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‘ine in ‘99!

Coming Spring 1999
Action Pack #2!

Following in the successful footsteps of AP#], Action Pack #2 Tealures two
brand new geomorphic map boards, 8 all-new scenarios, new overlays, and the
Overrun Flowchart Playing Aid. Board 46 features a half-board European vil-
lage with adjoining farmlands. Board 47 fearures a board-length wooded raving,
The overlays feature hills (B100.), including a half-board village on a hill, and
wonden buildings (B21.), with the latter conducive for representing hues (G3)
in the PTC).

Coming Summer 1999

Tarawa!

The long awaited Historical module about the Marine beach assault on the atall
of Betio appears after vears of research and playtesting, Two full-sized map
sheets beautitully depict the atoll they fought over, with eight new scenarios and
at least two campaign games, Veteran designers Eddie Zeman and Steve Deth-
lefsen bring their historical touch to the PTO,

Coming Fall 1999

A Bridge Too Far!

The climax of Operation Market-Garden, Frost's British seize the approaches o
the grand bridge over the Lower Rhine in Arnhem and hold out against the 9th
and 10th S5 Panzer Divisions, desperately waiting for relief. The hand-to-hand
fighting in an urban landscape is reminiscent of Stalingrad, bul with an empha-
sis on controlling city blocks, Designed by veteran plavtester and gamer Russ
Bunten,

Coming Winter 19989

Journal Issue 2 w/Kakazu Ridge!

Issue 2 of the ASL Journal will include all you have come to expect in an ASL
periodical plus a 227 by 32" historical map, a countersheet, and scenarios
{including one monsfer scenario!) o simulate the fighting along Kakazu Ridge
in Okinawa, Designed by Dan Dolan, the man who brought us the Gavutu-
Tanambogo CG in the ASL Anngal *93b, we can only say Banzai!

[nformation on these and other great ASL products is available on our web page, www.multimanpub.com, or by sending a
selt-addressed, stamped envelope requesting our catalog to MMP, P.O. Box 601, Gambrills, MD 21054-0601. New ASL
products are available direct from MMP, exclusively. All in-stock ASL praducts are also available direct from MMP.
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Friends,

Back at the beginning of August we were as surprised as anyone when
Monarch-Avalon announced it was selling its game division to Hasbro.
Rumors had been swirling all summer about TAHGC being scld, but rumors
of the demise of TAHGC have been around for a long time. At Avaloncon,
the rumors almost took over the convention since the Hunt Valley Inn had
not been booked for next vear,

While Hasbro and Monarch-Avalon were hammering out the details and we
were going flat out to finish DB, we were also trying to establish a dia-
logue with Hasbro. Were they interested in ASL-the boardgame or was
this a purchase for future computer game interests? Curt had previously
tried to buy the rights to ASL from TAHGC and tried again with Hasbro.
Failing that, we hoped to be able to produce ASL for Hasbro as we had
done with TAHGC. Indeed, this is pretty much the deal we have worked
out with Hasbro, except that preoduction and sales are now completely in
our hands. No more depending on TAHGC schedules or printing processes.

This ASL Journal is ocur first product under the Hasbro aegis, and we
hope it will serve as a bridge from the Monarch-Avalon past to the
MMP/Hasbro future. In form and content, the Journal might as well have
been named the ASL Annual, fcollowing as it does closely in the footsteps
of its predecessors. We changed the name to signal a new beginning and
because we don't want to be tied into the only-once-a-year schedule that
i5 inherent in the title Annual.

Cne of the benefits of Hasbro's support of ASL is the continued exis-
tence of an official rules authority. We will continue to answer ASL
rules guestions received through the mail, wvia e-mail, or through our
web site, and we will continue to work towards updating replacement
pages for the ASL Rulebook. We are especially happy with how the Chap-
ter A replacement pages (and new Chapter B pages) in Doomed Battalions
have been received, and if our experiment in perforation works in this
issue then we'll attempt to issue errata pages to the ASLRB in future
issues of the Journal.

Our immediate production schedule for 1999 is laid out elsewhere in
these pages, and we are already deep into planning for Y2ZK and beyond.
We want to hear about what you want so that we can guide our plans
accordingly. Wherever those plans take us, you can count on our com-
mitment to ASL quality. Not just because it's what yvou want, but because
it is what we want for the hobby. We'll be plaving this game for a long
time to come, and we hope that vou will be there right along side.

Multi-Man Publishing



Multi-Man Publishing's ASE Sowrmal is devoted o
the presentaticn of authoritative articles, tested sce
narios,

ADVANCED SQUAD LEADER game system, hoard

and occasional pame inserts for the

wargaming's premiere tactical simulation, Such
articles encompass, but are not lHmited to, the strat-
exy, lactics, variation, design and historical back-
ground of the ASL series of games, The ASL fowrnal
is published by Multi-Man Publishing. LLC (P.O.
Box 601, Gambrills, Marvliand 21054-0601, USA)
solely for the edification of the serious ASL affi-
ciomado in the hopes of improving the player's profi-
ciency and broadening his enjoyment of the game,

While most of the material in the ASL Journal is
solicited by the editors, articles from the general
readership are considered for publication at the dis
cretion of MMP's staff, Materials may be submitted
cither electronically (submissionf multimanpub.
com) or by muil (see above address), and should
embrace the tenes of common Enghish vsage, There
15 no limit on word length. Photographs must have a
caption and credits on the back. Rejected materials
will be returned to the author only when accompa-
nicd by a SASE. Powential authors are advised thit
submirted material becomes the sole property of
Multi-Man Publishing, LLC, Eemuneration will
consist of a flat fee of U8, 530 per 8"« 117 texl pape
plus one complimentary copy of the fournal in
which the material sees print, pavahle upon publica
tion of the materials. For further information, write
o ASL Articles ofio MMP.
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URBAN GUERILLAS

VIENNA, AUSTRIA, 9 April 1945: With the Allied armies closing on the crum-
bling Reich, most Germans, especially those in the Wuffen-58, were occupied
with one goal: escape from the Russians and surrender to the Western Allies. This
included Sepp Dictrich's Sixth Panzer Army which intended 1o hold the way open
to the very last minute, regardless af the threat of encirclement. In Yienna, with
its many canals parallel to the Danube, this was especially problematic. The Iad
88-Panzer Division, "Das Reich,” would form the rear guard as Tolhukhin's
Fourth Ukrainian Front closed in on the beautiful city.

BOARD CONFIGURATION:
A s
o
BALANCE: N
& Add one 65-3-8 to the German OB,
VICTORY CONDITIONS: The Russians win at game end if they Control W incrtase the game length oo 7-1/2. turns (Ol haxrows AP om Board 22 and

twao of the three buildings: 23¥7, 23AA3, or 23002, R-GG on Board 23 are playable|

TURN RECORD CHART
*

& GERMAN Sets Up First [158] i
1 (21 3(4| %0 END
wr RUSSIAN Moves First [142]

_J |_ Elements of Regiment "Der Fuhrer", 88-Panzer Division 2 "Das Reich” [ELR: 5] set up on hoard 22 in hexes numbered 2 7
andfor on board 23 south of the canal: [SAN: 4]
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Set up on board 23 @ Fi-]k#g:
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228 | BOL mveey

Elements of the Sth Guards Mechanized Brigade [ELK: 3] set up on board 22 in hexes numbered < 6: {SAN: 6 {sce 55R §})
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Elements of the 30th Guards Heavy Tank Regiment i i g

enter on Turn 3 along any one cedge (east,west, or south) W - it[ﬁ Htﬁ 0 i

of the plaving wrea, south of the canal: 628 = Pr] a5 .
S 2 2

SPECIAL RULES: cantain enemy units, If 2 2 eligible Locations ure equidistant, the unit is

1. EC are Moderate, with no wind at start, placed in the Lovalbon with the highest TEM..Il' the I-':'“‘:":_i”n 15 still undeter-

foes : mined, the Russians choose from those egquidistant Locations. Newly placed
2_. Place overlays X13 on ."1.'1.””?-"” :_||1|| A8 .on EEM.“:" Building 23Y7 (St units are marked with a TI counter, Partisans may not form FG with Russian
Stephen’s Cathedraly is considered a Factory (B23.74). units and are Allied Troops (A10.7). Partisan units have PF capability as if
3. Contrary to Russian Multi-Applicable Vehicle Note I, the T34/85: have g prepmaTh: Although Das Reich had no desire to sacrifice itself for the rest of the
unlimited s l.':JFIa.l'liHl}'. CGierman Sixth Panzer Army, it wis not about 1o surremder o the Bussians either, One area
of bitter fighting was nround the picturesgue Prater Park with 51 Stephen's Cathedral over-

4. Crews may not voluntarily Abanden their vehicles, i : : e
lnoked by the Florisdorf Bradge, The people of Vienna did not want their beautitul city to

5. All Russian sniper attack dr of "3" or "4" generate Partisan units; the type of o rer the same Fate a8 Warsaw and Budupest. So the locnl leaders mide a deal with the
Partisan unit is determined by a subsequent dr: with 1-3", a [-2-7 HS is pen- Russians: help would be available of the artillery bombardment was called off. As the Red
erated; with "4-3", u hero; and with "6", a 7-0, The Partisan unit is placed in Ay upheld it end of the bargain, partisan activity would remain a constant thorn in
the closest eligible Location as determined by a Random Location DR (A 14.2: Drictrich's side during the last weeks of the war, Nonetheless, many 85 troopers were able

the smiper counter, however, is not moved from its current hex). Eligible Loca- 4o break out to the west and surrender to the Americans. Inoan ironic twist of fate, they
tiens are ground level Locations of building, woods, or sewer hexes that do not would ultimately be turned over o the Russians anyway, most o disappear farever.



BATTLIN’ BUCKEYES

ASL SCENARIO J2
TACONDO BARRIO, LUZON, 29 January 1%45: Many of the Japanese troops
defending Clark Field were less than front-line quality. Lieutenant Colonel
Seikuke Eguchi, however, scrounged for them every available machine gun from
the destroved aircraft littering the runways. As the 37th and 40th Infantry Divi-
stons of General Griswold's X1V Corps were pushing the remains of Kembu
Giroup inta the foothills of the Zombuales Mountains, Eguchi decided 1o counterat-
tack,

BOARD CONFIGURATION:

&b
N 3
-k
[y hearows R-33 sre piayabis)
VICTORY CONDITIONS: The Japanese win at game end if they Contrel BALANCE: |
= 22 building Locations on board 41. For each Japanese AFY elimi- Ircrense ihe: garme Jeasih to T unis |
nated/Recalled. this required total is increased by one; for each American R ROREE E I B RS R B AR N,
AFY eliminated/Recalled, the required total is decreased by one. @ Amerncan reinforcements enter an Turn 3
TURN RECORD CHART |
@ i

T AMERICAN Sets Lp First [151] :
1123/ 4|5|6 END
@ JAPANESE Moves First [213]

Elements of the 3rd Battalion, 129th Infaniry Regiment [ELR: 4] set up on board 41; 1SAN: 4}

Oy 14
J 1 HME WM BAZAG 0
e }ﬁ" € |z |dz | HolAm| i 2 ﬁ%
667 “6-6 2-2-7 ) B2 48 | | 8B 7 manily 05 =on
4 8 2 12
| ]
Elements of Cannon Company, 3rd Battalion and X 2;‘- a 131 Jlg
637th Tank Destroyer Battalion enter on Turn 2 along gﬁ‘ q o i1k, ! s
the east edge of board{s) 4/41: 347 T6L -oa | WE Zin ::'“ -8 |
2
Elements of Eguchi Detachment [ELR: 3] st up on hoard 4: [SAN; 4]

E 1 2 e - HME o L |, wTe o
e | A m' g ig & ‘&E =5l s&:l.g ,1!:%' _IsfE- E:ﬂ
4.48 | 447 | 347 2.28 - H | = aq | ) 26 | wowr 30l

3 5 6 3 3 4 3
L]
Elements of the Yanagimoto Detachment enter on B-1 >, L]
Turn | aleng the west edge of board(s) 4/41 ] 3
= » [§ i -fﬁ'ﬂ: Y.
6
SPECIAL RULES: 5. Crews may nol voluntarily abandon their vehicle |[EXC: the M20 Crew].

