falrick, 667 fnom 350049 10 35010, Dismounts: lose 744

EX] Kaster, AATYLMEG fram 35005 @ Aeld
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FHok ! Bypess (K4, Ly

17 1A37E FPF 2FP -1 &2 NMC, Horse OF

i Kaster tales MM 54 Bresk
L) Kasier takes Balloar MO 15 Paes
40 EhVYILMO ki NMU 22 Pass
41 Japanese Sniper & NE

42 SHTYILMO from 350KT 10 350l7

43 I37F FPF 2FP 1 53 NE, 237F Hrenk

a4 SHTYLME from 25007 0 350l Bypass (K%

43 Felt MEIL MG Freen 350l 5o 1e 350k 10, Giallop, Do
A0 Hase commters are UX gaeepl Tor 350l

Advancing Fire Phase
af Poirick, 07% firg ol VielB 4FP 1 21 1MC

47 AATH pakes | MO 21 Pase
a4 BT Tkl ASeKS 4FF +1 51 NE
Rout Phsae
Americun
A% 470 rowis bo A50HE
S0 Kaszer routs i 35ol.5
| TP rowts 1o B50l5
lapanese
52 TATE airvgiders CAID 2T & W30 AT o BETY
33 Z2TF nmate 1 3500
54 2370 eliminated Tor Beilare 1o Roul
Advance Phase
Lh] Pririck, 607, prizaners i 3500
b BT LM s 35111
Jupanese Player Turn
Rally Phase
L) Wind Change 134 ME
lapaness
SH JTE eell-rally artemp 15 ME. S:ll DM
AR,
L} Bastar sell-rally atlempl 12 Rallses
&l TP rally altempd 5d ME Romy DM
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bl RATCH livis 1I04

Prep Fae Phase
23R Chpprtianisy e

Wovemen! Phase

A WETF Fud b s |
i Bh7Y. LM Finst Fiee a1 147F - BFP
-4 33 1M
hi MTF takes 1ML 62 Woduees o 2T riF
e S TH Traniit S i 41511
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Lo Pamsck, 86Ty e ot 1508 - I2FF
=1 53 NMC
L INTF mkes MM I8 Maas
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Rospl Mase
Americaen myvukies be Quanier: 23YH 21T elosasaied

Atvancr Phas

4 23%eaF 1 MAMITHICY
T8 A4 TH ik

i Incooe, dATE i A% &

AMVIERD

Ouch’ Three fours in a row to stan the game!
After enduring Maut's First Fire, | am amend-
ing my earlier statement o say Cavalry
charges should not be made in any game situa-
tion, Seriously, Matt's first shot was particu-
larly gutsy. I he rolls an eight or above, he
breaks three-guarters of his board 35 force. As
it stands, | have two dead and two broken HS
to go with a broken leader. If the squad riding
with Kaster had broken too. | would have

really been in trouble becouse | would have no
one in a position (o stop the three squads from
reaching the south side of the river. As it is, |
have 1o pull a sleazy move 10 get enough
movement factors for the squad to dismount in
350K 10, Since | can’t get declare a gallop
before [ bypass 350L9, T actually declare a gal-
lop while 1 dismount in 350K 10, Not very
realistic, bul effective!

Routing first can be a significan! advanlage
sometimes. In the initial Rout Phase, | am able
w move the two broken HS o a position where
they effectively surround Matt’s broken units
and cut off his routs. [ am not sure | should
have invoked No Quarter, but 1 don’t think it
will huve much impact once we starl shooting
at one another across the river.

Matt is able to get his three squads out of the
river with minimal losses, but | prevent most of
them from reaching the south bank. He draws
my fire with the first move, and then makes
sure everyone else moves further away o pre-
vent uny subsequent fire,

AL turns out, despite the Tact 1 am not able
tao complete a single charge despite four
attempis, | clear out his board 35 force and
allow only one reduced squad 1o reach the
south bank. My losses will burt, bt I'm still in
the game as | meet one of my initial objectives
and partially fulfill the other

What a wild melee on the very lirst Plaver
Turn. | was fortunate that my firsl gamble of
the game worked out so well for me. My initial

e =1
EC #1/'=1

PG rodled low, bul unlforunately cowered, so |
didn't leave as much residual fire as | hoped (o,
But | can’t complain, | killed one squad equiv-
alent outright and broke another. plus Kaster s
well, Jefl"s setup allowed Patrick to sneak
around north of the 350H9 bamboo and get w
the river's edge. That's bad news for my river
hoys: | should have set up al least one of the
river squads in 40G3, so a8 1o interdict 40G1,
When | shot at HS Q, | included HS L in the
FG 1o increase the odds of killing it. Firing in-
hex vs Cavalry is FPF and Area Fire anyway
(A13.351), and I figured Jeff would move his
HS tnto my H5"s hex 1o freeze it. Had il
worked, 2371 would have been able to fire a
Subsequent First Fire shot at Patrick with a
TFP (-1}, Mot great, but perhaps it would have
caused Jeff o “lay up” and not run Painick 1w
the jungle

Despite my plans, my lemple HS disinte-
grate and Jeff was able to get units on the river-
hank in position o blast my river boys. 1 o
sticked two squads with Tnoue in order o send
them across the river separmtely via 4001, M1,
or N1, Squad H in 40N2 was to exil the river
on the nonh side and go CX 10 4002 via the
bridge
the river to act as a suicide speedbump, and
Inoue and the other two squads retreated north
in search of cover—tlaking care to avoid
Patrick's LOS. Oh well, "no plan survives
contact with the enemy.” | will have to rely on
my reinforcement’s lirepower to creale some
opporiunities (o get units near $00 1,

In my Plaver Turn, | sent 347F acrosa




NEUTRAL COMMENTATOR

Jeff's initial American force clears out the
small Japanese force, Mot a good sign for the
Japanese, While such a small force won't last
long, some should make it into Turn 2. Jeff has
also set himself up to interdict the foot bridge
as well as providing as clean a path as possible
for his Turn 3 forces to gallop to the middle of
Board 35. Not bad.

Matt managed to get a unit to the south bank
of the river, which could be very important
later in the game. He avoids the temptation to
send Inoue and squad 1 into 40N1 where they
would suffer residual firepower and possible
Subsequent First Fire from 667Y. The more
Japanese units on the south bank of the river,
the harder it will be for the ULS. forces to kick
them out. As it stands, the forces now on the
north bank of the river will have to endure
some significant attacks if they want to reach
the south bank. Why didn't Matt Double Time
squad H across the bridge as planned?

I'm suprised Matt used a large firegroup as
his first attack vs mounted troops. It is gener-
ally accepted that large FP attacks vield better
results when the total DEM of the attack is
positive, while smaller attacks are better when
the total DRM is negative. In this case, the
mounted Cavalry result in a net -1 DRM (-2
cavalry, +1 CX). While the larger firegroup
results in more residual firepower placed in the
attacked hex, it also allows the Cavalry to turn
the flank relatively unscathed {as Jeff pro-
ceeded to do).

Matt eventually realized the value of placing
some river units in 40F3, G3 or H3 with the
possibility of placing some firepower into
400G, This might have prevented Patrick
from penetrating so quickly,

A couple of minor things Jeff could have
eliminated 237F on the first Player Turn using
some “offensive” routing. If his HS () had
stopped its rout in 350H7, then Japanese HS F
in 350K8 would have been eliminated for fail-
ure te rout and would not have had the oppor-
tunity to attempt self-rally in the Japanese
player turn. Also, there was no need for the
U.5. Advance Fire Phase shot at HS F. The
only game result of any consequence would
have been a lucky Heat of Battle result or the
activation of the Japanese sniper. Since the HS
was already broken and could have been elim-
inated, this low-odds shot should not have
been made.

A couple of rules errors occurred, First,
horses belonging to units that are forced to take
a Bail Out MC are eliminated, and Jeff failed
e remove those horses. Second, Cavalry can
only charge Known enemy units, The charge
declared against 35019 should net have been
allowed. These two minor errors shouldn't be
much of an issue for the rest of the game,

TURN TWO
Seriul Event BEM DE Hesult
American Plaser Tari
Rally Phasc
m” Wind Change 4 ME
American:
H WL} seli-rally aiemps 14 NE
p L2 78 rally altemp -1 66 MIP Elim

Prep Fire Phass

L1 BATYLMG al MIND - BFP &3 PTC

Rl 4470 takes PTC 54 Pinned

E2 Pulrick, 667% at J0M3 - SFP 2 33 KR

LK Handom Selecrion: Inoue 4 ME
Bsniloan Selection: 4471 & LR w2371

L2 Inowe takes IMC 13 Pass

BS 2370 takes IMC 43 Break

Movemend Phase
Bl Kaster from 33aLE 1w 350HG
B? Bamove CX counters [rom homses

Detensive Fire Phase

HH I5VCF m A5LAG - ZFF +2 L5 NE

Rout Phase

LE Inoue X370 roa o Pé

Advance Phise

L] Farick, 7% 1 3500110

Clese Cambat Phase

m Palrick concealment gain an +1 2 Ploce 75
a1 GAHTY coneealment guin an #l 3 Under 75
92 Kaster pain coscealniei Place UL

Japanese Player Tarn
Rally Phose

lapanese reinlorcement set-up: all concealed

Adjaeent 1o 001007 19-1 Murckami. 4475 EMO, 347DVUm
Shmm MTR F, 347Edm Shmm MTR E)

Adjacent o 4RO TR (10-1 Sakann, 447Y/LMIG,
A4TLVLMG. 228dm MMG)

Adjacent tix TB: 7L (47X 24T, 24TF;

Adjncent io SHP10; TK (3370

a4 Wind Change 51 NE
95 2370 rally aticmpl 4 | Rallies
96 3470 mally attempi 43 Rallies

Movemen: Phase

@ 2AT0F Drai 35N 1M G 35000 remave CX

L] 0% 1 Murcknm, #475LMG, 3470'dm S0mm MTR F,
ITEMm S0mm MTR E) from 40M 14 o J0K8

< TRII-1 Sakana, 447YLMG, 44700LMOG, 2280dm MM
Dbl Wi T AOCHO w4005

100 TEIATH Double Tome Trom SHF 10 o 40057

1131 L4, 24T 447F) fram 4300 ta JORE

102 44 7H from 40P ta 4OPS

Advance Phgse

103 N ATE MG o 4007, ensate: TH{Murekami. 347E/dm
MTR E, 347Dvdm MTR Fi

1 MM iMurekami) to J0LE, creats TP TR m MTR E.
347Didm MTR Fi

104 TP (34TEfidm MTR Eb to 20KT, crenle A (38700 MTR)

M TA TN MTR Fyowo 8007

R TR {11 Sakans, A TYILMG, AT7NLMG, 12Rdm MMGH
L AL

108 TL TN, 4470, 44TF) in S00E

1% TR (31471} e 40P0

(RIH] A4TH o 4HIS

Clase Combat Phase

11 Ines gliempr cocealment gain -2 3 Lider TR
112 271 pivempd coseeabment gakn - -1 2 Under 7K
113 23700 F gain conveslmenl Place U

AMERICAN

With only two Good Order squads, there
isn't much to do in my turn other than try to
wear down the remainder of his river force.
The 5 on Patrick’s attack makes up for Kaster
killing a HS in the Rally Phase.

Matt’'s sel up and movement of his Turn 2
reinforcements almost makes me want to
reconsider the choice of my initial ohjectives,
a5 he runs down the 4001 0-4004 road with no
apposition. But if T put someone in the 35010
region, he still can move along hexrow P using
the kunai and wall to shield him. [t would 1ake
him an extra turn to get to 40P, but time 15 not
critical to him right now, and | necded that
extra squad to contain the river force. The
force he has moving up the hill worries me.

15

Mortars on that hill can use their range advan-
tage to really hurt any troops T have along the
south bank,

JAPANESE

Well, Patrick shot up Inoue and his squad
pretty bad, but | was glad that Inoue didn't
wound or die, and | was able to rout Inoue with
HS 1 behind the stone wall and out of harm’s
way. ['m also happy to be able to move up the
west side of stone wall and not have o sweat a
possible First Fire shot from Patrick if 1 had to
take the O7/OR/PR path into the stone wall
enclosure. It would have heen a low FP attack,
but | really don't want Patrick and his -2
directing any fire at my units. 1 do wish | had
gotten the LMG squad to 4017 to take some
potshots down the | hexrow on board 35, All
in all, T can’t complain—I was able to set up
my main defense without any problems. Now
the “stonewall brigade™ should get to blast
American squads in Open Ground and palm
trees while my mortars take care of anyone in
the MIOYN10 jungle area.

NEUTRAL COMMENTATOR

A turn of mopping up and positioning. Bad
luck for the Americans, losing the HS 1o Fate;
as rally would have kept pressure on the lone
Japanese reduced squad on the south bank, As
it stands, Jeff positions his forces to interdict
the obvious river crossing point,

The Japanese are setting up for their river
crossing as well as providing a fire support
base on Hill 520, ["m suprised that a squad
with a LMG accompanies this support base, A
hetter choice would have been the MMG with
crew, The MMG has the range, while the
squad and LMG firepower may be needed in
the push across the river.

TURN THREE
terial Evend DEM DE Besull
American Player Tarn
Rally Phase

Amencan Sctup, all concealed

Addjacent 1o 2SAG Y (34700 Hrse ) TN 03470 Horse) TE (887E Hueese |
L AETPLAMG Horse)

Adigcenl Lo 35AS 70 (9-1 Tokare 6670Mm MMO Horse) TTT (B0
Cowle 6074 Horsel 7R (GYWILMOG, Home !

4 Wind Chunge S ME

Prep Fare Phase

115 BETY/LMO a2 4005 - ZFP +1 6| FIC

116  4d7H takes PTC 211 Pass, SAN
17 American Sniper Check 5 MNE

Movement Phose

114 AT Preen 35007 ne Ml B

1y UL DRaster) brann 35017 o 35069, Loses Concealmenl

120 TN (370 Gablep, freen 50A6 10 3586, Lase Concealmeni,
Heese CX

121 WA Gallep, from 250An e 3505, Lase
Coneeslment. Horse OX

122 L eETREMO) Gallop, frean 25046 10 3568M%, Dismuounl,
Lase Concealmenl. Horse X

23 TR 6TE) Gallop, from 28A6 0 5305, Lose Coneealmenr,
Horse CX

124 T (Cuyle, G67A 1 Gallop, from 350406 (o0 35088, Lose
Convealivenl. Horse X

k25 RS TWILMG) Gallop, fraom 3304 ta 2509, Dismounts,
Lose Caneenlment. Hoese OX

26 A T b, HETLVAMMMOG) Gallop, feom 150A6

b 3Rk DA, Lose Copeealment, Hopse OX
E27 TSPk, STV prisoner] assmult moves from 250 10
t 3500



16

Dielensive Fire Phase

128 A 3470 pesembde MTR F,
Lase Cepeealment

12 T MIE sseemble MTH E.
Lawe Cuncealmoni

1300 3470 34TE fire op 35101 - 2FPF +1 26 NE
131 TB: 228 assemble MM
Lase Canealomend
132 447H fare az 35L10- 2FP +| ZIPTC
133 SHTYLMG tnkes PTC | Poss
Advanving Fire Phase
130 Palrick, 667%/ prisoner ot 44007,
Lose Cancealment. - 1FP
-1 45 NE
Advance Phase
135 Pairick, 867 fprisomer o 330K
15k Paknre, BETWLMO o 350ME
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138 Kaster sitempt concenlment gais +1 1 Plage 7T
150 ST anempl conesalnen] gam
+1 &NE
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+2 2 Plaee T
Japazese Player Tum
Rally Phase
141 Wiskd Change 65 NE
Prep Fire Phase
142 470 fire MTR P o A5L10 21 Hit, -1 Acq.
SAM
i43 IET 2FP -1 12 K1, SAN
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o 34TY
Id4  MTY takes IMC 4% Hreak
145 Amenican Sniper Check H ME
B0 American Saiper Chock 5 NE
147 3470 fire MTR F al 35L10 1 &1 Hig, -2 Acq
148 IFT IFP AU TELA, 347Y Elim
449 Random SW dessricien of LMG 5 NE
I¥l 347 fire MTR E at 350M 10 52 Hit, -1 Acq

Mavemen: Phuse

I5] TR e 34700 Grom 40P o A0FT; beavs 71 in
AOPE (23700 fose CX

52 W I Murekami} Tram 2% o 0P8

i35 A4TH declares Danbds Tome, Trom HI0E o 4002

P54 I3EMMG. YB (Sakana, S4TYLMOG, 44TDLMG)
lase OX

Detensive Pire Phase
P55 T OV LAmMMCE ) gasemable MM
] DT WM e at 35010 - AFP
=1 31 IMC, 5AN
L5T 237(riF rakes PMC 14 Reduced il 37F
158 lapanese Soiper Check i ME
[59 Patrick, 867V sl MIKT - 2FP -l &4 NE

Advance Phase
Pl TS LMGH ta G
L&l W (Murekami} ti MR (hecomes pan of 7L}

Clesse {ombaal Fruse

L&z A4TH allempt concealment pain +1 2 Flace 70

AMERICAN

Time to bring on the much needed reinforce-
ments. | deploy another squad in this group o
help disperse my western maneuver group
which will slowly move (dismounted! ) through
the orchard hexes on its way o 4001, My goal
is still to have my forces approach 4001 from
multiple directions: one group from the wes
{the 5 and R hexrows), one through the bam-
hoo around 353P7, and one Irom the eastern gap
(3509 and P9), T Nigure that Matt can stop one
ar two groups, but won't have the firepower to
stop all three, The western and center groups
will be more than capably led by that big stud,
Sergeant Coyle! [ hope to have enough troops
1o take 4001, while still having troops back at
ASP9-Q9 and 35N 10 to fire at 40P4, From
there | can use my sguad range advantage (o

nullify his TEM advantage. [ have moved all
my machine guns and my -1 leaders to 350M9
o sel up these firegroups,

Prep Fire does little, [ decide to move
Fatrick and his squad inte the woods as they
see only concealed units outside their normal
range. Moving back a hex will also take them
out of normal range of any LMG and out of
long range of enemy squads that may be in
A0KT and 4017, Matt assembles his two mor-
tars in the Defensive Fire Phase, which makes
Patrick promptly advance right back out of the
wonds, Allocating each mortar to a full 2nd
line squad is a very good move, With all other
nationalities, it often makes sense to deploy a
squad and split two mortars to the resulting
HS. With the Japanese step-reducing until
reaching the HS level, I need to break each
unit three times before | can silence one mor-
tar. And since he must have a leader on the hill
to move up as quickly as he did, he has a very
good chance of rallying any HS in the next
Player Turm anyway. Add to that his SMOKE,
plus the fact that the only available TEM is
jungle, and my boys in that area of the map
could be in real trouble.

His units up on the hill also strip the con-
cealment of my reinforcements, which is
unfortunate. Having them concealed could
greatly help their life expectancy as they
Assault Move and advance up to 4001,

The mortars on the hill immediately make
their presence felt by blowing away the squad
in 35L10. | debated moving him oul of the
wonds, but I wanted 1o have somebody cover
the footbridge, and [ can't do it from 350l 10. |
should have advanced Patrick and his squad to
350J10 anyway to cover the approach tw the
bridge. Matt immediately takes advantage of
my mistake by moving onto the bridge, 4002
is important for him as it allows him a pro-
tected counteratiack point should T enter 4001,
Ciiven that the Japanese have the last Player
Turn in the game, itis a critical advantage 1o be
able to stage Tapanese units there,

[ am able to whitlle down his last south bank
unit in my defensive fire phase, but T am not
guite as successful with my 2FP(-1) attack as
Matt was with his. The Japanese unit in 4002
is able to grow concealment in his Close Com-
bat Phase., There are certain places where a
unit should never be able (o gain concealment,
and a Tool bridge 15 definitely one of them!

JAPANESE

This turn was one of jockeving for position,
leff brought his reinforcements on with, unfor-
nately, no interference from me, He appears
to be using the M10-N10 jungle 1o screen his
advance to the bridge., He also has a maneuver
clement south of the bridge, 1 wonder if they
are going to go straight at the bridge or circle a
bit to the west? 1 expect to see quite a bit of HS
trash running aboul, Patrick looks like he will
disengage next turn and move toward the
bridge. Accordingly. I pelted the jungle ling in
anticipation that Patrick may move there next
turn. Once again, the dice were nice to me and
I hit him pretty hard with my mortars in my
Prep Fire. The acquisition counters in 35L 10
and 356 10 should now discourage Patrick (or

anyone else) from moving there, Hex 33M10
does not have a great field of fire but it does
have LO¥S to the hill and Sakana in 40P4, Hex
35N10, which does have a great field of fire on
the victory hex and the river, will be covered
by Sakana's killstack in 40P4, and his
1 2ZFP{+0}} shot.

In my turn I move units into a 40P6/7/8
“chain™, so a5 o sel up the late game banzai
that T may have to do. Murckami moves over
Lo 40P to have another negative leader to
cover 4001, If I do have to launch a Banzai,
Murckami und at least one sguad will follow
up behind it. My move with squad [ to 4002 is
risky, but T like my cool reverse-slope foot
bridge defense—Wellington would approve,
I'm sure, Besides, 35N10 is the only hex that
can hit 4002, and that hex will get all sorts of
attention if anvone moves in there.

NEUTRAL COMMENTATOR

Ancther turn of maneuver, although the
Japanese didn't take full advantage of their
opportunities. The American forces position
themselves for the mid-game attack on the
final victory hex. leff remembers to push a HS
into 3508 to establish Control of the hex. This
15 something easily forgotten in the heat of hat-
tle when no other Japanese forces are any-
where near the hex and every available Ameri-
can sguad and HS will be needed to attack the
remaining victory hex.

Jeff chose to drive his reinforcements around
the bamboo in the middle of board 35 rather
than take a more direct route to the victory
area, This route (350ME, oNE, O8 or 09, eic)
is subject w fire from the reduced squad in the
swamp, Bul between the palm trees in 09 and
Area Fire from the swamp. it might be worth
the effort to get to OF or 09,

Matt only sends one squad across the river.
This may prove costly as it could be easier to
keep the U.S, out of 4001 than to kick them
out at game end. In ASL it can be advanta-
geous to carry the battle to the enemy, and
there is no better ASL nationality with which
to do this than the Japanese. Wellington may
have approved of Matt's reserved approach,
but Patton would have opted for the full force
assault across the river.

TURN FOUR

ferial  Event IFRM 1TR Besull

Amenican Player Tarm

Rally Phgae

162 Wiml Charge 84 NE

16 FATA arempl i Deploy & | Depliy 47T,
Ty

1% FETRVLMO and B6TOMWMAO exchange machine guns

Prep Fire Phase
1 Patriek, 66T Qe ar 40K7 - ZFF

I 33 NMC
In? FATH rakes MM S Haduesad v 33ANE
164 Todkpre, AETWILMO [ine at IR0 10 - HF
+1 52 NMC

116G 137F inkes MR 41 Pin
Muovement Phase

170 Monnied 2470 from 3585 o 25540, Dismoeeni
171 3470 e A55T

172 Plominged 24000 Troan 3500 o ASTE, Disibsaunt
173 3470 1 ASTT

174 Mounted 6467E. Dizmount

175 RETE froan 505 4 3507
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I deploy another squad to help with the force
disbursement effort. 1 also trade suppon
weapons between concealed and unconcealed
units in A50M9 because | need more forces to
hit the hill guys, Adding a squad and MMG 10
Patrick may be able to give me the Nirepower |
need 1o hun Mait®'s monar troops. | am able 1o
reduce one of his mortar squads, but that won’t
help me much in the shon-term. My reinforce
ments dismount and begin the process of mov.
ing towands 4001, 1 was surprised Man didn™
try Lo take a shot at my HS in 3556, There s o
good amount of hindrance, but with the
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mounted Cavalry modifier and the -1 leader
that 1 suspect leads those units, it seems like a
worthwhile shot

Matt quickly nullifies my Patrick killer stack
by hitting it with Smoke. It ruins the effective-
ness of my Delensive Fire and forces me 1o
skip Patrick’s next Prep Fire to move out of the
Smoke. The rest of Matt's move is pretty con-
servative. He doesn’t need to take any signifi-
cant risks: he has the strength and tools to
counter any action | take right now. I have
cleared out the south bank, but | get the feeling
[ am going to need some lucky breaks o win
this game,

JAPANESE

The Smoke worked well in neatralizing
Patrick, who stuck around 350K9 in order hose
down my mortars. Jefl will have to move him
next turn, but where? I he stays around the
jungle, then my two mortar squads will blast
and Smoke him. [ like putting Japanese squads
with mortars as they're the only units that can
break twice yet still keep firing. Sometimes a
Japanese force won't have the luxury of man-
ning each mortar with a squad, but it's no prob-
lem in this scenario. HS F Prep Fired as there
was no where else to run—it was just a specd-
bump anyway,

Otherwise, T continue to skulk around, and in
my APh. start 1o assemble my late game Ban-
zai force, 1 expect Jeff will do a slow creep
through the palm trees and then sneak someone
up to 4001, But he'll have 1o kill my river
squad or leave a large force in 40Q1. I he
leaves a large stack in 4001, Sakana and his
stack will put some serious fire into that Cpen
Giround hex, As Dan Stanhagen would say,
Sakana will “open a whole can of whupass...”,
and then I'l] just Banzai across or advance my
river squad in the last APh for the win,

NEUTRAL COMMENTATOR

The U.S. forces are setting themselves up for
the end game. [t could get tough for the U5, as
I think they will need two turns to take 4001
and oppose the inevitahle counterattack. Some
serious firepower is set up to attack 400Q1 but
having Patrick busy with the forces on the hill
keeps him out of the fight over the last victory
hes, His absence may be telling,

The Japanese mortars show why they are so
dangerous. HE attacks with airburst DRM plus
the SMOKE making capability make them one
of the most versatile and valuable weapons in
the Japanese arsenal.

Matt also sees the value of the other valuable
weapon in the Japanese arsenal, the Banzai
charge. Tt can be a two-edged sword, though,
First, the charging infantry have to get to their
target, weathering some nasty [ire with -2
DRMs. Second, when they get to their destina-
tion, they must eliminate all the American
units and have one MMC left with which to
Control the hes, The end game could very well
see a final CC battle in 4001 and whoever has

the last MMC standing wins. This would be an
optimum ASL playing—down to the last DR.

TURN FIVE
Serinl Eveat DEM DR HKesull
Amencan Player Turn
Kallv Phuse

254 Wind Chenge 44 NE
Muovement Phise

FAE] FATO ussanll move frosn I5TH w0 59

TR F4TD nssanlt move from 355H 0 RE

17 crears 78 (37T asswall move Coom 353F7 o O

218 T cKaster, b P0G assaudl move frean 3500 0 P9
29 BATY asaaull meve from 350K w ok 1D

1m EATROMO gasanlt move frim 33aKS 0 oK1

b | Palrick assault move from 150KS 10 cK 10

21z MW AT prisuers) masailt move frm 15aL8 o L0
23 T lowe CX

Defensive Fire Phase
224 MTR F {32703 fire ot ASLAO
pir MTR E (237(0E) five ar 33110

G miss
+2 & & miss. gain -1 acg

Adlvancing Fire Phase
135 Palrick, 6471, 667V fire ol 40KT - 2FFP
-1 35 KE

Advanes Fhnee

» AT 0 IZRY

28 3T o AFRY

120 TH(ATT e 350H

25y W (Coyle, BETE] 0 350]4

31 T 1o J5P9

232 7T (Kasmer, 667GLMG) 0 3308, 78 remaved
213 Toknre, BETWALMG 1 35P8 CX

Japaness Flayer Tarn

Rally Phase

23 Wind Change 34 NE

135 34700 LM recovery atlempt in 33L 10 lese concealment.
+2 1 Yee

Frep Fire Phise
236 Elip 30K smoke w dispersed side, remove drifting
smoke in 1510
237 BATR F (34712 lire amoke ab 35710
B 5 ME. no smwke,
no shal. retain -2

acg m 25010

138 MTR B (3470 fire HE at 35110

-2 §2 Hit,SAN
238 ellects - IFP -l 61 PFTC
240 370 ke FIC 31 Pass, SAN
240 Prisancr HS wkes PTC &3 Fin
4% American Sniper Activation 5 NE
343 lapanese Sniper Activalion i KE
244 MTRF (34700 fire HE at 35L10

<2 54 Hit
245 effects - IFP -l 41 MO
Téh 34T mkes IMC 44 Break
247 Prisoner H% akes 1MC 53 Efim
248 Sakana, Z2HOMMUG, H77LMG,

44TINL MG Opparnanizy Fire

Maveimsal Phase

2 M {44TH) assault move Fom A0 w0 O

251 B (23710 Banzai’ from d0P4, Target is 3P89 (33700
lose: concerlivent

28] 7K (Tnvue. 34700 Brnzai! from J0PS, Target i 3509,
lise concealmenl

251 TP 4ATN Banvai! from S0P, Torgel is 33P9;
s enncedlmeni

251 First Iimspuibse = IMF: 2371 o 0, Tnoue,
T e Q5 A4TX 1006

254 e TGILMG, Fire LMG at 2271,
pliz 1FP Fire Lane wa 40005

155 LM fiie wl 2370 - 2FP AT MNMY
256 2371 wakes XMC &5 Break
87 Fire Lane ol Inoue, 3477 - IFF | 4 PTC, NA
158 Secned Impuise = IME: Inoue,

7w 4, TN e 05
264 Fire Lane ar Inease, 3471 IFP ip NE
Y Fire Lae an 4475 - 1FP I3 PTC KA
2l Thard Impuls: = 4861F: Inoue, 3471

1o QAL 47K O
26 Fire Laoe st H47X- 1FP 26-NE

264 Foumh Tmpule = SME [neae, 347]

a2 A4TE b )3
24 Fifth Impulse = TMF: Inoue, 3471
1001 447X b Q1

65 Fire Lane ar Inewe, 3471 - 1P 62 NE
el 1) 2AT(HEMTR E moves from 40K7
1o LB, rempve seguisition
267 M (IS MG) from AILE 16 PR
268 Murckam, 447C, 47F, moves tom
ADOE v O,
2% Fire Lane a2 Morckanu, 447C, 447F - 1FP
by NE

270 Murgkani, H47C, $47F, continues on ba (4
7 Fire Lane al Murckisl, 4470, 447F - 1FP
3 NE

Defensive Fire Fhnse
1 Parrick. GETIMMO, 667V fire ut 4017 - 4FP
-1 313 2MC
21 24700 ekes 2MC 4 2 Reduce to 237D
274 470, 3AT0, AT, BET0, AT0
fire &1 400]1 - 1GFRAFR
#l 55 NE, Cower
aTa Tokarz, SHTW/LMG fime al
0031 - AFPAPP =2 14 NE

Advancing Fire Phase
Z76  Sakann, 220/MMG, 447YLMO, 447INLMEG
e at 3509 - FIFPGFR

26 1MC, PTC
zn Knster inkes FTC 3 Pin
2 TT takes 1MC 31 Pass
e BETE tkos TMC 521 Break
i Sokona, 228630
fire g1 250% - AFP
[ T

261 Rarcluen Selecian. 3477 1

IRY Ramdomn Sclectioe! G470 & Reduce 1o 3470
R E] Random Selectivn: Kasice & Wound

B4 Wound Sevenly 4 NE

205 47T nakes IMO 11 Pass
286 HORB DR | 54 Fanatic
T 1476 takes 2MC 1% Elim
288 Sakana., J2RMMG
fire at I5R9 - 4FF
44 NE
154 Miirckami, 4470, 447F
fire ul A5RY - ZFP
4 b NE
200 347) fire 1 A5R9 < IFP +1 26 NE

Raut Phase
N} | 25 i MIQE
92 ) o fEal.y

Advance Phase

P k] W0 ATH] b A5R 1

T4 3471 s 3EP10

195 447X oo 4001

G 4470 o 4003

m WIS MG o A

il 237NEMTR E o 40ME

200 2T VMTR F o 016, lose scguisition

Close Combar Phase
00 AATC atempn o conceal +1
A TANrEMTE E

3 pain 'H
gain 'L

AMERICAN

Not much excitement in my player turn. |
Assault Move or advance my lorces closer to
40001, Patrick and the two squads move out of
the Smoke, then proceed to miss another 2 (-1

Malt decides to liven things up by declaring
a Banzai charge to get more troops across the
river. He gets the extra movement factors with-
out having to go CX, and increases his morale
while 1 am still not in a good enough position
to stop him. A good move on Matt's part, but |
wonder why he didn’t move these troops up
normally on Turn 4, using this tuen to get them
i 002 and coneceal. T still think 4002 is the
key to the Japanese strategy. A good stack i
that hex, along with the killer stack in 4P4 can
really pound on any units | move to 4001,
And as long as the maortars cover the river line,




there are not too many places [ can get to
where [ can hurt Matt’s guys.

Once again [ forget to advance Patrick and
his crew to 350l 10 to cover the approach to the
bridge and once again it costs me. Not remem-
bering to doit in Turn 4 wasn't 50 bad because
he would have just placed Smoke there and
ended up ruining my shot for both this tuen and
fast anyway. Forgetting this turn, however,
really hurts as he loses his Smoke. [ break the
lead HS of the Banzai group, and Patrick’s
guys manage to reduce another of the mortar
squads, but 1 gack my 160+1 18(+1} attack on
the newcomers on the south bank. Now,
instead of having my southern units getting a
firegroup together to wear down the Japanese
in 40P4, | have to direct my shots at these new
BUYS.

To compound my problems, Matt whacks
arother of my squads and wounds Kaster with
an opportunity fire snake eyes from the MMG,

JAPANESE

This turn illusteates how playing by email
helped me make a beter decision, As vou
know, Iinitially planned (o do a bottom of the
ninth Banzai, and hack and slash my way (o
glory, 1 discovered, however, that A25.23]
requires a charging unit to stop moving when it
enters an enemy hex, That and the foot bridee
would make a Turn 7 Baneai dangerous if Jeff
gets a tad ageressive and pushes someone
through 400 and out onto the bridge. Such a
squid in 40Q2—or even worse, 4003 —would
also be out of LOS from my kill stack. Soa
Turn 7 Banzai is out; no way do | want to end
the game with a surplus of squads that can™i get
to the victory hex, Waiting uniil Turn 6 wonld
allow Jeft o move Pairick, 1 af, somewhere 1o
cover the charge. 1 decided it would be betier
to charge now in Turn 5 since Patrick couldn’t
interdict it

My revised plan is to get more squads over
the river to prevent Jeff From getting o the vic-
tory hex or else reduce him so much in the
effort that | can easily retake the hex in Turn 7.
The Banzai rules allow me wo get exira MF and
better morale, all without subjecting the bulk
of the troops o TPBF because impulse move-
ment slows everyone down enough to prevent
all but the HS from actually entering an enemy
hex. | intend to wuse Inoue’s and then
Murekami's troops as a wall of bodies, and
will attempt to engage in CC if there are -2
adds or better, That U5, Stealth won' be a
factor in the palm trees and Open Ground, All
| prabably need left is two squads and
Murekami for the last CC—if it comes to that,
But I'm hoping that Sakana and his 16(-1) shot
into 40031 will make CC unnecessary,

Perhaps a Turn 4 move across the river
should have heen tried, but that's probably
pushing it. T don’t want o protracted firefight
with those 6675 at close range and little or no
cover. As others have pointed out before, a
Japanese player wants shorl scenarios, while
the opponent wants long scenarios to whittle
away those unbreakable squads. Once again,
the dice pods smile on me, as | expected Inoue
and his sguad to get chewed up and they didn’t.