1. EC are Moderate, with no wind at start. PTO Terram (G.1) 15 10 effect,

including Light Jungle (G2.1) [EXC: all roads exist, but are unpaved; all  AFTERMATH: After clearing Clark Field the "Dafiling Buckeyes” of the 37th pushed
bridges, however, remain Fords per G.1]. The stream is dry (B20.410. inta the rwins of Font Srotsenburg. On the moming of the 29th, Eguchi's infontry hid the
2. Mo hills exist; other terrain in these hexes exists normally at Level 0, American defenses, and wers repulsed.  Another connterattack led by six tonks of the
3 Al boildings are wooden, and no building contains an lI]J;J'-‘J level, All row- 'I'.l.r..:|f|_|.r.1.-:r:;l.-::- .F.'ln-'lip;h!u{-ln.*, .1Ir||..r|.;k-|h..-llr|'.f-J|1;: 1'|i|?|k :'||, B||:.r~|u ']_"i;||,'|,:-|'|..J|..::_k I!Jm:_-ul;}_ |;||1|_*:'r|‘:1?:j
houses (B23.7 1) are considered Single Story Houses; the thick black bar sepa aR'Y.RE me A NRS.RAR | Prape AL Towoer UMpLY. HOCIRC DRk T

- 1 ; : barrie, With help from the remainder of the cannen company and assisting tank destroys
rating such houses is considered Open Ground {making Snap Shots between era, however, the seldiers of the Buckeye Division repulsed the Topanese atack, Four

the houses possible] but is not sufficient to allow VBM, Tapanese tanks were destroyed an the cost of two additionnl tank destroyers. Soan the aren |
4. Contrary 1o G1.631, the Japanese may not utilize HIP. The Japanese have s around Clark Field was secured und American Fifth Air Force planes were flving from its |
Level B Boaby Trap capability (B28.9). iy s,
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Siting down facing vour epponent’s " Death
Srar” kil stack, vou sigh, This stack has been a
pain in vour side from the get-go. You've
browphr OBA down on it—nothing. You ve hit it
several times with divect fire from q Sherman—
nothing. O well, In for a penny, in for a pound,
You fire vour 9-2 stack and gack the rofl. Now
vou have expended all your resources for no
g, What's wrong with this picture?

SMOKE comes in all shapes, colors, and
sizes, Infantry can throw 11, Orednance can shoot
it. ¥ehicles can do both, Blazes and Burning
Wrecks pour it out as a harsh reminder of your
ill-chosen battle plans, with no regard to nation-
ality or personal grand strategy. Because
SMOKE is defined in fits and starts from many
different sections of the ASL rulebook, it can he
hard 1o fathom, Once vou begin using SMOKE
toits greatest potential, though, you will find
wour mission in an ASL scenario that much eas-
ier o achieve,

GENERAL TRUTHS

For now, forget its source, What is Smoke? Or
SMOKE? SMOEKE {all uppercase) is the rule-
book's term for both Smoke (mixed case) and
White Phosphorous { W), WP adds several fea-
tures to stuft that otherwise acts much like
Smoke, so we'll just generalize about SMOKE
until we get into the specifics of what makes
WP different.

Like grain, SMOKE is an LOS Hindrance,
SMOKE counters have a +DRM on them to tell
you how dense a Hindrance it is, ranging from
+1 o +3, Remember that an accumulated Hin-
drance of +6 along your LOS will completely
hide vour target. Normally, one wouldn't expect
to see Hindrances get that dense, but a Smoke
modifier of +3 per hex suddenly brings this eas-
ily within reach. Any amount of Hindrance
berwean yvou and your opponent is enough o
save your Infantry from that deadly -1 FEMO
modifier—and the more protection you have
covering your boys belore they step out, the bet-
ter. SMOUKE 15 alwavs inherent in a hex, so any
LOS traced along 8 SMOKE hexspine is hin-
dered by that SMOKE, More than one SMOKE
counter can ¢xist in a hex, but the total Hin-
drance DREM for SMOKE can never he more
than +3} through one hex. The one thing that
makes SMOKE different from other LOS Hin-
drances is that SMOKE applies to anyone in the
same Location as a SMOKE source—a Hin-
drance normally doesn’t modify your view inie
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a Location. 5o a SMOKE Hindrance is added 1o
the TEM of a target’s Location.

You can't use SMOKE in Mud or Deep Snow,
nor does it have any effect in Fog and Ocean
hexes or other Water Obstacles, Heavy Winds
and Rain immediately remove SMOKE from
the board, and prevent the use of SMOKE out-
doors until the weather lightens up again,

Contrary to the usual LOS reciprocity in ASL,
SMOKE adds a +1 Hindrance to anyone inside
2 SMOKE-filled Location looking out. So if vou
were looking at someone with a +3 Smoke
counter in his hex, you'd be 43 to shoot him and
hed be +4 (o shoot vou, Tt could even be possi-
ble for you to see someone in a Smoke-lilled
Location through a total of +5 Hindrance, and
yet he wouldn't be able to see you, Makes vou
think about using it offensively against those
killer fire groups.

Smoke (1.e,, SMOKE that 15 not WP rises two
levels above its source level; WP rises four ley-
els, Even if you fired at a rooftop, SMOKE
rounds land at the base level of 4 hex and waft
their way up from there. Conceivably, some
building occupants could be higher than the
SMOKE vou're shooting al them. Rule A24.4
talks aboul “vonventional smoke™ (not Smoke
or SMOKE, doggone it) landing at the base
level of a hex, and later talks about Infantry
Smoke grenades being thrown to a higher level
in & building. Rule CR.532 also mentions ord-
nance SMOKE as being “placed at ground level
in any target hex, except Interior Building hexes

. Thus, ordnance SMOKE always starts at a
hex's base level, but since Smoke grenades can
be heaved around in upper floors their base level
would be measured from the building level in
which they were placed. Infantry Smoke
grenades can be thrown inside a building even
when the Environmental Conditions say i1"s too
nasty to use SMOKE outdoors, [1s probably
considered rude, though.

When a 5/87 Smoke counter first hits the
hoard (whether from ordnance, 4 smoke dis-
penser, or OBA} you use a white Smoke
counter. There are two kinds of white 5/8"
counters for Smoke—a white +3 Smoke (Full
Smoke) and a white +2 Dispersed counter (Dis-
persed Smoke), Full Smoeke can only come from
nitial Smoke attacks at the beginning of the
PFPh. As time passes and the Full Smoke gets
replaced with Dispersed Smoke, you swap out a
+3 Full 5moke counter with a white +2 Dis-
persed Smoke counter. White Dispersed Smoke
counters also represent any Smoke that gets
placed anvtime other than the initial volleys of
the PFPh. Smoke fired during the DFPh, or from
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a smoke dispenser, always appears on board as a
white +2 Dispersed Smoke counter, In addition
o these two white counters, there is a 3787 gray
+2 Dispersed Smoke counter, The gray counter
indicates drifting smoke, usually blown from o
Smoke source hex by a Mild Breeze, It acts like
white Smoke counters, but we use white coun-
ters 1o show Smoke's source, and gray counters
1o show Smoke's drift, If the wind direction
were to change at the beginning of a turn, gray
dispersed Smoke would shift to the new wind
direction in the AFPh, WP has similar white and
gray counters, but the white counters are
marked +2 for Full WP, and +1 for both the
white and gray Dispersed WP,

The “Level 2 written on the Smoke counter
{or “Level 47 on WP can be misleading, Smoke
rises two levels above a hex's base level, and
stops, So il vou place Smoke in a Level O hex,
Smoeke fills the hex up through Level 0 and
Level 1, and stops just before Level 2. Two
groups firing at each other from Level 2 loca-
tions could ignore an intervemng base level (O

Tyres oF SMOKE

Placed by erdnance/OB A at the
start of PFPh only.

Placed by ordnance/OBA at the
start of DFPh or created at start of
firer's next PFPh by Nipping exist-
ing +3 smoke or created by vehic-

ular smoke dispenser

“Drrifting™ Smoke placed down-
wind of White Smoke or Blaze in
next AFPh during Mild Breeze,
place 3 for +3: 2 for +2 Smoke,

laced by LLS./British
ordnance/CBA at start of PFPh
only,

Placed by LS /Britzh/lapanese
ardnance/OBA at start of any
friendly Fire Phase or created al
start of firer”s next PFPh by flip-
ping existing +2 WP,

“Drrifting” WP placed downwind

of White WP in next AFPh during

Mild Breeze; place 2 for +2; 1 for
+1 WP,




Smoke counter. If a unit were at Level 2 and had
Smoke at s base level, the Smoke would Hin-
der any LOS 1o a lower level, similar to LOS
from an upper level building when there are
leafless orchards just outside your window. The
umit at Level 2 would still, of course, ignore the
additional +1 for being in a Smoke Location
because the only actual Smoke Locations are at
Levels 0 and 1.

SMOKE adds +1 to MEMP costs for any unit
that enters a SMOKE-filled Lecation, This
stows down infantry and vehicles—with no
regard to who laid the SMOKE, Makes vou
think about using it offensively against groups
that need to be somewhere in a hurry,

INFANTRY SMOKE GRENADES

Smoke grenades are available if
+2 e | ¥our troops have a Smoke Place-
ment Exponent next to their Fire-
i power, Usually this number is
mockingly low, like a 1, and you don’t often
weigh the advantages of trying it versus the
price of waiting for it. But if you have a higher
exponent, even a 2, you should consider how
you could use SMOKE to modify your strategy,
Only full squads are allowed a smoke exponent;
half-squads, in their chaotic state, aren't,

Infantry can attempt to throw Smoke grenades
onve during their MPh, and the SMOKE dissi-
pates at the end of the MPh. Croix de Guerre
saw the advent of SMOKE counters with green
lettering to remind us that grenades only pro-
vide SMOKE during the MPh, and are removed
from the board before any DFPh,

To make a Smoke Flacement attempt, a squad
must make a dr £ its Smoke Placement Expo-
nent. If it rolls a 6. it ends its MPh (but is met
Pinned}. It eosts 1 MF to attempt placement in a
squad’'s own hex, or 2 MF into an adjacent hex.
Upon a successful dr, the newly placed SMOKE
counter creates a +2 Hindrance (+1 WP, If you
combine the MF cost of throwing SMOKE with
the +1 MF for moving inte a SMOKE-filled
Location, it becomes difficult for a squad 1o
safely throw SMOKE to cover its own advance.
The MF cost is easier to bear if a leader stacks
with the squad. Also consider declaring Double
Time before throwing SMOKE-—but remember
that being CX lowers the Smoke Exponent by
One,

Smaoke

If you're throwing a grenade to a higher level,
you can only heave it one level higher than
where vou are standing, Even then, you have to
make a dr of 1-3 or else the SMOKE lands back
in the throwing sguad’s Location. I there’s a
Mild Breeze, SMOKE can only be thrown in a
squad's own hex or the three downwind hexes.