Tried Smoke to screen fire from 35P8 and

O, Tt might have helped protect my boys in
the far side of the river and Sakana would still
have a clean shot into 4001, Hex 3509 would
be an interesting place 1o put a large kill stack
with the 9-2—it would be screenad from all
Japanese fire and still put a 20FP{+0) into
400 1. The down side is the 9-2 couldn't cover
the bridge or the 40P4 stronghold, Like all
interesting tactics, it has pros and cons,

NEUTRAL COMMENTATOR

The situation turns in favor of the Japanese.
This is an excellent example of what a Banzai
charge can accomplish. The U.5. forces will
have a difficult time dislodging the Japanese
with only two turns to get through the Japanese
south of the river plus two more squads on the
north side of the river ready for another Ban-
7al,

All is not lost for the U5, forces just yet.
Some opportune Prep Fire with a bit of luck in
the Defensive Fire Phase could turn the tide
back to the LI.5. The fanatic HS, while not full
compensation for the lost squad, will be bene-
ficial,

Patrick is sorely needed at the fool bridge,
but may not get there in time to make a dilfer-
ence. It might be worth the risk to put him and
his two accompanying squads in 33N 10, Even
in the AFPh this stack could deal some death 1o
the Japanese.

TURN SIX

Herlal Event DM DR Reul

American Flayer Tern

Kally Phass

M2 Wi Change 31 NE

ana Sell-Rally 3470 12 Rallies

Prep Fire Phose

¢ 347D, 3470 Gre ar 35R10 - BFP 13 ZMC, SAN

3nE 447H tekes IMC 2 4 Reduce in 347riH
306 Sniper Activation J NE

L 47U fire an A5F10 - GFP 44 KE

MW Tokar 66TLMO fire &t 35P10 8FP
+1 45 NE, Remave CX
Muovement Phase
G 47T Fanarie assamls mave from 3508 w310
A Eonstea b agsandl o Ceinm 3500 g 8

all P IRETE] assanlt mnve from 350 to Q% creare 5
1Ceryle) in 8
3T AHATLFLMO moees fnsm 35019 1o 08

313 BETY mives [rom 35ak10 o 0%
4 Padrick, BETPA MG moves from 25cK 1o O

Dieleasive Fire Phase

il5 21773E dismzntle MTR E

Bl 270D dismanide MTR F

317 Murskams, H47F, Sakana. S4T0LMG. A4TY/LMG.
22RMMG Fire al 35014 - 16FF

I 54 2MC
ilE 3T Fanaric ekes IMC 11 Pasa
L] HOH R 4 1 Hem, Clarke
320 3470riH fre at 35RY - 6FP 1 | K, Cawer
321 Ramlom Selection: 1470 i Elim

22 Rasdloam Selecrion: 3470 3

r] 4T rakes TN 52 Bruak
324 Inuse, 447X fire 21 35010 - BFP 41 IMC
335 Clarke takes | M0 24 Pasa
Al 4TI Fanatic takes 1M 65 Break
K-y} 3472 fere o A5P9 - 6FF fif NE

Advancing Fire Phise
A28 Patrick. 6TP. 667Y fre m1 15P 11 - BFP

1 66 NE
120 Clarke fire ar 4031 - 1FP ! hd NE
R Mhass
I 370w ASPT
131 Faratic 347T o 15P7
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Advance Phase

3132 Kasieriw) ta 15P7

15 Clarke 1o 35010

LE ] 27U 1o 34RO

EEL] P AR

R B el o 3508

337 Takarz, S67W/LMG o Q%

138 3470 trunsfer LMG o 65TV

Rk Parrick, 3370, GETVILMG, BETRMMI ta #U

Close Combal Phase
144 WP I0 Amencan OC asimck 151 -1 21 Elim
41 AFP 10 Japaness OC anack 112 53 KE

lapanese Player Turn
Rally Phase

42 Wind Change 12 KE

43 Sell-Rally 25371 16 Hally

344 Rally 3470 +3 2T Rally

45 Rally Fapativ 27T +#3 1 & NE, Ry DM
Prep Fire Phase

A4h A4TXA-0 fire ar 33P0 - AFP 16 KMC

7 Clnrks takes MM A4 Pasa

o] MTL lakes NMC 14 Pass

b Sakanz, BTOLMG, A7YLMG, 225MM0
fire ot 35040 - 12FP

24 MO
a5 Patrick takes ZMT 52 Pin
151 GETPMMG wkes 2MC 5% Break
A52  ABTVIALMG tnkes 2MOC % 5 Hrenk. Replaced
hy iy
53 34T lakes IMC 44 Break
54 Sakame, JI8OAMG fine ab 33P0 - AFP
| 12 IMC
as5 Clarks fakes 240 42 Pass
A56 SATL takes IMIC 44 Hreak, Replaced
by 3461
57 Sakans, ZZRMMAO fine at 3509 - AFPIFP
15 PTC/NE
A5H Trkarz tnkes PTC 15 Pass
5% BT takes FTC 4 2 Pass
360 Sakwns, I2ROMMA fine af 3508 - 4FPZFP
12 IMONMC
Al Tokarz inkes 1M 14 Paas
a2 Coyle takes NMT 27 P
363 A6TW kes [MC 54 Hreak

Mavement Fhase

3 23Tr N den MTR F frain 40046 o M5

2465 1L (237(NEdm MTR E} from HIME 1o N3

166 FATOH  assvali move fromm 35R 1 en Q00, reveal Sh7TE

57 TH (4470 assimuls move from 003 4002

it Murekami, d47F assmult move from #0004 e O3

A% 2371 Froem JO0H (S

L] A4TRAMO Donlbsle Time from 4008 1o O, lose
caneealment

Defersive Fire Phase

LT | PG oeaTE, Clarke fire ar 40001 - 12FF

- 65 FIC
am 447X takes FTC 51 Pusy
Advance Fire Phase
T3 TIrH liee an 350010 - ZFP 15 NE

Kl Phase

M 3T ba ASFT

¥} FATL o 3SPT

3T 6ETWILMOG, Tekars o A5P7

am GETPAMO. 666V LMG 1 35P7 Ovenstacked

Audvance Phase

ATH HTIOH o 33010

ne A4TX @ AP

LR ATC po A0, B concealiven]
3Rl Murckama, HTF o 4002

3R A4TSILMOG ra 4003

1IR3 2370 todia

384 2370 dm MTR F 1o 4084

3RS L 237 riEM e MTR Ej o 2034

Clase Crambar Phose

MR AR Jupanese HH OC stiack 102 -l 26 ME

aim A American HH CC aiiack 2: 1 ] Elim
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Due largely to my incompetence, Patrick has
become essentially useless. [ need 1o move
im and his boys west to try and eradicate the
lapanese bndgehead, 1 get off a good shot at
ane ol his syquads, but it has more steps Lo give
before [ can get it off the south bank. 1 decide
o move the Fanatic HS 10 35010 1o draw fire,
and it succeeds. He ralls another snake-eves
on a 2MC and creates a hero. Unfortunately,
the HS goes down on a subsequent attack
Meanwhile. Martt kills vet another HS and
hreaks his companion

Fatrick gets in position (o artack the bridge-
head in the AFPh and promptly rolls boxcars, |
need to sit down and have a talk with that
young man. In the APh, | put him with two and
4 half squads and two machine guns. [ don’t
like to stack so many wnits in such a vulnerable
position, but T desparately need to develop a
strong attack. | hope Patrick can help them
lend off the upcoming lapanese Prep Fire,

My luck improves greatly when | break oun

the hand grenades and bavonets, My new hero
and a HS take out a reduced Japanese squad in
35P10. but you know things are getting critical
when you actively initiate CC with Japanese
troops

Things turn real dark in Matt's PEPh. He
procecds 1o pet three rate of fires with that
darned MMO of his, Patrick pins, and four
50 much for my
strategy of keeping my troops dispersed. [ am
in dire straits pow. | have one decent Defen-
sive Fire shot and I gack that as well. The
bridge gets reinforced, and all | can do is con-
duet o massive rout back o P71 hope 1 can
rally some of these guys for my last despera
tion charge

I don’t understand why Matl decides o CC
my squad at 1:2. All he needs w do is survive,
and the more units he has over on that side of
the bridge that I have to kill, the tougher for
mie, He pives me another shot ot taking him out
after | blew my the Defensive Fire, and 1 take
advantage of i

squad-equivalents hreak

Another wild turn with units truding point
blank fire in no cover whatsoever, Jefl moved
closer w the victory hex and my Defensive
Fire broke two squads and eliminated another,
That was good, but | certainly don’t like the
here that was peneruted, The last thing | need
15 @ hero o give o large American FGoan extra

| DRM and make things tough in CC. On my
turn. 1 took another gamble in prep finng my
force rather than skulking away { Assault Move
hack, then advance inte original hex )

| chose not o skulk for two reasons, First,
except for Sakana’s stwck, my river hoys didn'
huve great places 1o go to, 1 didn't relish
skulking back mmto the nver with the hero on
the river's edge. Second, | knew that Sakana
had a 42% chance of getting at least a 2MC on
fatrick, and that Patrick would pin on a4 IMC
with even an average roll. This sort of “ASL
Coleulus” drives some people up the wall, hut
it"s something [ picked up playing baseball and
it (usually ) works for me. Anyhow, my “cal-
culated risk™ pavs off—
Patrick pins on a 2MC and
his two and half squads all
hreak, The dice gods then
reward my faith in them as
Sukana’s MMG goes ona
ROF spree and breaks
another squad and a half.
Sakana shot four times with
an average DR of 5. Jell's
MMC took five morale
checks with an average DR of
9, And there sits Putrick in
5P, trying o dig a foxhole
with his teeth.

| moved into 35Q 10 10 srip
concealment and sel up the
subsequent CC without an
Ambush roll. T wanted o kil
the sqyuiad in 33Q 10 and push
out my bridgehead. The odds
were with me to af least get
casualties. but | gacked the
roll. With somany American
squads broken this lute in the
game, | would have been
willing to trade MMC with
lefl, The mortar sguads
miwve forward o get in range
for some WP shots, Not sane
il I'll want to use WP in my
Turn 7 PFPh, but | want to
have the option available

NEUTRAL COMMENTATOR

A pood Player Turn for the
Americans. Jefl could not
wish for much more with the
hero and gets decent Close
Combat results. 1t's good 1o
see Patrick in the fray, but is
it tow little, oo lage?

Bamboo is not rally terrain,
thus 3470 should not have
rallied

The tide reverses again in
the Jupanese Player Tum, as
Matt is aggressive. It's good




to pet Clarke out of the way as his presence in
CC during the final turn could be problematic
for the Tapanese,

TURN SEVEN
Serial Event DEM R Result
American Player Turn
Rally Phase
33 Wind Chaisge 44 NE
¥4 Rally 37T Fanatic =1 16 Hally
g5 Rally 3270 +1. 55 NE
3 Rally 3270 +1 12 Rally
wn Bally Huh VMG v 12 Rally
g Rally S07FMML 41 16 NE
40 Rally S6TWILMG +1 46 NE
il Coyle aitermspl recovery of LMO 2 Bocover
Prep Fire Fhase
4] BATE fire o 4001 - | 2FP G4 PIC
Erind A4 imkes T 2 Hin
Movement Phase

i) Pairick assauli meive frim 35P% 40 O00
4 Ceade/LMG from 250005 R
405 Blargertw by attcoipd eecavery of MMO e G67E

fi Fail
406 Kasteriw} from 35FT Q10
aiT Takars seing resovery of MMG room MR
3 Beoirer
#1E  Tokarz drops MMG
4% Tokarz from J53PT o K10
410 M) anempe recovery of MM i Hecnver

411 34T Teven A5PT vo (16

412 AT Fanats: Trom ASPT R 1D
43 34T Trom 357 Q0

dld eeENILMO from 3577 w IO

Pefensive Fire Phess

415 FOHTR, Tnoos, pianed #4870 fire a0 35010 - 12FP

62 1MC
416 Pairick kes | MO 32 Puss
457 Eamenw ) takes |1 < 24 Pasa
418 3470 phes 1MO - 4 5 Break

S T kes 1M

4 & E Lakes | 2 52 Pasy

421 Snkpng, A4TIVLMO, 247Y MO, 228 MMO Tine
ar 35010 - 12FF

-S4 IMC
422 Parick tzkes LMC 44 Pin
423 Kasteriw) takes | MO 21 Pass
a4 24700 fakes 160 il NH
425 3470 1akes |0 <5 Break
a2 BATE lakes |MO 25 Break
27 13 assemble MTR E
$28 11 assemble MTR [
42 127r)D fire a5 I5R00 < ITP 23 NE
441 2370 fire 8 ASRW)-- 1FP i1 KWK
431 Tkars takes MMO 43 Pass
431 Coyletakes NMC 152 Paxs
433 T wkes NMOC | 46 Break
414 G LM rakoes MM -1 14 Pase
Adlvanie Fire Phise
435 Tokary, ebiiy . Coyle!LAMG fire

ul 001 - =FP

-1 13 1KlA

436 Rapdinm Seloction: Imiue & Elim

437 Rasdom Selection: dd7¢

th

Reduce o 3470

438 WTAC akes LLTC 1 | Pass
436 BOEVALMOG fire ar 33P0 - tFP ¢l 14 KE
Rantl Phiss
440 Kaster O atlempl Revevery of MMG from 347

% Recover

441 5T o 33FT

242 34T 1 AP Dveratacked
441 BATE 10 A5PT Oiversiscked
144 7010 35PT Oversucked

Audvinee Mias:
445 Boaster () drops MMO
£2n Blnsier o i I
47 BEa LM, Covle/LMG, Tokars wm d0H

Close Combar Phase

448 AU Agresncan L4 anack b -1 14 Elne

444 AU Tapanese O atiack 116 63 NE
lapamese Pluyer Tarn 7

Hally Phase

45 Wamd Change 35 ME

431 Patrsck atempl Recovery of MMOG 5 Becover

Prep Bire Mhass
432 Sakana. S4TIVLMG. 447YLMG. 2180MG fire
Al HIH = 1HF1E

-1 T4 3MC
435 Takarz takes 1M 24 Break
454 Covle takes MO 55 Bicik
435 Kasieriw) tekes T 6| Tresk
434 B fakes AML 22 Brepk, SAN
457 Fupanese Siiper Activation i MNE
4538 Rukana 225MMG e ot 35010 - AFP

- 3 20
i Fatrick tekas IO 20 Bizak
A American plaver concedes
AMERICAN

[ have o lot of critical phases during this
Gume Turn and they all have to go well in
order to pull this out, My Rally Phase 14
mediocre as 1 rally two of the five DM units,
Although that is all | should expect, [ was hop-
ing to get at least two of the squads back. |
serew upomy PFPh with another lousy shot, In
my MPh, T sleaze out a wav to get my MMG
away from the broken unit in 35P7 and to the
front line by having the leader take it away
from the broken unit at the start of the MPh and
promptly dropping it during his movement (at
a total MF cost of zero!). That allows a MMC
te grah the MMG during its move. | need a
three o pick it up in the bamboo, but [ have
four units that can iry as they move out,

Matt decides to hold off on First Fire
because he knows [ oan no longer disperse my
forces much. So he waits until T get a couple of
big, juicy targets he can hammer. He hits
Patrick and his squads twice, and once again
Patrick pins, That of course, provides the nec-
essary DRM swing (o cause (he one squad in
the hex o break. Tt oalso hurts when his 1{40)
shot ends up breaking a HS in the other stack.
I have one Good Crder MMC lefl, and unforiu-
nately that is also my lowest morale unit, That,
along with the fact that Patrick won't be able o
advance into 4001, makes me very vulnerable
even if | do capture 40031,

My Advancing Fire and Close Combat
phases go very well, as [ am at last able to cap-
ture 400 and force a last player turn. | also
pull another 8W switch, by having Kaster pull
the MMG from the broken HS and drop it for
Patrick 1o pick up in the next Rally Phase,
Maybe I can get some use out of Patrick vet,

Martt guickly ends my hopes for a miracle
stand by again getting ROF with his MMG and
breaking the rest of my guvs (even Sergeant
Coyle!), The game ends appropriately enough
with Matt rolling ancther four with a ROF shot
and Patrick breaking. [ can’t say that | have
been impressed by his performance in this
scenario, but then again, Patrick probably
wasn oo happy with the job T did gither!

JAPANESE

Imteresting American Player Turn here,
Jefl"s Prep Fire pins the squad in 4001, and
then Inoue gets blasted before the squad dics in
CC. Not good for the Emperor's cause, Jeff's
successful attack sives him control of the vic-
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tory hex, According to A26,11, | now have to
completely eliminate him and re-control the
hex to win, If 1 gack my next shots and the
ensuing CC phase, 1 lose. All Jeff has to do
now is pin my units adjacent to 4001 and its
over.

On the plus side, my DFPh kept Patrick
working on his foxhole while two and a half
squads scurry to the rear. That will certainly
help my chances for my Turn 7 counterattack,
Fven better, 4001 is now within the normal
range of Sakana and his killer trio, so Tokarz,
et al, will be on the wrong side of a 16 (-1)
shot. As a DR of 10 will vield a 1MC, and the
only squad in 4001 is a 666, | should be OK.
"1l blast away. and then advance in for the kill
and the win,

In my Player Turn, Sakana once again gets a
good roll with rate, and that was all she wrote.
Well, my first rofl was a 4 and my Tast roll was
a4, Kind of sums up what T did 1o JefT with the
dice. 1 shot at Patrick to prevent the follewing,
horrible sequence: Patrick shoots his MMG,
getting rate and pinning my sguad in 35P 10,
Of course, he shoots again, gets a result and |
activate his sniper, which goes over and pins
my squad on the foot bridge. | lose, and Jeff
fand Brian) laugh for decades.

NEUTRAL COMMENTATOR

This was atough fight! Teff made the best of
& bad situation on the last turn, although that
“sleazy” move with the MMG in his MPh
wasn't just sleazy, it was illegal. Per the
Advanced Sequence of Play (revised), a 8W is
dropped at the srart of a unit’s MPh, before the
unit may make a Recovery attempt (which hap-
pens during its MPh), While the U8, forces
were moving up. instead of waiting until the
DFPh, the Japanese forces might have been
better off shooting at the moving units using
First Fire and making subsequent units move
intey the residuwal firepower; then one lase shaot
as Final Fire, The benefit of the FFNAM mod-
ifier could have helped and arguably more Tit-
the attacks have a better chance of an effect
than ane larger attack given the negative
FFNAM maodifier.

In the APh, Jefl slimes Matl again when
Kaster recovers the MMG as 347 ) routs
away. Per Add4, such recovery is only possi-
ble if the routing unit is dropping a SW thal
costs more than its IPC,

FINAL COMMENTS

AMERICAN

Matt really earned this victory by doing a
fine job setting up his covering forces on hill
520 and in 4004, His mortars did a great job
keeping me away from the south edge of the
river and his kill stack in 40P4 kept breaking
up my advance towards 4001, The lapanese
ﬂ!“’ii_‘y'i hl:r,'rlll‘.'le LLa I‘h'l\'ﬁ.' il 'ilri!lllg r‘."iFJHI'I.\I: Lo
any threat 1 posed.

| thought Matt was a little over agaressive
with his south bank units. With his strong cov-
ering forces and my inahility to hit the foot
bridge, the 4002 hex would be a great place w
keep a stack of Japanese squads, protected
from any fire from units on board 33 and able



to humimer anybody 1 moved into 4001, One
of the keys to this scenario is that the Japanese
has the last Plaver Turmn. Any Amencan unils
that move into 4001 would be within normal
range of Japanese squads in 40P4 and would
need 1o endure a PBF shot from any Japanese
units skulking in 400Q2. It is highly unlikely
that the American would survive unbroken
long enough to force a final Close Combat.

As for my part, | defimitely made a major
mistake in my middle game when | allowed
Matt to move so many of his units south unmo-
lested. Tthink the key for the Americans in this
seenario 1s stopping the Japanese river units
wnid the Turn 2 reinforcements from reaching
the south bank. 1did a decent job stopping the
river units, but became too preoceupied with
killing his mortar units and lost sight of why |
wanled them dead in the first place. The
American needs 1o place the MMG in 40oH |
ar 4ol 1o inerdict the footbridge, Unfonu-
nately. all it 1akes for the Japanese to foil this
strutegy 15 one SMOKE round from his two
monars, a likely possibility given their deple
fion numbers. One SMOKE round, given the
mild breeze, can give the Japanese player two
turns to move whatever units he needs to the
south bank.

This scenario can be won by the Americans
but [ think they need some breaks o pull it oft
against a sound Japancse defense, The Japan-
eqe need to be aggressive enough to gel some
units b the south bank of the river, but in gen-
eral. they can sit back with their mortars and
machine guns and hammer and/or smoke the

Americans as they try to move close o the
river,

As is ulways the case, though, | had o grem
time playing Matt., It was a nice change of
pace to read his whinings rather than having to
listen 1o them in person! T am proud of mysell
for learning the Cavalry rules well enough to
come up with a sleazy galloping maneuver, bul
I don’t think ["ll be trying many Cavalry
charges in the near future. Now [ guess it's
time to start preparing for the next ACTION
PACK. Let'ssee ... hereitis! DI25..."A
sledge may even represent a Finish pulkka
pulled by a reindeer, as actually depicted on
the counter.” | wonder if you get a -1 pulkka
CC attack bonus to represent the devastuting
elfect of being gored by reindeer antlers?

My overall plan worked fairly well, though
moving up the Banzai charge was an importan
change. That and Sakana’s rolls were my keys
1o viclory. By contrast, Patrick never really
got 1o shoot ol Sakana and his kil stack, while
Sakana had plenty of good targets in little
cover. Sakana directed fire eleven times, got
rate sin imes, and his average dice roll was a
i, | —certainly got lucky there.

If I replayed this as the Japanese, 1'd probo
bly put one of the river sgquads in 4002 1o betrer
interdict the 350H-T1 hexes that Patrick used 1o
fet o the jungle, In facl, an interesting taetic
would be to put all of the river squuds in the
dH-) area. I the American plivyer goes alter
them, he can't possibly interdict the Turn 2

reinforcements. If the American playes
ignores them, three more Japunese sguids
sufely reach the south of the river, able (o inter
dict the American Turn 3 reinforcements and
threaten control of the emple,

Balunce-wise, | think this version is still pro-
Japanese (the ASLUG version was warsc),
especially since leff was disadvantaged by
feeling obliged to do a Cavalry charge for the
siike of the replay. Perhaps the Japanese rein
forcements should come in on Turn 3 or Tumn 4
to balance it. 1'm making these suggestions on
the basis of only two playings, so take it with a
big grain of salt. 1 think the scenario would be
more interesting if the Japanese attacked
across the river after the American has some
sort of defense prepared. This sitwation would
probably work beter as o targer and longer
scenario, where the Japanese mount an attnck
I¢r secure a bigger bridgehead, not just one hea
next to a foot bridge.

NEUTRAL COMMENTATOR

There was no sniper activity during the
entire game!! This helps 0 show how random
evenls could have easily turned the tide in
favor of one side or the other. If Patnick had
not pinned in the last ., then he might have
prevented some of the LS. troops from break-
ing on the Sakana's attack., There are other
examples where one roll either a little higher o
a little lower could have made for o very dif-
ferent end-game,

Jeff pretty much stuck 1o his initinl game
plan; it didn’t work out but he stuck w i, Mat,
tov, prey much steck (o his game plan and it
worked in the end. This is something that all
ASL plavers can learn from Cincluding
mysell), It is important to have a plan and it is
equally mportant wo stick 1o that plan as moch
as circumstances allow. Many ASL plavers
gel sidetracked in the middle of a scenano con-
centrating too much on one aspect of baitle m
the expense of total victory

Minor flaws in the plans of each side are
seen with twenty-twenty hindsight. The
Japanese forces, given the opportunity, should
surge across the river using Banzai charges
Matt's use of the Japanese kill stack was well
thought out and executed {(meaning the dice
were kind to him), Putting the MMG on che hill
would have allowed at least some interdiction
ol the entering V.5, forces, Also, the river
forces were not used optimally, They could
have interdicted Patrick’s move to outflank the
stone building forces. and could have taken the
bridge sooner forcing the LS, o take another
turn to fight their way 1o the victory hex, Bu
all is forgiven with the win

It appears crincal for the US. forces o get 1o
the bnidge as quickly as possihle. The Japan-
ese forces around the stone building are small
und weuk. They do not need direct attention on
Turn 1. Sending Patrick with two or three
squads und the LMG past these HS and on to
the bridge would create a situation where the
Jupanese reinforcements would have to kick
the U8, out of the victory hex. Meanwhile, the
LIS, could attempt entrenching as they inter-
dict the lapanese,
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SCOUTS in FLAMES

[The four scenarios diveussed here are all
fun, fast rowrnament-sized scenarios, If this
were the GENERAL, they would be "T" sce-
farioy. Each one offers something a linle dif-
ferent than wswal, Pete Shelling ran several
single elimination events af Origing, Wild West
Fest, and Ctoberfest using these in prepara-
tion for their being published here, so he is in
i wnigue position o comment on them. Nath
iRg ok in-depif, st seeme guick mpressions
aned tips on each. Check theye
waon'f be disappointed, |

ety Y

The Red Wave

G&m Advantages: Gnml Lnﬂmzhlp.
‘High Morale, Machine Guns ; '

s

| German Disadvantages: Mu[tiptﬂ "i"g,
Bi"mr.l Fmt o

The German must guard against allowing
any holes in his setup, while at the same time
concentrating around the victory buildings.
The HIP Gun and the MG will help some, bu
the Russian gets all those shellholes (o move
through, The Bussian tanks are little more than
g nuisance tactically, but are important sirate-
gically as Exit VP, and so should be immobi-
lized at first chance (killing them vsually isn't
# high priority ).

Given high morale and copious leadership,
the German squads can break and rout and
rally again and again, preferring an extended
firefight. The German player should open up
on the Russian hordes as soon as a decent shol
ariges, The sooner Russians start (o break, the
sooner the exit strategy is no longer viable,
Once Russian casualties are sufficiently high,
concentrate on defending the buildings. If the
Fussian stops to regroup, hop back behind the
woods to ,'__’_'L’Iil'.l concealment.

Since the road goes right up the middle, this
15 the area (o cover with hoth the Gun and the
anti-tank rifle, This will also help protect the
village. Go ahead and gain Area acquisition on
empty choke points: the Russian doesn’t have
the MP/MF 1o go around them. Final Protec-
tive Fire has a good chance of working—watch
as the Red Wave turns into a Pink Ripple with
a few good shots.

RI "u An‘mm:wgﬂ Numerlﬂ! Anlm
IM} ﬂmmigﬁﬂ[‘, Tanks o

Conseripts,

{Bpgs_iﬂn Disadvantages:

The Russian must decide whether 1o feing
some to keep the German puessing as long as
possible, or to blast him with a Homan Wave at
the start, IF vou don’t Human Wave him right
awdy, you mayv not get another chance, Be
careful, however, nol to take oo many casual
ties hefore you are ready to exploit any holes
vou ereale, Fortunately, sou have enough
troops to form two movement elements, either
or both of which can be a Human Wave. Leave
only a few squads with the MMG and mortar o
Prep Fire or Opportunity Fire, Use your tanks
cautiously, protecting their valuable Exit VP
As long as they are within one MPh of the
boand edge, vou only need 14 more points (oot
of 41} to exit for the win

Push vour men into CC at every chance. Just
locking him in melee will allow vour other
tfroops (o progress, Trade the B-0 for a B-0)
Commissar; trading the 8-1 for a 10-0 could
cost vou an Exit VP, and the -1 modifier will
help in CC.

Sudden Death

French Advantages: High Morale, Lead-
ership, Demo Charges, Time

French Disadvantages:
rain

VP Deficit, Ter-

The trick to playing the French is to hound
those sailors every step ol the way, Breaking
and Disrupting his troops is the way 1o climb
out of that ¥ P hole that vou start in. Although
it may take a while to find most of his ¥P,
remember that prisoners count double at game
end. Ome lowly HS prisoner will even up the
fallv; m thar poine he has o stay and fight for
the pillbox,

The problem of traversing those steep Gords
in the face of enemy fire can be partly offset by

by PETE SHELLING
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the combination of HS scouts and QOpportanity
Fire., With high morale and room to rout, your
HS stand a better chance of surviving their
recon than do his men if they decide to break
cover and shoot, Blast away in AFPh. 1T your
seouts survive, drop a DC on him or flank
behind his main line of resistance. Even one
unit can work wonders when the other guy has
to rout. Avoid CC initially, especially while
Lax during the first half of the game—his
Stealthy Hero could result in a disastrons
Ambush. Besides, CC nullifies your morale
advantape.

Why is time an advantage for the attacker
here? Your 8 morale guys can take repeated
abuse; his scrubs have to sweat cach and every
NMC. Often, a broken German is as good as
out of the game. Fire every chance you gel.
Even 2 (+2) shots may be worth the risk, in
spite of his high SAN, especially if Encir-
clement has compounded his problems, Once
vour reinforcements reach the forward edge of
battle, you should be coming at him from many
directions. Now is the time 1o turn Disrupted
Germans into French VP,

German Advantages: Terrain, Fortifica-
tions, MG, Hero

German Disadvantages: Low Quality
Troops, Dispersed Setup

Although the “dispersed setup” is not man
dated by the scenario, the French time advan-
tage is furthered if there are not at least one or
two “speed bumps” to cope with, With these
poor serubs and only two leaders, the German
will be hard pressed when his MMC start 1o
break, especially when they fail ELR. The
Hero helps some, contributing his modifier and
bumping some attacks up a column, but he
doesn't keep those conscripts from cowering
twir columns, Judicions placement of Fortifi-
cations is difficult, as S5R 2 limits the wavs in
which the pillbox and the trenches can cover
each other. The frequent abrupt elevation
changes will help keep the French CX, often
giving the Close Combat advantage to the men
of the Kriegsmarine. Take advantage of this
during Ambush and use Hand-to-Hand CC.
Increase the chances of Ambush by holding
fire and maintaining concealment, The Ger-
iman is winning at gamee start, so an even rade
i= usually worthwhile

Stack your 9-1 with a 4-4-7 and MMG to
give d consistent base of fire while your other
units try to keep the enemy guessing. Duck
fire as much as possible—every turm you main-
Lain concealment is a turn you are not Dis
rupled. Don’t count on getting many bodies
back ance they break,

Scouts Out

.8 Advantaeges: SMOKE, .50 cals,
Interrogation

U.8. Disadvantages: & Morale, Bridge
Crossing, OT AFY

This is a classic bridge crossing. With
plenty of SMOKE, the U.S. will have little
trouhle layving down a smoke screen by the
time the main force is in position (o rush the
bridge—usually around Turn 3 or 4. The only
monkey wrench in these plans could be HIP
Germans on the near side of the river, so search
aggressively and don’t let your HMC get too
close to any likely PSK hiding places. Interro-
gation can be very helpful here, so do take pris-
oners if the opportunity arises early in the
game. Be careful of the Sniper with those OT
AFY, keep the AC in close to the HMC 1o suck
up some Sniper shots, as well as providing
covering fire,

Use wour .50 cals and mortars to clobbher
anyone who shows himself. and prepare Lo
cross the bridge under at least some fire, I any
German MO are still in position to oppose the
crossing, your decisions become tougher.
Should you smoeke the opposition directly, or
smoke the approaches and use Prep Fire (o
break the machine-gunners? Probably a deci-
sion best made based on the situation at the
time. If you find yvourself out of SMOKE,
however, run a vehicle across either for a hard
Hindrance or as a sacrifice to freeze fire, and
then Armored Assault across the bridge—a
risky proposition it casualties have begun to

TIPS FROM THE TRENCHES

mount already,

Once across the bridge, however, yvour task
is not done. German reinforcements appear,
and in tougher terrain, Your 50s back on the
other side have probably run out of visible tar-
gets, so dismantle them and get moving. Here
is where your superior numbers and FP come
to the fore, Take as many buildings as vou can,
hlasting away in AFPh with Assault Fire, If
you don’t have enough squads across to
oceupy buildings, deploy and scatter.

GGerman Advanfages: HIP, Bridge Cross-
ing, Casualty Cap

German Disadvantages: Poor FP, Overall
Mediocrity

The German problem here is pretty basic:
you need to stop the enemy from crossing the
bridee in lorce wo soon, yet you cannot afford
Lo eXpose too many units to potentially wither-
ing American Prep Fire. A big part of the solu-
tion lies in the HIP units.

Try to set your HMG up with LOS to the
bridge but not 1o the other side of the river.
Right down the pipe doesn’t look bad, if rather
obviows, On the American side of the river,
use a HIP HS with a ‘schreck to cover the AFY
approaches. Don’it count on this guy living,
but maybe he can bag an AFV or at least slow
the U.5. down while they search. Another
prime use will be to deny rout: alternately, go
after his crews when they are broken 1o polish
them off (or at least keep then DM). Keep him
down once he is reeling, and keep an eye on
that casualty cap: anytime you have a chance
1o seore some CVP, don’t hesitate.

What to do once the enemy is across the
bridge? No simple answers here, as your deci-
sion depends on what and how he has managed
to cross. If he has several AFY with light
Infantry support, go hunting the AFV with PF
and CC—his OT vehicles are especially vul-
nerable in CC. Once the CVP total nears 20,
victory is in reach regardless of how many
huildings he Controls,

Cantinaed or page 44

vl your Bazooks (o7 Panzerschreck) wiing MMC go

Berserk and rush into that building Location with the
enemy? When the Advancing Fire Phase mlls around, doi'
forget po shoot vour LATW al your new friends, Since you
are not in Melee vet. it won't affect you it it hils, Suvre,
wou'l v 1 et the backblast, but =0 will they. After all,
whao s 10 Muorale, vou or them®




THE RED WAVE

ASL SCENARIO A107

o

VICTORY CONDITIONS: The Russians win immediately upon Exiting =

24 Wictory Points (eacluding prisoners) off the west edge of board 42, or at

game end if they Control all gight of the buildings = 4 hexes from 4264,

TURN RECORD CHART

Scenario Design: B Sisler

LUSHNO, RUSS1A, 24 Septemhber 1941: By mid-September, Army Group
MNorth had been stepped shart of its goal of the capture of Leningrad, What they
had been unable to achieve by force, they now hoped to accomplish by starving
the city out. Leningrad was entirely cut off except [or the Lake Lagoda route. The
only real relief possible would have to he some breach of the land blockade. Dur-
ing the month of September, Russian troops fought furiowsly to crack the block-
ade. To the south, in the area of Starays-Russa/Demyansk, the Red Army planned
to break through the German defenders and swing north to hit the flanks of the
German armies assaulting Leningrad. In the villages of Kirilovschinag, Gruriki,
Chilkowva, and Lushno, the soldiers of the Totenkopf were about to face this Red
onlaughl.