Deep in Chapter H (specifically H1.22), we
find that if a scenario 55R (or DY or CG pur-
chase) designates a squad as Assaull Engineers,
its Smoke Exponent increases by 2. This means
a German §-3-8, with an exponent of 3, would
suddenly have an exponent of 3 if designated
Assault Engineers, A dr of 5 or less for
Smoke—imagine the possibilities! Of course,
an Assaull Engineer HS still would not be able
to throw Smoke, because only a full squad can
have a Smoke Placement Exponent. Check out
the scenario “Commando Schenke” (AR0)

A common misconception is that the “'Level
2" and “Level 4" on SMOKE counters means
that the hindrance rises up through that level,
Actually, the hindrance exists /n that many
levels, from the base level, as illustrated. Sa, a
unit on Level 2 firing ot another Level 2 unit
incurs no Smoke hindrance {although they
would incur a WP hindrance). A Level 2 unit
firing at any lower level would incur a4 Smaoke
hindrance.

Tre HEiguT oF SMOKE

wp

SMOKE

sometime for an excellent Assault Engineer
proving ground.

You can throw SMOKE while doing an
Assault Move, Remember vou musr declare
yvou're Assault Moving before any MF are
expended, so it does a squad no good o attempt
SMOKE and base its plans for Assault Move-
ment on the dr's success or failure, You have o
plan ahead and ride out the consequences, Don't
forget that you must spend fewer MF than your
normal limit o make an Assault Mowve; so il it
costs 2 MF to place SMOKE into an adjacent
hex, and 2 MF to enter the resulting SMOKE-
filled Open Ground hex, then you can’t do it as
an Assault Move unless you've got a movement
bonus.

One tactic T've seen (and envied) works like
this: the opponent’s squad Assault Moves for-
ward into brush: with one of its two remaining
MF the squad places Smoke in its own hex to
cover the advance of more troops. Splendidly
done. Remember that Smoke grenades fill the
hex with inherent Smoke, and blocking a LOS
along a hexspine is every bit as effective as
blocking a LOS through a hex. Here's another
slick trick to consider. If currently out of LOS, a
concealed squad and leader could Assault
Move, place Smoke in an Open Ground hex,
and move into that hex while staying concealed,

Think about throwing SMOKE when contem-
plating a Dash. Like Assault Moves, vou have o
declare a Dash before spending any MF. Once
again, though, you're stuck with the quandary
of having enough movement factors to do
everything, Throwing SMOKE into the street (2
MF}, Dashing into the smoke-filled street (2
MF), and making it into the cover across the
street (2 MF for a building) is expensive, A
squad would either need to be moving with a
leader or declare Double Time, There’s also
& A that says you can't hesitate in the road
during a Dash and throw SMOKE.

In the PTO, you can throw WP infe a cave and
by watching where it comes out possibly reveal
hidden exits of a cave complex, We'll look at
this more in the Terrain section below,

WP GRENADES
What's different abour WP
: N grenades? First, let’s look at what's
wrilf o1 | bad about using them, WP only pro-

vides a +1 Hindrance. To place it,
vou need (o declare that you're trying for WP

before vou roll, and then you need w oroll 1 less
than your normal Smoke Placement Exponent.
Except by S5R, WP is only available 1o the
Americans, the British in 1944 or later, or
Japanese elite squads.

S0 why bother? First, the Hindrance for WP
rises 4 levels instend of 2, Second, WP causes
any unit in the target Location who isn't but-
toned up in a CT AFY 1o take a MC. It's an easy
MC o pass—a NMC with all terrain modifiers
counting us a negative DRM, and all leader
modifiers applying as usual. But any MC,
whether passed or failed, causes an already bro-
ken unit 1o become DM, It also causes a HIP o
concealed unil to became unconcealed. And, if
this wasn't temptation enough, victims of a W
grenade “attack™ that roll a 6 on the colored die
of the MC suffer a WP Critical Hit—the TEM
becomes a positive DRM for the MC (and the
colored die is already a 6, so this looks like ong
tough MO to make),

WP can even cause a fire to break out if condi-
tioms are Dry or Very Dry. A WP grenade uses
special DRM for its Kindling roll. (Remember,
to start & flame you must roll grearer than a ter-
rain’s Kindling Mumber: so il a fire is a bad
result, rolling low is still a good thing in that
you don't cause a fire.) WP suffers a -1 DRM if
conditions are merely Dry. Buildings get a -2
DRM against igniting from WP, and normal EC
DRM do not apply to a WP Kindling DR, Thus,
in ascenario with Dry EC, a WP grenade
thrown into o wooden building Location would
cause a Flame on a final DR 2 11 {wooden
building Kindling Mumber of 8, -2 for huilding
va WP, -1 for Dry EC), while a WP grenade
tossed into grain would also need a DR 2 1] w
cause a Flame {grain Kindling Number of 10, -1
for Dry EC).

ORDNANCE FIRING SMOKE

Lots of ordnance gets SMOKE as a Special
Ammo ty pe, which must be fired using the Area
Target Type (except vs caves, discussed below).
This means you lose all ROF—unless finng a
mortar, Mortars keep their ROF when firing as
Aren Target Type, so with a string of luck you
can drop a lot of SMOKE on board from just
one Mmortar.

SMOKE fired at a target within 12 hexes
increases its Modified To Hit Number by two,
With a base Area Target Type TH of 7 ut that
range, it's likely that you'll hit your target
{unless cursed with lots of modifiers). While




WET SAHWAHS

ASL SCENARIO J4

VICTORY CONDITIONS: The Dutch win at the end of any Player Tuen if they
have amassed = 55 Victory Points more than the Japonese, [n addison 1o receiving Casu-
alty VP normally, both sides also receive Exit VP for units exated off the edge of board 43
ondbetween 4IH 10 and 43R 10: ot the end of each Game Tum, the Dutch lso receive 1 ¥P
for each building Location they Contral (excluding all huts & building 4383).

TURN RECORD CHART

Bcenario Design: Philippe Leoward

BAOERENA, JAVA, 5 March 1942: A the lapanese expansion through the
Dutch colonies continued, the sland of Juva became next in line. A Japanese
seahorne invasion waus organized around three landings on the island’s northern
coust, two of these to the west. The Japanese 48th Division landed on 1 March
near Kragen in the cast, with Soerabaja, the second most important city on Java,
and the Tjepoe oil field installations as its main objectives. The landing went
essentially unopposed as the KNIL (Metherlands East Indies Army) had spread its
defenses across the vast teeritory in order to delay the Japanese advance, Afier the
initial Japanese penetrations, the KNIL regrouped and even counterattacked in
some key areas. On the night of 4 March, several Dutch reconnaissance patrols
left Bahad and Kedoengpring for the city of Bodjonegora. Advancing along a
main road and expecting opposition, the 1st Company of Infantry Division Y11
found the outskirts of Bacerena unoccupied and conseguently took up a defensive
position along the city's western perimeter.

BOARD CONFIGURATION:

£
‘ j
BALANCE: B oy mm
% In the Dutch OB replace two 4-3-7s with pn
two 4-3-Ts, 0= @
@ Add one Type 54 Tankette to the Jupanese
Turn 1 OE,

1] 2

%/ DUTCH Sets Up First [72]

@ JAPANESE Moves First [0

3|4 6|7

Reinforced elements of 1st Company, Infantry Division VIIT [ELR: 2] set up on board(s) 3343 onfeast of hexrow R {SAN: 3]

MTR
e e 50 08 (= gz fz| 1D elf] 2 680
4 a4 3 3 2 10

43GGS: {SAN: 2 (see 55R 5)}

] B |04 15
= %e %Iﬂ
AN L

Elements of the 48th Reconnaissance Regiment, Kitamura Detachment [ELR: 3] enter on Turn 1 onfadjacent-o

ok -2 | 37 gy
Enter on Turn 2 along the west edge on/between hexes 33GGS and 430006
2 4
1 2 % - in His im MW 4 LM da HTH
fic A | gk Dz || RE| fe | e [F | 0
w (o [ s e[ pe i [ [ 5
a8 3 2 4 o

SPECIAL RULES:

8, The Japanese Sniper counter is not placed onboard wntil the start of Tum 2.

1. EC are Wet, with no wind at start. PTO Terrain (G, 1) is in effect, including

Light Jungle (G2.1) [EXC: all roads do exist].

2. Place overlays as follows: 03 on 43P1-02; 05 on 3358-RE; RP4 on 43HI1-

11; and RPS on 4304-X4,

3, All Grain hexes are considered Ireigated Rice Paddies (G8.12), and all hex-
sides of such hexes are considerad Banks (GR.21). Al non-Hut buildings are

wonden and no building has an upper level.

4. The Dutch may use HIP for one squad-equivalent (and all SMC/SW stacked

with it), and may not Bore Sight

AFTERMATH: Suddenly, & fast moving Japanese tank column appeared on the road
leading into the city, An anti-tank rifle, commanded by Sergeant ¥onk, immediately
opened fire und knocked out ene of the four lead vehicles, The armored force reacted
decisively by sending its light, machine gun armed tanks fo the front o suppress the
Dutch defenders. Sergeant Yonk was hit and killed almost immediately —his crew,
formed of Java natives, fled. Sergeant 1. F. Boek then manned the ranksbukeen and man-
aged 1o damage rovo more light tanks. Meanwhile, Japanese infantry had spread out and
hegun tn hazardously trundle through the surrounding area of large, irigaied fce pad-
dies— suwahs-—that surrounded Baoerena,



A SUNDAY STROLL

3

ASL SCENARIO J3

YVICTORY CONDITIONS: The Americans win al game end il they Con-

tral = 11 buildings.

TURN RECORD CHART

Seeianio Desagn. Koo Dhaen

CAUMONT, FRANCE, 12 June 1944: As the resolt of confusion within the
German High Command and its indecision concerning the main Allied invasion
effort, defensive units not already on the front lines received a series of conflict-
ing movement orders. One such unit was the 2nd Paneer Division, which finally
received orders (o move towards the beachhead in a frantic attempt to stem the
Allicd tide. The 2nd Panzer moved out in the late afternoon of the 9th, marching
throughout the nights and laagering at day. Upon reaching Caumont, the Znd's
reconnaissance battalion immediately deployed to cover the town's approaches, A
half-hour later, a jeep full of men from the 26th Infantry Regiment rounded o bend
in the road, and guickly pulled back after receiving fire from a 37mm anti-tank
gun. This seemed to signal an American attack as several Shermans immediately
began firing high explosive shells into the town from leng range. When the
shelling ceased, the Americans began marching up the road into Caumont as if on
a Sunday stroll

BOARD CONFIGURATION:

BALANCE:

& Decrease the game length o 7 turns.

(e |
[H ] Wil

re

A
N

13‘3‘7 Adld one 7-0 to the American OB.