BOARD CONFIGURATION:

BALANCE: N
# Add one 4-6-8 o the German OB,

+ Delete the MMG from the German OB,

[Cwiy hearowa A-P an board
&% and R-GG on bosrd 32 are
playabia]

# GERMAN Sets Up Firsi

#r RUSSIAN Moves First [113]

112(3(4]|5| e

L

A

%

2
=

Elements of 55-Bataillon 2, 55-Division 3 "Totenkopf™ |[ELR: 5] ser up on board 42: {SAN: 4}

INF | Foxhole

E| HG WM NG I am * wid -
; - - 2 i 1Y E (1 - B

H# gﬁ ﬁ x " R = ﬁ S | A% 4\‘:11]: qsl-ll .hmz ?@5" "'.‘-.2"1:"‘
7 2 2 4

*

Elements of the 34th Soviet Army [ELR: 2] set up on any whaoledhalf-hexes of hoard 32 [SAN: 3]

T

447

i

K5

k3

ks

LRI

12

428
6

e 11

.
A
g

6L -a

2

Enter on Turn 1 on 32Y10;

2

SPECIAL RULES:

1. BC are Moderate, with no wind at starr,
2. All printed orchard hexes are conzidered to be shellhole hexes instead,

3. All German 4-6-8:/2-4-85 are considerad to have an underlined Morale,
have their broken-side Morale Level increased by one, and 1o be 58 Tor all pur-

poses,

AFTERMATH: Oo the moroing of the 23ed, the Totenkopl positions began 1o receive
intense aie atlacks and artallery fire. I-"r|1rn|'|lll'_v af moon on the 24ih the Bed .-"'.r|n_1.' nifacked
with shattering impact, The 55 were engulfed by human tidol waves. Charging aut of the
lorests, the Soviets fell upon the 55 positions, The initial attack was the strongest al
Lushoo, The Soviet infantry, charging behind o screen of tnks, crashed inmo e men of
the Ind Bamalion and sent them into o confosed rewreat. Only quick action by asti-lank
punners umd individual batteries of German guns saved the situation. Some guns Tired
wver open sights, blosting entire platoons of Bussians intes bloody heaps. Once the divi
sion began to regain its balance. a counterattack was ordersd, By dusk, the Soviets had
been dislodged from Lushno and forced o wathdraw inte the forest zast of the village



SUDDEN DEATH

ENARIO A108

ASL SC
o %ﬁ--

e LR

VICTORY CONDITIONS: The first side 1o amass at least 5 Casualty Vic
tory Points more than it has lost wins immediately. If neither side has
accomplished this by game end, the French win if they have amassed more
CWVP than the Germans, At game end, the side Cantrolling the pillbax
receives 2 CVP,

TURN RECORD CHART

Seenario Concept: Tim Hundsdorfer

ORNESET BEACHHEAD, NORWAY, 27 May 1940: The attack on MNarvik
finally commenced with a thunderous naval barrage and an assuult on the town.
Unbeknownst to the Allies, though, the town had been largely evacuated as a
result of the abortive attack of 20 April. Otherwise the pincer movement was well
planned to trap the Germans in the town, allowing the Allies a chance o withdraw
from Marvik and have a badly-needed victory to show for it, The heachhead was
largely covered by the crews of German naval destrovers which linered the bottom
of Rombaksfjird, When the shelling stopped, fifty dazed survivors emerged and
immediately stumbled upon advancing elements of the French Foreign Legion.

BOARD CONFIGURATION:

BALANCE:

% Exchange the German 9-1 for a 4-2,

& Delete one MMG from the German OB. N

Dty hexrows AP
are playabie|

& GERMAN Sets Up First

(5 FRENCH Maoves First

\c

2/3|4|5/|6|

(see S5R 2): [SANM: §5)

*

=3
=

Elements of Groppe Haussels, Naval Artillery Company Noeller [ELR: 3] set up [N/adjacent-to any fortification

A

% Trench Foxhole

e | 14 (k34 sn] 2 | | = |
- - = e i

447 | 43 5" *"" ﬁ: E&R M| - # ﬁ‘:é i
3 2 2 10 2 5

Elements of the 2éme Bataillon, de Legion Etrangere [ELR: 5] set up onfnorth-of hexrow M: [SAN; 3|

©

E &E &’w: o+ L P
A @ | Yem | JED | oma
458 | 2-4-8 \k 2 wn | 1 2E Blﬁ
4 3 2 2
Enter on Turn 2 along the north edge:
E ﬁE % MME "4' ¥ Be
ﬂ- = - s}j i\ '._‘E tﬂ.
458 | 248 | 228 ﬁ " m S il ey | i w H:ﬁ

2

SPECIAL RULES:

4. Hand-to-Hand CC may be declared as per J2.31.

1. EC are Wet, with no wind at start, A twilight LY Hindrance (calculated as

Heavy Rain—E3.51) is in effect for the duration of the scenario.

AFTERMATH: The Logionnaires, not expecting much resistance Tollewing the naval
hombardment, stumbled onte the German destrover crews entrenched along the fjords.

2. The pillhox must be set up on Hill 6015 at least one Trench must be set up
sccessible to the pillbox and the second Trench must be set up accessible 1o the
first Trench andfor the Pillbox. All Foxholes must be set up on hill hexes,
onfsouth-of hexrow K.

3. All French MMC are Lax during the first three Game Turns and Normal
thereafter. All French MMC have their hroken-side Morsle Level increased
by one,

Adter a briel but vicions close combat, the Germans were shle lo withdraw o even beites
prepared positions. Throughoor the long Morwegian day, the Germans were ahle to han-
per Allied efforts and keep reinforcing elements of the Foreign Legion under fire Tor the
rest of the day, Norwegien and French reinforcements finally arcived, but it was only
after British air support appeared that the Second Battalion took heart and drove the Ger
mans from the cliffs above the Ornesel Beachhead,



The Question & Answars and Emate | here

DEBRIEFING ‘97

ihe "L A

il with tha Frrsts pages listed ot the 2od of this J:uh:innn'._‘ Some eairies bere we i

PRIOR ENTRY."
QUESTIONS & ANSWERS

A 15 a unit on ground level ADFACENT to & unit an
level 2 in s addjacent building hex?

A P,

Ad132 0P a fiver's L0 w0 a omil paying Rood mesemeso
<osts 18 bincked wl the conver dot, can the Tirer then
check LOS 1o the painl where the hexalde imesests the
ool {aid vice versa)? If she LOS s bindered? 1 thas
poiml where 20 road hisects the heaside?

A, Yew Yeu, Mo, pny pobni on the heaside wihere the
prad erosses i,

A4.2 When a stack of units is moving ingether, can the
different wnita in the sinck perform different acticms in
their hes when simultaneously expending cne MF (e,
e unil wiempts SMOKE placement, one anil recovers
& 5%, o umil places a DC on an ADJACENT target)?
A, Yeu, bul Tor cach MF expesdiure, he must desipnaie
all sctions at the same lime,

A4 May & unit bypass & gully woods hex?

AL Mo,

441 How o the LS. and French 37mm INF 5% iy
duriag the AFFhT

A They muy nol fore an the AFFR if they mosed, and
otherwise must add Case B,

Adufi Do amy DREM other than Hindranee/TEM negate
FPMOT

A, KMo

ALRY & AR IS A Dashing onit is atacked with » Snap-
ahed gx il leaves ils starting hex. Weuld the FP of s
altick ter halved or quamered”! Woskd FEMOW FRMAM
apply?

A Quarierad, R

Ab.T & E3,1 Are LY hindrances (2.g., aight, Mist)
cumiilative with other hindrances repandiess of range?
(For Bxample: at range of T hexes, oae orchard hex
betwenn target and firer. EXTRA HEAVY mast and
night LY applies, what is the DRM derived from
LOS/LY mindrasces?s Docs the “range” ssetement In
AB.T pefer oo the Faege hetween targes and frer? {0r jue)
o the perticn of the LOF thal is crossing the “terraiz™
hindrance

A Yex (40 Mo, [Yes.h

AT & AR.1 May 5 unit ose Seall A Gor non-omd
amzce MU o Dsfensive First Fire at a moving BL, CT
AFY few the sole purpose of legsing Residug] FP o lay
e dosn & Fire Lame) ¥

A Yeu

AT.53 A lesder directs the Defensive Firal Fire of a
squad and MO and then directs First Fire silacks wilh
the MU3"s ROF. During Subsegoent Firal Fire, may he
again direr the fire of te squad and M{G?

A Yen,

ATH Can a beeken wnit heoome ploned by any s
oeker than Inlenticlion or & Collapsed Hut PTC [035,5]
ieg., vik minefield or FPE atiacks 17

A, Ko, and even during Interdicticn the coadition eely
Lasts until the end of the RePh | This aupersedes the
prive DA in the ‘06 Azzual. |

ATHIN Can a Leador thas i pinned apply his leadendip
fre wmihush?

A Mo Sec Ermats for ALLS.

AR1 & AT.| SEE PRIOK ENTRY

AHIE & AL LS May a Snap Shoc be made v 0 unit tal
taas heen Forced back to s off-boand hex by the meches

ies ol A2 157

A, Hn,

ARDS & M43 SEE PRICR ENTRY

ABD B A1 I 0 MO s restmicted CA prevents it Tram
perticipating in ita s’ = Subsequent Pirsc Fire altack,
must iis use Be Tocleited g per 40,17

A Wes. {This supersedes the pricr answer i this ques-
moa in the 9% et ‘96 Aznuals. |

ARI2 Moy o MU Tiring as ordnence 8.8, TH v &n
APV also declare a fire lane?

A Yes

ARIIN Ma= a Fize Lane attack be rolled even whes tae
alleck cannol echieve & resull vy e moving saemy s
{e.g., o BU fuliy-armared AFY or &n attack which
FECEIES [ond many posstive TR T

A Mo,

AR If 0 unn ereates 4 Fire Lane and Litsr wass ity
Lshesent FP ay Subssguent Firai Flee, does this cancel
the Fire Lusc T

A. A sqaad can fire iy inherent FP as Furst Fire afler
peevdloualy only friag & MO in loy down & Fire Lane. A
1S chat bas Lid down g Fire Lane {or a saguiasl 1Bal hay
Both faid down o P Lese and used it inherent FPoas
¥urer Fire] cnmmot pse Subseguent Firsl Fire unless in o
TPBF sstuation (which then cancels the Fire Lane)

ADH D dissmantled malfuncioned weapuns huve the
sme Repeir Mumber as if they were not diamantlad?

A YER

ARS May o weapan has has Fred aned retnined ROF be
dismanled ar assembled?

A Mo [EXC the Rossian E2mm monar after 1941]
ATILE 15 o beadder wlways mm armed unic? An AFY with-
ot functiching weapons? A stennedishesed UK
AEVT Al ahesdoned 4FVT

A Yes Junless recently excaped mnd siall unzrmed),
although wittaml Mormal Range, Yes. Yes (alibeugh
withous functicnisg MO amamene—al 1510, Ki
ALDS1 A broken usil sikets b foed towand the aeareil
building!woods hex, But during ity rowt that
buildingfwonds kex becoses 6o Girther from 2 Koown
enemy unal than 128 present bex. Cam the beoken ani
nivw chonse to kgmore (it buildng wonds hex o must io
comtinue fo reur rowand thal tarper?

A In must poztinue (easaming it 14 otherwise able o).
A18,.53] Must a routing usic snt uzing Low Crawl
ignore an entrencheent aad isstead vse the Opexn
Grvund cost in onder e get o a wondubailding Bex on
one RiPh?

A Mg as bong as it 8 otheswiss using the shoriesi path
in MF, it muy enier the entrenchment even though daing
sownuld prevess it fom reaching iss rout hex chis RiPh,
ALD832 May an Ercircled unit Interdics?

A, Ko,

ALLA Cam o player decting e use ol & poor leadershap
musdifior i an Ambuosh dr 4 the lesfer is not alone?

A Mg neither may he decling its use For Concealmend
{A12,122), Search Casusliles (i coscealed; Al 1541
mrr an [=tegrily Check (A16.2)

AlLAL & A1LE May Infaniry using Sireet Fighting CC
Wik

A Dty i ey wcnsally Ambosh (A01.4) the vehiclé in
t2e COFh, (Although they qualidy for all the eoher hen-
ellts of Ambuzh. unless they actually Ambask the
enemy, Inleniry Streer Fightizg in & road hex must
resurn i the building hex from where they came and
Infaniry Sireet Fighting & vesicle in Bypiss reman i
the Bypessed ohscacle. Likewise, no Ambuss bensdln
acrues o Seresc Fightang Infintry who ere Ambushed.
ALLE & IFF.210 May Sarest Fighting CC Rescton Fire
b sed by & wmn misked with o First Pine couner.

A, Ko See Emwia dor ALLY

ANL10 & B2BAL May dummies entertexit frienely Bid

den minedivlds without revealing eitker themaelves or
the minefield?

AL My,

AlZ14 & CLHZ I 8 Concealed staok contzining
dmmmy coenlers is atlacked by Bombardment ce the
IFT with & resalt of 5 PTC or greater, are the demmy
covamters eliminaled?

A A KAKLA Tesuln elinsinanes the stack; otherwise, the
dummy cener declares how many DEs maore than oo
he wall make, usisg Muorale 7, faiture of o FTCMC by
aey dummy revests 21 dummies in that stack

ARLI Do Task Checks canse Toss of 7 If within 16
bexes and 1= L5 of & Good Cirder enemny ground unir?
A Wes, emcep for PAATC and the MTC o desnnee o
Se DC.

AL s a Clearance sllempl 2 conninuous cencsal-
maenl Loss actbwiny wntil 14 iy rolled foc?

A, Yes

ALL 141 Are LLTCALLME considered actions for case
C toncoslment Ioss porposes? I3 triggoring Meopping -
L'p casunities”

A Yis, Ma,

ALLLIS3 Would a Portified Bullding Location comiam-
Ing an znpinned, Good Order enemy sl be conesd-
ered Aceessible despile the fact ths e seanching umil
could net enter 3 in the APhT

A Yes

ALLIES & AZE] When a wde successfully secuns a
builiding by Mopping Up, does it immedinely gain Con-
trol of all heses of chig budlding? OF all Locatians in
that buildesg* OF the buikling?

A Yen Yes Yed, See Erman for A12.1%

ALLZ Do SR dummies lose concealment e il they
were Infantry ar as if they were o vehicie?

A, Except when mosisg, 58" dummies wre weated (he
same as 1/2° duminigs (6. Infaniry) for concsalment
JRs urposes

AL2.3 During setup, il w player places o ondl with [.08
to un Emplaced, HIF ensmy Qun nol in Concealmesy
Tearain, when is the Clun placed unboord ondes 4 cen-
vealmess counter?! Can HIF be bost during serap, of o
unlil all forves heve finished their sehp?

A AL the part of the first APh. Afer setop.
ARS3 15 o Finnish/lapanese %1 leades tha) Battie Hard-

ive AL CuicAderrala” provided in the L9 AL Aanwl and should be peed in combittine with thai mwenal, with the XaMPEORUEPE PLPLR {) i
sied with more than nae tules cilabeen, Thiss ereries are not repeated in thes e

ens exchamged for & 1100 5 9-17 15 0 Finmashe Jupanese
9.1 leader that Bawke Hardens exchanged for a 1000 o
[

AL 10

A17.3 & A26,2] When a wounded leader is climinated,
are CWP wwarded according to it meduced leadenhip
riting?

A, N fall C¥P are awerded. excep! Tor wonnded
Tapaness leaders (01,851,

ANRLE & AJRIT Must a Dasrupied unil surrender o an
ADJACENT bur non-Known ezemv? Toan AT A-
CENT, Good Order enemy unit in 5 Knows Minefseid
or FEE? Is & surmendésing unil stacked by FEESines in
either its Locarion o iy caplor’sT

A Mo, Yes Mo,

AL L3 [5 2 Pinnish 1400 Replaced by a 8.0 or 0407 1sa
Finnish b0e1 Replaced b a [0-0ec 807

L 8 S LEE

A1 11 & broken unit is ATNACENT 0 3 Koown,
Ginnd Crrcer, armed Tafanizy onis and has o legal rou
path which weskd nul D subsen oo Ineerdission, may it
izatend ignoee thet mour path and ke Interdicion (or
use Low Cramli if nthersise allowed by the roar nibes?
&, Yes.

ABRES May an onarmes vehicle (o, o Jeep with only
the inferent driver) enter o Knuwes enemy necopied
hax?

A Tes dond mey even candict an Overnin attac
ALDAR May Pr
Meles exists within
Hee Ervara.

A4 & CLTI May oninazoe ploce Smoke in 2 Water
Dihsincle? A, Mo

AZ4.51 & £3.33 Do o undd in an upper level building
Locatics thar ia hit by W take the A24.31 MO even
traugh the WF counter is placed tn the grousd Level
Locativn uf the hex? Woeld & unit owl of e firer's
LOSY

A Yes, Cmly if hit by o mamar,

A, IF coe side gains Cosaral af & huikling. does 1
Automaticeily gais Contnd of gl hexes of tat bullding?
Al Loceinng Y

. Keirhez, unless il grans Conirol o the building via
Mopping-Up

A26.11 How i Control of a brdge hea established T OF
a hrsdee Losation?

A= gither cave, it would be Conpralied by the Jast side
1o hawe walely occopied i wich &n arsed, Good Order
MMC, ar thal Comiralled it ar starl; or, fur o bridge
Location, by the side ther currently solels oocupses it
with s vehicle

AZENT & ALLEY SEE PRICR ENTRY

A& N3 0T one side deliserasely sels an Fire a bailding
Liszptinm, 15 Coaered of the hes forfeited when 1 Flame
wonnier is placed in the hex, o not ontil a Bleee (s
placed?! [s Concral af the hex Tordeited when soch
counler 28 placed in any lovel or net ool 1 i placed in
the giound lewel? Iy Concrol of the building and the
Locatices whery such & fire conmer is placed fecfesed as
wellT Can chat side larer regain besdbuslding/Locarinn
Cenirul as per A26.127

A, Flame. Any level  Yes  Yero if che
hexfmzldingLacarsm is no longer on firs,

A1 & AT SFE PRECE ENTRY

BB.X Does the -2 TEM of & sewer Locanon iper Chaples
I Terrain Crany ingerporale Hazrdoss Movemes

A Yes

REA Com oo dummy enter the sewer despice not heing
Good Crder!

A, Yes, See Emea

REA2 Dhoes the drm Tor enemy wnits in an "adjzcent
swwer hex” menn “adisesnt sewer Location” ar “adu-
wenl Manhale Locarsn™)

A, The units must be [N an adjacent sewer Locmion,
See Errala.

B30 0F o unic clewns the in-hex TEM as per B3 in
s opponest’a PFPY when no enemy wail is alaces,
can that aeme unal then ciam Wal? Advantage in his
cppenents MPh o an snemy unit meses ADIACENTY
A, B

B231 & B%31 A unir in o gresasd-leve] balding Loca-
Ve (Vb alye haas & wall sexside over whics il hos wall
sctvantage) clakms the building TEM v inoaming fire,
Lan this unic choose o use the wall TEM va ather shots
lastes in chat wisis Player tum? Would the unit have 40
walt ikl the newt Plager Tam before being shle n coee
agais chimse the wall TEM (assuming that no ssemy
Infantry has maved ADIACENT)? Wiauld this meen
chat reveaving wall TEM Is aynonymuony with cluming
WAl

A Mg Yes, Mo; s not choosing in-hex TEM fe.g.,

altack without 5 NTC noce a
hex but noe 115 Locatica? A, Mo,

27

[IRLTE]

sue,

ey het rather e listed again dnder the seeured Jar thind) rades coatios with the ok “SE

w1 Open Ground) would sil ressive sall TEM v o
non-adjacent firer despite nnl hasang WA

BHAL Mugt there be an adjacent enems unit 1o allos
Wall Advanmge? Cana unil tal is not clemng a-hex
FEM {e.g., ane in Opes Ground) valuntarily fos
Wall Advaninge when an enemy unil becormewin ADNA
TEKT?

A, Mo, Only i§ i chooses o non-2ere ia-hes TEM
LRI

RO.AT I ¢ Good Ooder anit without sdjacess enemy
unsls considersd (o kave Wall Advantsge unless o has
chasen m-hes TEM (BY. 310 that Flager cemn?

A, Yes, oven over Hocage (B 5210,

HRAZ I a Player Tar starts waih pwo sdjseent Goml
Dinler wasls nf opposng sides sharisg o sallhodge hex-
widhe, bl mome of the onits e marked with Wall Advan
g, who geis in declae Wall Advamiage first?

A Al peiup, the side senieg up G does; thereafier, the
ATTACKER does.

BO.ED & CHAL May & unit with Wall Advemege e
HEAT agrinsl an ATVACENT unii beizd tat wall?
A, Mo,

B9.521 Muat a groerd-Jewel it behand Hocage lave
Wkl Adwantage lv e past thal Bocage heside e Gl
bBe §gen From) s oo adacent hes !

L (1

HI3.3, C1.7], & G2 Whar Is the DRM For resalution
ol a CH b OB A or indireet fire o8 an insmored et in
wwnmds hex? Simularly, what i= e DREM of 2 CH v an
unermored unic in & dense jungle hes?

A In woods, a <1 DREM spplies, 1= Dense Juzgle. the
[¥RM is -2 for Direet Fire, -1 for Indirect Fire. See
Errasa far C3.71

BIATI Whern a wadl is Breached by s DC. units in the
currespanding adj Laication are etlacked os Ame
Fire. 15 the D setack v these units halved ggain sinee
they une nal Brermn b the actacker?

Rl

A Cmly iF the enemy snizs were aciually moneesled
12341 & AL REE PRIOE ENTRY

BIHE3 Muy the presnce of AT mines on o pavad ol
e markad with  coumer thee dees ot displig the zum
ber ol mine facroes?

A Yes

B28,53 Whea A-T munes in o puved ropd Location are
cleared oy Infanisy exg g &n addizicnal MF, sre
they pleared e the el of the unit's MPh or o the ead ol
e MPH

Ao Adthe end of the MTh

B 15 & Pillke Lo ADACERT o the adjecen
ground leve! Loca s CAY Can o onli advase
out of o pillbes o an sdsacent hes oo vies vene?

A They are considered ATUACENT for flring Do
placemers parposes anly, o (EXC: Bunkers]

BHRS A side Contnls an empty milbox and necugpees
the hex curside. [T an enemy MMC enters the pillhas
i & paasel, doss Control of the hex change?

A Me Rere Frrala

L84 Do uead in a friendly Bombardment sufTer s drop
i narale levelt

A Yes B Ermin
U171 & A24,1 ZEE PRIOR ENTRY
C1LHI & A 12,14 SEH PRIDKE ENTRY

C2.24 & CHA Thr Guns beng Candster still have cheir
nonrmal ROET

AL Yes,

U333 & AT SEE PRICH ENTRY

CLTL BIAL, & G232 55E PRIOR ENTRY

ol Does the Barrel Lengih THA Modifer apply o 5%
ardnance?

AL Yes.

T2 Does the smal] Caliter THY Mudifier sopty m 5%
ordnesce !

A, Yes,

C8 Do Coses B, 1, & 05 spply 30 8 oon-LATH 5W fir-
ing as ordsance? Thuss Cae 117

A Yes, encept thae MO use is NA. Tes

C7.42 & A2 0 4 vohicle becomes 2 wieck ws per
7,42, are: its Riders affected! Can the Riders unlond as
per 6.5 bmfome the vehicls Besimes o wreck?

A, They mell for Survival (16,95 ¥es

UA.31 & BR.AT SEE PRICR ENTRY

UHA Cot Intensive Pure e wsed 10 e Canister with the
nermal +2 TH DEM applying & an [FT DEM instepd?
AL N, Initenesve Firg may be osed, bul halves the PP
[EE |

CHA Does o Canivber attack regqeire 1 LS 10 the somex

sinting peant® e LOS to epck Lecslion delermined
indegendemily? Are Hindrance DRM el on LOS 0




28

the targel verios o 16 each affecad Locotlen?
A Mo, Yes, Each Location

L33 & DAE 0 a vel
an urdnanee weapoe
Terpei Faciag thai is hil the side, ¢
domly?

dle i Bypass is bt in the bl by
e alme X s the
s 00 delermared ran

e Wil

A, Side; the Tarpel Facing of & wirret iz woald depend
en wach way the TCA wan painling

132.321 i & vehicular wespan Fires [FE gr Canister ve
he zame Target in the same Target Cacing as G Hied
om, i 41 8100 hawe 10 pey Case & for thess shots from
the Bypass sde 04"

A Mo Sen Errata

T2 401 What Bagpeaa to the TOA when the ¥OA is
chazged alwer & seeeniiul Motion amempt?

A The TCA may he adfussed 0 any desired bexspane.
See Emaa.

b2 & AT.MR SEE PRIOR ENTRY

D56 & D% Whal hagpens to 3% possessesd by Pas-
sengeraRiders who (el thelr Servival roll? Unpos
sessell W

4, Bath poesacseed and unpossessed SW are sliminaind
6.1 & (°7.42 SEE FRIDR ENTREY

DA.5 May Passengers or Hiders be Uinloaded with the
use af Movemest Poinis gained by BSB (D255

&, Mo, oiee @ vehiche has speat 2 304 of #a prinied MY
allotment, the Persnnne] will have spant = 5 of their
WM alicoment, leaving oo MF el 1o unlosd

D911 1F PaseengersiRidess paling in 3 declored
0% | atiack become Pinn wen, or ellmizaed
hefnre the OVE is resalved. is thers sy effect t their
%R FP?

A Mo

DTN & A11E SEE PRIOR ENTRY

D8 When 4 wreck/sbandomed vehicle that bas sdee
tean une 1ype of scroungeable weapons is suscesslully
seroenged, are the serounged wenpanis? selectnl ran-
nger chiose which weaponie] thm

are scrongmil!

A, The wespenia) are selecied riadomby

TV14.20 Weat is the procedure when more than ooe AFY
in a platess is subject oo Bog, bur wich differens RBag
[RM? 4. Make coc DR, (en determing, based oo the
applicable DEM., wisch AFY wiuld Bog, sed then use
Readom Selection emong the aflfeciat AFY.

Er40 [ o side 15 desagnaie:d by 55K & the Secenonio
Antgcker, can Cloaking saill be used gven i all his forces
rd?

must the 1R"s luzement Rex e in the moriar's
AT Muy the martar's UA be aljuszed freely o allow
placement ia a bex oulside s CAY

A Mot peed oot Mo, il may

ELl & A6.7 SEE PRIOR ENTRY

EBA Huw 32 OF wersus an glider and its Fassengers oone
ducied?

A As il 1 were e dnamened vehick.

GLL RIA3, & 01,71 SHE PRIOR ENTRY

(R0 184 How bt the BOBA LOE (G18,6) irmeed Tar fhe
purpise of stscking caves !

4, Frien ins designased Ocean hew {01452

Germas Vehicle MNote 93 Does & Goliath on g rosd quy
MP as o BU or CF AFYT

A BE

5,33 When Bresching a Fazery Intersor Wall, do ety
in the targel Locaton reeeive TEM as if the fire ongi
nated from ouiside (+3, or < o Fortafied ) o nssde (41,
+2 ir malless o Fortified. =3 if both} the Factory?

A Inaide

114 OGS 1s Bore Sighting sllawed Tar MG in HE
ot

A M

ENLAIT Do fienman 8-3-8e have e same ELR & the
wrter Cearmine fomces’ 7 they fual thear ELR, are they
Redpend oo ren HS or a &-3-67

A, Mo, treir LR b= always 5, Two kalf-agiads.

CPILA242 May a MM relicve A
alarus fnf moce tan one iselaled sl per

A Mo

PHA CGE Ween the U5, player receives AFY mais
how-measied FT, may be secretly note it on a side
regoed, or does he heve o mark the AFY sith & RMG-
disatied wunie?

A, Me man seeretly recend the staws, bin mosi reveal the
existence of tae FT a8 soon a8 the AFY 5 uncoacealed
and in L% of and wathin 16 heses of & Gond deder
enemy ground unik

2.2 Can squad E see squnl A7

A, M. (See Brnoin |

9.1 Does tee German Control all Steaiege: Locetions
ur che gl of CO1

A Y

951 OGT There are thres German seup areas in the
ininl scenario of PR COL Can 2998 of che o Ger-
e ai-smar forve sed ap HIF id @iy of the aness?

A Mo HIP, Dummies, and deployment szould be cal-

culimied suparaiely Far gach of the three senus orees. [See
Brraba foo 004 COSSR44 )

G171 Which is enriect? The encry smows on the
PE map ar the CPF Enny Cost Table!

A The enry arross nn the PB map are cormecl, §See
Frrata.)

Paguses Rridge 85K1 Do the Os and Bucke suller an
Rtz Sniper edeck (E1.VA) when wsing a captered
MG al nigh T

A M,

Pagusas Bridge AP Whai level 15 hex 78 al?

A Level -1

ERRATA

A4.71 In line 2 chmmge "hex” 1o “Locaixm”

ALLSD Im line | and line & add “armed™ heiween
Kiiwn™ s “enemy ™, in line two, replag: the comma
safore Udasrapoed” “or® amd deleie “or unamed”
ARER Tn lime 10 addd “armed” hetwesn Keown™ and
“enems’, M chage “Beacies 10 8T

AlLA In the Gzt Tine of the chan, add “anpinned” in
front ed “Ooed Orde™

ANLE In lines 12-13 dedene “or Sabsequenn First Fire”
AL1Z.153 In tine 13 add sl jes zexesLocatons Con-
trolled,” after “secured,”.

AB0.55 |2 line 4 chazge "Rex” wo “Lowlios",

AZ4.7 In line I change “nex” w0 “Localion™

B4 In Lme | change "Good Order” o “unbraken. dod-
berserk™.

BH.42 In the las: line of the chart, chazge "hex™ o
“Laocatlon’

BMLOL |z bne 2 chenge “Caninal™ s
CULE [n bine 5 add “or Ban frenr” aner "HEMWE
R

CAT0 In Jines 2 & 2 al the example change ™ 5 DREM"
fo 2 DREM" and delete -1 [revensed TEM] «7,

TR 2N Tri live |1 i “IFEACanisser ™ afier "CMG"
DEADT In Lmes 13 and 16 add “FTCA” aler "W EAT
Gierman Yehicle Mote 93 In the sscomd paragaaph, ling
22, delsee “imcludizg dhe Natiomalbily DREMY,
Supplementnl German Vehicke Listing (page HI&h)
Mulzi-Applicable Mote ¢ dos ol spply 1 the 38H 755
{Mate 101) or the 35-8 739 (Nowe 1620 asd Nate €
|skown &5 a superscripl) does apply o the 35-5 739,
L5 Yehlcke Note 30 In line 7 of the Feral T sectian,
change "33-07 o “1.8,

[ph.1 Hex £9 ahoiid have a souare, whils sairass sym-
Tl indicezing it ss 2 Tower.

DELILLUSTRATION Under sqesd E 2dd A"
herween “excepr” and "B

DA CLESRAn Add “Trear the Uhree Terman serap
weas separmely for purposes of B2 aml AZ97
605,98 Examale Hes ¥ 14 should he No Man's
Lead

A1 Eaample Is line 10 change “7 10 “L1" and “8"
bo SE i L 11 delete Vead” and afier Vlsclaied” pdd ¥,
+2 fior Encirchal, =1 foe moving through a Ezemy Setup
Aren. and -1 Tor being one hes peay from & Priendly
Seup Area"

Q91741 CPP ENTRY COST TABLE Deletw the
goiry for bea A5 aml clange Rex AK o AT

Pagarws Rridge MAPF (Range the grid coordinalo for
Ihe hex between KR and KK12 from "KELO" to
HEK 1™ change the sseomd <10 o we 11" 10 bexpows
Il and MM alsa

KampfGruppe Paiper 11, 1.0 MAF The M9 N8 hex
slde is a slope heswde un bolh map shesis.
KampfGruppe Peiper 11 Coumlers The BPY for 2.2.7
Crews is 7

ASL ATE (Might Trreph In the CGerman “Balance™
change “tam 4" W e 1

ASL AR2 {0range st Walawhum) In the Amecican
solup instruclives, change “3T5% 37510" w “1659-
A

gian Caintral ol

ASE ARG (Fighting Sparrow} Since the Japaness

Marale is onderlined in ihis spenaro (S8R 33, these

units are ner aatject o Unit Substiteion,

ASE AU I Bommed's Walke) Add s the end of 551

4 A Ber D47 mey use HIF and would lose HIF sifus i
o, S5 6 should newd “The German pcle

bicycles (D15 &) which may p

i MO whes in squad size.”.

AST. A {Ta Clear A Hosdbdockl The sconarin cand

ermneauly shows the Ciersan le Pak 41 ami-iszk Gun

dy having 1 ROF; el on thie counter &md in the

I5 has 2 ROF.

TFRASL 14 ( Tamssbe ar Thomashof} Acd one Chorchall

VI in the Britisk 08

ASL API [The Ring) In liae 2 of tee Vicrary Coends-

ficas chrage =3 OV 025 CVP,

ASL G26 (Parker™s Urossroads) In the Viclory Candi-

licems change “udice” 0 “and” {Le., the Amomicess wis

if thiere is either & Cieod Onder LS, MMC, oo s manned

U,%, AFY with any funci:oning armament, ar bath,

wilhon xia hexes of 4344H]).

ASLT15 (The Akratiri Peminsula) The ree 4-5-7 and

the rwn leaders thes belomg o the 151s) Heavy Ad Bal

fer are ool kool by 55K 4

ASL U iChance Dume Aflaic) In S50 4, change “the
BAPR" hr Menvement Flasss”,

C1 Offbspard Artillery Player Ald {Acnise Pazd )

= The Bacdio Conisci b should heee o “leadlership B A"
iriangle in the upger fED hand carzer

= [n the [lomizating Bousds s
aays "Flace 1B either m targel bea, or skmg (e
1635 ahoeakd b a polygon imesead and shoukd also allow
T the cqeinn 5 six. hes method of placsmem

tze square the

(]

+ The last oval in the Rockess sectam should be amngs
instead of green

o e Blwck cirele posmter i the FFE:2 ssetion should In ihe COfMboard Artillery Firepawer Chart;

rebd i oo FFE:C Inscend al G w FFE2” = T cnitsies on the Blmms Gun Caliber Size ris aepls
nnly bs DBEA cBtened by rrading s three U5, S0me
merlae per U 5, Ordnince Kote 1. Hocs the Tinlims md
the Wichy Fronch bave posentional dimne DBA thi
has H FP iz HE Coacenimstion, 16 FP for Critical Hic 2
FP Far Hemasing Fure, aad & FP for Barmage

+ |n the Contac and Access sectim, Fomnnie B apples
ar The red "M Access” aval

= The Ancuracy d hia [esder the F seciioa ) should
indicate ther Hizdrezce drm mre HA wien the AR izina
Pre-Reg hex

E-MAIL Q&A PROVES TO BE A HIT!

If volume is any indicator, then our accepting e-mail ASL questions at
asl_ga@anodyne.com has been a wild success,

“Thanks to some dedicated assistance from our playtesters (Patrik Man-
lig and Ole Boe spring e mind), we've cven been ahle to almost keep up
with demand. We periodically post a compilation of the latest questions
and their answers to the ASL discussion Tist on the Internet (described in
the “96 Annuoal), and ry to ensure that individual replies are also made,
{'To facilitate this latter occurrence, please be sure o include a return email
address in the body of the request.) As we indicate with each compilation,
the answers should be treated just as if they had been returned from
Avalon Hill to the questioner in the SASE provided.