# GERMAN Sets Up First

G AMERICAN Moves First [131]

e

4

END

-
=

hexrow ¥Y: |SAN: 4)

Elements of Aulklarungs Abteilung 2 and Panzerjiiger Abteilung 34, Panzer Division 2 [ELR: 3] set up onfeast-of

Enter on Turn 3 along the east edge:

1 s 16 lI |
1 1 ™ - LN %, : ‘h‘.. W wi?
| 45 | ks | k| h= 4] 45| £3: |0 |8

6 2 >

Elements of the 26th Infantry Regiment, 15t Infantey Division [ELR: 3] enter anfafter Turn | along the west edge: [SAN: 3}

1 = N
1 MG BAZ4S F n
HE Tk FAPtANR: m%' 3
§'-6-6 * - * - .| r: W eaa I.IFHF
12 2 2

3
Enter on Turn 5 along the west edge: [ [4
7 s

SPECIAL RULES:

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

2. Place overlays as follows: Gl on DDS; OGL on Z29; and Wdl on Ua

ning an Turn 6, the dusk LY Hindrance no longer applies and Night rules (E1)
are in effect including SAN increase (E1.72) [EXC: Scenario Defender, Free-
dom of Movement, ELR Loss, and Cloaking rules are not in effect]. The ini
1al Baze NVER iz 3 hexes with Scattered Clouds and No Moon, The Majority

3. The board 24 valley is treated as a Level 1 hill; the other terrain in these
hexes exists normally at Level 1 [EXC: non-gully cliffs do not exist]. As per
B10.2, units may trace a LOS through a Crest Line that is in an adjacent hex
provided that adjacent hex is at a lower elevation {for hex allb, kexsides T3-
ollé and To-oll6 are considered to be Crest Lines). Range to a Crest Line is
counted to the Aigher level hex of the two hexes forming that Crest Line hex-
side.

4. The Germans may utilize HIP for two squad-equivalents (and all SMC/SW
stacked with them).

5. To represent the gathering darkness, a dusk LY Hindrance, calculated as
Mist (E3.32; and applying within buildings) 15 in effect ot scenario starl. Al
the start of Game Turn 3, this LV Hindrance is increased per E3.51. Begin-

Squad Type of both sides 15 Mormal.

AFTERMATH: The forwand gulpasts, taking sdvantage ibe American's poor taetics, progeeded
1o rip the column of infaniry apart with deadly, well-aimed machine gun fire. Other elements of
the "Big Red One,” however, managed 1w enter the iown ander the growing eover of dorkness
With the flash of gunfire all around, the reconnaissance and anti-lank battalions of the 2nd
Panzer were slowly Torced out of their positons as Amesicon firepower and pumbers began 1o
take their 1oll, Mot content with just inflicting bratal punishment on the advancing American
infaniry, the Cermans luunched o counteraitack. After & huge effor supported by Poma armored
cars from the recon battalion, the Germans finally managed o regain some lost ground. Despiie
the skilllul and protessienal delense mounted by the 2nd Panzer, though, repeated massive 1.5,
nttacks were wenning the defenders down. The German's positions were being manned by lewer
and fewer soldiers with ne corresponding loss of American men or materiel, 5o, when the
American armor agin pressed the attack, the ever wepkening Germans were Tlinally dislodged
from Caument, Such serics of events would repeot themselves throughout the Narmandy cam
paign until its inevitable conclusian.
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DISPENSING COVER

There are lots af specifics for the four dif-
ferent types of vehicular smoke dispensers:
s, sP, sM, and sN. Be sure 1o review each
different type before taking them out onto
the battlefield.

The most common model is the sD. the
Smoke Discharger. It can fire once per
Player Turn during the MPh. If the vehicle’s
crew is BU, a sD Usage DR suffers a +1
DRM, If successful, place a white Dispersed
Smoke counter at the base level of the vehi-
cle’s own hex,

Less commaon than the sD is the Smoke
P, or sP, 1L is identical to the sD, except the
crew must be CE to fire a sP. This type of
dispenser is found only on U5, vehicles,

A Smoke Mortar, or sM, fires just like a
a1, except a white Dispersed Smoke counter
gets placed one 1o three hexes ahead in the
TCA and LOS of the vehicle. This makes the
sM more like firing a MA—you have to aim
the turret to fire smoke, and it doesn’t appear
in vour own hex. As with firing any dis-
penser, you suffer a +1 DRM if the crew is
BLU. A Moving/Motion vehicle must also
add a +2 DRM to fire a sM. If you need to
turn the turret to fire your sM (independent
of the usual “free” TCA changes in the
MPh), you must add any applicable Case A
DRM to your sM Usage DR. Any Hindrance
between the vehicle and its target hex also
apply against the sM Usage DR.

The Nahverteidigungswaffe, abbreviated
sN. is the terror of Smoke dispensers (a
friend calls it “fahrvergnugen,” because it
increases one's driving pleasure!). Basically,
it’s o grenade launcher mounted on the out-
side of your tank. It works exactly like a reg-
ular s, except it can also be used during the
CCPh as an anti-Personnel weapon, A vehi-
cle’s crew must be BU to fire off a sN, and so
always suffer the +1 DRM for being BU
when using the sN to place Smoke (but not
when using the sN in CC). Successful deto-
nation during the CCPh does not place Dis-
persed Smoke, but does attack any unar-
mored unit in the same Location with an IFT
attack of 16 FP. You can only fire it once
during a CC attack, and then only after
you've been attacked by enemy infantry
{unless you Ambush them).

Finally, don’t forget that per F. 10 any
armed, CE vehicle has a chance of placing
vehicular Smoke grenades, OF course, you
can only use vehicular Smoke grenades if
you don't fire off any other form of Smoke

end its move upon rolling a “6." A Vehicular
Smoke grenade can only be dropped in vour
current hex and not thrown to an adjacent hex.
but can be placed during vour opponent’s MPh,
You are allowed to use vehicular Smoke
grenades or a vehicle's smoke dispenser, but not
both, in the same MPh. This Smoke is otherwise
exaotlv like Infantry Smoke grenades. For many
Russian vehicles, 8 ¥SG offers o rare chance for
Amake.

If an AFY is destroyed by a low enough Final
TEK number (< half of that needed). it becomes a
Burning Wreck. An unarmored vehicle
becomes a Burning Wreck after an [FT attack =
hall of the % number, A wreck Blaze creates +2
Smoke, which is in lieu of the regular +1 wreck
Hindrance. This Smoke climbs four levels
above the wreck—or two levels if there’s a Mild
Breeze blowing.

TERRAIN

Burning terrain, called a Blaze, creates Smoke
similar to a Burning Wreck—but with the regu-
lar +3 Smoke Hindrance, piling up four levels
abowve its source, Just work through the raging
fires in the scenario “Fighting Withdrawal”
CASLL), and you'll get used to keeping track of
blazes and Smoke right away. Instead of placing
a Smoke counter onboard, the Blaze counter
should be reminder enough that there's Smoke
filling the Location, too,

During a Mild Breeze, place gray Dispersed
Smoke counters downwind from Blazes, as vou
would with white Smoke counters. Drifting Dis-
persed Smoke counters remain at the same level
as their original source. 5o if you lay Smoke on
the leeward edge of a hilltop in a Mild Breeze,
the trailing Smoke could blow out at the hill’s
level, offering no Hindrance cover al the lower
levels.

Caves are a whole other story. They do many
things differently than we’ve seen with other
sorts of terrain. A cave hex has two significant
Locations for us to consider: the cave itself, and
the rest of the hex. We can fire SMOKE at (or
place a SMOKE grenade in} a hex with a cave
just like any other hex, but the occupants of the
cave ordinarily won’t be affected. However, we
can instead target the cave itself, and try o drop
a SMOKE round or grenade directly into its
mouth,

Squads can throw SMOKE grenades into a
cave Irom any Location inside the cave, or any
Location a DC can be thrown from {either
ADJACENT to the cave, or when climbing
above the cave’s CA), Smoke grenades IN a
cave last longer than just through the MPh,
remaining in a cave until the end of the Player
Turn {perhaps we should have red Smoke coun
ters, 1o distinguish them from the green Smoke
counters we ot in COGT)

When firing ordnance SMOKE at the cave
itself, use the Infantry Target Type instead of
the Area Target Type. With the Infantry Target
Type. you must have a direct LOS to the cave,
and apply the cave's TEM to the TH number.
Ordnance can retain ROF and gain Acquisition,
but ne longer increases its Modified TH number
for firing SMOKE within 12 hexes. If vour shot
misses the cave, but the TH DR was = the

Depletion number, SMOKE is placed art the
base level of the cave's entrance hex. This near-
miss is the first ime we’ve seen SMOKE appear
after & miss! Indirect fire (from mortars and
OBA) can hit inside a cave only on a WP CH.
An American ‘45 bazooka can fire WP into a
cave; besides using its own TH table, it targets
the cave just like any other sort of ordnance.

What happens if you ever do hit a cave with
SMOKE? The Hindrance for the SMOKE dou-
bies (instead of the normal additional +1 Hin-
drance for being in a SMOKE Location). Soa
+2 WP counter INSIDE a cave would cause +4
Hindrance for LOS traced to someone outside
the cave. SMOKE actually IN a cave leaves no
SMOKE outside a cave; likewise, SMOKE oul-
side a cave doesn’t usually affect anvone
INSIDE the cave. So unless you score a hit
INSIDE a cave with WP, the folks INSIDE are
immune to the normal WP MC. WP {(from ord-
nance or grenades) placed IN a cave always hits
a5 0 WP CH—pgetting reversed TEM muodifiers
for the MC.

During a Mild Breeze, SMOKE never drifts
into or out of 8 cave. You can always use
SMOKE when you target the cave itself, even
dirisie Heavy Wineds,

Here's the neat part—WP placed INTO one
cave can reveal other caves in the same cave
complex, even if still hidden. When you are flip-
ping a white Full WP counter in a cave Location
over to its Dispersed WP side or when you're
removing Dispersed WP from a cave Location,
the WP will reveal all hidden caves that are
higher than and Accessible to the cave with WE
Mormally this happens during the PFPh, but can
also happen when you remove WP grenades at
the end of a Plaver Turn. Suddenly, you'll get
reports of WP coming out of tunnel exits and
hidden caves—even if not in your LOS, [f the
cave-playing player has any hidden pillboxes,
he only reports that the WP has revealed a tun-
nel exit, not the pillbox itself,

CONCLUSION

That's the lowdown on Smoke, SMOKE, and
WP. It can be tricky to use well because you
have to anticipate the timing of when, or if, it
appears (squads throw it during their MPh, ord-
nance fires it first before any other fire during
the PFPh, dispensers dump it during either
player’s MPh), and when it disappears {remoye
dispersed Smoke counters at the beginning of
vaur PFPh, or remove Infantry Smoke counters
at the end of any MPh). The basics are simple,
but the details are where the game is won or lost,
Of course, that's what makes it ASL.
TIPS FROM THE TRENCHES

Don't try what we suggested in a Tip
in the ASL Annual '97 and have your
ex-Riders use Advancing Fire after Bailing
(Out. Further fire that Player Turn is plain
oul per D24,

j




you can use previously gained acquisition when
firing SMOKE, you cannot keep or gain acqui-
sition while firing SMOKE. Most ordnance car-
ries & limited number of special ammeo rounds.
This is abstracted by the weapon's Depletion
MNumber on the back of a counter. The “s8" on
the back of the German 8 1mm mortar indicates
it has a Depletion Number of 8 for Smoke. This
means that every time vou roll TH with Smoke,
you need a DR = 8 to lob a Smoke round; a
higher roll means that weapon is out of Smoke
for the remainder of the scenario. while a roll
that equals the Depletion Number means you
get one final Smoke round, but are then out of
Smoke for the rest of the scenario. If you had no
Smoke, it's as if you never fired—unless you
malfunctioned your weapon,