Things have been a little backed vp at Q& A Central as we've concen-
trated on producing this issue of the Annual {and fine tuning the
Q&Mmata within, but with its puhllc-anon we expect 10 be back answer-
ing email questions in a timely fashion. Remember, no historical or design
questions. I you have access o the ASL discussion list on the Internet,
iry asking for assistance there first; many questions have been thrashed out
already, and the less we have to answer here, the quicker yet more thor-
ough we can be, Gnngunnlqg and remember A.2,

* k ok

We would also Tikc o thank our friends at ANODYNE, who provided
space for our web page and email Q& A address.

ERRATA PAGES

Several replacement pages for the ASL RELEBOOK have been published
over the years, The errata pages can be identificd by a superscript (indicating
the year of publication} next to the page number. Text that has been signifi-
cantly changed by the errata is marked with & black dot in the margin, Shawn
below are all of the pages published to date, with information on how to
obtain them. We ure wm‘hng of new replacement pages w be included in
future mﬂdulm

1987 Emta pagas- These were provided free o people who sent in the
coupon from the early versions of the Rule Book. The free offer is oo Jonger
available, and current. priatings of the Rule Book include the 1987 and 1989
papes already. If vou do not have these yet, they can still he purchased
directly from TAHGC at a cost of §5.00,

Puge #x: ATIAB, AIJAL4, ATSIALG, A2T/AZE, A29/A30, BT/BS,BI9/B20,
BIS/B26.

1989 Errata pages: See information on the 1987 pages, above.

_ Page #s: C1/C2, C3/C4, CSIC6, CT/C8, C11/C12, DY/D10, DI13/D14,
DI7/DIA.

1990 Errata page: Provided in CODE OF BUSHIDO,
Page # E25/E26.

1941 Errata pages: Provided in GUNG HOY,
Page #s: B29/B30, DI/D2.

1992 Errata pages: Provided in CROIX DE GUERRE,
Page #x: ALT/ALS, AZ9/A30, B31/B32, FI/FL.

1996 Errata Pages: Provided in KAMPFGRUFPE PEIPER 1.

Page #5: P through F21. [mnmqlmwuh!mMMPmﬂ’r
nally provided fis K0S 5}




SCOUTS OUT

ASL SCENARIO A109

VICTORY CONDITIONS: The Americans win al game end if they Con-
trol 2 3 stone buildings on board 41 that are on Level | or 2, provided tha
the Germans have amassed = 23 Casualty Victory Poinls

BOARD CONFIGURATION:

Scenarin Design: Mike Licari

FILISTROF, FRANCE, 19 November 1944: As part of the assault on Metz, the
10th Armored Division was ordered (o execute a flank attack around the north side
of the fortified area. Racing east past Thionville {and through the “back door”™ of
the Maginot Line ), the division turned south 1o complete the encirclement of Metz
The next objective became Bouwzonville, across the Nied River
bridges there blown, Task Force Chamberlain found one intact at Filistrof, 1o the
wesl of Bouzonville, and promptly anacked

Finding the

ov

a3

8 4

A
N

BALANCE:

& Delete one 50-cal HMG from the American OB,

<7 Delete the first sentence of SSR 3 and remove the

TURN RECORD CHART

six 7" couniers from the German (OB

Tr AMERICAN Meves First [0]

& GERMAN Sets Up First (9] 1

* L]

234" 56| e

JRL

Set up north of the river

Elements of Infanterie Regiment 73, Infanterie Division 416 [ELR: 3] set up os follows (see 55R 3 [SAN: 4]

Set up south of the river

-
i

2
4i -5: [;!

HEEEE

of board 41

Enter on Turn 4 along the south edge

B [ 5]
8
1 g .
By | k| 4en| 29
&5T MEE | T8
4

edge of board 4k [SAN: 2}

Elements of Troop A, %th Cavalry Recon Squadron, 10th Armored Division [ELR: 4] eater on Turn | along the north

ﬂ gz b
kg

R
e Ry
L FY @ 1]
B-6-B B | TE* ea | ITL e
2 2 2 2
Elements of the S4th Armored Infantry Battalion enter on Turn 2 along the north edge of board 40
!‘Ev Xkl * * z '=_ l; LD AT = W
; a % L 5 e R:
66 | 348 & IJ'--.‘-- A [ lo -
a8 2 2 R 2 2

SPECIAL RULES:

1. EC are Moderate, with no wind ot stan
1. A Two-Lane stone bridge exists in hexes 4003-4002. The river is not Ford
able, Place overlay O3 in 41010-P9

3. Une German squad-equivalent (and any SMC/SW stacked with it) that sets
up south of the river may use HIP, All German units that set up north of the
river may use HIP.

4, Interrogation (E2,1 and 2.4 15 in effect.

AFTERMATH: With recon elements in the lead, the task force guackly brushed sade &
weak infaniry screen morth of the river. The bridge aself was when casily, but once acros
the river the LS, troops ran mto more Germans in bemer positions, Losing 3 men in ihe
face of a German counteratiack, the Amencans woaldn't secure the bridgehead until later
that day when the rest of Task Force Chamberloim armived



SHANGHAI IN FLAMES

ASL SCENARIO A l l“ Scenario Degign: Kevin Mever
: SHANGHAIL CHINA, 27 October 1937: After two months of heavy fighting in
and around Shanghai, the Chinese Army was forced 1o retreat to the scuth bank of
Suzhou Cresk. Covering the retreat was the 524th Regiment of the Chinese 38th
Division led by Lieutenani-Colonel Hsieh Chin-youan. The regiment held its posi-
tions arcund the Four-Bank Warehouse—a reinforced-concrete warchouse owned
by four commercial banks. In the middle of the burning Zhabei district, soldiers
af the 524th prepared to write their own heroic destiny as they faced the advanc-
ing Japanese Shanghai Expenditionary Army,

i

FI

s +| BOARD CONFIGURATION:

aa

o, Pkl ;

plt s ¥| BALANCE:

VICTORY CONDITIONS: The lapanese win at pame end if they Control © Delete the 10-1 from the Japanese OB. N
building 20E7 ® Delete SSR 4.

[Ovty herows R-GG on board 1, and
A<P on board 20 are playable|

TURN RECORD CHART

ﬂ CHINESE Sets Up First [122]
112(3/4,5|6 R
® JAPANESE Moves First [246]

Elements of the 524th Infantry Regiment [ELR: 4] set up on board 20: [5AN: 4]

B |0 | A0 R k= A=l RR

12 4 2 2 10

Elements of the 16th Division [ELR: 3] set up on board 1, north of the road thatl runs | GG6-EES-Z2-Y2-W2-82-R2; {SAN: 4]

cakakadh S X S GG R IES:

12 & 3 2 L

. L E -prisoner C it i ilding 20E7 is considered Fanatic
SPECIAL RULES: A{:tzil.;h non-prisoner Chinese unit in building 20E7 is co
1. EC are Moderate, with no wind at start. - s
2. Building 20E7 is a Factory (B23.74),

- - . P i AFTERM. | ssaull the intrepid defenders back into the thi

3. Prior to Chinese setup, pluce 4 Blaze counters in 2003, Then, for each FTERMATH: The Japattss assuult dsve (e intreps STk _"-H.‘-"
; : / e i i walled warehouse, where they prepared o make a final stand, Supplied at aight by Chi-
counter, a Random Location DR (C1.31) is made, with the extent of error L. i Seouss, the defenders thwaried all Japancse aitempts 1o storm their positions,
halved (FRUL if the hex thus selected already contains o Blaze, or is 2 non- with the bulk of the Chinese Army having successfully retreated o new lines along the
building hex, the Blaze counter is placed in the closest building hex without 8 greek, the Supreme Command oedered the warchouse defenders o pull back 1o friendly
Blaze {randomly select one hex if = 1 such hexes are equidistant). All Blazes  lines. Hsieh's troops held off all Japanese attempts to dislodge them for another two days
begin play at the ground level Location of their selected hexes, befare they withdrew ta the only remaining sanctuary—the British International Senle-
' ment Zone, By internmtional agreement between the British and the Chinese, the men of

4. The Chinese may Fortify (B23.9; Tunnels are NA) up to 3 Locutions of 0 s were intemed in the International Settlement for the duration of the war

building 20E7,



CATTERN’S POSITION

ASL SCENARIO Alll Scenanio Design: Kevn Mever

SOUPTA. NEW GUINEA, 20 November 1942: Afier their rout a1 Oviv-Ciora
the Japanese continued their retreal along the Kokoda Trail. The Australians pur

sued them on two parallel axs of sdvance, hoping (o reach the coast st Sananada
before Japaneze reinforcements could be landed. For days, only small rearguarnds
were encounterad uniil the Australian 16th Bngade, with the 271 st Battalion ia the
lead. found a strongpoint backed up by amillery astride the trail. A plan was
worked out in which two compames, led by Captain Cattern, would swing to the
feit, clear a patch of Kunan grass and prepare 1o exploat the Japanese rear. They
would then occupy 3 position across the main Japancse position that was con

fronting the rest of the battalion

BOARD CONFIGURATION:

BALANCE:

YICTORY CONIMTIONS: The Australians win at game end if thev Con- @ Delete SSR 4
trel hewes J4H6G, 3415, and 3419 (@ Reduce the game length to 7 172 mrms

Oy hexrows AP ars

TURN RECORD CHART playablel

@ JAPANESE Sets Up First (0] - 1
@ AUSTRALIAN Moves First 1 2 3 4 5 6 7 8 END

Elements of the 14dth Infantry Regiment |ELR: 3] set up on hoard 34, < 3 hexes from 3HT, with o maximem of
| MMC per hea (see S5KE 41: {5AN: 5]

Faxhole

w1 [ [ 4[4 [40] 1| 55

K .3 . ] 1]
5 3 2 3
Eter on Turn 4 along the east edge of board 34
1 2 - (L]
M | A " 3| s

447 3-4-7 b e |

Elements of the 2'1st Battalion, Australian 16th Brigade [ELR: 3] st up onvadjascent-to 39EY snd/or 19K1 |5AN 3]

J 2 3 3 2

@ 1 AR AR I R B RO

SPECIAL RULES: the current Turn number. Mo Japanese unit that 1s currently on a Mo Move
L. EC are Moderate, with no wind at start. PTO Terrain (G.1) 15 in effect, counter map gan coacealment

i lud e Laght il G2 %
imchading Light Tenglc 102 1) AFTERMATH: Using the sounds of guns and maran fnng Irom th

B

2. Mlaice owerlav 403 om 39G2-HI pusations fo oneni ik el lves, i AEsirg lipgeesd behumd ihe encmy

worked o get cloder o the tral, some huts were spastied wilk lapanese o«
3. Hill 779 does ot enist, other terrain in these hexes exists normally at Level  eveniog meal nearhy. Moving to within 30 yands, Carl men fired o shattering
NEXC clifts do ot enisl, printed Sunken Lanes are Ireafed as Level O Gp‘_." into the Japanese before closing further. The surprs e lendein ralled from gur

bal many had died in the first few mineiées of the ais Huts were ahlase while

dead and wounded littered the arca, but the Awstralisns slso sulfered hegvy limae v 11l

Ground|

4. All non-HIP lapancse units must set up on No Move counters, and gain h.IIan:' !h'-'.='--_rf|-.l:r'| aind .||.1.I|H- othet ranks bowng killed, Dhgging m o eiher sade ol th
; . = track, Cattern’s men awaited & Japancse counteratmack  Out-manusered, the man Japan
Freediom of Muvement as E1.21; addit t the st - 8 . L
SN IPVETEReRL R et 21, addi I““"”""_‘J' the start of each Japanese esar Tifcw Tell back dunng the night, but Cattem's position remained behind enemy line
RPh, the Japanese playver may remove a number of No Move counters equal 1o



GIFT OF TIME

ASL SCENARIO Al112

VICTORY CONDITIONS: The Axis win al game end if they have amassed 2 &0
Casuabty DV, in addition 10 smasing Casualty DVP sormally, the Axis also receive
Casualty DVP equal o doohle the Exit DVP for each unit {exclading prisogers ) Exibed
T the north ml.g\- of hoardd &) M3, The r¢q4||r:|.i WP total s imcreased by 6 for each
turn alter Tum 2 that the Allied remlorcements do ner amive

TURN RECORD CHART

Scenano Design:  Kard Wallace

EASSERINE FASS, TUNISIA. 20 February 1943: Hommel was on the move again
although in a redeced role under o less favorable strategic position. The American forces o

ing him knew only that the Germans were experenced, well-equipped, and driving hard
Americon Colonel Alexander Stark was reaponsible for holding Kasserine Pads with hiw
mixed force of engineers backed with various support units. Concerned about Stark's ability
tor hold, the Allied gecond-in-command, Brigadier McMNabb, went forward to look the shtwa-
tion over, Stark seemed 1o have enough traaps 1o hold the pass, but appeared 1o “lock 8 gosd
grip on things,” Insiead of sending his reserve 26th Armoured Brigade forward, MeNabh only
released o small British unit under Licutenant-Colone]l A,C. Gose, Just a company of infaniry,
ten tanks, some sis-pounder anti-lank guos, and a battery of antillery, “Gore Force™ was to
ack the Americans until they could establish & uper defense im the pass. Durm‘ thg .lrhl_
however, the Uormans crunbed and dispersed Stark s deflenses, 50 that as Gove Force sl oul
at G40 on the Jith, it was moving up throagh the chaos of the disinteprated American sais

Except for Gore, all of the maffic was westward as Amenicans snd Frenchimen scrambled 1o
get away from Kusaerine. Gone Force ignored them, and dug in on the northern comer of the
pasa

BOARD CONFIGURATION:

HI  w; Wi

ao
28

-« =

M2y

31
29

ALLIED Sets Up Flrsi H

0 %
+ W

AXIS Moves First

213(4(5|6

0 * Elements of Gore Force [ELR: 3] set up on board{s) 303 ] on/between hexrows J and (: [SAN: 4]

— = Y &l A | Foxhsle
i TR -
ARG
457 2.8 112 *1 1) -l p A H
8 3 2
Elements of the 2nd Lothians and the ] . 19 Elements of Company 1, | 3th Armored
B05th Tank Destroyver Battalion set up .% l:i Regiment enter along the north edge on a
on board(s) M3 ml Reinforcement dr less than the current turn
- | 15 number
3 2 2

+H

Elements of Gruppe Stotten, Panger Division 10 [ELR:3 ] se1 up onfsouth-of hexrow 2EW ] -29W 10 [SAN: 2]

- LL
(100
t o s

ff |44z

9 2

HEEDAbARAAS

2

Elements of the Centauro Division enter
on Tum | along the scuth edge of board(s)
209

b
. 12
~
¢t
i
T6* .ae

BALANCE:

@ Add one British 2-2-8 and one British T6* MTR
to the initial Allied OB

4

& Add onc PzKpfw IVH o the initial Axis OB

SPECIAL RULES:

I, Weather 15 Overcast, with Wel EC und o Mild Breeze from the northwest at

wiurt.

2, Place Overlays as follows: W on 29K5-K6; W1 on 28HS-15; W3 on 3157-

S6; W2 on 30P5-06; Ho on 31NS-N6; and H2 on 3015-14

1, The Germans receive one module of ¥0+mm battalion moriar OBA {(HE and

Smoke). The German force is Elite (C8.2}

4. German AFY may set up in Molion

&, Despite the Overcasl weather, at the start of each Allied MPh in which it 15

not ruining the Germans may make a dr; on o resalt of 1, the Germans receive
one DB with bombs which is Recalled at the end of that MPh,

AFTERMATH! Ay the Germans blew ibreagh the tntiered American usits, the fogus of tse atiack
shifted 4y Gore's meen, The first up were Mejor Bellls's les old, slow Valestines of the 2ol Lotkian,
send furwanl with a few American pun-maunied hall-iracks, The weight of the [h Penzer could non be
siopped by thess lew twao-poundens, and one by o0 the Valentines went ap in MNames, Mejor Beilby
redisrnd the survivess to withdrew s the west, pamieng ia (e as they went, Beifby's ik wes bsocked
cul and bumed, Soom, German fire begen o wear up Cioe’s riflemen and the sin-pooanden they weie
sorecmieg %44 Cirant from the Americam bl Ao [hvien mlled op b hobp, but fost wens guickls
st ol lie. Thie Green Jackeis and punseni Ioughn oo, bl bopan to fall A the shermesss came b0 b6 ool
Grare* s few suavivess had jomed the remest omt ol the pass. Through m saoniflicr. Gen Fates had
delayod the Carmans i a crinscal jumctmre i e batile Alhough Bommel haed won Kasioriie Fas ol
rippes apan pumerous Amerion sk, (rws sid b Sen Rad goven (e delfense the gift of wms s e
woield ke e Cevman Break Mroegh

—-——




THEN THINGS GOT WORSE

ASL SCENARIO A113
T

e 4 8

VICTORY CONDITHONS: The French win at the end of any Player Turn

if there are ne Good Order non-Crew German MMC 10 stone building Loca-

lions on'between hexrows € and BB,

TURN RECORD CHART

Scenario Design: Curr Sehilling

DENEE, FRANCE, 15 May 1940: The German blite in the west was now five
days old, Repeated encounters found the heavier French armor defeated by more
reliuble and flexible German vehicles utilizing superior tactics. The French 1st
Armaored Division contingally found its 22-ton Bls stymied by their German
counterparts, with the chars as fearful of mechanical breakdown as of the German
anti-fank guns or the lighter German armoer which they faced, Nevertheless, the
French heavy tunks presented a frightening demeanor to the German forces that
encountered them, armor and infantry alike. On May 15th, the 15t Armored Divi-
sion's 3rd Company found itself as the armored spearhead of the counterattack on
the French town of Denee. Facing it was the vanguard of VI Armeekorps, the
Bth Infantry Division's 2od Bactalion, As the first three Bls bore down on Denee,
the 3.7cm PaK anti-tank guns guarding the outskirts could not dent their armaor,
These three got into position and waited for the rest of the company and the
infantry support to arrange itself. As one Germun survivor put it, “Then things got
W,

BOARD CONFIGURATION: i

s Exchange the French 9-2 for a 9-1.

BALANCE: ‘
N

) Add one French HMG 1o the Freach OB,

& GERMAN Sets Up First © 1 2

©) FRENCH Moves First [132]

3|4/5(6|7|8 EXD

Elements of Bataillon 2, Infanterie Regiment 28, Infanterie Division 8 [ELR: 4] set up onfsouth-of hexrow O {5AN: 5]

JjL
“1ar

AN AF HAF St

ATH
£
-2

Elements of Flak Kompanie 1, Regiment Lehr and Artillerie Regiment 8, Panzer
Jiager Abteilung 8 set up in any non-building hex owbetween hexrows U and EE

2

228 | T

AT
1"" wil2 ] lllu

[3
Tl wem | 20Lra pm

4 2

$
©

Elements of 3eme Companie, 37Téme Bataillon de Chars de Combat, Tére Division Cuirassee [ELR: 3] enter on Turn 1
along the west/north/east edgels) on'between [0 and I1: [SAN: 2]

70

LY
y=
1

9-2
81

AL

i

11

| v B
£ EX . e
!l-ri B* 3-4n ‘&"; H WEiw
2 &

SPECIAL RULES:

1. EC areWet, with a Mild Breeze from the west at start.

AFTERMATH: When news of the French force arrived, Major Friedrich Filzinger, com-
mander of the 3rd Batralion of the Division's artillery regiment, had been summoned
urgently o his commund post, He guickly redeployed his batteries o counter the threat
The reglment”s artillery, vardous anti-tank guns of the 28 Infaniry Regiment™s 1dth
Company and the Bth Panzer liger Battalion, and anti-mircratt guns of the Flak-Lehr Reg
imend, all opened up ot very short range against the French tinks and infantry, With the
simation critical for the 2nd Battalion, the division’s artillery saved the day. Within a few
minutes, the remaining French vehicles had been disabled. From the destroction of 3rd
Company ot Denee, just three men survived. For the [st Armoged Division, 15 May was
acostly defear. Some 60 ranks—about 45 B1-bis and 15 Howchkiss H-395—had becn lost
In the sector in exchange Tor nearly 40 panzers,




HAMLET’S DEMISE

ASL SCENARIO Al114

P
[ e

. T ey Wik SRR, TN
YICTORY CONDITIONS: The Germans win at the end of any Player
Turn if they have amassed 2 16 Casualty Victory Poinls, provided the

Fremch have not amassed 2 20 CVP & Add one PzKpiw IB 1o the German OB

TURN RECORD CHART

Scenurio Design: Curt Schilling

JAUCHE, BELGIUM, 13 May 1940: The 3rd Panzer Division was having some
towgh luck. Positioned on the right flank of the 4th Panzer Division, which was
making steady progress, the 5th and 6ih Panger Regiments were finding things a
little tougher. After a preliminary bombardment and repeated Stuka attacks. they
ik had been pursuing the retreating French all day, Every time they would catch op,

: i house-ro-house fighting would erupt in some small Belgian hamlet. In the early
‘_‘, 4 ol ., - afternoon of the [3ch, that small hamlet would be named Jauche
-

BOARD CONFIGURATION:

A
N [z

(Cinly Perows KW are piayabie|

BALANCE:

@ Add one French 60* MTR 1o the French
OB.

& FRENCH Sets Up First

& GERMAN Moves First

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

Elements of Jéme Division Legeres Mechanigues, ler Corps de Cavalerie [ELR: 2] set up anvwhere: [SAN: 4]

iy [ d [ s i |4

7 | 228 11

e
=

RS

37% oo | SO

1A

_] L Elements of Panzer Regiments 5 and 6, Panzer Division 3 [ELR: 3] emter on Tarn | along the west edge: | SAN: 3]

thy 116 [t =] =]

RFALAR b

=3 M v | 2000 - | BN e

2 6 2 Z

2

SPECIAL RUEES:

1. EC are Moderate, with o Mild Breeze from the west ut start.

2. Place overlay X18 on R4-55; all terrain on this overlay exists normally at
Level -1

3, Building L'4 15 a Two-Story House (B23.22)

4. Bore Sighting is NA

. All B-3-8x/3-1-85 are Assaull Engincers (H1.22)

"

AFTERMATH: The French were nuil showing the reluctunce to engage as they hod dur-
ing the first two days of the blike, Flerce house-io-house fighting was the order of the day.
The German Pioneers resorted 10 “smoking them out™ as things began to beat up, The
French, knowing that every humlet, every strongpaoint, and every room they abandoned
pul them one step closer 1o their homeland, fought doggedly for every room, house, and
streel in Jauche, Fially, late in the alternoon, as the Germans were beginning io mowamnl
their final attack of the day, the French retreated and wrrendered the hamilet
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BLOCKBUSTERS

ASL SCENARIO A115

Sy ""g ﬁ

YICTORY CONDITIONS: The Americans win st game end if all hexes
within the American sciup area and all hexes onfedjacent-10 Hex Grain A7
G0 contain no unbroken Japanese MMC

TURN RECORD CHART

Scenano Design:  Chuck Fowers

NHPUM GA, BURMA, 31 MARCH 1944: On the fourth day of highting ai
Mhpum Cea, elements of the Jupanese | 14th and 55th Regiments were able to com-
pletely surround the IZnd Battalion of Merrill’s Marsuders. The Japanese estab
lished & block on the trail just north of Nhpum Ga, severing contact between the
2nd Battalion and the 3rd Battalion at Hsamshingvang, The morning patro] leay
ing Hsamshingyang to Mhpum Ca detected signs of enemy activity along trail, and
encountered a strong Japanese trail block about 400 yards from the 2nd Battal-
ion’s perimeter around Nhpum Ga, With mortar support from Nhpum Ga, the
patrol attucked the block but finally had to withdraw to Hsamshingyang. Colonel
MceGee decided 1o make another attemnpt (o break the trail block from Nhpum Ga,
and carefully thinned out his perimeter (o form a strike force and ateacked.

BOARD CONFIGURATION:

BALANCE:

@ Add one 2-2-% and one Japanese MMG 1o N

the Japanese OB

%r Remove the 2-2-8 and the HMG from the
Japanese OB

[Owiy harowrs A-J W9

@ JAPANESE Sets Up Firsi

T AMERICAN Moves First [154]

END

1({2({3[4|5|6

Elements of the 114th and 55th Infantry Regiments [ELR: 4] set up on/between hexrows A and I3 within three hexes of

Hex Grain A7-CH: [SAN: 4]
- 1 Tt NTR
e “‘ 3 K ,:*ﬂ { el | i
A48 | 447 228 - & i IE ; #4 | v
4 4 3 2

Elements of 2Znd Battalion, 5307th Coamposite Unit {Provisional) “Merrill’s Marawders™ [ELR: 5] set up on/between

%
%

hexrows H and J: [SAN: 4]
AP HIP S .
3 ) i3
g - *' - e | Than
11 2

SPECIAL RULES:

1. EC are Moderate, with no wind at start, PTO Terrain (G.1) is in effect. All
[nterior jungle hexes (G2,22) are Dense and are marked with a large, colored
center dot; all ather hexes are Light, For the purposes of A2.51 and this 85K,
all off-map whole-hexes are considered 1o be dense-jungle hexes and the path
in AT is considered 1o extend beyond the map edge along hex coordinate 7.
Kindling Attempis are MA

2. All American MMC (and any SMC/SW stacked with them) may set ap
entrenched if in suitable terrain. All American Personnel are Stealthy
(A1LIT)

3. All Japanese MMCOC (and any SMOC/SW stacked with them) may set up
entrenched if in suitable terrain

AFTERMATH: Colonel MoGer attacked the irail block with & reinforced platoon that
was supponed by machine-gun fire, The lapanese block had been established the night
before and was well dug-in with several machine guns. The lapancse were shle to with
sland the anasck (rom the Americans and inflicied heavy casualties on them, This trasl
bock had closed the door o Colone| Moliee and the 2nd Battalion, who would nol maks
contact wilh the rest of e Marsuders (or another exght days Several davs later MoGes
attacked the trail block again, butl was nol shle o bresk i



TANGLED UP IN BLUE

0 A ]_]_ﬁ Scenario Design: Chuck Powers

NHPUM GA, BURMA, 28 MARCH 1944: A reinforced hatealion of the Japan
eae | 14th Regiment was moving north from Kamaing 1o attack the east flank of
the Chinese 22nd Division at Shaduzup, The 2nd and 3rd Battalions of Merrill's
Maravders were ordered to block this move and to prevent the Japanese from
advancing beyond Nhpum Ga, This was a new mole for the Marauders, who had
been trained (o attack, A quick and exhavsting retreat from Inkangatawng barely
got the 5307th into Nhpum Ga before the Japanese started their initial attack, The
Bilue Combat Team of the 2nd Battalion had been given the ask of setting up a
defensive perimeter on the south side of Nhpum Ga, The Marauders were nol
equipped with the tools needed for entrenching, and dug-in the best they could
using standard issue shovels and anything else they could find, Hoping to caich
the Marauders unprepared, the Japanese attacked.

BOARD CONFIGURATION

BALANCE:

VICTORY CONDITIONS: The Japanese win af game end if they have amassed at least 8 ‘E% Add one LS. MMG o the U8, OB SEIting
Wigtory Points more than the Americans. Both sides amass Casually VI nasmally (Prisooer up onfnorth-of hexrow T.

VI are nid doabled ar game end.} Additienally, the Japanese receive 2 VP for ench Ameri-
cin HMG captaredieliminared. The Japanese alsa receive VI fealculated as Exic ¥, byt @ Add cne 9-0 1o the Japanese OB,
excluding Prisoners| For esch Goad Onder Japanese unit that exits along the north edpe, or ar

game erd is endnarth-of hesrow P, en'berwesn bexes nombersd = 3 and = 13,

TURN RECORD CHART

ir AMERICAN Sets Up First

A
N

{Only hexrows N-# are
playtie)

END

2/ 3|4|5|6

Elements of Blue Combat Team, 2nd Battalion, 3307th Composite Unit (Provisional) “Merrill's Marauders” [ELR: 5]
set up concealed regardless of terrain as indicated: |SAN: 4}

@ JAPANESE Moves First [192]

Set up on/between hexrows B and T:

Set up onfnorth-of hexrow T:
- Foxhale Foxhole
| [E]
[& r * = * 9 P ™™ N
g61 | 227 el roucts | i 2 "t
2 2 2 2 4 4 G 6

Flements of the 114th Infantry Regiment [ELR: 4] enter on Turn | along the south edge: {SAN: 3}

E - =4~ LMB in HTH
Wi i«_ﬁ_ Ki .{tﬁ 11 %
41.4-8 4| =

12 3 3

trary to C1.81, & dr are made to determine immune hexes, with the third and
fourth dr receiving a +6 drm, and the finad vao receiving a +12 drm; ignore
“prexceed 107 in line 8 of C1.81]. The use of a hidden foxhoele's TEM during
the Bombardment does not reveal that foxhole,

SPECIAL RULES:

1. EC are Moderate, with no wind at start. PTO Terrain (G 1) is in effect. All
Interior jungle hexes (G2,22) are Dense and are marked with a large, colored
center dot; all other hexes are Light, For the purposes of A2.51 and this 55R,
all off-map whole-hexes are considered to be dense-jungle hexes and the path
in W1 is considered to extend beyond the mup edge along hex coordinate 10
Kindling Attempts are NA.

4. The JTapanese must sel up for entry prior o resolution of the pre-game Bom-
bardment.

AFTERMATH: The Iu'pun{'n: -::-prn{-d their nitack with o bombardment from .|r|i||¢r:f

2. The American crews must possess the HMO at start. The crews (aod any
SMC/SW stacked with them) may set up HIP, All American Personnel are
Stealthy (A11.17),

3. The playing arca undergoes 4 pre-game Bombardment (C1L8) [EXC: con-

guns anid mortars. This was followed by a violent attack from a company of Japanese
infantry supported by light machine guns and knee morars. This first encounter bioodied
their noses, costing the Japanese substantial casualties, The Japanese continued moving
wround and amacking through the afternoon, but were unsuccessful in getting the Blue
team 1o reveal the location of their heavy weapons,
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Deear Hir,

1 have no wlea how w go about ohiain-
in_g amended rules Pages, | currently awn
the ASL Rule Book, most modules, and sev-
erl ASL ANNIJALS, but nowhere can | find
an all-inclusive, up-to-date errata list, rele-
vent details pertaining to such, or any
details aboul how o get this information,
Pleass hn:l.p' H}' silmalion 15 nol made any
exsier by my living in England where every .
thing is vears late, ASL is superb, and T get
& real kick out of playing it.

LE. Lay
Ozon, England

Thizs ANNUAL containg a list of ali the
replacement pages provided o date. [ you
have all those paged. plug the Comprehen-
sive (MWEAE reata from ASL ANNIUAL '04
and the mew P& AErrata in the presenl
ANNLAL, wour have ol there 15 on the sub-
Ject o far. We plan on providing aew
replacement pages in upeoming madules
amd hope o keep vou up fo dare via these
pages. As for living i Enpland, we can’t
hedp vou with that, Mind the gag.

o000

MMP Team.

Well done on ASL ANVNLAL "9, a tra-
dition that should continue. 1 was glad o
reml of the UPEEHTIENg Prijects and think the
ACTION PACKS will be especially well
received, All of the HASL projects sound
good, particularly Central Stalingrad
{everyone luves the meat grinder),

O a different note, for us anal-retentive
tvpes oul here, A0 {Mayhem in Manila}
shoald Bave been numbered Deluxe Ald, as
it was in the Chronology of War, Do vou
see the possibility of continuing the Deluxe
scoarion with A5, ere? And could there
be another AL03, then AL105+7 Then “May-
hem™ could be renumbered on our own (0
restore order (o our ASL world, Jusl a
thought.

Brian W. Bruce
Steckhrdge, Georgia

ACTION PACK #1 hay indeed beer well
received, and we do plan an isswing more
Ripht row, kowever, we are concentraiing
on g minor' s module and the next kisioricad
module, BLOMID REEF; TARAWA We'll
fitmore ACTION PACKS in where we con,

Although there are rone in fhis issue,
wie din imtend o continie Deluse scenarios
in the ANNUAL, We kaver't decided ver
wlal 1o do abaul the numbering, u.':kr.lug.l'l:
wit dmow we de rol wans Io renumber Moy
heni. " We are thinking alveur dropmng the
reparate Deluxe numbering. A second
option wowld be to just ee-start @ Deluaxe
AlS, and let folks refer o Mavhem ax boih
Delixe AT4 ard ALGI. Arvone elie have
any thowghin on the slfecr?

Gooaoo

Congratulations on a superh job on the
ASL ANNLUAL 96! This issue was cer
tainky worth the wait, 1 particulurly enjoyed
the foeus on playing ASL which was so evi-
dent. The seenarios loek like they'll keep
me busy [or some tme, The amicles wene,
wilhout exceplion, informative and Tun o
readd, The “Diebnefing 6" section in the

SIGNALS

center has proven to be very useful as |
update my copy of the rules. The panner-
ship with MMP has 1o be considered an
ungualified success.

There is one item §'d like 1o address:
counter errato. 1 bad not known that gor-
rected counters were available in issue 2846
of the GENERAL, 1've since purchased that
buck issue and noticed that, contrary 1o the
listing in the “[ebriefing,” there are nob any
corrected SPW 25007 or SPW 251/2 (Ger-
man Vehicle Mote 39% counters in that coun-
tersheet. 1 also was somewhat disappointed
with the quality of the counters incloded in
my copy of KGP I (1 guess I've been
speriled by the quality o the previous meod-
ules.y In addition o the ermata lsted in ASE
ANNUAL ‘84, the type foce on the vehicles
is different from that previously used. A
corfecied countersheet. whether alone or
inchuded in o futwre ASE product, that reme-
dies these and other counter ercata, would
be greatly appreciated and well wornth the
FI'IL'\E‘..

Ir sawim, this igsoe of the ANY AL is the
best vet, Evervone involved deserves
thanks for their efforts e increase the enjoy -
ment of the game, T look forwand 1o the nexi
isane of the ANNUAL

Kenneth ). Mebanamy
Charleston, South Carolina

We kave been very gratified by the
resporse o ASL ANNITAL "96. We hope
iz mew ANNUAL goes over as well Our
apolagies ar the mixpp over the counbers,
Altkeough corrected counters Rave kot been
frvwed wed for the SPPW 25007, e corrected
ramurer:lfi'.lr fle SPW2512 were prr.ll.;.ir.l'r'd (1T
KGP I, not the GENERAL, We da intend to
wasue @ corrected cowntersheet for KGP I in
a Jutare AML product, and we will continge
fer (xwaie varricis Corrected coanlers ax flne
ard space permil. Don'T expect o reluim o
the tradifional ford on the cornlers, how-
ever, Wher AN swirched fo compuler
graphics during CROIX DE GUERRE, a
decision was made to change the fonn We
will continue o alide By this decision,

o0000

Dresar Briam ed al.,

Congratulations! The ASL ANMYUAL
"% left me speechless,

The articles of Tim Hundsdorfer, Steve
Petersen, and Curt Schilling are very helpfol
and well done. Dade Cariaga's article on
Caves 10 very nice and, considering the
rather dry theme, amazingly enleaining o
rend! lim Stahler’s article and scenarin
adaption is a very well done nostalgin piece
that strongly reminds me of good ol” 5L
clinic times, and times when one was cager
to grab every new scenario and play it to
ahath,

| haven't seen “Faugh a° Ballagh" for al
Lemst ten years, but | Bnow there was a small
mortar involved {1 believe on the Irsh side)
in the original. My opponent dragged that
thing painstakingly around like a gem sacn-
I':||.'i115 MFs for thal sk turn alber turm, only
to break the thing on the first shot 1 just
phoned him. and he {mmediately remem-
bered. The morar isn't included anymaore,
bul the memaery Hves! Thanks Tor that Yer-
crans I'I.'I1I.Er|l|!.'r.

Hats off 1o Mark Mixon, This man is a
class of his own. His scenario reviews are
excellent, Heis specific, brings in personal

opmion and labels it 50, koows the rules
YTV well, has a fine Erisp nn factics, and
writes in a way that is fun to read, 1 cannot
believe thar anyone reads his stuff withoo
Eetting something out of it) He's sormetimes
a little dogroatic, but this is the spice in his
reviews, | always appreciaw his articles on
ASL, and he has also writien some of the
best articles about THIRD REICH that have
cver been printed in the GENERAL, Give
him my best regards! 1'd like o play him—
I awm sure il would give me plenty al LRoY-
mant and plenty of insights

The Chromology ol War takes up two
pages per issue. | would not mind il this
was skipped altogether, but maybe some
fike i, 50 perhaps you could skip it every
ather time, 17d like @t hetter iF a0 would ler
me see what's specinl: Night, PTC, Caves,
Reaches, Gliders, Adrcraft, ete. That way 1
could more sasily select a scenario accord-
ing to the actunl gusto, Just o grid with the
name and number of the scenario and o
check in the appropriate hos. As itis, |
don’t ger any info 1 cousldn™ get from just
scanning through my scenario binders.

Although historical articles are some-
what nice, | read them ance. then never
agu'iq I reepd some of Mikon's arbicles over
and owver. 1 olso maks a nodes om my sce-
nario cards if there is an article discussing
the scenano. The hisworical aspect of things
is hetter covered (and on a bigger acale) by
bnks,

1 like Scenorie Reploys. too, but they
should be a rare occasion. They eat a lot of
space, and while fun o replay {that unbe-
liewable bazooka hit vs Bran Youse's Pan
ther in the last replay was startling?, bur 1
wouldn't Hke 1o have one g every issoe.
Tust gvery now and then,

Even the scenarin mix was nice, All
theaters, DASL, specinl themes, Again,
congratulations o the whole siaff, BACK-
RLAST did noe die in vain, The physical
apperance and guality is excellent. G on
like that!

Fritz Tichy
Vienna, Ausiria

Thanks for e bimd words, We, e,
think pretiy highly of Mark Nixan's work
{incheding Ris IR sngil and fope 10 fearare
it i these pages agein, We have dropped
the Chrarolgy af War from this issue and
will Bring i back agam. Adding much more
informaation e i, however, will fake it ap i

Fowr pages; we are aod sure if el 55 werth-

witite, As vow said, gfter o witle one might
as well search the seenarios themseives.
The Seenario Replay i back this isae.
provhakly won't be o regulor feature. 1 fust
rakes foo sl e and space to de rigit

G000 a0

1 just wanted o deop a line and say thar [
am very ir.npn:xm:.{l wilh the |.|ux|1l_'r 511
ACTION PACK #!. The scenarios appear
strong and the OBA Mow chan has proven
15 nsefulness in hoth of iy sl recenl s
nario playings (including “The Liberators"
from the recent GENVERALY. The quality of
the material lives wp e AH standards and
only ong or Lwe Lypos wers noled so Lar,
Well done MMP and AH, Keep this con-
cepl coming. The standard HASL products
are typically oo large for most plavers to
play often,

¥ou could have lulere packs concern

themaelves with specific batles or regions,
or time periods, while possibly suppplyving
new hoards Lo support the scenarics
included, As well, how about an Action
Puck devoted to introductory scenarion for
newhies. Each pack could be centered
around specific rules sections (infantry,
vehicles, Chapter E, ete.). You could
include articles rom the GENERAL and
ANNIIALS as back up 1o the learning
process, as well as alter action reports for
each of the scenanios (shood, vou could have
recommended setups for fisst time playl,

The possibilities seem varied and sub-
stantiol, 1 personnally see products like
ACTION PACK #1 as the tuture of the
by

Mark Zirnmerman
Wewitown, Pennsylvania

Faod for thoughs, Mark, Hetween
HASL madules, mini-HASL projects like the
Mhpam Ga material (v ks Anrual, and
Action Packs Hke you deseribe, there i1
plenty of Jecibility in system. Between all
it and the Minors madales, there 1 plenny
o Jenrk forward fo,

We're glad you're erjoving the O
boegrd Artillery Player Aid o'y amazing
how tee maember of THEA quee stiony hax dwin-
died with itx publication, Note the small
section an errafe for it af the end of this
Lasue's Debeiefing,

OoDOO0

Three articles in the ASL ANNUAL
To really blew me away

"The Weather Outside 1s Frightful™,
Esxcellent, if vou have not played any sce-
nariog with winterfsnow weather for fear of
thee special rules, this s for you. Clear and
o the point, with a player aid based on the
furn sequence Avwesome!

“Suop And Go Traffic”. | must say that
I have never read an ASL aniele which has
been mare revealing. | thought 1 had a geod
ETHER of the “111n:w1ng wehiele™ rules, Mow |
kniow thai 1 was Iiving im i shadow waorld,
and Ole Boe has brought me the light, 11
vou don't have this you must get it cause
wour opponent probably will have it

“Run For The Money™. Wow, Some
thangs on the surface seem so simple, vet
perhaps they are not, This is o very enfight-
ening article on CX. There are things bers
thar you might not have thought of,

I have heen playing ASL since 1986
and felt 1 had a prety good grasp of the
rules. These three articles all contained
thimgs 1 erther didn't koow or hadn't consid-
ered. 1 can't recommend them highly
enough o any new playvers. This Annual is
cleardy @ return 1o the quality and depth of
the past, | rank st as one ol the best Annuals
and possibly the “Best” w date, MMP has
done an cutstanding job,

Tate Rogers
Huntavalle, Alabama

High proive, indeed, We gast hope that
the quality of the present issae isa 't lexy
ened Becawse we peid off Tete with some
column (ncher, Seriowsly, we like to thind
thar those articles inspived Tate to con-
rribuite 1o the hobby, and thar alone would
make the "9 ANNUAL o success, Hope
mmere af vewr owl there feel the same way,




How did | end up in a remote mountain vil-
lage in north Burma on my first attempt at sce-
nario design? A small village made of 4 or 5
bashas (huts in ASL) located at an altitude of
2800 feet in the Kumon mountain range which
15 only occupicd during the monsoon season.
A village named Nhpum Ga {pronounced
“noom ga”) or “Maggot Hill” to those who
fought there for eleven days in the Spring of
1944, The trail leading to this village is only
wide enough for pack animals to pass and is
completely engulfed in dense jungle,

My journey to Nhpum Ga started almost five
years ago in Stalingrad. It was there that 1 first
encountered the greatest experience that ASL
has to offer, the campaign game, Ever since
then, I have alwavs had an active RB CG in
progress. About a vear later, my journey took
me to Atlanticon "93 in Baltimore where the
seads were planted that grew o become a pas-
sign for the PTO, 1t was at this tournament that
I first encountered Merrill's Marauders (the
topic of this article) in a scenario called “The
Last of Their Strength™ (AB3). (See “En
Garde!” by Chuck Goetz in the “95W Annual.)
This scenario 15 a struggle between an
exhausted element of the Marauders and a
force of Japanese from the Myitkyvina garrison,
fighting for a small village named Charpate.
The leader of the Marauders in this scenario
was Colonel George McGee, who was the
commander of the 2nd Battalion that fought at
Nhpum Ga.

For the next couple of vears, [ continued
playing BB CGs and as many PTO scenarios as
[could, Iactually went on a pretty good run in
the PTO, especially as the Japanese, [t was
during this stretch that the idea of combining
the BB CG concept with PTO for the ultimate
ASL experience came to me—a Japanese-Chi-
nese city-based CG. I do not claim sole own-
ership of this idea, but it is a dream of mine.

This dream led me to start researching some
possible Japanese-Chinese actions that would
fit the bill for a CG. First | headed for main-
land China, but could not get my hands on
enough information to pursue the development
of a CG. From mainland China I headed south
to Burma, where [ found a struggle that had
everything essential for a great CG. Not only
was this a battle between the Japanese and Chi-
nese, but the Americans, British and Kachins
{natives of north Burma) were also involved.
The conflict I had found was the Battle for
Myitkyina (Mitch to the Americans), which
started on May 17, 1944 and eventually ended
on August 3, 1944 with an Allied victory.

While researching the Battle for Mitch, I
quickly hecame enthralled in the tragic and
heroic story of a group of American soldiers
simply designated the 5307th Composite Unit
{Provisional), These soldiers preferred to be
known as Galahad, the code word given to
them by the War Department. This unit was
mare popularly known as Merrill's Marauders,
after their commander, Brigadier General
Frank Merrill, According to Colonel Charles
Hunter, second in command, this was the most
heat upon, most misunderstood, most mishan-
dled, most heroic, and vet most unrewarded
regimental-sized unit that participated in
World War IL

The Battle for Mitch was actually the end of
the journey for Galahad. Only 1300 men of the
original 3000 Marauders actually reached
Mitch. Of that number, 700 were immediately
evacuated to rear hospitals, The previously
mentioned scenario demenstrated the poor
conditien of Galahad by this time. Most of the

.. “Maggot Hill” to those who
fought there for eleven days...

men were exhavsted, had dysentery or malana,
and were battle fatigued. This unit had been in
action for almost three months when they
arrived at Mitch, two months longer than was
recommended by the U.S. Army during World
Woar [T

From Mitch, I followed Galahad's journey
back to Nhpum Ga. It was at Nhpum Ga that 1
found a battle that had everything needed for
scenario development and a possible CG.
While this was not the Japanese-Chinese city-
based batele I started out looking for, it was
PTO and it was a manageable size. As busy as
my life is these days, the “Mitch HASL” is
going to take many vears for me to develop.

While I have heen ahle to find a fair amount
of reading material about Galahad and the
fighting at Nhpum Ga, ["ve heen amazed how
this battle is skipped over in every movie or
documentary I've seen about Galahad. Most
of the films have lots of footage on Walaw-
bum, bul then jump right e Galahad’s journey
through rugeged, jungle-covered mountains to
Mitch without even a mention of Nhpum Ga. 1
still haven’t figured out whether this is hecause
there is no footage Itom this action or becavse

the media and military do not wish to talk
ahout it.

Mow that I've described my journey to
Nhpum Ga, let me describe how Galahad and
the 114th Regiment of the Japanese 18th
Infantry Division ended up there. The 5307th
Composite Unit was formed as a result of the
Cluebec Conference in August 1943 to be a part
of a force being assembled for an Allied offen-
sive into Burma in 1944, The unit consisted of
volunteers from jungle-trained and jungle-
tested troops from the South Pacific and from
the Caribbean Defense Command, including
Q50 veterans from Guadalcanal,

Galahad was initially under the command of
the British, and was trained in long range pen-
etration tactics by Major General Wingate,
Later, General Stillwell was given command of
Galahad. Tt was Wingate who formed the unit
into three battalions of 963 men, each consist-
ing of two combat teams—similar to the orga-
nization of the British Commonwealth troops
formed for long range penetration into Burma.
The British forces were better known as the
Chindits, Each combat team was composed of
one and a half Rifle companies, a Headquarters
{HQ} platoen, an Intelligence and Reconnais-
sance (1&K) platoon, a Pioneer and Demaolition
(P&D platoon), a Medical detachment, and a
Heavy Weapons (HW) platoon. Each team
alao had 68 pack amimals (horses or mules)
needed to carry equipment and supplies deep
into the jungles of Burma. The [&R platoons
were the elite of the Galahad force, hand
picked from the volunteers, The mainstay of
the &R platoons were Japanese- Amernican sol-
diers referred to as Nisei, who were very effec-
tive in this rather hazardous duty. They would
regularly tap in on lapanese phone conversa-
tions and would sneak up to Japanese positions
to listen in on their discussions, providing
valuable reconnaissance. The HW platoons
had three or four HMG and three or four 8 1mm
mortars. Each team also was equipped with 4
to & 60mm mortars, 2 to 4 MMG, 27 BARs and
50 submachine guns. Galahad was supplied by
air drop by the first and second Troop Carrier
Squadrons using C47s,

In ASL terms, Galahad is clearly an elite
unit and should be represented by 6-6-75. The
P&D platoon should be represented by 7-4-75
and should be considered Assault Engineers
{H1.2}). The men of Galahad should also be
considered stealthy and their ELR should

Cantinued on page 41




MAGGOT HILL

L r o T T W 0 e
VICTORY CONDITIONS: The Japanese win at pame end if they Control
all 20 Level 4 and 5 hill hexes in the American set up area, provided the
Americans have not Exited = 20 Exit Victory Points off the north edge.

TURN RECORD CHART

Scenario Design; Chueck Powers

NHPFUM GA, BURMA, 3 March 1944: On the 28th. the 2nd Battalion of the
5307th Composite Unit (Provisional) set up a defensive perimeter at Nhpum Ga to
stop the Japanese 114th Infantry Regiment from advancing north through the
Tanai ¥alley to attack the flank of the Chinese 22nd Division near Shaduzup. For
several davs, Merrill’s Marauders endured artillery barrages and probing attacks
from the Japanese, To make matters worse, elements of the Japanese 55th Infantry
Regiment had joined the siege. By the 31st, the Japanese had completely encir-
cled the 2nd Battalion at Nhpum Ga and were in pesition to make an all-out assault
against the Americans. They opened with a heavier than normal barrage from the
howitzers and moentain guns supporting them,

BOARD CONFIGURATION: NG
BALANCE: N

‘if: American Personnel may set up Concealed
regardless of terrain or LOS,

@ Japancse units may enter on Turn 1 instead
of Turn 2

}':'_f AMERICAN Sets Up First [357] 1 ®

@ JAPANESE Moves First [0-569]

2345|678 e

Elements of the 2nd Battalion, 5307th Composite Unit (Provisional) “Merrill’s Maranders” [ELR: 5] set up on/between
hexrovws H and B, in hexes numbered = 5 and = 12: [SAN; 5]

AL A28 £18 E18

6-6-7 747 2-2:7

3|42

B | W

Turn 2 along the east or west edge: [SAN: 4]

W
*

Elements of the 114th Infantry Regiment [ELR: 4] set up onfbetween hexrows T and W oandfor enter on a single turn onfafier

kAR R R SR RS

e -
- ;E' 'Itﬁ B
=M L 2 | SO

12 9 6

Elements of the 114th and 55th Infantry Regiments
onfafter Turn 2 along the east or west edge:

2 2 2 5 5

set up on/between hexrows A and C and/or enter on a single turn

[ o s [ R [ 4

8 L 2

3 3

SPECIAL RULES:

s Moderane, with no wind a1 stare. FTO Tervain (G L) is o edVect. All Interior jungle hexes
(G2.22) are Dense and are marked with o large, colored center dod; all other hexes are Light. For the
purpuges of A2 51 and this S8R, all of-map whale-hexes are considered o be dense-jungle bexes
and the paths in AT, L1G, and W1 are considened to exterd bevond the map edge along hex conedi
nate 7, hexraw [ and hex coordinate 10, s ively, Kindling Allempis are MA.

2 Al Amencan MM (and any SMUMSW slacked with them) may sed up entrenched if in saitable
terrain. All LS. 7-4.75 are Assault Engineess (H1 220 All American Fergonnel are Stealthy
LALEAT)

3 Al Japaness MMC (and any SMOOSW stacked with them) may set up entrenched if in suitahie ver-
TN

4. The pluying aren undargoes a pre-games bombandimest (01,8 [EXC: it can only affect hexes within
tke American setup area; conerary o C1.81, 5 dr are made o determing imimiene beses, with the linal
three v recedving & +6 dem; dgnere “or excesd 10" in line & of CLE]]

8. The American radio can be used by any leador who, with o successful Radio Contace DR {C1.2)
may direct 81* MTR fire ns if he were an adjacent enboand speqter (0% 31 Outside of Radio Ceatacl,

no ather QEA mules ane in eflecl o tis rsdic

& The LS, plaver may exchange three S0mm MTR for aone module (or & MTR for two modules) of
4 FP Almm OBRA per 115, Ordnance Nae | All Extent of Error dr are halved (FELUD, In bew of a
Friendly Board Edge. a separate hex within the 175, setup orea must be seeretly predesignarsd o
cuch OBA battery, an ARSREFE counter of a battery may nix he placed/Corrected-to within three
hexes of that bamery's selected hes {rerell any direction/extent-ol-error DR that would de so), Each
batrery's selected hex must be immediately revealed when a Good Order Fapanese unit becomes adja
cend ta it; if a Inpanese MM eniers n battery's selecied hex, that batlery's corrent Fire Mussion is
immedizlely cancelled and ne new Fire Missions may be requested until thar bex is deveid of lapan-
ere unile; o ballery”s OBA module is permanently lost if the Japanese ever Coatral its hex.

AFTERMATH: Following the moming bareage, e Japanese attacked from the south,
Lhe east, and the northwest of the American perimeter. They overran a machine-gun post
on the side trail and wok contral of the waler hele 1o the north of Nhpum Ga, By the end
of the day, the Maravders still held Mbpum Ga but conditions were becoming unbearable
with no fresh water and the stench of dead pack animals and Japancse soldiers. For thoae
who endured these conditions, it became known as "Maggot Hill”,




THE WATERHOLE

ASL SCENARIO A118

=g

YICTORY CONDITIONS: The Japanese win ar game end if they Control
hex G7.

.f_\‘,

TURN RECORD CHART

BOARD CONFIGURATION:

BALANCE:

Seenario Design; Chack Powers

NHPUM GA, BURMA, 31 March 1944: lust north of the hill on the east side of
Nhpum Ga lies a water hole at the base of the hill. ‘The hill slopes down steeply 1o
the water hole, which was supplying the entire 2nd Battalion of Merrill"s Marawd-
ers. MNow that the Japanese were all around Nhpum Ga. the water hele was their
enly source of water. The Pioneer and Demalition Platoon of the Green Combat
Team was responsible for holding the water hole and had set up defensive posi
tions at the base of the hill. During the previcus day, the Marauders became aware
of a large Japanese force that was joining the fight at Nhpum Ga from the north-
east and expectad an attack from thar sector, As apart of the all-out effort 1o take
Nhpum Ga, the Japanese sent a force up the ravine northeast of the village o
attack the hill.

A
N

Remove one 4-4-8 from the Japanese OB,

Delete the 8- from the 1.5, Turn 3 rein-
forcements.

[Onby hewrows &K, hexes < 12
are playable}

7 AMERICAN Sets Up First

¥

@ JAPANESE Moves First

END

2|3 5

Elements of P&} Platoon, Green Combat Team, 2nd Battalion, 3307th Composite Unit (Provisional}
“Merrill’s Marauders” [ELR: 5] set up on‘between hexrows D and 11 {SAN: 4}

I’;-I-IE QE *E %ﬁ Blf'% dlt?

!?

L)
7 mards

Elements of the 2nd

Turn 3 along the south

Unit {Provisional) “Merrill's Marauders™ enter an

4

Battalion, 5307th Composite

8-0

ilj-w

2

edge:

hexrows A and F: |SAN: 3}

Elements of the 55th Infantry Regiment, 18th Infantry Division [ELR: 4] enter on Turn | along the east edge onfhetween

E 1 5 MBG -4~ LW HTH

e 3 qz 5 ,I el | leme

448 447 228 FHi L2 | EeepEE
4 4 2 2

SPECIAL RULES:

1. EC are Moderate, with no wind at start, PTO Terrain (G.1) s in effect. All
Interior jungle hexes (G2.22) are Dense and are marked with a large, colored
center dot; all other hexes are Light. For the purposes of A2.51 and this 85K,
all off-map whole-hexes are considered (o be dense-jungle hexes and the path
in A7 is considered to extend beyond the map edge along hex coordinate 7.
Kindling Attempts are NA,

2. Al American MMC (and any SW/SMC stacked with them) may set up
entrenched if in suitable terrain. All 7-4-Ts are Assault Engineers (H1.22),
All American Personnel are Stealthy (A11.17).

3. The Americans receive one madule of 4 FP 6ldmm OBA (HE only) as per
U.8. Ordnance Mote 1. with no minimum or maximum range. All Extent of
Error dr are halved (FRLD,

AFTERMATH: An intense fire Nght between the P&D Platoon and the Iapanese lasted
for almost an hour before the Marauders were forced back up the hill. The Americons
r¢|__l.rrr||p¢n;l and made o counteraltack which Taled w dislodge the Japanese. The loss of the
water hole lefi the 2nd Battalion without a source of water, ather than by wir deop—which
had not been tried by Marauders before, Things got so bad that the medics did not have
enough water for making plaster casts for the wounded, The enly consolation for the
Marsuders was that their G0mem mortar fire kepl the Japanese from using the water hole as
well.




Continied from page 35

always be 5. Since the HMG were a part of the
speciallv-trained HW platoons, | crewed them
with 2-2-75, The American forces were com-
pletely surrounded but were using their on-
board mortars as “0OBA" with spotting and
radio communications; to simulate this, one of
the scenarios lets the LS. player spot for the
marlars using 4 radio.

Afler months of training in India, Galahad
hegan its first mission into north Burma, On
February 24th, Chinese forces were senl south-
ward into the Hukawng Valley 1o engage the
Japanese 18th Division. To support the Chi-
nese, Stillwell sent Galahad on wide encircling
mavements east of the Chinese forces to set up
roal blocks behind the Japanese. Their first
such mission was to set up a block on the
Kamaing Road near Walawbum. To get a feel
for the fighting that occurred during this mis-
sion, give “Orange at Walawbum™ (AR2) a try,
During this first action Galahad killed E00
lapanese, helped force a major Japanese with-
drawal and only suffered ¥ men killed and 37
wounded.

On March 12th, Galahad staried its second
mission which eventually ended up at Nhpum
Ga. With control of the Hukawng Valley
established, Stillwell now set his sights on the
Mogaung Valley. The Chinese 22nd Division
was still driving the Japanese southward along
the Kamaing Road into the Mogaung Valley,
and Galahad would onece again be performing
wide flanking maneuvers to harass the enemy

from behind and 1o cut off supply lines. Gala-
had was 1o be accompanied by two Chinese
regiments who would take over any blocks
they established, lcaving Galahad free to
exploit the sitwation if the opportunity pre-
sented.

The st Battalion headed out on its 50-mile
march to Shaduzup followed by the Chinese
1 13th Regiment, while the 2nd and 3rd Battal-
ions ook an Bi-mile hike to Inkangahtawng.
south of Shaduzup. The Chinese regiment
originally scheduled to follow them was not
available, and did not make the journey.
Along the trail to Inkangahtawng, 300 Kachin
guerrillas joined the Galahad battalions. The
Kachins were led by Lt. James Tilly of Detach-
ment 101 of the Office of Strategic Services.
On March 23rd, the 2nd Battalion engaged the
lapanese near their destination. The Japanese
foree was stronger than the Marauders could
handle, and, after holding a block for 24 hours,
they had to pull back,

The orders for the 2nd and 3rd Battalions
quickly changed when a caplured Japanese
map indicated that a Japanese force of possibly
two battalions was headed north from
Kamaing to attack the flank of the Chinese
22nd Division near Shaduzup. Galahad was
ordered to stop the Japanese from advancing
beyond Nhpum Ga.

To give 2nd and 3rd Battalions time to with-
draw 1o Nhpum Ga, L Weston's I&R platoon
and L1, Smith’s rifle platoon set up trail blocks
to slow down the quickly advancing elements

41

of the Japanese |14th Regiment, Check out
“Smith and Weston™ (A53) to experience this
desperate bul amazing blocking action by the
Marauwders. For two days these platoons were
able 1o slow the Japanese force while suffering
no casualties, The Japanese force consisted of
a battalion and the battalion headguarters of
the 114th Regiment deployed as two under-
sized battalions.

Tue BaTTLE

Omn the morning of the 28th, Khaki Combat
Team of the 3rd Battalion followed by Blue
Combat Team of the 2nd Battalion left Auche
to make the remaining 4 1/2 mile journey
uphill to Nhpum Ga. A half an hour later
Green combat Team of the 2nd Battalion
moved out when several Japanese artillery
shells landed rather close to their column, As
they continued up the trail to Nhpum Ga, the
lapanese artillery fire began o find the range.
Al least one soldier was hit as well as several
of the mules. Galashad arrived at Nhpum Ga
exhausted and disorganized. Once in Nhpum
Ga, Blue Combat Team hegan setting up
defensive positions on the southern slope lead-
ing up to Nhpum Ga, Green Combat Team was
responsible for the northern sector of Nhpum
Gia, while the 3rd Battalion and the Kachins
continued on 1o Hsamshingyang. The entire
perimeter of the 2nd Battalion at Nhpum Ga
was only 400 vards north to south and 200
wurds gast 1o west.

Nhpum Ga is a small village of 4 or 5 huts
located at the highest point of a mountain
range berween the Tanai and Hkuma river val-
leys. There is a north-south trail that travels
through the village along the mountain range,
and another irail that drops to the west for
about 1 1/2 miles to the Hkuma river. East of
the village is a steep slope cut by gullies and
ravines that drops 1400 feet in 2 miles down to
the Tanai river. (Besides establishing the
Galahad HQ at Hsamshingyang, the 3rd Bateal-
ion alse had to block the trails along these
rivers to prevent the Japanese from going
around Nhpum Ga.) The huts in the village are
nestled between two hills, one to the west of
the trail and one to the east, The ground levels
out seame 1o the north before it starts dropping
down towards Hsamshingvang some 5 miles
away, Located just north of the east hill is a
small water hole which supplied the only
drinkable water near the village.

Soon after Blue Combat Team had estab-
lished itself, the Japanese began searching out
their position with artillery and mortar fire,

THE ROAD TO MITCH

tecasionally, o campaipn praves soonleresting thas scenaric
designers congentrabe on that topic. Stalingrad, Kormandy, the
Bulge, ard now Mirch,)
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Following the artillery fire, the Japanese
attacked with about a company from the south
in an attempt to determine the location of the
American perimeter and o get the Americans
to reveal their heavy weapons. The Japanese
suffered substantial casualties with the first
assault, without finding the American heavy
weapons. The Japanese continued probing
through the afternoon without any success., A
strafing run (rom some P-51s along the trail
between Auche and Nhpum Ga provided some
relief. {(While ut Nhpum Ga, the 2nd Bartalion
was supporied by the 515t Fighter Group.) The
men of Galahad expecied Japanese artacks dur-
ing the night, but they never came. The Amer-
icans did receive harassing fire throughout the
night, keeping them from getting any rest.

The next day, the Japanese attacked from the
south again with about a company supported
by HMG and 90mm mortars, This was a rela-
tively quiet day, which the Japanese probably
spent regrouping and getling resupplied. The
biggest event of the 29th was that General
Merrill suffered a heart attack and colonel
Hunter took over command of the 5307th. The
2nd Battalion also received an air drop which
included chicken, bread, and lumovers 1o help
boost the morale of the troops.

The Japanese made an all-out effort 10 ke
Mhpum Ga on the 30th. The barttle staried with
heavy mortar and artillery fire, followed by
attacks from the south and the southeast, which
Blue Combat Team was able to repulse while
the Japanese sulfered heavy casualties. During
the afterncon, the Japanese began probing the
east and west flanks of the perimeter trying to
locate the positions of the Marauders' heavy
weapons, Again, the 2nd Battalion expected
might attacks that never came.

The 31st started as the previous day had,
with mortar and antillery fire, bul the Japanese
were now atlacking from all around the
perimeter. The original Japanese force now
had reinforcements from the 55th Regiment,
The Japanese were able to establish a trail
block north of Nhpum Ga and captured the
water hole, Counter attacks from Green Com-
bal Team were unable to break the trail block
or recapture the water hole, The 2nd Battalion
wis still holding on mt Nhpum Ga, but was now
isolated from the units st Hsamshingyang and
did net have o good supply of water. Now that
they were isolated, they could no longer evac-
vate dead pack animals or casualties. Becuuse
of the stench from the dead Japancse and pack
animals, the Marauders referred to Nhpum Ga
as “Maggot Hill."

The Japanese attacked from the north and
northeast on April |st, but were unable (o gain
any ground. The fighting on the 1st was light,
and the Japanese were probably regrouping
and resupplying lollowing the previous two
days of fighting, Reports getting to the
Marauders ut Nhpum Ga indicated that the
Chinese had weken Shaduzup, and that the 1st
Battalion was on its way., With the loss of
Shaduzup, the Japanese at Nhpum Ga were
expected to pull out. This thought raised the
morale of the 2nd Battalion, but turned oul
only 10 be a bad “April Fools.™

On April 1st, Colonel Hunter sent Orange
Combat Team from Hsamshingvang to clear

the trail 10 Nhpum Ga. The team was initially
successful, wking out two trail blocks. About
half way to Nhpum Ga, however, they bogged
down al a well-prepared Japanese trail block
and did not make any further progress until
April 4th,

Mow that the Japanese were resupplied, they
were on the attack once more. The Japanese
sturted April 2nd with heavy mortar and
artillery fire followed by assaults from the
south against Blue Combat Team, The Japan-
ese were also probing all around the perimeter
most of the day. When General Merrill had
been evacuated several days earlier. he had
ordered that two 75Smm howitzers be flown in
to 3rd Battalion. The howitzers armved on the
2nd, and were soon laying down fire around
the perimeter at Nhpum Ga. The arrival of the
howitzers was another boost o the morale of
the troops trapped at Nhpum Ga,

The Jupanese attacks on the Ird were even
more intense. A heavy mortar and artillery
burrage started earlier than usual, inflicting
significan! casualties on the Marauders. The
main interest of the Japanese seemed 1o be the
west side of the penmeter, which they anacked
continuously during the day and into the night.
The Japanese were clearly making a full-out
efMorn 1o take Nhpum Ga. Green Combat Team
once more tried to break out to the north, but
were repelled by the Japanese trail block.

For the next two days. the Japanese contin-
wed to attack with the same ferocity, During
the night of April 4th, the Japanese were able
to overrun a HMG crew in the west which
caused the Americans to constrict the perime-
ter, During the night of the 5th, the Japanese
made several attacks along the west which the
Murauders were able to anticipste. This was
due 1o the heroic efforts of the Nisei who snuck
up 1o the Japanese perimeter (o listen to them
discuss their attack plans. It was heroic acts
like these that allowed the Americans to hold
oul against the sicge.

On April 4th, Hunter finally decided to move
up the entire 3rd Battalion to relieve the
Marauders at Nhpum Ga, The Japanese had set
up blocks all along the trail that made it rough
going for Orange Combat Team, which was
still nrtacking up the trail. Two platoons of the
Khaki team made a wide flanking maneuver to
the west and were held off by Japanese posi-
tions near Nhpum Ga. The following day they
had 1o retreat due 1o attacks from Japanese
units in the area.

Following the intense fighting of the previ-
ous three days, April 6th was a day of regroup-
ing for both sides. The Japanese only hit
Nhpum Ga with sporadic artillery lire and
made a few attacks from the north, April Tth
also brought only sporadic artillery fire and o
few attacks. The Japanese had moved their
artillery pieces further south, and appeared to
be attacking only from the north 0 cover the
rear of a trail block being attacked by the 3rd
Battalion. The Japanese appeared 1o be disen-
gaging. On the 8th, the Maravders were able to
move oul from the perimeter and make conlact
with the 151 Battalion. The Japanese seemed to
hiive disappeared from everywhere but the cast
fank of Nhpum Ga.

April 9th saw the end of the fighting a1
Nhpum Ga, as the Japanese had pulled out dur-
ing the previous night. The 114th Regiment
wilhdrew o Mitch, and a small force from the
55th Regiment withdrew 10 a defensive posi-
tion south of Nhpum Ga. During the fighting
at Nhpum Ga, the 5307th suffered 57 killed
and 302 wounded. A total of 379 Marauders
were evacuated due to wounds or illness. The
number of Japanese dead was known to be
greater than 404,

THE MAPSHEET

The mapsheet presented several challenges,
the biggest of which was that | could not locate
any photographs of Nhpum Ga. This is why 1
was disappointed when the lilms and docu-
mentaries | watched about Galahad skipped
over the action at Nhpum Ga. 1 did have sev-
eral topographical maps of the area which
allowed me to determine levels and the loca-
tion of the huts, the water hole and the gullies.
Besides the maps, 1 also had several descrip-
tive narratives of the area ns well. From these
narratives | was able 1o generate the rest of the
terrain. Another challenge was how to deal
with all that dense jungle. How playable
would a mapsheet be completely covered in
dense jungle? One concern | had was the use
of mortars, which definitely saw action during
this batile. The solution was o make all inte-
rior jungle hexes Dense and all other jungle
hexes Light. This worked out well in my opin-
ion, especially after the decision to distinguish
the different tyvpes of jungle on the mapsheet
via differeni-sized center dots. Kurt Miller's
final map looks great.

Even though the fighting w1 Nhpum Ga was
not the Japanese-Chinese action 1 started out
searching for, it turned out 1o be an exciting
project. The four scenarios published with the
mapsheet should be a good introduction to the
fighting that occurred during the first few days
of the siege. Work on this project is still in
progress and should produce u night scenario, a
scenario involving the 3rd Battalion, and a CG.
1 hope my journey to Nhpum Ga will bring to
light the unbelievable hardship endured by the
Japanese and Americans who fought in the jun-
gles and mountains of north Burma,

TIPS FROM THE TRENCHES —

Do vou have a Hero and an
ATR? Give the ATR to the
Hero and get the -1 IFT DRM
out o twelve hexes!
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Continged from pape 24

Your “puny” tank is actually the strongest in
the scenario, with the best armor and both
BMG and CMU, and should probably be huni
ing American AFV, Once you run out of
HEAT. HE can still be guite effective. Not
anly is its TK still reasonable, but a hit gener-
ates a 1242 attack on the usually Vulnerable
crew, with its fragile 7 morale. Any time you
think you may be out of it. have a little fun
with this baby. Lastly, il it comes down 1o n
fight for the buildings, retake anything he
doesn’t defend. If he deploys o occupy more
buildings, you could do the same; or you could
try ganging up on exposed HS. Play cautiously
while the U5 is crossing the bridge. bul
aggressively once he is on the other side.

Shanghai in Flames

Japanese Advantages: Machine Guns,
Leadership, Time

Japanese Disadvantages: Flames, Sec-
ond Line Units

A lot depends on timing in this one. The
Japanese have plenty of tumns, but must hustle
up while a vanety of routes remain open. Once
the city starts burning, there will be fewer and
fewer holes that the Chinese need to stop,
Don't wait to Banzai until all the roads are
covered by Chinese MG, and count on Mipping
your squads carlier than normal, Generally
speaking, a frontal assault is the way to go
here. Coming arcund the flank with a small
force might be a good idea if it is undefended,
but make sure they can rendezvous with the
main force in time for the fun, You will need
every rikusenrai you can get for the final
assault. Lead with the second line squads:; they
can force First Fire and fix covered arcs as
good as the next squad, and don’t have enough
FP for the end game anvway,

After the first or second PFPh, dismantle
your MG and push forward. Find a good spol
to take on the Chinese laust stand, The best way
to reduce the Chinese in their Fortified factory
is with your MG firepower. Two MMG, the
HMG, and a squad with a LMG directed by the
10-1 leader will deal out a 20+3 shot; that
should be enough to at least Pin everyone and
allow the rest of the assault force 1o advance in
for your favorite kind of party. Plan on having
at least three turns left 1o take the factory. You

will probably necd to Prep Fire several times
into Fortified Building Locations.