Ordnance SMOKE has some different rules
for how long it lasts on board, Remember that
Infantry Smoke grenades only last for the MPh.
Ordnance SMOKE sticks around a lot longer.
Full Smoke is shown on a white Smoke counter,
sporting a +3 Hindrance and Level 2 Height.
When vour following PFPh {not vour oppo-
nent’s) comes arpund, flip the full strength +3
counter over W its Dispersed +2 Hindrance side.
MNext turn, again on veur next PEPh, vou remove
the Dispersed Smoke counter. WP from ord-
nanece is 4 +2 Hindrance that's 4 levels high, and
Disperses o a +1 Hindrance before fading
away

SMOKE must be fired first in the PFPh or
DFPh. As soon as you attempt Radio Contact or
fire anything but SMOKE. yvour opportunity Lo
fire SMOKE is gone for that phase—you can’l
spend the PFPh shooting someone and then pop
off a SMOKE cloud to hide behind, I5 your gun
can fire WP, vou can also fire it at the beginning
of the AFPh. Any SMOKE Ffired at any time
other than the beginning of your PFPh is placed
onboard as Dispersed Smoke, So any Smoke
you fire during your DEFENDER half of the
turn, or any WP vou fire during the AFPh, will
go onboard as Dispersed and then dissipate
beginning with your next FFPh,

A Mild Breeze can spread your SMOKE
around even further, In the AFPh, il there are
any white SMOKE counters onboard, put a trail
of gray Dispersed Smoke counters (+2 for
Smoke, +1 for WP in the direction the wind is
blowing. This trail of Dispersed SMOKE will
be as many hexes long as the Hindrance value of
the source. 3o a full-strength Smoke (+3) placed
at the beginning of the PFPh will grow three
gray Dispersed Smoke {(+2) counters in the
AFPh. On the next turn, when the smoke
becomes Dispersed (42) in the PFPh, you
remove the trailing gray counter so that only
twir hexes are Alled with gray Dispersed Smoke
counters {all still at +2). When the Smoke’s
source dissipates at the beginning of your next
PFPh, all grayv Dispersed Smoke is also
removed,

S0 where would you want (o shoot SMOKEY
Straight down the throat of a killer stack or on
top of 1 HID tank certainly comes to mind. There
are some other generalizations that we can make
shout targeting, though. 11 you fire near an
enemy stack that you're trving 1o mess with,
then the closer o il that vou place the SMOKE,
the more you obscure its LOS (so0if vou shoot in
its hex, vou mess up ils LOS everywhere, plus it

suffers from the +1 for being in a SMOKE-filled
Location ). Where there's enough smoke, there’s
no outgoing fire, You can also fire SMOKE o
slow down vour opponent. Entering a SMOKE-
filled Location costs an additional MEMP, and
sometimes that one extra movement cost can
ruin someone’s plans.

When firing Smoke at a concealed unit, the +2
Case K DREM for Fire vs a concealed target still
applies. This strips away a little of the player's
omniscience, To avoid this +2 DRM, fire
mstead at the hex immediately in front of a con-
cealed unit. Your target won't suffer the +1 Hin-
drance for being in a SMOKE Location, but vou
still get the benefits of hindering its LOS,

Some ordnance fires WP as Special Ammo,
This works just like firing Smoke from ord-
nance, and you also score a free WP MO as with
Infantry WF grenades. Ordnance WE alfects all
units in the first four levels of the hex hit by the
shot and generates a CH the usual way via an
original TH DR of 2.

OBA might come loaded with SMOKE
rounds, There's no change to how SMOKE
works. You target your ARSE normally, but

“Of course, an Assault

Engineer HS still would not
be able to throw Smoke,
because only a full squad can
have a Smoke Placement
Exponent.”

when the FFE lands, SMOKE fills the target hex
and all six surrounding hexes. Suddenly, we see
where the +6 Hindrance modifier can quickly
come into play. If vour OBA SMOKE module
was firing WF, then every unit in a hex affected
by the WP OBA takes a WP MC. In a Mild
Breeze, OBA SMOKE would drift into up o
nming more hexes with Dispersed Smoke. Talk
aboul an environmental impact statement. [f
you want to declare a SMOKE attack, declare
your SMOKE FFE right after you place your
AR onboard. Alse keep in mind that OBA
SMOKE placed in the DFPh would come down
as Dispersed SMOKE, and it would fade away
at the beginning of your PFPh. If vou fire both a
FFE: | and a FFE:2 of SMOKE. you'd either
place the first one as Full Smoke (FFE:1 during
the PFPh} and the next as Dispersed Smoke
(FFE:2 during the DFPh), or the first one would
be Dispersed Smoke (FFE:]1 during the DFPh)
followed by Full Smoke (FFE:2 during the
PEPh).

Some obscure miles found in unusual spots are
worth mentioning. A Barrage (E12.) can place
SMOKE:; a Creeping Barrage cannot {E12.7),
hut does increase the +1 FFE Hindrance o +2.
The only NOBA that can fire SMOKE is a LS.
WP fire mission. Finally, a napalm atiack from
a FB can create +3 Smoke (and a Blaze, GI7.4)

b

if it scores a hit in an attack, This napalm smoke
can exist regardless of the presence of Wind,
Rain, Snow, and Mud.

VEHICLES AND SMOKE

All tanks (and many other vehicles) carry
some form of SMOKE, either as special ammu-
nition, in the form of smoke dispensers, as
vehicular Smoke grenades, or some combina-
tiom of the three. The ideas we looked at for ord-
nance apply with little change if you're firing
SMOKE rounds from the MA of vour tank,
though it can be fun to play with an armor leader
and undepletable SMOKE rounds. Some tanks
also carry vehicular smoke dispensers. There
are a variety of dispensers to choose from, but
the most commaon is the Smoke Discharger
(s [See the sidebar for distinctions between
different smoke dispensers—~Eds. |

The vsage number appears on the back of the
AFV counter, Unlike Special Ammo rounds, if
vou fail vour usage DR, you can try again in a
later turn. If you make your DR, a dispenser
dumps Dispersed Smoke (a1 +2 Hindrance),

Dispensers lire during your MPh. To fire a
dispenser, the vehicle cannot be Abandoned
(duh}, and the crew cannot be Stunned, shocked,
or broken. You must add a +1 DREM if vou fire
wvour dispensers while BU, You can make only
one attempt to fire a smoke dispenser per phase
and vou must fire it before you fire any other
weapon on the tank, If successful, it costs one
MP to fire your dispensers. Otherwise, it's as if
you haven't done anything yet—just like firing
Special Ammo. You can also attempt to fire
your dispensers during your opponent’s MPh as
if using Defensive First Fire. Again, you can do
this only if vou haven't fired any other weapons.
An important tactical tip for all tankers: vou can
still fire your weapons affer you fire your dis-
pensers. Firing a dispenser does not mark a
vehicle with o Prep Fire or First Fire counter—
just make sure 1o try for Smoke before you
shoot o kill.

Note that dispensers fire Dispersed Smoke—
that means it's removed at the beginning of your
next PFPh. If you fire a dispenser during your
opponent’s MPh, the resulling Smoke isn’
going to be on board for very long. But if you
place dispenser Smoke during vouwr MPh, it will
last through your opponent’s DFPh and subse-
quent PFPh. In a Mild Breeze, Smoke placed
during the MPh will spread two hexes down-
wind during the AFPh.

Having dispersed Smoke as your opponent
approached. you can also attempt 1o go into
Motion, With good rolls, vou could suddenly
increase vour oppenent’s TH DREM by as much
as Tour (i.e., +2 Smoke and +2 Motion }—sort of
like squirting an ink clood in one direction, and
running in the other.

Chapter F tell us how armed vehicles can use
vehicular Smoke grenades (F.10). A crew can
lay a 1/2" Smoke counter much as Infantry does
by making a dr = 2 if CE (or = | if in an unar-
mored vehicle or a BU OT AFY), but doesn’t
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"My Panthers... my beautiful Panthers!”
despairing cry of Mr. Les Tuck after | managed
to whack two of the beasts in one tum using FB
i "Thevre Coming!" {DASL I7).

Admittedly, the Panther is a thing of beauty, if
you have an eve for it. Arguably the best tank of
World War 11, the PzKpfw V has a great gun,
good machine guns, terrific frontal armeor, and
good speed (although it stalls once in awhile).

But in ASL we don't always get beautiful Pan-
thers. Often we don't get armor at all. And some-
times, when we do, we get AFY that evoke
adjectives other than "beautiful." Some of those
adjectives are nol suitable for print. No one will
ever cry, "My Renault 355,
Renault 3551"

So what do you do with fourth-rate AFV, with
"tin cans"7? This article is intended a5 a Tollow-up
to the article by Tate Rogers, "What Do You D
When You Don't Have A Can Opener?”, pub-
lished in the ASL Annual 97, and is especially
relevant now that Doeomed Battalions 15 finally
seeing the light of day.

my heautitul

In this article I don't intend o discuss such spe-
cialized vehicles as armored cars, halltracks,
carriers, scout cars, and the like, although some
of these remarks will be relevant to them. These
vehicles historically were not usually used in the
forefront of the line of battle, although there
were exceptions, and a smart ASL player should
know where and when they can be commitied to
such a role,

But the focus of this article will be on those
AFY which were designed and built to serve as
front-line battle tanks and self-propelled guns. In
hindsight it may seem that their designers were
misguided and their builders incompetent, but if
the scenarie card tells you you've got "tin cans”
to play with, here are a few hints on how o make
the best of it

YOU WANT ME TO DO IT
wiTH THAT 2!

Some ASL plavers will avoid scenarios that
include tin cans, unless they have powerful AT
weapons and can use the tin cans as targets.
These players are called "intelligent,” and should
be avoided, Others are deeply wedded 1o the
notion that the ideal bautle should pit Panthers
against "Easy Eight” Shermans or T34/85s, they
are stuck forever in the late-war limbo of high
TK numbers and Burning Wrecks. Being deeply
wedded, however, their romantic hearts can be

WHAT TO DO IF YOU

HAVE A TIN CAN

broken by tragic circumstances, as in the case of
the unfortunate Mr. Tuck, quoted above,

Scenario designers are not (usually) the sadis-
tic brues we sometimes accuse them of being, If
vou are given good tanks, they are likely to be
very important to the outcome of the game.
Their untimely demise will often mean the dif-
ference between winning and losing. For exam-
ple, in "Barkmann's Corner” (DASL 15), if you
lose your one Panther, vou have almost certainly
lost the scenario.

O the other hand, if you are given bad tanks,
their influence on the game is not likely to be 30
crucial. To put it bluntly, tin cans are often
expendable. For this reason, you can have fun
with bad AFV, take chances yvou wouldn't risk
with more valuable units, and experiment with
bold tactics and possible game-winning gambits.
What is the point of having Panthers if you have

“To put it bluntly,
tin cans are often
expendable.”

o spend most of the game hiding from AT guns,
PIATS, and the like?

In addition, the whole range of what ASL has to
offer will be opened up o you, especially those
early war scenarios that may have turned you off
previously, Pay particular attention to Victory
Conditions; those tin cans may be valuable,
especially if you have to exit. On the other hand,
pay attention to the capabilities of the opposi-
tion; those fin cans may be more potent {rela-
tively speaking) than you might think.

Back when [ was playing Crescendo of Doeom,
I thought of my French light tanks (R35s, H33s,
H39s, ete.) as mobile, armored MMG, Under the
CO rules, these tanks had 1FE, which meant
they could bang away with 4 FP factors on the
IFT. (On the other hand. the CMG was halved to
| factor in any fire phase that the MA was used.)
In ASL, things have changed. But with their full-
strength CMG and a MA that resolves on the 4
FP column if it gets a hit, these tanks still amount
to something like mobile, armored MMG, And
while this might not sound like much, can you
think of any situation where a mohile, armored
MMG would net be a handy thing to have?

by David Olie

When vou're given bad tanks, even on the
defense, you're often given a fair number of
them, Sometimes [ suspect that this is just an
attempt to allow you 1o use platoon movement
(more on this later), but usually it's an attempt o
give you enough hitting power to carry out your
assigned task. Use it wisely,

Finally, although 1 heartily recommend read-
ing the Chapter H Vehicle Notes for any vehicle
before beginning play, it's often a good idea o
try to ignore some of the editorial comments in
them. For example. when you read that the ltal-
ian L3335 was called the cassa da morto (death
box). it's bound to put you off your game a hit.
However, when playing "ltalian Brothers” (AT2)
where the three Italian L3/35s are faced with
nothing more potent than MG, they can be a
nasty bit of business for the other side (although
even then they could also wind up being grist for
the CWP mill). It all depends on the circum-
stAnCes.

Bap TANk! Bap TANK!

A customer in g restawrant calls a very tired
waritress to fis table. “Miss”, he says, pointing to
his plate, "this potato is bad." The waitress picks
up ihe peiato, leoks it over, and then starts to
spank it, "Bad porate, bad, bad potate,” she
savs. She purs it back on his plate, and savs 1o
the crxtomer, "Wow, if that potata gives vou any
mare trouble, sir, vou be sure to let me know. "

In the interests of broad, sweeping analysis, |
would describe the bad characteristics of bad
tanks under the following four headings:

C )

L. SLOOOOW MOVEMENT: I think most
players would agree that any AFV with 10 or
fewer MP is a slow vehicle. In addition to the
basic inability of such a vehicle w cover ground
quickly, each non-terrain-related MP Expendi-
ture (2., including Starting, Stopping, VCA
change, HD Maneuver Attempt, etc.) is a greater
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percentage of the AFY's Movement Allowance.
A few AFY (British Matilda I, French FT-17
models) compound the insult by being unable o
use the road MP rate even if CE. By this stan-
dard, the FT-17 15 the slowest vehicle in the
game. Sure, it was designed for World War [, but
we're interested in what it can do in World War

1

2L WEAK ARMOR: The rules for OBA subject
any AFY with all AF £ 4 to a -1 modifier on
OBA (or onboard Indirect Fire) resolution on the
IFT. I think this iz a reasonable definition of
weak armor., (MNote that the French Renault and
Hotchkiss light tanks are above this, by having 6
AF on their turrets.) In addition, OT AFY and
Partiallv Armored AFY have inherent weak-
nesses which may come into play when facing
Indirect Fire, Direct Fire, and CC.

37

X WEAK MA: Again, I think it's fair to say that
any gun with a TK number of <9 is not a world-
heater. Even against an AF of ), such a gun (fir-
ing AP) will only have an effect 5 tmes out of 6
at best. Then there's the low yield of small-cal-
iber guns when firing HE on the IFT. In addition,
some MA have limited AP ammo available (the
French lights) and others have no HE ammo at
all {the British tanks armed with the 2-pounder,
and others). Finally, there are those AFY that
have nothing more than MG for MA, Although
useful against soft targets, their Basic TE# of 4
is nol going o make much of an impression on
other tanks. Barring exceptional luck, it can take
a lot of time and many dice rolls to make an
impact on the enemy with this kind of MA,

®

4. LO-TECH: Under this heading T place any
number of technological or mechanical failings.
Mechanical Unreliability {D21.1 and D2.5), Bad
Transmissions (Russian Vehicle Note M), B11
on MA (A7) andfor Low Ammo Breakdown
(D371 No Radio (D14) or Morse Code Radio
{French Vehicle Note B), RST (D1.321) or IMT
(D1.322), and MA mounted in hull may all be
seen as examples of poor design or industrial
inefficiency, Add to the list at your leisure.

Many AFY, even late-war vehicles, will fall
short in one of these categories, For example, the
American M18 GMC (Helleat) has only 3 AF on
the front and 1 AF on the sides and rear, plus is
OT 1o boot, Not good, but in compensation the
Hellear is the fastest fully-tracked AFY in the
game, and it also has a good gun and is a small
target, Having one "bad" characteristic is not
usually sufficient to rate an AFY as a tin can,
although it's important for players to bear these
wenknesses in mind.

The true tin cans are those that come under
twi, three, or even (heaven help ush all four cat-
egories, A vehicle may even have multiple fail

ings under "Lo-Tech.” As an example, consider
the Russian T-20 M37T model. Not an uncommon
vehicle in the game, it rates as a tin can. 1t has 11
WP, just one MP higher than the threshold given
for category 1, For armor it has 3 on the front and
| {boxed) on the sides and rear. The MA has a
TK number of 10, barely bevond our definition
for weakness, and a HE yield on the 4 column of
the IFT. And under Lo-Tech, well, how "lo" can
you go? Mechanical Unreliability, Bad Trans-
mission, B11 on MA, No Radio, and RST ali
apply to this machine. The earlier version (M33)
is even worse, with weaker armor and with all
MG optional, although it is slightly faster,

Or, to go to the absolute bottom of the heap,
have a look at the French FT-17 models. T won't
go into detail, beyond what ['ve already men-
tioned. Suffice to say that the FT-17 makes the
[talian copy (L3/21) look good by comparison,

By now vou're saving, "CLEL, T already know
all this, When are vou going to start talking
about the upside? Fair enough. My only point
here is to stress that, first of all, 1o fght success-
fully it's necessary to understand all the charac-
teristics of your AFY—the good, the bad, and
the ugly, And secondly, to stress that, after hay-
ing plumbed the depths of tank design, even that
lowly FT-17 can be—with sound tactics, careful
thought, and a dash of luck-—your key to victory.

I DipN'T Know THAT PIECE OF
Jusk Courp Do THat!

One of the great strengths of the ASL system is
that, within one set of rules {admittedly a long
and complicated one), it is possible to represent
the characteristics of such a wide range of vehi-
cles. I'm curious to see if anyone ever tries to
make counters for the British Mark 1V tanks of
World War I, but the point is that, within the
confines of the system, it conld be done.

Despite all the rules and individual vehicle
notes, however, it's worth remembering that, in
some respects, all AFY are created equal. Some
of what follows may seem obvious, but it's all
worth keeping in the back of one's mind while
playing.

1. D1.2 “The main advaniage of an AFV is that
it cannat be harmed by Small Arms Fire on the
IFT .. " This statement seems so obvious that
it's easy to overlook, But ir's extremely impor-
tant, Given that the bulk of the Arepower for any
side in nearly any scenario is Small Arms (Inher-
ent FP), the ability of closed top {(CT), fully
armored AFV to jgrere this firepower (except in
Close Combat [CC]) is an enormous strength.
Because none of us ever try 1o use Small Arms
againsl such fargets— knowing it cannot possi-
hly have any effect—we tend 1o forget this spe-
cial characteristic of armor, You can have a
squad in a concrete Pillbox, or a Fortified Build-
ing, and if your opponent can mass enough
Inherent FP against it, he will at least have a
chance of having an effect against it. But it does-
n't matter how much Inherent FP he throws at

T

your CT, Tully armored AFV; he can't do diddly-
sgquat, And the same applies for OT or Partially
Armored AFVY if you're reasonably careful. Even
an AF of 0 guarantees immunity, Think aboul
that. Without Support Weapons, or CC, his
Infantry can do nothing to even vour weakest
AFY,

In other words, when it comes to Inherent FP,
the majority of all FP in the game, the first 10-15
mm of armor plate is all that matters; the rest is
gravy, An FT-17 can bounce it off just as well as
a Panther.

2. D51 Al armed vehicles are manned by an
inherent crew .. " In other words, all AFY are,
in a sense, also armored infantry carriers. This
can be very important when VC are determined
by building Control {A26.11). Although an
inherent crew cannot Control a building while
still in its vehicle, it can Abandon the vehicle
(D54 to gain control as a MMC, except when
forbidden by SSR (as in. for example, "Swan
Song,” A52) Tt may also be advantageous to
Abandon a tin can so the crew can make use of a
more valuable vehicle, gun, or SW, either
friendly or captured. Keep an eye out for thess
opportunities.

One downside of the tin can is that the crew is
often an easy 2 VP bonus when the tank is
destroved and VO are dependent on Casualty or
Exit VP If faced with a strong AT defense, it
may make sense to Abandon your tin can
(scrounging any available MG/SW as you go) fo
continue the fight on foof, or even to exit on foot.
Remember, a vehicle crew counter is a vehicle
crew counter, whether it comes from a vehicle
with Crew Survival (C5) 2 or C5 8. If you have
a low chance of survival affer your armor is pen-
etrated, it may make more sense to get out of
your armor sefore your AFV is hit,

3. DLB2 "The Normal Range of a CMG ix 12
heves ., " Many nationalities that are saddled
with tin cans are also given 5W MG that are
deficient in range. The ltalian LMG has a Nor-
mal Range of but 5 hexes, while the Russian
MMG only fires out to 10 hexes,

On the other hand, the MG of AFV from all
mationalities are all created equal in the eyes of
the designers. CMG have a Normal Range of 12
(a few exceptions have a Mormal Range of 16);
all wther vehicular MG have a Normal Range of
%, CMG arc not restricted by Mandatory Fire
Direction i A9.4). Further, the range of Ordnance
MA is theoretically unlimited in most cases,
although practically speaking the To Hit table
and its various modifiers cause that range to drop
off steadily as the range increases.

In the close-range, dense-terrain fighting typi-
cal of many scenarios, these considerations will
not have much impact, However, in those situa-
tions, such as the desert, where the terrain is
more open, or where hills are available o allow
LO¥S 1o greater distances, the ability of even tin
cans to project long range FP, or the threar of
long range FP, can be vital. And don't forget
what a wonderful weapon even a 2 FP CMG is
for purposes of Interdiction (A10.53),




24

I also have a minor gquibble with the deploy-
ment of the German units on Hill 520-40,
Although the 4-4-T/LMG/7-0 could dish out
some pain to the Americans edging up the
reverse slope of the hill, 1 think hex 40L7, as
LR, pointed out, is the better position, as the
4-4-T/LMG can leave | Residual FP in 4004
and cover the western approaches of the hill
maore effectively. Additionally, 40L7 may
allow the unit a chance to Assault Move or
advance into PF range against an unwary AFV;
K& offers less of an opportunity for this,
Finally, my gut feeling is to put the 7-0in a
separate location, either to have another unit in
position to deny Rout or for the possibility of
that 1-in-6 PF shot. Hexes J5 or 16 would be
suitable, Maybe Corporal Werth could
ambush a CX 3-4-6 carrying a 60mm mortar.
[ agree that Hill 520-40 will most likely be the
sight of an American overwatch position, for
either the mortars or the .50 caliber or both.
The 6mm mortars will no doubt be assigned
e clear the woods on the far side of the river
should any Germans show their faces, What
better spot then the summit of Hill 320-407
From hexes 40K7 and L7 you can command
the far shore and have LOS to such likely
points of resistance as 4108, 4109 and 4157,
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My wily opponent, as expected, has no
"schreck-bearing HIP-sters in the orchard over-
lay. With no ambush laid in the center of
board 40, 1 suspected Chris had a presence on
Hill 520-40, and one of my many HT MG shots
confirmed this as | turned up a ‘schreck and a
HS in 40K7. However, these stalwarts shook
off consecutive 1MC and are sure to receive
more of my attention in the coming twrm. Note
that my HT may only fire 4 FP in the absence
of a passenger to man the second, 2 FP, MG
(American Vehicle Note E). So far, so good,

GERMAN

Yery interesting off board movement by
LR.s armor, T am surprised he is up that close
to the bridge with the half-tracks. One hex
closer to my HMG and | would have consid-
ered taking the shot, As it is I'm better off
keeping my HIP till a better shot comes along.
Had 1 not tried to get so cute with the con-
cealed stack's Assault Move in 4106, holding
off on the HMG shot would be all the better.