Chinese Advantages: Fortified Build-
ings, Decent Rally Ability
Low Fire

Chinese Disadvantages:
Power, Factory, Infiltration

Set up a defense in depth, but guard your
rout paths {never an easy task vs the Japan-
ese), The trick is 1o fall back at the right time,
taking outl as many lapanese as possible each
time you do. Remember that there are no
upper levels in the factory, and only & +1 TEM
(unless Fortified) once inside,

There are two main options for defending the
factory. The first is with the Fortified Loca-
tions in the front of the factory. This will give
you more shots at Japanese crossing the
stregls, The second is Fortifying the middle
hexes of the factory. He will get into the build-
ing much easier, but he can't fire at you until
he does; once in, you can blast away with a
TEM advantage, This may work better ugainst
troops who break rather than step reduce, but
maybe you will have worn him down by then.
This may be taking the “defense in depth” con-
cepl o extremes, but desperate times call for
desperale measures.

Comtinied firom g 22

The U.5. reinforcements should be able 1o
support the bridge force as well as mopping—
up the stone building. The Japanese HS can’t
afford 1o leave the stone building completely
unattended as they are not strong enough to
attack the bridge force.

This scenario looks winnable by either side,
but less forgiving on the U.S. than the Japan-
ese. Given the opportunity, °d play this one as
either side.

MINI-HASL

Several years ago, Rex Martin (original
editor of the ASL ANNUAL) introduced the
first mini-HASL—Gavute-Tanambogo—in
the ‘93h ANNUAL. The second of the
“minig"—Nhpum CGia—now sees the light
of day. A historical map and four scenarios
utilizing it are in this issue. We intend 1o
support the Nhpum Ga mini-HASL with
more seenarios, 4 campaign game, and pos-
sibly an add-on map 1o extend the batle.

Some of the favorable reactions produced
by PEGASUS BRIDGE have centered on
the size and playability of its campaign
games. Playable in a long weekend, this
format satisfies those who demand histori-
cal accuracy in ASL while allowing a CG 1o
be finished in a reasonable amount of time,

We're convinced that small HASL pro-
jects such as Nhpum Ga and Gavuiuo-
Tanambogo are the way of the future for
ASL. Who among us has the time for the
huge RB or KGP campaign? As the hobby
ages, the average player’s gaming time is
being further and further reduced, thus
making large HASL pames less sttractive,

This does not mean that Multi-Man Pub-
lishing and Avalon Hill are giving up on
large historical modules. Not by a long
shot. BLOGD REEF: TARAWA is the next
HASL in line and is nor for the faint of
heart. Nor does il mean we are faltering on
the Allied and Axis Minors guns and vehi-
cles. Those modules remain 4 priority with
us. Nor does it mean that the Action Pack
was 4 one time wonder. We have several
new geomorphic boards in mind, and new
seenariod to go with them, for future Action
Packs.

It does mean that we will be directing
more effort into designing and developing
smaller simulations using historical maps,
Those which require counters or new rules
will be produced as boxed modules, and
those which fit nicely within the pre-
defined scope of ASL will appear in the
pages of this magazine. or perhaps as folio
games, complete with a map, scenario
cards, player aids, and historical commen-
tary on the situation,

50, to renew Rex's plea: please send in
your “minis.” The constraints are a single
maphoard the size of RB's mapsheet
{22x33 inches), no new counters (prefler-
ably), and few new rules—only those that
can fit comfortably as SSRs or player aids.




Hin the last ASL ANNUAL, Mr. Nixon con-
sidered the first four scenariox of CROIX DE
GUERRE and shared insighty on thoye scenar-
ins pleaned from his participarion in the CDG
playtest. In this second installment of ks CDG
scenarie evaluarions, he furns hiy attention to
the last four scenarios found in that module—
ASL 79-82 —Fds |

As explained in the first installment of this
article, | have added a NOTES section to cach
which briefly lists changes made during the
C.D.G. playtest (PT) as well as some of my
own thoughts on these, An ENJOYMENT
RATING is also given for each scenario, Espe-
cially with these ENJOYMENT RATINGS,
keep in mind these are merely my own per-
somal opinions. Another new section is labeled
ERRATA which should be self explanatory.
However, | do recommend you make copies of
these original scenario errata from the ASL

WLAL, cut them out, and Lape o glue each
onto its respective scenario card, That s what
[ have done and % the best way T can imagine
to always ensure when you select a scenario
for play vou are not missing something impor-
tant.

As has always been the case in these articles,
what follows will not tell you how Lo set up any
perfect defense or attack, That concept of a
perfect setup is a bad joke, a myth; show me
vour perfect setup and 1 will show vou the
location where 4 SAN Y17 or a single “eyes”
attack will change vour opinion, None of my
plans are attempts o suggest you play any cer-
tain scenario in any certain manner. It is
unlikely [ even know the best setup for any
scenario; that has never been one of my desires
or goals, it is not even one of my cares. If you
are reading this article in search of those sorts
of perfection you are sadly and completely
missing the point.

Setup and attack plans are a dime a dozen,
The point 15 that every one of these scenarios
can be played many different ways and T am
merely using each scenario as a vehicle to dis-
play a few ideas and some tactical applications
of the ASL rules. My hope is vou will read
what [ollows to fathom the heart of this work
ruther than merely Lo skim those surface fea-
tures which list, by example, meaningless and
temporary specific locations of units,

For example, 1 certainly do not recommend
the only way to set up the LS. in “Play Ball” is
as | have shown. Rather, | am suggesting
something which can work, but which | bet

ENCORE!

de Guerre Scenario Review (

by Mark C. Nixon

many players have not considered. Maybe 1l
will work in some other scenario, too, The
setup, defense, and attack plans are completely
incidental elements of these articles made nec-
essary only to enable us to consider in a recog-
nizable environment what is important—the
whys and wherefores of ASL play.

ATTRACTION: A mean 155 ART domi-
nates this bridge defense with wicked support
from potent French MG while German squads
throw themselves in force onto a bridge
screened by smoke galore, as well as the antic-
ipated heavy firepower all might expect from
1940 Germans in France,

NOTES: This scenario went through
playtesting about as clean as any. MNothing of
consequence was changed other than to delete
one German 31% MTR; there were originally
two of these beauties with the German rein-
forcements. Cne French 7-00in building
400D 1 was added o prevent the two crews
manning that MMG from Cowering, as well as
allowing them 1o fire a1 ranges greater than 16
hexes and providing added rally support, But
that is about it. This one played well through-
out and is a fine example of a solid ASL sce-
nario. Both sides have what they need o win
with options for defender and attacker alike, Tt
would take a lot for my Excitement Rating to
go much higher for any scenario in which the

IVE LA FRANC
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main evenl is a bridge crossing. French Bal-
ance might make this one EVEMN.

French Advaniages:
Bridge; Machine Guns; 155 ART; Foxholes

There is a lot to it, but we might say the
esaence of this encounter lies at the focal point
of those two bridge and two approach hexes,
Here is where the Germans must go and every
French fighting man knows it Although this
reads like a French win in the making, the truth
i5 a bit less divine, It does amount to the single
greatest French advantage, they know where o
be ready.

These French also have some elaborate tools
they can concentrate on that bridge area. It is
not often we ASL players are allowed to enjoy
the luxury of defending such a tiny tract of
land as this bridge area with as many as six
MG including two HMG and two MMG!
Throw in a rare onboard appearance by 155
ART and this bridge begins to assume the
demeanor of one which may be denied to
enemy intentions.

There are many scenarios in which foxholes
seem to have somewhat limited value bul this
is one in which they impart vital benefit. Here
they will be used to create higher TEM for MG
and other positions, to shield troops from ath-
erwise lethal enemy OBA, and also to provide
Rout and Movement avenues through normally
Open Ground, OF course, foxholes cannot he
placed on paved roads so the ideal location at
4007 for an HMG is out, but they can all be
situated in locations advantageous 1o defend-
ing French infantry—yet useless to any Ger-
mans once overrun, Though cryptic, that last
point is one to remember lest we thoughtlessly
provide foxholes in locations hetter suited to
enemy needs than our own,

French Disadvantages:
Time; Green Troops; OGutnumbered

Nine Movement Phases grant plenty of time
for the Germans to close on that bridge. reduce
French manpower, smoke things in nicely, and
properly assault across. Make no mistake, that
is what is coming; 21 German squads are more
than enough to manhandle 13 French squads,
In addition, half the French OB (7 squads)
begins this battle Green and, with a 2 ELR,
more will soon be there or worse; you can
depend on a healthy dose of those familiar



16031 (25LE AT in 16X1), 4004 (2511 AT n 40T35), 4002 (155 ART in 40HY), 16P5 (MMG in 16Y2), 16W3S (MMG in 4001), 40DD2 (HMG in 40W4), and
1609 (HMG in 4004). The two French HS in 4004 will be recombined at some convenient point,
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idiosvncrasies which have so endeared the
“Greenies” 1o us ASL players,

FRENCH SETLUP:

There is a bewildering array of choices open
to the French in their defensive alignment,
With o predictable future (we know Germans
are heading for the bridge).al most any posi-
tion capable of laying fire on the Germans as

T e -

they make for the bridge or as they cross that
structure itself will prove useful. The chal-
lenge, ol course, is (o iry 1o guess which will
prove the mest useful, That big grain field
around 16F3 is an inviting spot to HIP a Gun
and it would not be a bad idea 1o use that tactic
once in awhile, The 155 ART could be sta-
tioned up front just to see how much fire it
truly could dish out, given a chance, and that
might work well sometimes in spots like 16T,
160G, or 16X 1, French infantry might con-
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sider starting a platoon in 4001 with the inten-
tion of hustling back across the bridge and
beefing-up the defense there,

I T were to play this scenario ten times, the
above thoughts are what [ would use maybe
once cach, My favored setup, however, is
shown in the illustration. I like the 155 ART in
A0H1 Bore Sighted (BS) on 40632 (BS of 4003
would clip a hindrance at 4003), Located in
this spot, the Gun is far removed from enemy
units assaulting the bridge vet able to fire on




them as they step near it or onto it. One MMG
igin [6Y2 and pulls a triple assignment: repel
any attack mounted towards the 155 ART;
throw a firelane out to 16NT to protect the
bridge; or fire down the road to 16Y10. A 2-3-7
is stationed nearby to grab this MMG should
its owner go down to fire and a 25LL AT is
HIP in 16X1 (BS 160)1) to oy to nail that
PzllA before it attempts to cross the bridge. A
secondary reason to locate this 25LL here is to
provide another crew Lo man the 1533 ART
ghould its crew break, and the tertiary reason is
for additional manpower of the sell-rallving
type here in this leaderless oulpost, Ohvi-
ously, with all these duties it can be seen these
few troops are expected to make a sound
accounting of themselves, OF course there is
an MMG in building 400121 which looks out
orver all this and helps keep enemy infantey at
aem's length. Notice there is o similar poten-
tial location for that 155 ART at 400302, How-
ever, this position 15 13 hexes away Trom the
bridge (making hits tougher e seone) and is nol
casily defended against a German inlaniry
altack. (Hher advantages at 40H| are LOS 1o
the victory building, building 40E1, 4001, and
several other bridge approach hexes, all of
which make i1, in my mind, the best location
available

Around 16N stands the main French block-
ing force east of the bridge. These guys are nol
going to last Tong, but will stall the German
altack. 1 have kept all foxholes away from the
bridge (notably hexes 40RO and 4081 are fox-
hole-free) so German infantry will not be uble
to make use of them when they arrive, Sup-
porting this position are two HMG directed by
-1 leaders from the west bank, Meither of these
HMG cutposts will hold these Tocations very
long. That one conspicupusly in open ground
at 4004 is actually covered from initially
attainable German positions by several grain
hexes around 1603, Those wonderful wrecks
which begin at 40P3 provide a covered path
back to 40ol5.

MNumber two 25LL AT at 4075 has BS 4004
where it intends 1o end the gaming life of any
PzllA which has made it that far by scamper-
ing across Lo this side of the river prior to an
OBA smoke screen, The remainder of French
infantry are dug-in behind the victory building
which has been left open on ils east side in
order to deny a coverecd approach [or the
expected German assault, Both HMG and -1
leaders plan to make their way back 1o assist in
the immediate defense of 4006PS5,

Of course when crunch time arrives and Ger-
man infaniry are crossing the bridge, perhaps
your best weapon is a HMG throwing a fire-
lane (FL) straight across that bridge. There
may be some difficulty initially because the
HMG must have a target in order to declare the
FL and smoke might be oo thick to see very
far. As soon as the first target steps inte LOS
you can fire, though, and then the FL extends
out to the limit of your HMG—no matter how
much smoke is inits path. Another excellen
delaying tactic which might come in handy
near game end is to lay French bodies in bridge
and approach hexes to physically block enemy
infantry from walking through and on to the
victory building, Gruesome buot effective;

even a broken MMO can throw a stranglehold
ot such restrictive wrrain, cffectively stopping
an entire German army in ils tracks for one
MPh.

German Advaniages:
Leaders: Smoke; OBA; PzITA

Big surprise: the Germans have hetter lead-
ers than their French counterparts. As usual
Mr. -2 is king of this bartlefield. This sce-
pario features a German attacker with a less
than optimum 6 1% FP advantage, which tells
us something else must be uvailable for him to
avercome such a tough French defense. In this
case, thal something else is smoke. There is
smoke available from an D6 of one PellA,
from sB of one 1% MTR and, under duress.
even some slim chance of infantry smoke
grenades. OF course, the big boomer will be an
OB A smoke concentration.  That is what every
Frenchman should expect to sce in the bridge
area and around 400P35 as soon as his opponent
is able. A smoke concentration is crucial 1o
this scenario because it will allow German
infantry o cross that bridge and turn the end
game inte a contest of who can throw the mos
sguads at building 400P5 in the midst of a
smoke screen so thick the only attack which
matters is CC. The OBA can bring in some
lethal HE as well, although a 200 FP OB A con-
centration on 400P5 would, of course, do a
more cffective job keeping Germans away than
it would chasing French oul.

Even though there are three French Guns
HIP and six MG all capable of nailing an AFV
with but | AF protection, that lone PzIlA stll
rates a German advantage. With decent FP,
fair speed, small larget size, sD6, and all those
wonderful other capabilities shared by ASL
AFY, this looks to be one overworked little
tank.

German Disadvantages:
Tough Victory Conditions

Evervthing must be channeled through one
small choke point while avoiding excessive
casualties to emerge on the west bank and
wrest control of a single building defended by
every French fighting unit within miles, These
Germans possess everything needed 1o com-
plete their assignment, but to emerge victori-
ous can afford to squander none of it. Mot
much here for disadvantages 1 know, but that
bridge is the big one and has already been cov-
ered in French Advantages. These are some
tough Germans; they lack nothing strength-
wise,

GERMAN ATTACK:

Quickest path 1o the bridge is straight up row
) on board 16 50 that is where my initial
assault will concentrale. Eleven and one half
German sguads push westward through a large
grain field, a style of attack which may appear
strange to some but which can be guite suc-
cessful if done properly. All units move indi-
vidually to deny juicy targets and even leaders

47

avoid immediate contact with other infantry.
Of course evervene dodges any French fire-
lanes. Be awarc of hex 1685; radiating west
and northeast from it delines an 11 hex normal
range limit for that French MMG in 40001, an
area which also must contain a BS location for
this weapon. After one turn of movement there
may he some broken Germans, but probably
not any dead ones, and most in Good Order
will have made their way within range of
warthwhile French targets. From this poant we
should see several turns of Prep and Defensive
Fire with only Assault Move and Advance
needed to close a few more hexes westward
while reducing French infantry before the
hridpe.

Three turns of this fire fight will soften
French resolve and maybe even find some HIP
Guns, On that third turn, of course, nine more
Germun squads pour into battle from either the
cast or south edge of board 16 (not from bath),
Either will du, althoogh it is worth noting that
for infantry on leol the bridge is about one turn
of movement closer rom the east than south.
If French units have already heen suppressed
around 16M 1 a direct march up row N might do
just fine. Om the other hand, cutling in from a
different direction {south) could bring unstop-
pable pressure on any French units who might
he proving tough to dislodge near 16N1 and
would also allow a guick infantry sweep
through 40002 in order to ensure that 155
ART iz not located there. Advantages sccm
hetter from the south, so that is where | expect
o enter most oflen,

Whichever direction these reinforcements
choose, 40% 1 and £1 should be considered for
situating vour 81% MTR and 75% INF, as these
are excellent locations for them, [ cannot
imagine French resistance suppressed to such a
degree at this early stage that infantry might
actually ride to battle in trucks, so other than
one towing that 75% INF, three trucks will usu-
ally hide, Otherwise they are just todder for
the CVP cap.

Here is one battle in which OBA is vital, a
truth enunciated right away when a 9-1 enters
play hauling my radio instead of that 8-0 who
trained long hours on it. The 8-0 may think he
has a lock on tning in WOBA, but even a 9-1
can figure it out! This is vital enough to pul 4
9 morale man on call. With so much German
strength charging forward, there will be no
need to use OBA against French defenders in
and around 1601, 50 that temptation will be
resisted, Any OBA concentration at that spot
would waste time by Keeping my own infantry
away from that area or by tying down my radio
operator or, worst of all, also might consume
the one and only black Battery Access card |
happen o draw; it has happened many (many!}
times before but will not be allowed here,

Heavy pressure will be poured on the bridge
area, | do not foresee much need Lo send
troops northward to deal with French infantry
around 16Y2 for these can be tortured well
cnough from afar during my drive towards the
bridge. If, however, that 135 ART has been
discovered in or around $0H1 or has failed to
be revealed elsewhere, look for an opportunity
to work a squad or so into these woods in order
fo silence that Gun. If such a task simply
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appears oo daunting it will Likely be better to
send no one and instead use the strength saved
1o endure casualties inflicled by that 155 ART
while crossing the bridge as well as to put fire
on that Gun from the bridge area itself, as cov-
ered later in this chronicle. Those French in
building 400D1 will just have 1o be tolerated;
their MMG ought to malfunction if the gods of
ASL are plaving fair.

Without knowing where those 25LL AT are
located, it would be reckless to use that sole
PellA aggressively in the early going, It could
he effective, true, bul probably not really
needed on the east bank. Besides, it will be
imore useful crossing that bridge and busting
into 400P5. Even a wreck on the bridge might
do wonders. After all, by Tum 5 or 6 at the lat-
est, everything should be in place. mosi
notably your radio for crunch time.

Put that radio man in 40Y 1, 40R 1. or 40T
and call in a smoke concentration on 4004, If
you never get smoke in this general area there
is still a chance for victory, but more likely it
will be a French win, Without smoke everyone
on that bridge will simply he s0 exposed 1
doubt enough of them could make it across to
take building 400P5. The beauty for these
Cermans is that even in the absence of a smoke
concentration there is still a fair chance for 58
from your 81* MTR (remember that a moriar
which fires smoke without depleting and keeps
ROF can keep firing more smoke right then
and there) and sD6 from Der Panzer. You can
also load squads onto those death-R-us trucks
and cross the bridge in an attempt to unload.
Now the French will have to fire or face
infantry on their shore und at worst you might
get some wreck cover (hopefully blazing)
around the bridge.

So smoke lands and German infantry begin
crossing to the western shore. A still HIP
French 155 ART speaks from 40H1 and in its
BS hex (400Q2) an eruption of flame tears a
hole in this initial surge. The German com-
mander thinks o himselt, “Well, T thought that
Gun would be there; glad [ sent only one squad
across at a time.” Then he amasses a tremen-
dous array of FP nicely spread between all five
hexes in the bridge approach area (4082, RO,
R1, Q1, and Q2) to begin pouring fire hack at
this revealed threat, Smoke screens this force
from French infantry to the west and don't for-
get that the 155 ART can fire only once per
player tum—no ROF and no IF. Between all
this return FP and a B10 due to Ammo Short-
age (SSR 6} something ought to give soon.

I would not rule out calling o smoke concen-
tration onte the bridge itsell or even onto the
155 ART if nothing else works, German
infantry might vet push in to take out the Gun's
crew or even that PzIIA could charge into its
hex to lock it up for a one turn German push
across the bridge. Normally, though. the
weight of German FP, especially if still backed
by Mr. 9-2, will wear out that French crew.
Worst case is this Gun stays in play and you
have to run infantry through 4002 anyway.
With BS advantage (remember Acquisition is
NA with BS DRM) against infantry guilty of
FFNAM but getting +1 bridge TEM this Gun
needs (o roll 9 or less on the dice to hit (dice
equaling 5 or less gain a CH!). Either the Gun

hits or mullunctions. What a deal and what an
ugly scene. Don't get caught like this—knock
out that Gun!

After working through all this there are still
seven French squads with their best leaders
and two HMG waiting to stop your assault on
the west bank. Mavbe some of these have been
knocked down by your fire from the eastern
shore, but probably most of them are still up
and fighting. Al this point vour attack must be
at full tilt as your infantry storm across that
bridge and try 1o explode out on the far side.
With the right kind of smoke cover you will be
able to run right up adjacent to enemy squads
and move in for CC. Any rookies out there
who have failed to grasp this vet must pay
attention: adjacent units both sitting in smoke
which equals at least +6 hindrance have no
LOS 10 one another. Enemy units sitting side
by side in the same +3 smoke FFE cannot
shoot at each other.

Here is the tactical situation these Germans
have sought, Once at this juncture they will
pour in more troops than the French can
muster, Brute force is needed to erndicate all
French from building 400D and that can be a
bit dicey in CC, particularly if the first blow
fails 1o knock out all French in that building.
French units will also be able to use any Ger-
man smoke cover to block your moves and o
reinforce the victory building, so il you will
not have an advantage in number of squads, do
not keep smoke on that building. At that point,
you will have to turn this back to a firefight
and try to blast the French out,

ATTRACTION: A sweeping French attack
againgl Americans fairly well nailed down to
ong spol provides a rare glimpse of French
tunks on a rnmpage supported by OBA and a
pair of those famed French "755". For 6
morale Americans with inherent 5 FI" and 4
hex normal range this encounter provides a
grim reminder of 1942 and how tough it must
have been to field a rookic army.

MNOTES: Playing the LS. in this seenario is
actually a lot more fun than Grse glance might
suggest, Originally board 19 sat where 4 now
rests and the game was 12 twens long instead of
10, LS. troops gained one 2-3-6 and upgraded

five 5-3-6 squads W become 5-4-6s. French
Group A originally entered the north edge of
board 19 (now 4), Group B on Turn 1 along the
east edge, Group C along the entire north or
east edge (and only on Turn 4) and Group D
along the entire north or cast edges (and only
on Tum 6).

French forces lost four 2-3-7, two LMG, and
one MMG while adding two more Somua
MCG. The French OBA Observer was low-
ered from Level 3 1o Level 1 and gained that
Scarce Ammunition limitation. S5R 6 was
added (regarding the BAZ), while S5R 8 and
the ¥C were altered (o match the change in
game length (i.e.. when Play Ball was 12 turns
long, U.S. Personnel could not start exiting
until Turn 10 and the immediate VC had 1o
accur prior (o the stan of Tum 10). The most
significant alteration was a VC CVP level
increase from 20 w 30. In total. these amount
to a fair number of changes and all easily justi-
fiable. It was enough to convert my initial
75% French rating 1o 60% French, a final rag-
ing which [ see as acceprable. A lot will
depend on French OBA. For those among us
who have wondered how well U5, 5-4-6s
might stand on their own, here is a chance 1o
find out. U.S. Balance will help a little, but no
5%.

U.5. Advantages:

Stone Buildings; Rally Terrain; Rooftops;
Concealment; Foxhole Digging

There are some stone buildings out there in
the wilderland of board 4 which enemy troops
will grab but they cannot remain there and win.
They must come al these board 17 buildings
which gramt U.S. troops +3 TEM and Rally
Bonus, as well as block LOS from enemy fire
Of course, two buildings in this setup area have
useable Rooftops and what great spots for
those U.S. heavy weapons. Initial conceal-
ment helps out some, although French units are
s0 far away they will be incapable of much
meaningful fire for a while anvway. No mai-
ter, some of my concealment will be blown
early when everyone on a Rooftop fires, of
course, and additional concealment removed
as no fewer than twelve 5-4-65 begin digging
foxholes wo make the area around 1TRS into a
fortress reasonably secure from OBA and
overruns. Fill this area with foxholes and then
let us see those French come in here and snatch
away five buildings in the first 7 tums! Squads
successful in their lirst tries will either move W
the 1709 area to dig more, rush east/north (o
help slow the enemy, or else position them-
selves to move onto uny Rooftop location
already hit by French OBA or small arms fire
in order to recover whichever SW has fallen
silent. Of course, any entrenching/firing
which occurs beyond 16 hexes from the nearest
GO French unit will not cause loss of conceal-
ment.

U5, Disadvantages:
Range; Morale; Leadership; ELR

Switch these puys with fifteen 6-6-6s and
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LS. serapoand French attack. Positions are shown on Turn 2 after entry of French reinforcements, but prior to movement of initial French forces, and assume
nev effect Teom any LLS. Tire, Al LS. units started the game concealed and the bazooka is HIP, The U5, 5-4-64 on board 4 moved up on Tum | from start-
ing positions on board 17, The remaining $-4-6 squads which are notin buildings will attempl w entrench, assuming ne spotting round 15 m their midse



S

French manpower would be chewed to picces
on board 4 at long range. As it stands those
Turn 1 French will be able to charge forward
without concern for anything other than U.S,
SW fire. There are not many ground level
locations where a 5-4-6 can set-up and hit any
French on Turn | other than at long range
through one or more hindrances. Becaose
French 4-5-7 squads can bring fire upon these
5-4-6 boys two hexes prior to U5, return fire,
any 5-4-6 initially placed on the outer fringe of
this defensive area (or who foolishly runs even
further out) is asking for trouble. Inherent
squad range is a huge limiting factor here.
Couple this with well-documented & morale
case histories, scarce rally terrain, and the des-
perate need to curb surrendering in order to
avoid helping the French reach that 30 CVP
goal and you have the reasons [ will not defend
further out with any other than a few delaying
units, Even those few lads might be called
back if Turn 1| defensive fire from my rooftop
locations fails to harm or slow these French,

Perhaps U.S, leadership in this one is fitting,
It certainly must rank as one of the worst led
groups of U.5, squads we have seen in ASL.
Mot many scenarios feature only a single - |
leader for as many as 18 U.5. squads. That
lone B-1 will attempt to direct fire for Turn 1,
although future turns might see him called
hack to ground level for additional rally sup-
[

I usually try to minimize ELR problems
because in so many scenarios it looks scary but
never amounts 1o much. This can be due to
brief scenario duration, situations in which
ELR-reduced units can easily escape their
enemy, forces which can afford 1o take an ELR
failure or even two (such as U5, and German
1st line as well as elite squads for everyone),
troops with 7 or 8 morale to start with, and so
on. However, at Mehdia these 5-4-6s are in a
tight spot for a lot of turns, This thing could
turn imto a real meat grinder with them playing
the part of the meat; their & morale will be ten-
derized when cooked 10 turns on a 2 ELR set-
ling.

L5, SETUP:

What is the last thing you should do when
enemy OBA is expected? Ho-ho! There is no
denying my initial set-up is a gambit. Well,
there are worse things than what 1 have done
{al least no one is stacked in the open!), s this
an atlempl to establish a fortified Goose Egg,
or a Cooked Goose? There are reasons,
though, Tor my expectation to pull this one off,
and why this strategy is worthwhile.

My first ace is a French Scarce Ammo deck
of 6 black and 3 red cards. The first draw will
be red on 33% of tries (regrettably, the French
will draw two red cards right off the bal only
about 8% of games). Ace two is that even
when his first draw is black on Turn 1, the
enemy will see no Known units and will likely
call for an AR away from my units {or chance
drawing that extra card). This may give him
trouble if his SR errs far enough away from my
boys, Ace three is that no matter what, before
any OBA lands all twelve 5-4-65 can get in at

least one entrenching try with instantaneous +4
TEM against FFE for good excavating, Tha
ought to vield 3 or 4 foxholes on average while
those unsuccessful gain -1 Labor status, Ace
four is a flimsy one—this OBA 15 only 12 FP,
not the dread 16 FP (veah, yveah, 1 know, but |
did say flimsy didn’t I7), Ace five has six of
my twelve diggers adjacent to that wall, so a
least those squads get a +1 TEM against OBA.
Ace six has me smiling just a bit for if the OBA
hits over here near 1TRS that means my 8-1
and his HMG and MMG are safe from it over
in 17TW3. Ace seven sees these lads sucking up
one OBA early in the game while they still
have time to rally back to life, which is some-
times better early than later. Ace eight is the
option to pull out those squads closest to build-
ing 1704, expecting the French to want to be
sure to hit that building, while still allowing
those squads further away to dig. Ace nine, my
ace in the hole, allows my boys the chance to
ttally bail out of this entrenching assignment
before any OB A lands if that initial SR suc-
cessfully floats in so close they could kiss it

Considered altogether, | see plenty there to
give this digging ploy a try. On those occa-
sions when it succeeds this will be a fearful
nest for the French to try to clear. Further-
more, | don’t believe much is lost by starting
all these squads here, for as mentioned previ-
ously T would not be sending them out to die
much beyond this ring of stone buildings any-
way. Curiously, if 12 squads dig uninterrupted
the combined effects of gaining Labor (-1, -2)
and rolling fewer allempts each mern as more
foxholes are dug will work together so that you
can expect to get about 3 or 4 foxholes on cach
of the first three turns, Of course, that is
assuming a lot.

All §W in those four roofiop locations are
manned by 2-3-65 in order to curtail losses
when cnemy OBA does land on them and o
put mere entrenching tools o work in hands of
more squads at ground level, Some might wish
to place full squads on these rooftops in order
to throw more fire out (o an & hex range, but 1
believe such FP would contribute litle while
evervone on a rooftop would eventually take
some sort of serious fire anyway. These guys
al rooftop will definitely be taking heavy
return French fire hefore the range closes to 8
hexes, due o French long range fire out to 10
hexes. There might even be reason enough to
generate additional 2-3-6s to send “topside”
and bring those 60% MTR and HMG back into
action. Because they are easier to portage,
those MMG will, of course, be returned to
ground level with any routing owner, there to
be pried from trembling hands by leaders and
passed along to fresh troops, Once at ground
level, however, these MMG might forego a
return to rooftop in favor of finding some
choice location to throw out a firelane at
approaching French infantry, That decision
will all depend on the relative distance and
angle of approach of those French.

One thought bears mention regarding those
6* MTE and Area Target Type To Hit num-
bers which applies to all mortars as well,
When rolling vour TH DE, remember that all
mortars capable of firing bevond 12 hexes are
* weapons and therefore incur a C4 -1 Basic

TH# Modification, That 13-15 hex range Area
Basic TH# is modified from 8 to 7 for these
weapons, (The only mortars mot listed as *
weapons are two types of British 51 MTR
which do not require that designation due to
their range limits of 8 and 11 hexes.) Luckily,
the -1 C4 Basic TH# Modification for Small
Caliber when firing a weapon less than or
equal to STmm beyond 12 hexes does not apply
to these mortars,

Your French opponent will make the single
mixst important decision of this game when he
selects the entry location for his Turn 1 Group
A, Because his Group B must enter on the
north of hoard 4 and noe one else enters until
Turn 4, he will have to bring Group A across
the southern portion of board 4 if he hopes o
gain any advantage by encircling your U.S.
force, No doubt many French plavers will
view southern board 4 as nothing more than
wide open death terrain and thereby do you a
very large favor by ignoring this angle of
approach. However, if no French cross south-
ern board 4, your entire southern flank will be
relieved from pressure which would have
eventually swung heavy Rout denial and
Encircling fire into line against you, True,
adding these nine 4-5-Ts to the eight entering
on Turn 2 would make a powerful force to hil
vou all at once from the north and center, But
with no French to your south there would be no
restrictions on your routs and you would also
be freed from Encircling fire worries.

Expect this situation to be pretty desperate
for 1S, forces from mid-game till game end.
Ten turns allow your opponent plenty of time
to do whatever he wants; those tanks are going
1o be real trouble and you must do all in your
power to deny prisoners. It is unlikely the
French will take five buildings hefore Turn &,
s0 play to conserve casualties. Remember, it
does not matter how many French are elimi-
nated.

French Advantages:
Y : Prisoners; Expendable French; OBA;
75 ART; Tanks: Game Length

Among this healthy list of advantages these
guys have a nice set of options laid out for V.
Maybe “easy™ is not the word, but “accessible”
will do. I do not think it will require phenom-
enal play for one of these two VC 1o be
achieved against any other than an cutstanding
LLS, performance. For starters, 704mm OBA
will help keep American heads off those
rooftops and in general do a fine jub against
any 6 morale lads it catches higher than an ele-
vation of about three feet below ground level,

~Even using Harassing fire might do well,

Smoke provides an excellent option as always
and is also available from those two 75 ART.
However, with so much ground clutter already
providing hindrance and so few upper levels
[or defenders with but & morale to occupy with
no TEM vs OBA, there is probably less need (o
rely on smoke hers than usual. OBA HE might
do a better job and generate some casualties in
the process,

Three R35 tanks cannot threaten a mailed
fisl sort of attack which we would expect to



strike fear into the hearts of our enemies,
These tanks pack minimal punch and deliver it
slower than grandpa’s mule, but once into
position they are a menace which enemy
infantry can do very little to counter. Those
Somuas and 75 ART will have a chance to do
something actually quite rare in ASL: tow into
enemy LOS and unhook for action. Unless
L.8. heavy weapons are astonishingly still
active al rooffop on Turn 4 or 5 when these
Guns enter, there should be nothing much to
stop this audacious move. Instant 75mm fire
support wheels into sight and those poorly
armed 2nd line U.S. hoys are powerless to stop
it. Apply points for prisoners taken and lack of
concern for French losses and this equals a ol
of totally expendable French with plenty of
game clock to wear down 6 morale Americans.

French Disadvantages:
Firepower; No Solid Cover

On Turn 6 {after those tanks arrive) French
forces field only 36% of all FP, assuming no
losses, Of course losses are part of the game
and other than some infantry casualties there
may, by this point, be no OBA left in play as
well. The primary mitigating factors which
allow this French FP disadvantage to suffice
are 6 morale for U5, infantry and the fact that
much of U5, FP is useless early on due to the
range disadvantage. Perhaps of only incidental
vilue, it is interesting 1o note French FP advan-
tage at 5 hex range is 64% and at 9-10 hex
range escalates 1o o whopping 73%,

French losses on the run in will be magnified
by what T have chosen to call “no solid cover.”
This is a generalization which attempts to
define not only a lack of high TEM, but also
lack of covered approaches and rally points
free from enemy “DMing” fire. There are no
legitimate jump-off points for French infantry
to launch their close assaults, rout to, rally, and
return for more. U8, rooftop fire at French
infantry moving forward will create its share of
French woes as well,

The whole French attack assumes the feel of
something more like what we see in a desert
scenario with attacking swarms of infantry
drifting into battle across a broad sweep of
largely non-descript terrain and falling back
singly once broken, making rally and return
quite a challenge for those leaders to handle,
In fact, this may be instructive, for once the
French accept o desert-type demeanor and
desert-attack magnitude of potential losses,
perhaps they will be better prepared to deal
with what confronts them.