As 1 suspected, 1. R. blasted away at various
locations trying to turn up HIF Germans and
did so big time in the form of g.C with PSK.
Though g.C remained in Good Order, losing
HIP for the PSK is not good. LR, will proba-
bly also figure g.C has some friends on Hill
520400, It would have been nice to get a sniper
effect while he was shooting at all those empty
hexes.

NEUTRAL COMMENTATOR:

LE. has come on the hoard the optimal way.
His two squads of infantry carefully scouted
the environs about the 400Q1-0310 road and
once the coast was clear, they whistled up the
Ami AFV. LR. checked virtwally every decent
position where Chris could have placed his
troops, with the possible exception of N6 but
he advanced into that hex at the end of his turn,
A unit in 40N6 has the potential for causing the
Americans greal harm, as a unit with a ‘schreck
in this hex would need only a six to wax the
Scott in P4, Any German unit HIP in that loca-
tion would be -2 to the Ambush dr while the
CX 3-4-6 would be +1, A German Ambush
would most certainly see the unit withdraw to
O, where the "schreck hits the Scott in P4 ona
DR of 7.

JR.'s placement of Smoke in hex 4004
caused him problems later in the MPh when he
wanted to move AC-C to 4053, as the vehicle
did not have the necessary MP. This highlights
one of the prime characteristics of SMOKE: it
knows neither friend or foe. Thus, it pays to
carefully consider what effects Smoke place-
ment during a Movement Phase will have on
units that have yvet 1o move. [ have one criti-
cism with 1R, having hoth Scotts acquire the
same hex (4109), He obviously intended to
increase his chances for a hit on that location
with WP during his Turn 2 Prep Fire. | think
he would have been better off having the sec-
ond HMC place acguisition on a different hex,
perhaps 41NE, 41R5 or 4106 (the suspected
HMG position). In all likelithood, he will hit
hex 4109 with the first WP round (he would
need a DR of 9 against a hex containing a con-
cealed enemy unil assuming he has a -2 Area
Acquisition placed on it} and then utilize the
second Scott on another target anyway. While
the insurance of a second shot on 4109 is not a
bad thing, the possibility of smoking two dif-
ferent hexes serves the U5, needs far better.

Other than this, J.R. has succeeded well in
his first turn. He utilized his infantry to clear
the way for his vehicles, moved his AFY into
good firing positions, and lastly, in his advance
phase, used his limited infantry to screen his
AFY [rom any Germans on Hill 520-40, Dur-
ing the German half of the turn, the American
recon by fire flushed out the HIP PSK in 40K7,
which has to be a load off of J.R.s mind. Half
squad g.C, however, withstood the withering
fire J.R. harled its way,

For his part Chris skulked during his first
turn, the best tactic for his Germans to pursue
given that they have not been afforded any
opportunity to harm J.R, Chris did give away a
vital piece of battlefield intelligence with event
58: his Assault Move from 4106 to Q5 should
indicate to an astute opponent that the stack did




Jersey. 1 also met Chris at AVALONCON but
the year was 1994, We plaved a grueling game
of "Red Star, Red Sun” because [ promised my
wife Jolene, who has a fixation on the color
red, that I would play it (1 would appreciate it
if no one tells her about "Mike Red"). Chris
and [ played thirteen grueling hours which was
probably the most enjoyable of my ASL tour-
nament life. Chris, who had been playing for
far longer than I and was clearly the better
player, graciously taught me some rules and
after the game explained some tactical consid-
erations. This has really become Chris's legacy
within the ASL community: he will always go
the extra mile to explain the finer points of the
game to a less experienced or a new player,
simply to strengthen the hobby, Like LR.,
Chris can look al a scenario’s OB and terrain
and develop a tactical approach which takes
advantage of his force's strengths, while taking
full advantage of his opponent's weaknesses,
LR.s earlier comment on Chris being able to
put together a mistake-free game rings true in
my experiences playing him; it is almost
annerving at times! The fact that T met two
great opponents such as J.R. and Chris at
AVALONCON bodes well for the ASL tourna-
menl scenc.

The tenor of this scenario is clearly set by the
force fielded by the Amis: at first glance the
L5, order of battle seems imposing. Aside
from the aforementioned smoke capabilities,
the awesome firepower advantage possessed
by the American troops will almost surely
clear the far shore of any Germans foolish
enough to show themselves. There are nine
SWin the American OB {excluding the one
LR, conceded by giving Chris the Balance) for
eleven U8, squads, not including the two BAZ
‘44 and .50 calibers in the M3A1s. The Ameri-
cans are also more mobile than their opponent,
although this advantage is somewhal reduced
by the restrictive terrain which they must
negotiate to secure viclory—i.e., the bridge, its
approaches, and the village on board 41, The
armor not only can provide mobility, but also
cover in the form of either Armored Assault or
stationary TEM. It can alse be utilized to root
out German defenders using not only HE, but
HEAT, canister, and the aforementioned white
phosphorus. Lastly, interrogation is in affect,
which normally favors the attacker,

The difficult part for the Amis will be having
his six morale infantry negotiate the open
ground on and around the bridge. 1.R. will
need to make the most of his SMOKE-making
capabilities il he is to cross the Nied River in
any strength. Although he is correct to con-
sider Armored Assault as a viable alternative,
this may put his fragile AFV at risk far too
early in the action; it is the SMOKE capability
which is crucial to the American player's
chance of victory, And while he possesses an
overwhelming firepower advantage, he has but
two leaders for his eleven squads, If the situa-
tion warrants the dispersal of his troops or
should his leaders fall early during the game,
his OB becomes susceptible to having a num-
ber of broken squads scattered across the bal-
tefield with no hope of rally. The American
AFV are impressive in this action, but vulnera-
ble being both OT and lightly armored,

Possibly the biggest disadvantage faced by
the U5, player in this scenario is that he does
not win immediately when achieving his

ohjective of controlling five stone buildings on

Level | or Level 2 on board 41: he must do so
at game end while not losing = 23 CVP. This
makes the Amis vulnerable to a late game
counterattack by German forces, which may be
superior in number on the south side of the
river. Thus the pitiful remnants of the German
OB, with a single PF shot or CC, may be able
to take out that one vehicle that pushes the ULS.
over the CVP ceiling. In "Scouts Out” it ain't
over 1ill it's over!

LR, points out that the Americans will most
likely need three 1o four turns 1o cross the river
in force, leaving three or four tums to take five
level one/two stone buildings, Thus, the Gls
will probably have to take the buildings closcst
to the southern edge of the bridge, located on
the 41 N7 hill mass, to score a victory, While
the 4157 and 4155 hill masses will also give
the U.5. player enough buildings to win, the
terrain there is less favorable for the attacking
force due to its more open nature. Additionally
the buildings on the 4153 hill are that much
closer to the German reinforcements. The 1.5,
plaver may not have enough time or troops o
go after any buildings other than those on the
41NT hill. This seems o be LR.'s initial plan
and it is a good one,

I do have a few guibbles with some of LR.'s
assumptions, however, First, il seems that he
only considered the onboard units as a possible
locale for the German HMG. There are a num-
ber of locations which it could set up HIP and
be a nasty surprise, especially during defensive
First Fire. Placing it in 4108 is one; another is
40DD2. from which it can take the bridge
under fire from a distance, although I think this
is maybe too far from the main action, Also, he
mentions using Hill 520-40 as a fircbase (an
excellent idea), but is entering his AFV cither
in the center or on his right. I think if he is
expecting to use the hill as an overwatch posi-
tion, he'd better be prepared to throw some of
his heavy metal that way: the U.5, has to hit
hard and fast because getting invalved in a two
or three turn fight for this hill simply plays inlo
the Germans' hands. Finally, he has miscalcu-
lated the number of deployable squads avail-
able to the Germans, working on the assump-
tion that Chris has one when in fact, per A2.9,
he has two. This could provide the Armored
Cav boys with a nasty surprise,

The task of the German side appears dauni-
ing. Either their OB will wilt in the face of the
American firepower or SMOKE will negate
their own firepower.  But the Germans do have
some advantages which, while not apparent at
first, can be guite formidable. First and fore-
most, they enjoy the advantage of defending on
Board 41, a defender's paradise, against an
enemy with 6 morale troops who must cross a
river. Second, the weakness of the OT AFV
will be magnified when fighting in the village.
The American AFV, once the fighting takes
root in the village, will be hard pressed to lend
their weight to the battle and stay out of range
of German PF/PSK. Some of the AFV may be
able to conduct fire support trom the north side
of the river, but sooner or later some of them
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must cross the Nied . . . especially after the
arrival of the PzIIIN. While a SAN of four is
not overwhelmingly impressive, given the
weaknesses of the U8, leadership cited above
and the fact that all U5, AFY are OT, a lucky
aniper roll could also doom the U.S, hopes
early on. The German leadership, while
mediocre, is numerous, averaging one leader
per three squads.

I agree with Chris's analysis that the Ger-
mans on the south side of the river must pre-
serve their initial force to increase their
chances of victory, They cannot hope to deny
the 1Mth Armored Division this particular
bridge, Their chief goal here is to hang onto the
village until the Turn 4 reinforcements make
their appearance. They must attempt to stay
out of LOS of the killing weapons in the LS.
OB (M& HMCs, .50 cal. HMG, etc.) and make
their stand among board 41's stone buildings.
Imitial positions which allow the U.S. fire-
power 1o hammer the weaker German units
will in all likelihood result in the U8, making
an unopposed river crossing, Chris's setup rec-
opnizes this goal and endeavors to accomplish
it. MNote that Chris has set up most of his units
with a limited LOS to board 40, but a number
have LOS to the vital 4001 and 4004 exit
hexes of the bridge. Chris hopes that the HIP
board 40 units, by virtue of being hidden, will
slow down LR, enough so that the battle for
the village begins in earnest no earlier then
Turn 4.