FRENCH ATTACK:

I think these French are probably tough
enough to win this one if all they do is charge
everyone from the northeast quadrant and
steamroll their enemy. However, it does scem
even hetler to come in from both ends and pin-
cer those 2nd line U8, bovs, With this in
mind, Turn 1 features a CX infantry rush
across the southern edge of board 4 with every-
one running forward singly 1o those positions

illustrated. Any casualties which ocour will
simply be accepted, Both leaders move last
but no additional measures (o save their hides
will be allowed, although they will remain
behind any broken infantry in order to begin
their assigned rally tasks, Initial target is
building 4CC6 and then a leapfrog assault 1o
grab 4¥9_ It might also be worth grabbing
I7CC3 in order to hit deeper into the U.S,
flank, although this should not be allowed to
draw off so much strength that the primary
Ltask, the assaull on 1 7TW4, might be jeopar-
dized.

Until 4CC6 is pained, rout out here in this
wasteland will be under no terrain restraints,
but Interdiction will be rare. Sooner or later
GO French infantry will draw in closer o the
U.5. and there will be no more “Diing™ fire
from those hard pressed defenders, so early
broken French will eventually emerge from
under DM and return to fight. Low Craw! will
do to escape normal range of enemy weapons
or at least vacate Open Ground in order to shed
automatic DM, Do not overlook the important
clarification to A10.62 from page K20 of the
Squad Leader Training Manual: broken units
in Open Ground and normal range (or 16
hexes, whichever is less) of known enemy
units become DM at the start of the Rout
Phase, a vital rule for desert play and “desert-
like™ play such as we have here. [f this hap-
pens to be a little rule you have missed, be sure
now to comprehend how that U8, HMG
assumes a greater role and those 60 MTR are
also great for causing this sort of DM, Notice
that while those mortars would lose an Acqui-
sition to cause Inlerdiction they would not lose
Acquisition merely for causing this sort of
130

French OBA will begin on French Turn |
with an attempl to place an SR somewhere
between buildings 1704 and 17W4. Locating
an SR in this area will place vour opponent in a
bit of a dilemma, lor now vou threaten to hit
either building with a 70+mm FFE. Which one
you pick will, naturally, depend upon which
rooftop location contains choice targets. 1 will
go for that HMG every time. Mavbe your
opponent will see your fine choice here and opt
to pull down off those rooftops. 1t could hap-
pen, but | would not count on it. More likely,
you will have to pound one of these positions
into wmorrow, Maybe you will get yvet another
black card draw and eventually direct another
FFE over to the second building as well. On
the other hand, you may get no black cards at
all, Smoke FFE could work well oo, but the
HE concentration might possibly yield the
residual benefit of supplying some U8, casual-
ties, and it is this CVP end of the ¥ which I
expect 1o bring victory. In any case, you can
win this one without any FFE at all.

On Turn 2, Group B sweeps in towards
building 4110 with plans to use it as a rally
point for further action southward. This build-
ing might already be held by U5, troops. 1f so,
I would move both straight at them as well as
around them to the west in order to cut off any
retreal southward, These enemy troops sta-
tioned so far out will be easy pickings for pris-
oner CVP, no matter they may cuuse some
slight delay. Meanwhile, Group A should be
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reaching building 4Y9 and that means heavy
pressure already on U.S. building 17W4, and
this is only Game Turn 2!

Groups A and B will continue to put a
sgueeze on their enemy while OBA attacks
will, hopefully, continue blasting away. With
that Scarce Ammo OBA deck in mind, how-
ever, it might be wise to simply maintain an SK
floating around LS. troops as a threat to pre-
vent them from concentrating.

Entrance of Groups C and D will depend
mostly on how well that road from 17AS5 o
1705 has been cleared, 1T this avenue looks
open, I would wait for Turn 5 to enter Group C
here. Group [, however, could enter on Tuarn
G and reach 459, S8, and 87 (or 4W09, WS,
and W7 in Motion that turn 1o prepare a sweep
south of ULS. forces, or could enter on Tum 7
and reach 17NS, M6, and L5 stopped to hit that
side of town.

Wherever you bring them in, spend a minute
1o coordinate entrance of those 75 ART and
their crews, for two Somuas must low the Guns
while the other two portage their crews. At
least that is the intended vse of those two extra
Somuas; the crews could enter on foot if they
so choose. Once at your selected unloading
spot the crews, as infantry, must first Recover
these Guns before they can be unloaded. This
might be a bit tricky, all caused by towing such
Guns with vehicles of only 5PP capacity,
which for all practical purposes must be used
to haul ammo. This can be rather awkward:
these are not the best vehicles for this task, def-
initely nothing like the sort of vehicle a U.S.
unit would be issued to handle such weapons,
Unfortunately, these vehicles can't carry the
738 en porlee either. Here is a case in which
you must endure the bother of reading vehicle
notes just to comprehend proper ways (o use
unarmored and unarmed vehicles, Whal a
drag, life is tough!

Crunch time will see Group A pushing up
from the south, Group B hammering away
from the north, 75mm HE lobbing in from
beyond and tanks slicing in for some point
blank trouble making. Key to it all at game
end will be the French total fearlessness of
casualties and willingness o sacrifice all to
inflict losses on the enemy, This is a formida-
ble weapon with which 1o arm any attacker and
turns his civilized troops into death-defying
suicide commandos. Prisoner taking and CC
will tell the tale, aided greatly by Encircling
fire and Rout denial, both important tactics

= TIPS FROM THE TRENCHES =

/_"DI.'I vour B morale Riders not have enough

MPYFE Left 1 unlond next to that priose piece of
real estate? Just swing your TCA (free with any
ather MP expenditure), causing them to Bal
Oul, Assuming they pass their NMO, they will
b in position to harass the enemy with Advanc -
ing Fire, Imerdict his rout, and then Advance
into the Victory hex, (Offer not available for

tuirred-less AFVs ) —/,II
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As men-

workmg m French favor this time
tiomedd, 10 will take some mighty impressive
LS. play to pull out a win in this one

ATTRACTION: Vichy French get to
employ some nice 5W and lows of entrench-
ments while watching Alhies struggle with
rough terrain. Allied tanks and superior troops
make a strong fighting force which promises to
pive berter than it receives, despite shouldernng
dosubstantinl artack borden,

MOTES: Things seemed 1o go tairly well for
the Alhies during the playtest of this one. which
should be obvious by what changed. Game
length went from 10 full wros 1o ¥, Vichs
French CVP level in the VO decreased from 35
tor M), thus making a win tougher for the Allies,
The Vichy also upgraded two sguids rom 4-3-7
fo =57 pnd added one crew, one 37 INF, and
eight 1 counters. Allied changes were limited
Lo couple leader demotions—the Foreign
Legiom 92 was cot fooa %1, while the Com-
mando Y- became an 8-1. S5K 5 wis added 1o
lend more value to those Vichy 7 counters and
the Vichy setup area was redelined (it had ini-
tially been “on boardis) 2528 onfnorth-of hex
row ¥

Changing this setup area has effectively
eliminnted what might have been the best
Vichy chance for success. Now they can no
longer split the Allied assault by covering Hill
T58 with a4 small holding force while placing
mast of their CVP in the northeast cormer of
bourd ¥ to deliberately force the Allies Lo
attack across open desert in order (o gain the
required 25 CVP, Are the Vichy being coerced
to defend on Hill 758 since they cannot set up
foxholes, sanegars, and 25LEL AT out in tha
remuole desert cormer? 10 appears their options
have been limited and the eflect does, indeed,
help make Hill 758 look like the only choice.

Owerall, these changes have helped 10 bring
“Fraincidal Fighting” closer 1o balance. The
Vichy setup change does allow Torces 1o be
placed on both wings—as far out as 29V 3 and
28Y T —with intentions to disrupt Allied

movemen and routing, and possibly 1o deny
CVP 10 the Alhes or make them die trving 1o
approdch these outposts. Regreuably, once it
is all sdided wegether 1 have not Found enough
here o recommend this scenano, Often, Vichy
forces ure nadled o their victory heses, Mean-
while, the Allies make painstaking moves if
they utlempl o traverse board 25 from Hill 766
to Hill TSR, bul seem 1o storm o o convineing
win when they avod "Headache Hill™ and
instead move straight for 25Y2 and then on to
that tallop

Before play begins make sure you are
straight on how SSR 3 covening Broken Ter
raan anid the other desert and board 25 terrain
and climate conditions work, Broken Terrain
creates plenty of added cover Tor infantry nor
an hill hexes. while providing Bog opportuni-
nes for fanks. EC of Very Dry also allows for
Yehcle Dust in desert hexes. Notice that ham-
mada treated as crag are actoally half level
ebhstacles! There 1s a lot in these two rules
alone o encournge an Alhed attack across the
desert floor, The YVichy Balance s quite help-
ful, though less than 5%

Viehy Advantages:
TEM: Concealment; 5W; Rugged Terrain:
Escape Threat

Here 15 why Vichy is on the short end of a
65% Balance Rating: they just do nol have
much to bolster their defense. Their advan-
Lages ire greater in number than guality,  Fox-
boles are nive while sangars are ollen of litle
walue for troops who would usually enjuy +1
Hedght Advantoge anvway. Any force placed
off Hill 758 might make good use of sangars as
well as Broken Terrain, but units so placed
face the danger of being chewed 1o pieces even
guicker than those on the hull. Another thought
is o widely scatter the defense throughout the
entite Vichy setup area in order 1o 'y to force
adispersed Alhed attack, For such a defense.
these sangars and foxholes would be most
vialuable, Whatever sorl of defense is used. the
Vichy can always try to leave open some
avenue for escape. If they can run away from
the Alled anack with enough CVF 1o avind the
25 CVP condition in the VC. this will lorce the
enemy o give chase.

Ininal concealment is very helptul in order
b shrug off some of thuse opening Allied
shots. Wichy 5W are very good and three of
thent even hove that exalied B121 Nice equip-
ment for use agmnst engmy intantry which will
often be in only +1 TEM or even Open
Ground. In the end, enemy difficuliy n
ascending Hill 758 might just delay a slow
moving enemy commander enough to allow
the game clock o tick awav before he can grab
that summit, Be sure [0 “assist your opposing
comimander o verify all Allied vnits spending
4 ME i the Advanee Phase are gettng labeled

with those OX counters and that already CX
units don’t make an Advance vs Difficul Ter-
ran!

Vichy Disadvantages:
Paor Anti-Tank Weapons; Green Squails;
Time

Two Z5LL AT look impressive but are not
very. Al best (adjacent rear hull hit) they have
a Final TEK® of 6 vs those H35, but usually (2
6 hex range front or side hith it will be a Final
TK# of 4 thull) or 2 (turret). while thise num
bers becone 3 and | beyond the 6 hes range
That 37* INF pun 15 & shade less effective with
onby o 2 ROF and comparable TK nuimbers
that, due to Case D range modificotion, are
effective only within 12 hexes. Allempling
Deliberate lmmokilization vs small target
vehicles s always (ough oo, for even when no
mowing DEM are mvolved you need a hull hit
with u DR of + or less from 3-6 hex range, 5 at
2 hexes, and 6 at 1 hex, Mot much wdvantage
there; if uble to roll that low you mayv as well
ao for o kill and CVP. Vichy MG amd MTR
should be firing at infantry targetss HA9 armor
15 oo tough

Five Green squads comprise M5 of the
Vichy infuntry. These guys are not well suited
for this sort of hilltop foxhole/sangar (F/S)
defense because their inherent 3AMF allotment
will leave them CX afier most Advance Phase
moves they make, For example. o 4-3-7 in an
FiS advances into an adjacent [9S ar o cost of
IMF w0 i becomes CX. I already OX, 11 can-
niot even make this move, Example 25 0 4-3-7
wants fo pdvance uphill and into o foxhole—
three MF spent equals CX again! (AL leas
with a sangar. vour Greense only pays 2 MF 1o
gonto the Fortibcation. ) Add Green prob-
lems with operanng SW to the iendency 1o [hs-
rupt and Surrender, as well as that lousy 3 hex
inherent range (which is on billboard display in
aoddesert settinge ), and those ald famalioe habih
tles leave us wondering just how much we
should ask of these roops,

MNevertheless, these disadvantiages are
acceptahle, for we can all handle 4 hitle chal-
lenge. However, the major problem for the
Vichy are those 8 tums. If we measure Allied
victory by their progress towards Hill 758,
they have only eleven hexes to rravel and nine
Movemen! Phases to do so. They can reach
Hill 75K by nveraging less than | hex per turn?
Andl alter their opening move | bet they will
need o pverage only fess than [ he per tuen
This is o major problem because these Allies
will be grinding away with all guns bluring in
both Prep FFire and Defensive Fire Phases,
using their morale supenonty 1o great sdvan-
tage. | am not convineed the Vichy can stop
this uttack onto Hill 758, therefore my Balance
Rating and my preference for keeping an
gscape route open tooran away from that 23
CVI requirement in the ¥C,

VICHY DEFERSE

The Allied attack might come ¢ither cast or
west of the board 25 hill, or might even come



glong that hill itselt, The Vichy defense,
because it scts up first, must be prepared Tor an
attack from any direction. Probably most of us
will conclude smart Vichy play puts almost
evervthing on Hill 758, plus a few squads in
board 25 stone buildings, and tries o hold on
while the Allies pour in from the 250 area,
There are two very large advantages in such a
defense: Viehy infantey are initially too far
from the Allies to take much heat from their
opening Prep Fire and evervone ¢lustered
pgether will make it easier to rout to one point
and Rally. Unfortunately, this defense also
shows one big target for Allied gunners, will
eventually fead to o gaggle of broken Vichy
units waiting to surrender, allows Allied tanks
o sweep around both flanks o Encirele and
deny rowt, and, finally, will render a very bor-
ing and tedious match for those among us who
are nol deeply committed to sitting in one
place for 8 turns and scarcely moving.

Rather than recount those sordid details
which oceur when the defense plops onfo Hill
758 as the Allies line up from 2907 W 25072
and charge straight for the hilltop, let us exam-
ine another way to play this one. My Yichy are
shown in the illustration. OF 45 total Vichy
CVP, there are 16 an each flank and 16 in the
middle. Hill 738 is defended by those diffi-
cult-to-move 3PP 5W oas well as several squads
in stone buildings, so the Allies will have o
send enouwgh strength 1o work through those

unity and take thar summit, However, they
cannol win unless they are lucky enough to
take out all 16 OV here plus 9 more for pris-
oners or elsewhere as casualties. [ have hroken
one of my own ASL rules-of-thumb by divid
ing iy Foree into groups supported by only one
leuder apieee, There will no leaders to rally
broken leaders. This truly is a terrible thing 1o
do, but T am willing to do it rather than simply
pug in the expected boring and terribly pre-
dictuble Vichy "plop™ onto Hill 738,
Unfortunately, [ feel compelled to try some-
thing like this, for “Fratricidal Fighting™ is too
priv=Allied and makes Tor too dry an evening it
all the ¥ichy dois sit on that hill,. My hope is
cither the Allies send oo much for Hill 7358 or
that they split their attack and T might be able
Lo mangle them enough in one spot 0 threaten
a win based on the 30 CVP cap. Perhaps my
left and right wings will be allowed 10 escape
te the south, eventually making their way onte
Hill 766, Alternatively, these two forces might
be ahle to counterattack into the Allied tlanks
as they drive through my center. Mo matter
what, I have [orced my adversary to make
some choices rather than showing him eyvery-
one on Hill 758 and inviting him to come alter
them. This way, at least “Fratricidal Fighting™
has a chance to become a wild scramble across
the entire map rather than a ho-hum set piece
assault against a hilltop. Sad to tell but true
perhaps you guessed it—the Vichy defense has
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been reduced to the lame tactic of hoping for
an Allied blunder!

This battle will develop according to the
nature of Allied atack. Should v split into
three attack groups and go at all three sections
of my defense we cught 10 have an interesting
engagement and maybe that Emoyment Rating
will creep up a notch or so as the combatants
play out this desperate struggle, Unfortu-
nately, those Allies still might simply tear
through your middle in hopes ol gaining
cnough CVP somewhere along the line.
Should that happen, vour [lank groups oughl o
he able te spring to life and either slow the
attack or run away with their CVP—vyour
chotce. [T CVP are close near game end and it
lowrkes Tike your last few survivors on Hill 758
are ahoul 1o be taken prisoner, remember you
can lose them ar mere bagic CVP value by
mowing them off board, thereby avoiding dou-
ble CVF as prisoners,

Allied Advantoges:
Tanks; Morale; Smoke and Vehicle Dust

Mo dowht abowt i, these H39 machines pro-
vide the means for victory, In this setting these
tanks have about as linde wo Fear as we will see
in an ASL scenario. Excellent AF make them
too tough for all but a lucky Yichy hit, Troe,
they do not pack much wallop. but they can

-u\r. "‘"V'-“"“ffx\r""

[nitinl setup for both sides, Vichy sangars and foscholes are deploved 1o connect with hurruundlnb broken Terrain, The AT Guns are HIP. Rather thin vield Cisoe

alty Victory Points as prisoncrs, the 4-3-

7 toree in the stone buildings will pull back if the Allics anack there instrength, The Albes will move in quickly hehind o

screen ol smoke and Vebacle Duse, .'Jlll'mu;.{h. units will he moved singly W prevent any Tucky hits from scorisg big.
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kick up Vehicle Dust (VI3), best friend of all
who walk in the dusty desert. They also can
provide Armored Assault and can “lock”
defensive fire by driving into enemy locations.,
In non-desert locations where YD s not possi-
ble, their crews can toss vehicular smoke
grenades (try it, you will like it!), sure to draw
a few groans from your Vichy opponent when
you pull it off. Maybe best of all, they will
wsually be able to drive around those Vichy
flanks 10 surround vour enemy, or even chase
down enemy infantry rashly braving the open
desert.

Smoke (s7) available from those two 51
MTR significs almost 8 guaranteed altempt on
Turn 1. (T will not recount the sad details of
one oppenent who landed cight smoke coun-
ters in one PFPh with one of these British mor-
tars, but it did happen, so watch for it!) A few
rounds of smoke and some VD at the right
times in this scenario can fairly well be the sce-
nario. Infantry smoke grenades are also at
hand, so these Allies ought not to be running
across much Open Ground, When they do, and
at all other times as well, their fabulous 8
morale will see them through a great deal. Just
give me troops with 8 morale who never
Cower, who have tanks, and plenty of smoke
and VD, Gotea fove it

Allied Disadvantages:
Firepower

Actually the Allies wield 54% of the FP in
this scenario, but [ call that a disadvantage
because it is aboul 10% less than | would nor-
mally expect an attacker to have. 1T 10%: does
not sound like much, consider that in this sce-
narie that would be another ten 4-5-8s, plus an
HMG and an MMG! Of course allowing the
Allies such additional strength would be pre-
posterous here. Allied advantages provide the
means to offset this single disadvantage, as
their screening potential and tanks will get
them wherever they want to go with enough
infantry to overwhelm Vichy troops and thos
eventually gain a FP advantage more belitting
a scenario attacker,

ALLIED ATTACK:

Against a Vichy defense with everyvone on
Hill 758, 1 would line up from 2907 w0 2502,
shoot 57, drive H39s out to create VI, and then
run all units forward to grab those stone build-
ings, These would be taken and used to launch
a massive assault on Hill 758, Facing a defen-
sive alignment such as that discussed and illus-
trated above, 1 will make a few alterations
necessitated by this more dispersed Vichy
alignment which threatens return fire from
wider angles,

The main attack still must push through to
Hill 758, for I absolutely must take it to win,
However, an MMG firebase is located on Hill
766 to sweep this entire battlefield. There are
a few supporting units to keep those board 28
Vichy occupied and provide extra help to man
those MMG should their owners take a serious
hit. These MMUC seem to have committed the

ain of occupying hammada (albeit hammada on
hill hexes) in the face of enemy 60% MTR fire
{which gets a -1 DRM as with airburst), How-
ever, they are there only at setup to help deny
initial Yichy concealment gain and will
Assault Move to 25R6, then Advance to 25587,
This diversion constitutes about 20% of Allied
atrength, leaving the main force set to unleash
a crippling blow towards the hill,

Two 51 MTR attempt 7 on Hill 738 (o begin
this sttack, Whether or not this smoke lands,
all four H39s charge forward (o try Yehicular
Smoke Grenades (VS8G) and to stir up VD in
25U2-U3 and 29U9-U10, showing off their
Platoon Movement skills in the process.
Depending on how s7 landed, these locations
could be changed, of course. Between 57, VI,
VS50, and that board 29 hillock, there is plenty
of soreening (o assist 13 squads forward. Sure,
some will suffer a shot here and there while
crossing Open Ground, but only one unit at a
time and no one runs through Residual Fire, [
will move that A-T Commando platoon last in
hopes all Vichy fire will have already heen
commitied, thus allowing these lads to move
with their leader and get their heavy FP for-
ward a bit quicker, Should this not materialize
they will simply move singly at a slightly
slower pace,

Ome turn of this sort of movement is all it
will take to close on thoese stone buildings,
Those H39 platoons have stopped, so their VD
will disappear at the start of the Allied Turn 2
Prep Fire Phase, thus granting Allied troops
first opportunity 1o fire with no VI sereen, In
order to keep those Vichy in line on board 29,
the left wing of this attack must remain in con-
tact. Probably 3 or 4 squads will be needed for
this detail, while my remaining 9 or 10 squads
push on to Hill 738, After their Turn 1 “dust
duty,” the tanks will uy to find a good way to
reach spots north of Hill 7538 in order to sur-
round Vichy units on the hill. Once a tank or
rwo get into place, defenders on Hill 758 are
bhasically doomed—encircled and with
nowhere 1o rout, they will die where they
stand, or surrender to the first adjacent Allied
unit,

Those two Vichy flank groups might prove
tough to handle, although with the Allies oper-
ating out of the stronghold of those stone
buildings there is no doubt where lies the
advantage, Other than strange dice, it will take
some truly marvelous ASL playing for the
Vichy to finesse a win in this one. There are
simply too many tough Allied units applying
pressure for too many turns to expect other-
wise.

ATTRACTION: This one has the whole

shootin® match with tanks, planes, troops, and
guns. Two heavy forces both well led will slug
it out while help arrives on the scene from all
directions and in many shapes and forms.

MOTES: "For Honor Alone” jumps out of
the box as the centerpiece scenario of CDG,
For the Germans, this published version has
added one half tuen (30 they now maove last!),
an 81* MTR, a 37L AT, an 8-0, two ATR, and
two 50* MTR. Four 5-4-8 squads were
switched to four 4-6-8s, and the 9-2 and 9-1
traded places. German deletions were limited
toa 73*% INF from the reinforcements. French
changes were few: those H395 initally entered
anywhere along the south edge but now enter
ontbetween 16A6 and 19A6; one B-(0 was
added to the reinforcements, and one at-start 9-
2 was demoted to a 9-1. Thankfully, Kindling
attempts were made NA in this published ver-
sion,

These may appear 1o he massive changes in
German favor but most of them are merely
alterations of hardware which have little
chance to determine the outcome, Neither
infantry force changed in numbers and, with 24
and 27 sguads involved, therein lies most of
the power at Saumur, Actually the only
changes which amount to much are the addi-
tional half turn, one French 9-2 demotion to 9-
I, and the extra German 1% MTR. The added
MTR mostly just increases initial smoke
potential on building 1603, whereas deleting a
French 9-2—even in favor of a 9-1—means
less leadership DRM to place in upper levels of
that building and less chance at least one
French 9-2 will stick around throughout this
hattle. Any loss of a 9-2 is a major set back,

Sometimes the first 81% MTR which fires
will get unlimited smoke and render mortar #2
redundant, but that second one is now there in
case #1 rolls no smoke or malfunctions or
whatever, T thought the scenario was EVEN
before last minute changes. They do enough o
bump it up one netch and give the Germans a
bit of an edge in my book, but this is still the
best scenario in CDG. None of the changes
made will overcome fearful damage which



Initial setup Tor both sides (EXC: the Germans have an ATR and 508MTR each manned by a 2-9-8 HS in 19B3 and another 50* MTR manned by a
245 HS in 1903}, Some units will gain concealment at start,

might be caused by that single TR, nor com-
plete fatlure when he rolls a 12 on a Sighting
TC! French Balance might make this one
EVEN.

French Advantages:
Stome Building; Trenches: Tanks; Conceal-
ment

That stone building ut [H0EA 15 prime real
estate in this encounter; two Level 1 locations
just beg to be occupied by French heavy duty
MG and leaders. Stretch some trenches rom
this building hack 1o the wall 0 connect with
building 16L6 and you have a covered pathway
to shuttle troops back and forth, Four H39

tanks may not offer a grear deal ot firepower
for scaring enemy troops but will do the job
often enough as their excellent armor shrugs
oft most everything these pre-HEAT Germans
have to offer. Initial concealment counters
added just that little touch of security for the
French and uncertainty for the Germans,

French Disadvantages:
Time

As g =0 often the case with these scenarios,
“Far Honor Alone™ seems Lo me aboul a turn or
two longer than it ought to be. OF the eight
CDG seenarios, only “Le Herisson™ puls much
fime pressure on the attacker, The rest choose

tooapply pressures of duration upon the
defender. In “For Honor Alene” there 15 noth-
ing lacking in this French arsenal other than
maybe the ability to hold off such & strong Ger-
man force for so many trns, Time is their
only large problem. Mine German Movemend
Phases allow plenty of tme (o develop a slow
and cauticus attack and any German comman-
der who successfully attacks in bold and
aggressive strokes may find victory by Turn &
or 7,

FREMCH DEFENSE:

Many plavers will defend that board 19
wonds but you will not see me doing se. If it
would hold the Germans at bay for a turn or
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cause them heavy casovalties those woods
would be waorth defending, but neither of these
conditions apply. 1am much more afraid of an
initial German attack from the northwest
throwgh that big grain field and behind the
hedge which runs to 16PID, followed by those
Turn 2 enemy reinforcements striking across
board 19 from the west. At-start Germans
worked into the 16P9 area provide an anvil to
be pounded against by the hammer of German
reinforcements, smashing French infantry
between the twao in a deadly shellacking.
French troops in the woods on hoard 19 would
be outflanked as soon as the game bepan and
would probably never get back to help defend
those victory buildings. German reinforce-
ment would maul them in those woods much
more easily than they could in a trench line and
wall area around building 16L6. Furthermore,
any trenches placed in the board 19 woods
would do more to weaken the 1606 position
than strengthen the woods defense.

IT the German commander himself becomes
attracted to those woods, he is welcome to send
all his troops that way. Better to have all Ger-
mans on one side than half on each, To help
encourage him to make that decision. there are
four concealed stacks over by 16T% and noth-
ing to prevent him from running across board
19 unmolested. Many German commanders
will accept this invitation and storm across
board 19 to those woods, After his Turn 2
reinforcements also move through these
woods, it will make a most imposing site, but it
will also be a bit overcrowded. French troops
over by 16TY can be recalled and those 16
French reinforcement squads are not far away
gither, If all Germans come from the west, my
Balance Rating swings to slightly pro-French,

More likely, there will still be Germans
pressing in from that row 162 hedge line,
French infantry in that area will take any
FFNAM/FFMO (-2} shots allowed and the
LMG will place a firelane out o X4 or X7 1o
help slow the attack, In the end, these squads
will be withdrawn in the face of overwhelming
CGerman strength; it would be too much to hope
the German attack here would be weak enough
to be totally stopped. Their advance will be
slowed, however, to help buy time for French
reinforcements to hit the scene.

Meanwhile, there will be Germans pouring
into those woods on the lefl Mank. They will
be able to bring fire on building 1603 as early
as French Turn | if at-start Germans have
come that way. However, they are about to
discover their TEM disadvantage {(woods and
apen ground vs stone buildings, trenches, and
wally and overcrowded conditions to be, per-
haps, larger problems than expected. For one
thing, that double trench line allows French
units to stack singly ver fire over the heads of
their fellow squads to throw out either a wealth
of 4 FP shots or larger lire group attacks.
Meanwhile, any German stacking which takes
place in mere +1 TEM will be courting disaster
from all this fire. Proximily of so many Ger-
man squads looks imposing and certainly is
dangerous, but French strengths are there to
hold on till the cavalry arrive (minus their
horses in this case),

A few H3Y tanks will arrive first, and these

can do a remarkable job against infantry
attempting to cross open ground. even just that
one lousy little hex row from 16F] 10 |6M3,
Picture these 4 tanks lined up from 16J4/2
through 16MG/2 {yes, even taking trench Bog
checks) with 37* acquisition smothering
1601, 02, N1 and M2 as well as their CMG
adding 2 FP attacks. [t will also be necessary
1o picture that German FB strafing this inviting
line-up and able to hit all 4 H39s with 39F
equivalent MG TK rolls. By the time we factor
-1 for Rear Target (which always applies on
aerial attacks), -1 Aerial Advantage and a 3
Aerial AF (note that Case D range modifica-
tion does not apply 1o aerial attacks), the Maod-
ilied TE# is a 6 against aerial AF of 3. The
plane must make a TK DR of 3 to Stun (which
would Recall these 1MT tanks) and 2 to kill.
Wot really much to worry about—it may be
belter o invite such attacks against these tanks
than suffer & FP attacks against French
infantry.

There are plenty of other uses for these tanks
and I certainly would nol begrudge anyone
who elected to not ling them up for 4 strafing
run. It might be worthwhile getting a tank or
two into the front line from 1603 1o 1614 in
order to increase CMG FP and betier your
chance of a CH from those 37*% MA. Further,
located here vou might keep German infantry
out of those hexes merely by forcing them (o
take a PAATC prior to advancing. With &

French reinforcements must
carry the day...

morile those enemy squads will usually pass a
PAATC, but this tactic could keep some of
them out. It would probably be best 1o always
put at least two of these tanks into this victory
area defense, but sometimes there might be
other worthwhile German formations mucking
about in another part of the battlefield which a
platoon of tanks might be able to mangle or at
least interrupt. I there is only a weak German
attack developing from the east, two tanks
might be able to bust into the 1659 area and
help remove this threat. That would be an
excellent use of those tanks, Well, that might
happen, but the one place where these vehicles
will always be well placed is back there around
16LG. Put them there when in doubt and then
make any moves which seem appropriate from
that point.

French reinforcements must carry the day
for this defense. There are not enough at-start
French to do more than delay those 24 cnemy
squads. Even if it means running across the
open area around |6F7 while that FB is flying,
the reinforcement squads must get forward
quickly, There will also be German infantry in
the 19L10 area and some might have crept
across the southern board edge. These latter
can be overwhelmed but the formear will just
have to be tolerated if they cannot be silenced
by wvour tanks and at-start troops, Maybe a
couple H3%9s might park in the 16HS area or
drive out there to hinder any firelane with
either their vehicle hindrance or ¥5G. Your
Tast stand tactics at 16L6 should include dri-

ving a tank into the building in order o force
the Germans Lo pass 4 PAATC before entering
CC o wipe out vour last units in the building.

Grerman Advantages:

Smaoke; FB; Encircling Attack; Number of
Leaders

Smoke is a big part of this scenario, Two
%1% MTR begin the festivities by bombarding
building 1603 with their s8 and are very likely
to be successful: even vs concealed targets
their smoke will land on a DR of 7 or less.
With twao of these weapons and ROF there may
be smoke on this building for a long while,
Because of this, some French commanders
might even elect to not place much of value in
this building. German 4-6-8 squads also have
fair chance for infantry smoke prenades which
can prove useful for crossing open areas.

The lone FB might fly in and roll a 12 Sight-
ing TC to be recalled, or arrive too late to help,
or might rain massive destruction on French
infantry. When available, it can be mighty
handy for hitting locations out of LOS of Ger-
man ground troops—such as a big stack of bro-
ken French in 1606 who otherwise might rally
free of DM. Of course, if this guy is {Tyving
around when French reinforcements storm
onboard, he will be at his most elfective.
Unfortunately, a FB attacks only once per
Game Turn, so you will only get from 0w 7
attacks. (Although if your opponent offers
perfect strafing runs each turn that could be as
many as 28 individual shots! Ho-ho, if you
ever see that happen, please write and let me
hear all the details.)

Smoke and that FR set the scene tor your #1
weapon which is 24 infaniry squads pushing
forward in a pincer attack from both west and
cast, As mentionad previously, at-start Ger-
mans push inte [6P10 and environs to form a
fire base against which German reinforcements
driving eastward can hammer French units.
Soon enough Germans creep towards both
French buildings, French become encircled
and run short of rout options, and the whole
defense folds in a shambles. These Germans
are able to mount this two-pronged attack
without worry about their leader situation.
With four leaders on each flank they have more
than enough,

German Disadvantages:

Firepower; Anti-Tank Weapons; Building
Control

As we have seen elsewhere in these articles,
this German force is nol really at a great fire-
power disadvantage, but their 38%: FP rating is
on the low side of acceptable for a scenario
altacker. There are, however, plenty of rea-
soms why this is not a large problem for them
and we start by looking no further than those
German advantages listed above, Smoke
screens the initial German rush, while terrain
features such as that large prain field around
16RT and the board 19 woods supply enough
ground caver to gel the antack forward. In
addition, nearly half of French FP will not be



available until Turn 4 when their reinforce-
ments reach the battle, Because of this there
are a few turns during which German FP
advantage is actually much greater than the
total for this entire scenario

These Germans do lall shon with their anti-
tank weapons. Their 3T AT have a 9 TK# vs
H39 AF of 4 or 6. Not much to cheer about,
and when the tanks are HD behind that wall all
{he Guns will see 15 the & Ak, plus there will he
no Deliberate Immaobilization (1) chance,
Even when the tanks muove out Irom behind the
wall, DI will be rare since no Guns are HIP and
those H39s can see them a mile away. Further-
more, against small targets any DI success
would require rolling a 4 or less with a hull
hit—an 11% chance. Four ATR do allow for
added DM attempts and your FB might also get
lucky against an H39 once in a while. Mostly,
anti-tank control will be in the hands of yvour
infantry in CC.

Building control has been discussed previ-
ously in these articles (see especially the
analvsis of "Le Herisson™ in the ASL ANNEAL
'8y, There are plenty of uins for these Ger-
mans o win this game but they must avoid the
danger of falling lax and waiting too long 1o
make their final push at those buildings. Tt just
might take a turn longer than expected to phys-
ically wrest building ¢ontrol from stubborn
French, particularly if they have their tanks in
and around those buildings and the issue of
winning a big CC or Melee is involved,

GERMAN ATTACK:

German altack plans have already been dis-
closed in some detml, Smoke whistles in on
building 1603, Mr. 9.2 and that 370 are back-
up fire support for either upper level location
of that building which manages 1o escape
smoke, and evervone who can runs southward,
ane unit at a ume, of course. One HS with an
ATR runs across the southern edge 10 try 1o
reach 16B4 10 bother French reinforcements
and alse o provide o rout problem for any bro-
ken French (take a look, it can be wicked?), 1T
that 4-5-8 at 16H7 intends to thwart such a
move, this 2-4-8 will be satisfied gening into
16C3, Those two 50* MTR position them-
selves to hit the 16B4 woods area. Both 371
AT will be pushed lforward il possible—that
one on board 16 can go nght down the road.

One tum of forward movement will bring
heavy pressure on those eastern French units
and Turn 2 will see German reinforcements
streaming across board 19, French units in
building 1603 might be in for some more
smoke on Turn 3. Even af this smoke is not
forthcoming, there will he plenty of German
firepower in range by this time, That building
is headed for a lambasting. French troops will
be falling away through the renches with Ger-
mans pushing in from both east and west, Sure
there will be German losses as well, but their
casualties are pot important and broken units
will pormally be able to rout out of the bantle
and rally in relatnive salety. Meanwhile, French
broken wall be in g trouble due 1o being sur-
rounded. If French tanks lail o make a serious
impect and if vou can cul down some of those

French reinforcements, this one could end
early, It is u delicate balance teetering on the
arrival of French help.

CONCLUSION

The CR(MX DE GUERRE scenarios gener-
ally seem to favor the attacker, in lorge part
due 1o liberal amounts of time allowed 1o
develop the attack. Only “Le Herisson' puts
time pressure on ils attacker and this happens
to be the only scenario rated EVEN here - ihe
other seven scenarios favor the atack, Coinci-
dence? Maybe, but | do confess my own pref-
erence is for fast play and direct approaches.
In addition, | view anything rated 60% cither
way as balanced well enough: there is no prob-
lem with one side having a bit of an edge.
Maost important of all. however, are those facts
stated at the opening of this account. The main
issuc has not been o sel down specilic loca-
tiens of units nor balance numbers and such,
Rather, looking ot these scenarios as i means
to gain pdded ASL insight has been the theme,

Unlike some ASL gamers, I do nol play sce-
narios repeatedly and have played none from
CDG more than three times. Perhaps il no
more ASL scenanios are ever printed and the
vear 2050 finds me still playing (1 would be
over M) by then) I may find time to play these
scenanios [or something like their Sth or 9th
times and then wish 1o adjust some of these rat-
ings. Oh, maybe some would rate up or down
5%, So whar? Rather thun worry over such
minuscule judgment calls, 1 hope we have all
ganed something much more important. |
hope this account has revealed some new tricks
or reinforced some uncertain ideas, Perhaps it
has encouraged you o open your ASLEB and
double check a few rules. Writing this has cer-
tainly taught me a lot and | hope there are no
errors lefl in this text, but ASL is a complex
game and | am not its master. If you find a
rules error which the ASLREB and official AH
Errata do not support, please fecl free 1o write.,
Crowsd gunning 1o you all!

DO YOU WANT A 98 ANNUAL?

To get & FREE copy of the "985 Annual,
submit a “Tips from the Trenches™ tidbit to
Multi-Man Publishing. [f we decide 1o
publish the tip in the “98 Annual, you win!
When availuble, a copy of the WX Annial
will be mailed 10 vour house! 50 send in
your favorite sleaze move—NOW!

Submissions can be mailed to:

Multi-Man Publishing, Ine.

v/o Brian Youse

“Tips from the Trenches Contest™
309 Chase Hill Court

Severn, MD 21144

or emailed to:
beyouse @ erols.com
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by TATE ROGERS

Have you ever looked at a an early WWII
scenario (1939 through mid-1941) where one
side had AFV and the other side had, ummm,
well, Infantry. When I say Infantry | mean just
Infantry—no AFV, no Guns, no LATW —basi-
cally just regular SW and Infantry. When you
looked at this scenario did you think, “Yep
here is a real dog. Who could possibly stand
up to that armor blitz 7 The truth is that this
situation occurred fairly often in the early
years of WWII as the German armored jugger-
naut rampaged through Europe,

The following are a lew suggestions and
guidelines that might make you rethink how
vou look at such scenarios. They are not
intended to be totally comprehensive but
should get you thinking in the right direction.

SCENARIO

Obviously the situation will dictate the tac-
ties, The VO, terrain, weather, ete., will deter-
mine to a large extent how you will conduct
your forces during any action. Let's take a
look at a typical situation.

A combined arms force with a significant
armor presence is attacking you in an 8 tum
scenario in which victory requires control of
terrain, You have no opposing armor, Guns, or
LATW,

The benefits of a combined arms attack are
legend. Besides the fire power that AFY Guns
and MG bring along, there is the protection
afforded that fire power by the vehicle's armor
{allowing the attacker to get behind you and
deny rout), as well as the protection (via
Armored Assault and AFV TEM) afforded the
attacking Infantry. Not to mention various
forms of Smoke (if only in the form of Vehicle
Smoke Grenades-F. 10).

Last, and certainly not least, is the dreaded
“¥BM Freeze.” This term refers to the tactic
of moving an AFV into an enemy occupied
Location in order 1o prevent those enemy units
from firing out of said Location. (See AT.212
and its prior Q&A.) The mere presence of an
armed unit in one’s Location “freezes™ fire at

A CAN OPENER?

anyone else, and the attacking AFVY need not
even enter the building/woods obstacle to
invoke freezing. In fact, the AFY will often
remain in Motion to increase the DRM vs it in
Close Combat (CC).

Whal to do vs this combined arms attack?
Depending on the tools atr hand, the defender
has various options.

OFFBOARD ARTILLERY
(OBA)

OBA, even small caliber OBA, can be very
devastating to AFY during the “Early War”
due o the relatively weak Armor Factors (AF)
of these vehicles. Any AFY with all AF ( 4
{the majority of early war AFVY qualify)
receives a -1 to OBA attacks against it
(C1.55), OBA kills AFV with a KIA on the
IFT, and Shocks or Immobilizes them with a
K/# or one greater. Vs a thin-skinned AFV,
B0+mm OBA kills on a 2 or 3 and
Shocks/Immobilizes on a 4 or 5. Most of us

OBA/MORTAR vs AFV
Sl Final DR
304+ | 3
80+ 3 5
150+ R 7
1ANAF <4
-10T AFV
+1AllAF =8

can roll a 5 or less on occasion.

If you are lucky encugh to have OBA in this
situation be happy—but not o happy, OBA
is fickle and it will be difficult to get it targeted
on the highly mancuverable enemy AFV.
However, there arc a couple of other things to
be done with OBA that can make it difficult for
the attacking armor force.

The OBA can be used to make the best
avenue of approach dangerous. Study the
ground upon which you will fight and find the
possible choke points that your opponent's
AFV will need to move through to get 1o good
positions, By bringing OBA in on these points
you force the opposition o risk driving
through it or to take a longer, more time con-
suming route 1o get (o vour defense. There is
also the option of Harassing Fire 1o increase
the risk area, but this will reduce the effective-
ness of any FFE such that driving through it
may become ucceptable to your opponent, A
better use for Harassing Fire is stripping the
enemy Infaniry away from their AFV support
imore on this later). All in all, though, using
OBA to cut avenues of approach is perhaps not
its most productive use. Odds are the opposing
AFV will be able to maneuver past and not be
delayed more than a turm, maybe two at most
This tactic will be at its best if the terrain is
fairly restrictive and your opponent has only
two or three good avenues of approach,

Another option with OBA is "The SR
Scare.” It has always amazed me how a SR can
sometimes have more effect on an opponent
than an FFE. There is an old axiom in chess:
“The threat of a move is more powerful than
the move itsell.” So it is with OBA. Keep vour
SR dancing around those enemy Tanks. Don’t
let him get comfortable. I suspect you will find
your opponent cager to move his AFY any
time an SR is placed within a couple of hexes
of them. Wait for the best opportunity to catch
as many enemy AFV and Infantry as possible
in the FFE. Be patient!

Patience is the key to good results with
OBA. Don't bring down an FFE on the first
enemy unit you see. Move the SR around
some, make your opponent sweat it for a while.



SHOWDOWN IN SYRIA

ASL SCENARIO

AllY

YICTORY CONDITHONS: The French win immediately upon amassing =
13 Casualty VF (contrary to A26.21, prisoners counl double duning playj or
ot the end of any Game Turn in which they Control building 22H4

TURN RECORD CHART

Baonario Design) Aevie Mever

MEZZE, SYRIA, 20 June 1941: Brogadier Llovd's Sth Indian Brigade planned
an mdirect attack on Damascus, a sideways thrust designed 1o cut off the rail and
road connections west of the city L Beirul, A night march on |3 June brought the
Punjabi Muslims, led by Colonel Greatwood, 1o Mezze, Launching an attack at
dawn with support from the Rajputs, it teok an hour (o ¢lear the village. In the
cenler was u large building owned by the [rag Petroleum Company Managers, des-
tined to be Brigade HQ. No signal was received by the follow-up troops, leaving
the Indians to fend for themselves. A French counterattack pushed into Mezze
and the Indians gave ground, fulling back on the Managers' house, Heavily
defended and surrounded by a gully on three sides, the Indians waited for the
French

BOARD CONFIGURATION:

BALANCE:
© Decrease the game length 10 6 172 turns

© Add oae 2-3-7 and one French dm MMG

to the French Tum 2 reinforcements

A
N =

[Cety hewrows -0 on bowrd 22 snd O
GG or boand 41 e pleyabie |

) INDIAN Sets Up Firsi © 1 © 2 © 3 4 5 6
) FRENCH Moves Fira ]
Elements of the 1 Punjab and 46 Rajputana Hifles Regiments, 5th Indian Infantry Brigade [ELKR: 3] et up cast ol
the stream, = 5 hexes from 2213; [SAN: 4]
Foxhole | %0
1 TR T ] [
W ﬁk p = o sE | fem 5 !ml § Ty | - WO
= n* ' x 1 om, A -
457 2.4.7 1z 1 =’ | § o Diber1 -+1 BC +1/=1
B 2 3 3 |
Elements of the Teme Régiment de Chassuers d’Afrique [ELR: 3] enter
wm Turn 1 on 220541710 [SAN: 3]
5. +20 .}
1 1 Yy B Enter on Turn 3 on S
ﬂ!’ AR az ) 41Q7M41Y10 “
45T 2:3-7 7= = b R
4 2
Enter on Turn 2 slong the west edge of boardiz) 22/4]
. 1N ~_ ART
1 1 - TR % : i—l
8-5.7 2.3.7 2-2-8 1 4 | E@pan | 6P 5
7 2 2 2 4q 2

SPECIAL RULES:
L EC are Modernte, with no owind si start
walls, amd all orehards are Clive Groves (F13.%3

2. Place overlays as Tollows
and 513 an 2201001y

3. Mo bridges exisl

addstional +3 DRM |

4, Hexsides 2206-0M6 and 22K | -4 1W 1 are stream hexsides [EXC: for LOS/LOI
parposes, these heasides are

m and 220N, and 22K 1 and 4 1W

Al buibdings are stone, all hedges are
Wl on 22069 G O4d on 2203-K4; OF on 2217-16;

My sireim heges may bt e tered h}' viehicles |EXC: Hex 4105
is 0 Ford hex (B20.81; vehicles exiling this hex must make o Hog Check with an

considered steenm hexsides only for LOS/LOF

5. The Indians may Tortify {B23.9) one building Location {Tunnels are NA)
Indians have MOL capability (A22.6), but only for sitacks ve AFY
Turn 5, the Indians suffer from Amimuntion Shortage (A9 130

6. The AMD 500 AM has a MP allotment of 16

AFTERMATH: The Indians foaght off sevenl witnckys on 19 Jane, ond the next morning
the befenpuered men saw ahells Trom o reliel column becsting only miles away, The
French renewed their attacks on the 20th wath tanks i the lead . Bventoally they brought
up artillery and fired posng-blunk ol the house, O the second salvi they collapsed part of
the row, Shoft on amemao, the Indans requested a short armestice o gather their wounded
and gain Lne for the relief column, At the firt slgn of o white Mag, the French rushed the
howse and took the surrender of the [ndians, reauliimg in the virtual anmiblation of ihe Sty
Brigade.

I'he
Heginming on



UNCOMMON VALOR

ASL SCENARIO A120

: LR
y. = g 2
VICTORY CONDITIONS: The Finns win at game end if they have
amassed = 50 Casualty VP, In addition to amassing CVP in the normal
manner, the Finns receive 2 CVP for each board 24 building which they
Controf at game end.

TURN RECORD CHART

BOARD CONFIGURATION:

BALANCE:
W [Delete the three DO from the Finnish OB,

3

Seenurio Design: Seose Holst

AGLAJAVL FINLAND, 21 December 1939: Late on 21 December, a reinforced
hattalion of the 16th Mger regiment attacked Aglajavi from the north, in conjunc-
tion with an attack from the south. It was a night attack, and ar first it went well.
The Finns managed to cross the ice and close on the village without heavy losses,
Russian fire, though heavy, was mostly wild, Once inside the village, however, it
was uncther matter, The Russians had fortified every barn, cellar, farmhouse, and
puthuilding, Automatic weapons, sited for converging fire, raked every open lane
and pasture. Each building had to be reduced as a seperate strong point, The unre-
lenting Russian fire began to canse heavy casealties among the Finns,

W4

re

= >

Incresse the pame length o 7 Turns, W2

P RUSSIAN Sets Up First [104]

B FINN Moves First [218]

END

21 3/4|5/|6

hexes of board 24; {5AN: 4]

Elements of the 139th Infantry Division [ELR: 2] up to two squad-equivalents (and any SMC/SW stacked with them)
muy set up in OB-piven Fortifications on koard 7 in hexes numbered = §; the remaining units set up in any wholefalf

HME LME -
ﬁ &l o - 2 @ | s & ! T:lI s | ?
&-4-7 228 tn iu t = th 1612 '% !!E SR | 7 mare
14 4 8
MTR | Trench Foxhole
‘!,.M“ R, DA +4 ‘J._
m\!’" Dihar: +2 Eﬁ.uﬁ
B2* pm e, 42
3 6

north edge of board 70 [SAN: 3]

Elements of 2nd Battalion, 16th Jiger Regiment, and attached units [ELR: 4] enter on Turn [ along the

f
;

1 dm I LN BE i TR im NTR
fhe | deb (Qz (|2 iD| 0| gl | o0 | b
14 4 3
Enter on Turn & along the south edge of board 24
1 4 LG
Prigz|gz|s
5 2

SPECIAL RULES:

1. Weather is Deep Snow (E3.73), with no wind at start.

2. Place overlay Wd4 on 24BBRE-AAY and Wd2 on 24%3-U4. The board 24 valley does
nat exisl; other terrain in these hexes exisis normally at Level 0 [EXC: non-gully cliffs de
ned exist], All buildings on board 24 are wooden. Mo buildings on board 7 exist: these
heses are treated ag Open Ground instead, Noislands exist on board 7.

3, Might Rules (E1.) are in effect. The initial Base NVR is 4 hexes with No Moon, The
Finnish player is the Scenario Attacker; the Russian player is the Scenario Defender. The
Majority Squad Type of the Finns is Stealthy; that of the Russians is Mormal.

4, The Russians may Fortify < 4 building Locations [Tunnels are NA]

&, All Finnish units have Winter Camouflage [E3.7120 amd are Ski-equipped (E4.); they

may commence play in Ski mode st the Finn's optaon,
f. Mo Quarter is in effect for both sides

AFTERMATH: The Finns grenaded cach building, but even the wounded Bussizns kept
fighting. There were vicious firefights inside the riddled buildings—nasty close-up work
with pistols, grenades, and bayonets, Finally, the Finns entered the village, The lighting
now hecame so close that nedther side could use their beavy morars. It was simply o mil-
ter of who broke first, By noon, the balance shified in favor of the Finns when o company
gained o foosheld in the center of the village and knocked out a pumber of machine gun
nests that had been galling the Finns for hours. By 1400 bours, the Russians were in
retreat.  Psycholopically, the viclory al Tolvajarvi was a shot of adrenalin to the Finnish
soldiers everywhere.,



Wit until the attacker 15 in a position where he
15 really depending on o particular fire base or
AFY 1o support his assault, then bring m the
OB A on that key element. Remember, once
you bring in the FFE that access is gone and
yout will shorily have 1o draw Tor access again.
This puls your OB A into the hands of fate once
more,

Dont forget SMOKE. You can use OBA 10
SMOKD enemy AFY, allowing Infantry to
safely move in for CC, SMOKE can also be
pied on AFY that have found good positions
for lomg range fre on you, A good SMOKE
FFE can make these guyvs useless for a turm or
two, even if they move,

OF course, with OBA vou don™t know when
or if you will get it, how accurate it will be, or
how long you will have it. 5o don't pin the
success of your defense on the OB A,

I3

It is during the early war period when MG
are mast potent as anti-tank weapons, Con-
sider the following:

A MG has a Basic TK of 4; at one hex range
add +2 to the TK: against a rear target facing it
would receive an additional +1, taking it all the
way 1o 7 TK. A PeKpfw IIIF has 3 AF on the
front/side/rear hull, This means that the lowly
LM at Point Blank range and with a rear Tar-
ged Facing has a 4 to Stun and a 3 or less TK.

As vou can see the vsefulness of MG as anti-
tank weapons 1% high in the early war vears.
The kev to using them against AFY will he
MATEUVETING INto @ position to maximize their

MACHINE GUNs (MG)

TE#, This means trying (o get as close ps pos-
sible while getting a shot on the side or rear
Targel Facing,

Llse any HIP you have for MMC armed with
LMG, creating kind of an “anti-tank gun Lite™
{see illustration 1), Look for HIP positions
that will be unattractive tor enemy Infantry to
move through (MP cost) or at least Locations
that wou can cover with fire from other units.
A good spot 1s the upper level of a building.
Then it is a matter of timing and luck 1o get a
good shot, keeping in mind that vou may have
to move o get it. Perhaps an Assanlt Move
from HIF and then in the next enemy MPh your
opponent has to decide whether to turn and fire
at a concealed enemy unit or to crank up and
move oul. Hmmm.

IT vow don’t have HIP, try 1o keep yvour LMG
1 as long as possible. And keep maneuvering
them about trying to gel inte position for the
sood shot, Don’t forget about SMOKE 1o help
vou manewver, Starting the LMG on the [Tanks
15 good wdea; iF vou have more than one LMG
iry Lo establish crossing fields of fire with
them,

I haven™t mentioned HMG or MMG ver and
there is g reason why, I believe that you should
nol plan your positioning of the MMG/HMG
on anti-tank duties, The MMG/HMG have no
better TE# than the LMG, The MMG/HMG
have higher Portage Point costs which means
they 're not as easily maneuvered into better
killing positions, and if the manning squad
hreaks as it attempts to maneuver the
HMOGMBMOG will often he left behind by the
routing infantry. Lse the MMOG/HMOG 10 break
and separate the enemy Infantry (rom thear
AFY support {mmore on this Later), Which is nol
fu say thal you should pass up a tasty shot that
an enemy ATFY olfers your MMG/HMG,  Just

A HIF “anti-tank gun Liae™ g Belgan 4:5-7 and o LMG, reveals itself in the Defensive Fire Phase among o platoon of
Mation German PMzEpfe I With the Germon armor onable weeffecrively fire wntl next Dhefensive Fine Phase, the Belgiom
urils can expect at least two decent shots, not including ROF, and posaibly a chance at Close Combat With o linde uck (well,

& lod ol luck!), the Belgians could eliminate three German panzars

a laare tracle Tor o sigquned and a EMO Shoan for ench

panzer is the Original TE DR needed for an effect after @ bt v edther the bull or the amet (W,
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remaember 1o keep the opposing Infantey in
mind.

The To Hit DEM normally applicable to MG
are not immediately obyvious, To make things
a little easier | have included a chart showing
which DEM that apply 1o MG/LATW TH

dtlempls.
Moatice that MG, like LATW, do oot incur

To Hit DRM Cases for
SW MG and LATW
FIRER BASED

DRM Case  Description  SW MG LATW

T T NAT T NA
B AFP fire NA (USEC3)

(Eor Bounding fire ~ N&  YES
C3 AFPh/Backblost MNA YES
e Motion - MA- YES
I Pinned NA YES
g ] Within hax 18] WO
F Intensive Fire NA NA

G Delibimmob  NA  YES

H Captured YES YES
1 Butaned Up NA NO

TARGET BASED

DEM Case  Description  SW MG LATW
_._J-.z : I :. Target YES YES
J3-4 FFMOVFFN AM NA YES
K Concealad MA YES
L Foint Blank YES N
M BomSighng  YES  NO
N Acguisition NO N}
3 Hazordous Mvmt~ — NA YES
P Target Size YES YES

0 STEM: YES' YES

B LOS Hindrance YES YES

the Case H: Fire within hex DEM. This is very
sighificant versus the YBM Freese tactic,
Unlike LATW, the MG does receive the bene-
fit of Case L: Point Blank Fire. Lightly
armored early war tanks will want 1o keep their
distance from even your LMG,

A couple of last things to remember about
MG vs AFY. You can not attempt Deliberate
Immaobilization with a MG, Anvthing that
would half the MG FP (such as fire in AFPh
without Opportunity Fired prohibits o MG frem
attempting a THTK attack.  Also, both Crit-
cal Hits and Muldiple Hits are NA for MG,

5W MorTAars

Ah, the lowly mortar, s 3t really so lowly?
The mortar can be an effective weapon vs the
early war AFY, I receives the same DRM on
the cffeets DR vs AFV that OBA recerves and
uses the same tvpe of elTects resulls, Evenal
you don't harm the AFY itself, vou will have a
collateral attack on any vulnerable PROC; if
there is Intamry wsing the AFY as cover they
will be attacked by any mortar hit as well. Add
to this the high ROF of most mortars and you
have a fairly potent anti-tank weapon, Did |
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mention the possibility of Critical Hits?

The initial placement of mortars can be criti-
cal due to their high portage numbers. Reposi-
tioning them can be time consuming. They
should be positioned as far back as possible
while still having an expansive field of fire.
The optimal position would be on a hill and
entrenched —otherwise any non-building
Location with a broad field of fire. Check out
the rules for Spotted Fire (C9.3) as well. This
ploy can be used to give your mortars better
fields of fire and better protection in exchange
for reduced accuracy and ROF, For example,
you could place your spotter in an upper level
building Location (a position from which a
mortar cannot (ire) while the mortar is outside
in an adjacent hex, The spotter’s higher eleva-
tion now gives the mortar much greater reach.
The spotter will not lose concealment for spot-
ting, while the mortar will likely be out of
LOS. One possible ploy is to use a HIP spotter
and HIP mortar, the enemy may have little idea
where the rounds are coming from.

Don't forget SMOKE. SMOKE from mor-
tars can be used against those AFV that have
found long range firing positions and also to
cloud enemy AFY that are close to your
Infantry—allowing your MMC a chance 1o
close for CC. British and Japanese SW mor-
tars have SMOKE available throughout the
war, while the U5, gets it in 1945 {or in 12/44
vs Peiper). Familiarize yourself with your
maortars before play starts, Pay attention to
minimum and maximum range. The lapanese
SW mortar has variable ROF and ranpe
depending on the ammunition type being fired.

Frame TuroweRrs (FT)
AND MO

A

" 24

Flame Thrower anti-tank capability is pretiy
straight forward, Tt has an 8 TK at normal
range (| hex) and is halved for long range (2
hexes), The TE# is not reduced by any AF nor
1% it reduced vs a moving/Motion vehicle, but it
“HsT out more readily if not used by an Elite
unit (as does a Demolition Charge). The big
problem i1z how to get that FT close to an
cnemy AFY,

If you have HIP, use it. Flame Throwers can
fire at full effect in the AFPh, 50 one could
mave from a HIP position and then fire the FT
at full strength, An upper level building Loca-
tion is great for a HIP FT, Many players don’t
take the time to move upstairs or (o
Search/Mop-Up, meaning your FT unit could
be bypassed, sitting there wailing for the
enemy AFV support to roll through a suppos-
edly secured area. You could also use a
swarming technique, sending a few HS (o draw
fire, then sending in the FT for the kil in the
AFPh.

One inferesting tactic is o place the FT unit
in an entrenchment behind a wall/hedge. The
FT unit is out of LOS untl the enemy AFY
moves up adjacent across the wall‘hedge, when
vou lame away. Unless your opponent is will-
ing to move another unit adjacent, he may nol
be able to fire at the FT unit. Ideally, the FT
unit will then be able to skulk away under

cover of the intervening wallfhedge.

Regardless of what tactic you decide on
{there are many more than the three above) you
should maintain as much “Fog-O-War" about
the Location of your FT as long as possible,
Keep them concealed up to the last minute
before you use them, The fact that vou have a
FT or two will play on your opponent’s psy-
che. As long as he doesn’t know where the FT
are he will not be willing to run his AFY up to
vour *7 stacks, and certainly will not be using
any "VBM Freeze" tactics vs *?" stacks. The
FT as a threat alone will be very valuahle, so
don't waste it

MOL {A22.6-.62) 15 an inherent SW that is
allowed only by S8R or DYOQ, A umit that 1=
designated as being MOL capable must still
make a MOL usage dr. If successful, such a
unit  ¢an  then attack any same or
Adjacent/ADJACENT Location AFY., Yoo
must target the AFY specifically and if you
make a successful usage dr then vou attack the
encmy AFY on the “C7.34 HE & Flame To
Kill Table™ with a base & TK#. Like a FT. AF
do not modify the TR, Unlike a FT, mov-
ing/Motion status of the target does. As you
can sec, MOL is a some what “iffy’ weapon,

Since MOL is vsually only present by 55R,

The fact that you have a
FT or two will play on your
opponent’s psyche.

odds are that your opponent will know ¥ou
have the capability and will endeavor o avoid
putting his AFV in proximity of your Infantry,
It is because of this that MOL is a very difficult
weapon to hring to bear against enemy AFV,
although its mere threat may serve vou just as
well, It is most useful and effective in situa-
tions where vou have HIF MMC, restrictive
terrain, and/or fortifications that can be used 1o
funnel enemy AFY,

One important dem o note about MOL. Tt is
equally effective vs AFV in the AFPhasitisin
any other Fire Phase. This means yvour MOL-
capable Infantry can move Adjacent to enemy
AFY and use their MOL capability just as
effectively (the TK is the same) as in any other
fire phase. Unfortunately, vou cannol use
MOL as Subsequent First Fire, so cach unit
will paly get one shot per Player Turn.

ah

DeEvoLITION CHARGES (DC)

The D is a weapon that requires pre-plan-
ning to use effectively vs most any target,
especially an AFV, When [ say pre-planning, |
mean you must consider from the moment you
see DC on yvour scenario card how you are
going to use your them and where vou will set
them up.

For example, if the terrain is constrictive in
nature and there are only a few avenues of
approach for the enemy AFV, you may want to
try to Set the DC {A23.7) to block one of these
lanes, Maybe the VC require exiting off a par-
ticular hex or reo; again, setting the DC in an
exit hex could be an option, 1If there are upper
level building Locations. you may want to y
throwing the DC on enemy AFV as they pass
by

More likelv, vou may need to run up to the
AFV and Place the DC, If so, don't forget
ghout Infantry Smoke grenades, Having a cou-
ple or three squads place Smoke on or around
the intended target betore running up can
greatly increase your odds of success.

DC always draw a lot of enemy FP when
they pop out, and this in itself can be used as a
tactic. By running a DC-toting HS at an enemy
AFY you could give other units an improved
chance to get at it

Giving the DC {or FT) 1o a leader is often a
sood tactic, A leader is an elite unit, has more
inherent MF than a regular MMC, self-rallies,
and usually has morale as good, if not beer
than, the basic MMC, These faciors make
leaders very good choices as DOYFT delivery
E}"jlt‘:ﬂl!\i.

As with the FT, try to keep the Location of
your DC secret as long as possible. DC also
help keep enemy AFV at arms length, as long
as your opponent docsn’t know where they are,

FORTIFICATIONS

Fortificatons will serve one primary pur-
pose: to funnel enemy forces into the areas
where you want them to go. This will usually
be into the kill zones of your other weapons, A
secondary purpose 15 simply to slow down and
break up the assauli.

I usually like to concentrate my availahle
fortifications to make a particular part ot my
setup area a fortress that my opponent will
likely want 1o avoid. Then | place my other
weapons to create Kill zones and traps in the
Temaining area,

Review the rules for your fortifications
betore setup. Pay particular attention to how
these fortifications interact with the terrain of
the scenario. This will allow you 1o take full
advantage of their usefulness against enemy
AFY. In general there are three types of forti-
fications:

Entrenchments, pillboxes,
Fortified Building Locations
roadblocks and Wire

mines and panjis

Protecting:

Blocking:
Attacking:

(Tunnels are not technically a fortification,
A-T Ditches are a type of trench and are both a
Blocking and Protecting fortification )

Use your fortifications in combination with
restrictive terrain (gullies, cliffs, board or play-




mg area edge, etc.) to funnel the opposition’s
AFY assets into the kill zones of vour other
weapons, Wire/Panjis/Mines/Roadblocks are
all dangerous for AFV to enter. MNormally, a
player will not risk his AFY forces by entering
these type of fortifications. Instead, once dis-
covered, he will try to bypass such areas with
hiz AFY and in s0 doing {assuming you have
placed these fortifications wisely) will hope-
fully place them within reach of your anti-tank
WEATHINS,

Entrenchments are valuable for securing
your Infantry against the wrath of the enemy
APV, alfording a +4 TEM vs overrunning
APV (and OB A} as well as the normal 42 TEM
vs other attacks. Trenches are also Bog terrain
for fully-tracked vehicles, while other vehicles
are prohibited from even entering a trench
Location. In addition, Trenches are especially
useful in trying 1o get your concealed troops
imo CC vs enemy AFV, since it is easier to
maintain 7" while moving through trenches.

Crose CoMeaT (CC)

CC

The most prevalent anti-tank weapon in your
arsenal is the Infantry itself. CC is no sure
thing, but it makes each MMC/SMC a poten-
tigl AFV killer,

Normally your troops will have to advance
it CC during the APh. To do this they will
first need to conduct a PAATC (Pre-AFVY
AdvancefAttack Task Check), If an enemy
AFY ends its movement in your Location, no
PAATC 15 required for vour troops to be able
to conduct CC vs that enemy AFY in the
CCPh. When such an enemy AFY enters your
Location, you have to roll a PAATC during
your opponent’s MPh only if you wish to retain
" stamus (iF any), or if you wish to conduet CC
Reaction Fire.

CC Reaction Fire is a normal CC atlack con-
ducted during your opponent’s MPh vs an
enemy AFY that has entered the Location of
one of your units, bol your opponent cannot
attack back using CC in the MPh, Tt uses the
CC table and modifiers and can be used in
combination with Streel Fighting (A1 1.8y, The
Street Fighting rules are intended to simulate
the restrictive effect that BEuropean cities/vil-
lages had on the maneuver of AFV.

The detailed mechanics can be found in CC
ve A Vehicle (A11.5 - B) and alse CC Reac-
tion Fire (D7.21 - .212). This will give vou the
“how to” on CC vs vehicle, but the “where”
and “when™ can be a little more tricky.

First off, rushing vour Infantry out at an
encmy AFY with no plan other than 1o try to
get a squad or two into CC would be foolish
(EXC: Banzai/Human Wave), On the other
hand, if vour opponent has allowed an AFV to
become isolated from covering fire, then a
swarm ractic might work, In general, though,
you want o keep your Infantry in geod defen-
sive terrain such as woods, building. entrench-
ment, pillbox, ete, Armor alone is not very
effective at trying to dig cnemy Infantry out of
such defensive positions,

.

If you need to go atter the enemy armor, then
set up to take advantage of any possible Street
Fighting positions. Use a defense in-depth so
that units that break in your counter attack can
fall back behind Good Order friends. Place
your leaders so that they are in a poesition Lo
rally and regroup after vou attack. Don’t for-
get Infantry Smoke,

Another tactic 1% 1o use a "Human Road-
block™ by placing Infantry in possible choke
points to try (o force the enemy AFV into CC
Reaction Fire situations, If the roads are not
paved, put a foxhole and squad in a key road
hex-or dig your own foxhole during play. In
any case it would be wise to try o include a
leader, if possible, in vour CC atlempts on
enemy AFY. A Leader's DRM can modify the
PAATC of any Infantry trving o enter CC vs
an enemy AFY, as well as modifying the CC
attack. Each S5MC also increases by one the
CCY of any one MMC in CC.

It is also wise to try to get at least one con-
cealed unit inte any CC vs AFY, allowing vou
to roll for Ambush even if you are not in
Ambush tecrain, and giving your whole stack a
-2 on the Ambush dr. This is significant if vou
are not in a situation where vou will receive the
automatic Ambush benefits of Street Fighting.

Another plan is to hide from AFY and con-
centrate instead on removing their friendly
Infantry support (more on this later).

(MoORE oN THIS LATER)

Perhaps you were wondering when | would
get to this.

When you have little effective anti-tank
resources and you are facing a combined-arms
attack, my suggestion is to concentrate on what
vou can affece. Hammer on the opposing
Infantry instead. Avoid the opposing AFY as
much as reasonably possible and gain "7 at
every opportunity. Avoid Prep Fire, unless
there is & really juicy target. Often, armor
alone cannot win the game, and AFY without
support are vulnerable o epemy Infantry,

[t vou are successful in stripping away the
Infantry support, your opponant will be forced
into bringing his AFY up to Point Blank range
to try o dislodge you, bunching up and becom-
ing vulnerable to the tactics and weapons dis-
cussed above.

This "Take Out The Infantry™ tactic will be
particularly useful when the scenario involves
gaining control of terrain, An AFY can only
control the Location it currently occupies and
cannot Control a building.

CONCLUSION

The key to any defense will be how well the
defender uses his available weapons o com-
plement each other. No one weapon or tactic
will work every time and you will seldom (if
ever) have all of the weapons listed above
available in a given scenario, Look for oppor-
lunities to wse one weapon to help bring
another to bear, Set up your MG so that when
the enemy AFY turn to go around the fortifica-
tions, they will be exposing their side target
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facings. Set up a line of trenches that allows
you to maove your FT from one key area to
another while remaining concealed. Position
your FFE to force the enemy AFY into vour
minefields. As in chess, it will be the combi-
nation of resources thal yields resules and not
one piece alone,

kFnow your O, know vour troops (MNational
Capabilities). Know your weapons {(ROF,
Special Ammo, Ranges, etc. ), know vour forti-
fications. Know the terrain. If necessary,
review the applicable rules sections to get a
refresher. ASL is a highly detailed game, and
it is often the little details that make the differ-
ence. [t osually isn't the 150mm Gun that ends
up making the difference, but rather that last
turn shot by the LMG, In other words, take
nothing Ffor granted and pay attention to each
detail. Especially if vou are at an apparent dis-
advantage as we have been discussing. You
just might find you don’t need a can opener
after all.

FROM THE EDITORS

By now, perhaps you've read most
of the magazine and may even have
pushed around a few counters from the
scenarios within. We hope you enjoy
it. Regardless, please drop us a line to
tell us what you think—the return of
the Signals page after two-plus years
give you a forum from which to be
heard. Mavhe your insight or your
question will lead us down a path we
otherwise wouldn't tread. At the very
least, we'll read your comments, put
them into perspective with the feed-
back of everyone else who has taken
the time to voice their opinions, and
try to gauge what you other ASL play-
ers want to see. Because we at Multi-
Man Publishing are ASL players, too.
As players, the things we look for in
the Annual include insightful articles
glong with interesting and balanced
scenarios. To the extent this magazine
is lacking in those areas, point the fin-
zer at us. Any credit, however, belongs
to the authors, designers, and
playtesters listed on page 3. Our
thanks—as both players and
editors—go to them. We

know what we like, both

in these pages and outside
of them. Now we want
to hear from you.

The Editors
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