Chris has also set up heavily in and around
the 41N7 hill mass—both his HMG and PSK
are there. [ personally dislike HIPing high
ROF, long-range SW, preferring to lake advan-
tage of them at earliest opportunity. OF course,
this in turn runs counter w my desire to keep
units HIP for as long as possible in order to
keep my opponent guessing. However the
placement of the HMG is indeed crafty. The
Amis must gain the summit of Hill 520-40 or
be west of the QQ hexrow to see the HMG's
position, while the HMG can, as Mr. Kavanagh
hopes, wreak havoe on hex 4004, although its
residual firepower will be reduced due the
archard in P9, [ do not agree with placing the
-0 in that hex, however, JR. must assume it
is a MMC, so it will certainly draw American
fire, Although the 7-0 will prevent the HMG
from cowering. this seems to be a poor trade
off; perhaps it would have been better to HIP
the 7-0 along with the HMG and its manning
squad. Another option for the HMG is the sec-
ond level of hex 41¥7, as LR, points out.
Although this hex will no doubt get hammered
during Defensive Fire of German Turn 1, Chris
will have American Turn | and the Prep Fire
Phaze of the German plaver turn to possibly
wreak havoc with the initial American units,
perhaps destroying the flimsy M3A s or stun-
ning the CE M8 HMCs. This position would
no doubt be shrouded in WP in the American
Turn 2 PFPh, but better SMOKE there then on
the bridge! An advance to the ground level of
the building would probably be in order at that
point, althowgh if the WP was in short supply,
the HMG could put a serious hurt on the Ami
Turn 2 reinforcements. One last note on the
German setup: Chris accidently used one more
concealment counter than provided in his OB,
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I hope to be across the river by the end of
Turmn 3, and by the time the German reinforce-
ments arrive | will be waiting for them atop
Hill 520 on board 41 (Hill 520-41), T am not
too worried about taking the necessary build-
ings-the key here will be the CVP cap. [ must
be aggressive with my vehicles to meet the
fairly demanding timetable, but in so doing 1
will leave myself little margin for error as the
Cermans launch their counterattack. As [ men-
tioned above, Chris plays mistake-free ASL, so
I must use my initial advantages to the utmost
and try to put the end game out of the reach of
his top-level play.

GERMAMN

I first met Mike Puccio, our Neutral Com-
mentator, at AVALONCON '94 where we
were the only two players who wanted to play
"Red Star, Red Sun.” Since then we have
become good friends, getting together a few
times a year for a game, keeping in touch from
month to month about the current state of ASL,
and meeting up at several tournaments over the
years. | have found that it is at tournaments
that ASLers have the best opportunity to
improve their rules knowledge and tactical
skills.

It was at a friendly ASL session organized by
Mike that I was introduced o LR, IT memory
serves me, I've played LR, three times: one
win, one loss and one we had to quit in the
middle. On the car ride to the train LR, had to
catch, we each argued that the next few turns
would have ensured victory for our respective
sides, As it turned out we missed that darn
train, and | don't know the music LR, faced
when he got home, That was two vears ago
and [ have not seen him since! Although it's
been a while since I've played LR, | know for
sure ['m facing a very formidable and experi-
enced opponent. J.R. is a player that will get
the most out of each unit on every phase, every
turn.

Mike chose sides for us randomly. Upon
hearing I had the Germans, I called an ASL
buddy for a practice game to get familiar with
this scenario. After that playing, some analy-
sis, and discussion with other ASL players, 1
called LLR., hat in hand, and requested the Ger-
man Balance, That is not to say the Germans
can't win this scenario, it's just that more times
than not they could use a little help.

I envision the American attack beginning
with the two Turn 1| squads running on
board through suspicious Concealment
Terrain and searching in and around the
40P8 building/woods area. The AFY will
probably come on board on one or both
flanks, trying 1o keep away from possible
HIP lecations, and take up firing positions with
various LOS across the river. During his AFPh
and the German Turn | DFPh, 1.R. will proba-
bly use recon by fire into hexes without con-
cealment counters, paying particular attention
to the orchard overlay and hexes 41N10 and
41MI10, Turn 2 will see the bulk of the infantry
storming through the north central orchard
hexes and into the stone wall enclosure to take
up their jumping off positions. A smaller
group of infantry along with the two mortars,

the 50 cal., and an extra squad or so for secu-
ity will move onte board 40's hill 520 (Hill
S20-40) tor set up a fire base in hexes 40K7 and
L7. On Turn 3, the Americans will start to
smoke the south side of the river, suppress any
revealed Germans, clean up any remaining
north side Germans, and maybe even make a
move to cross the bridge. From this point on
we'll see smoke, fire, and movement as the sit-
vation dictates with the buildings on 320-41
the probable American objective.

I don't speak any German, but if it were nec-
essary in order to command this unit I would
need to know only ene word in German: hide. 1
start out pretty good in this department with
same HIP, dummy counters, and concealment
for all due to the Americans entering from off
board. The Americans are going to do pretty
much whatever they want, but they can't afford
to lose a lot of men and equipment going about
their business. This is where the Germans can
win the scenario: amassing CVP through the
destruction of the relatively vulnerable Ameri-
can AFY, I'm sure I won't be given many high
percentage shots with my PF, Motion, small
target size, and backblast will make a shot at
even an adjacent hex all but improbable.
Therefore, I'll take the backblast any time
doing 50 will raise my To Hit number to at
least a five. | might not be quite as eager to
take the backblast from one of my PSK, but
let's wait and see. I also have MG, street fight-
ing with ATMM, and the reinforcing PzIIIN in
my AFY hunling arsenal.

I'm not expecting much from my infantry
screen north of the river. Rather than set them
up in the path of what I believe to be the Turn
2 infantry route to the bridge, I'm sticking them
on Hill 520-40. Why? Primarily because I'm
sure J.R. has a solid plan for just such a
defense and my defending Germans could he
cleaned out without even slowing the Ameri-
cans down. | can still put them 1o good use
holding back his firebase units for a turn or
two. If he is forced to bring over an AFY to
help clear the hill I'll have the PSK there to
deal with that. The half-squad in 40W4 is hop-
ing to nail a passing AFY or go undiscovered
and pop up later to prevent a rout or cause
some other mischief,

South of the river 1 HIP the HMG in 4108 to
cover the bridge and its northern entrance hex
(boresighted on 4004} while also being able o
engage any tirebase on Hill 320-40, This loca-
tion is protected by the building in 4109 from
what are sure to be very large American fire
groups as they move through the stone wall
enclosure, If it gets too hot here, slipping into
41NT will get me out of LOS vet keep me in a
good spot for the hill's defense. Placing the 7-0
leader onboard under a concealment counter in
the same hex is just a slight attempt at decep-
tion: "Hey look, the only level two stone loca-
tion with LOS to the bridge and there’s no one
home?" The three counters in 4106 are there
to soak up some fire, the 4-4-7 and LMG in
41R5 will drop down into 4106 on or about
Turn 3 in the hopes of contesting the bridge
crossing with a fire lane. The squad in 41R7—
in addition to covering the orchard overlay
with rifle fire—has the important task of pre-
venting a breakthrough to the west by mecha

nized infantry, If a halftrack with squad gets
through to hill 513 on board 41 and [ have not
inflicted serious casualties, this scenario is
over. The B-00 leader in 4187 with the conceal-
ment counters is just another attempt to keep
LR, from reading my setup. I'm keeping the
HIP 2-3-7 PSK back in 41035 for several rea-
sons. I'm quite sure I.R. will use a generous
amount of recon by fire into good PSK ambush
hexes before running targets into range, I also
think there is a possibility he will attempt o
get an AFV or two into the 41P3 crossroads
area to intercepl my reinforcements. Finally, a
great deal can be gained through fear of the
unknown by keeping this unit HIP. The
remainder of my units (nol many) are there to
support these points and [ill in the gaps.

NEUTRAL COMMENTARY

When you buy a house, the real estate agents
always tell you "Location, Location, Loca-
tion." For the American player in a game of
“Scouts Out” a similar litany will apply:
"Smoke, Smoke, Smoke." SMOKE is the key
weapon in the U.S. arsenal to achieve victory
in this scenario. The U.S. player has a plethora
of SMOKE systems to choose from. The ME
HMC have a white phosphorous depletion
number of nine, surely the most generous in
the system for Willy Pete. The M& armored
cars also feature Smoke-making capability in
the form of Smoke Pots, albeit the usage num-
ber is only a five. These four AFV, as well as
the two M3A 1 halfiracks, are open top vehicles
and thus are more likely to use Vehicular
Smoke Grenades, All of this is in addition to
the plentiful Infantry Smoke Grenade capabil-
ity of the American GI. The Germans are not
without Smoke-making capabilities of their
own: the PeHIN has a Smoke depletion number
of nine as well as an sD7, plus the possibility
of their first line infantry placing Smoke. Hav-
ing played both J.R. and Chris numerous times,
I know both are heavy ASL smokers—neither
will fail to use his SMOKE capabilities to his
best advantage, barring fate's intervention.

I met LR, Tracy at the first AYALONCON
way back in 1991. He had just bought the
ASLRA and some modules but had never
played a pame of ASL. I, being a real grognand,
had already played two whole scenarios, Owver
the years since then, J.R. and [ have played
probably fifty games of ASE and he has devel-
oped into an excellent player, quite capable of
beating the best in our hohby, as he showed by
winning the 1998 March Madness tourney and
coming in second at the 1998 ASL Oktoberfest,
JR. can look at a scenario and develop a plan
in short order. After plaving a scenario once ar
twice he hecomes a formidable opponent
indeed. He often throws a dash of audacity into
his game, which may be the margin of his vic-
tory or defeat. He seems to enjoy combined
arms OBs, such as the U8, has in "Scouls
Ot and I have a gut feeling that the Ameri-
cans are his preferred side in this replay, A
competitive player with a solid knowledge of
the rules and an all-around nice guy, | have to
say he is a favorite opponent.

Another favorite is Chris Kavanagh, a fellow
New Yorker and two time winner of the Fall
Classic held each November in Edison, New
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We are pleased 1o be able 1o bring vou this
replay af a preat scemario from the
ASL Annual 97 by three excellent guys: LR,
Chris, and Poock, You might remember Pooch
from his Cavalry article in that same issue.
Family ohligationy have reduced their tourna-
ment appearances, but [ the chance to play
any of the three presents iiself, grab i,

OPENING COMMENTS

AMERIUAN

Chris Kavanagh is one of the class acts of the
ASL community. Chris has helped build our
hobby by holding a once-a-week teaching ses-
sion Tor local ASL players at his place out on
Long Island, We have played a few times,
both regular scenarios and playtests. However,
in a turn of events familiar to many, Chris
found love and marriage booted ASL out of his
life for a while. It is a pleasure to see him
return from his hiatus, and one of the strongest
appeals of this replay is a chance to play one of
my favorite opponents again.

Chris's rules knowledge is top-notch and his
play is always well-considered, T won't win
this one by waiting for him to make a mis-
take—it just ain’t gonna happen. Instead, 1
must attempt to overwhelm him with the
wealth of material ot the American's disposal.
I am reluctant to concede the Balance in any
scenario Lo a player of Chris's caliber, but [ feel
it is needed o make "Scouts Out” the tense and
enjovable contest it is meant to be,

The German strengths are HIP, the HMG,
and stone buildings. | can offset the HIP

through careful play and [ have enough fire-
power (hopefully) to counter the HMG. How-
ever, rooting even second line Germans out of
+3 terrain will be a chore,

The German is somewhat hampered by his
setup restrictions—the bulk of his forces on the
far side of the river will have a hard time inter-
dicting my approach without leaving them-
selves exposed to my considerable firepower.
Also, once I start putting a hurt on him, he will
find two leaders simply inadequate for the task
of picking up the pieces.

My own force is a dream team: highly
mahile, lots of high ROF weapons, plenty of
SMOKE capability, [ can go toe-to-toe with
the Germans in this one, but it is unlikely Chris
is going to give me many shots in Defensive
Fire. Interrogation could be a boon—the locals
might spill the beans on the hated Boche and
mayhe | can get some captured supermen to
squeal as well,

My clear superiority in mobility and fire-
power is offset by the six morale of my MMC
and the Open Topped nature of all my AFY.
Even outside of faust range. the German can
still button-up or Stwun my vehicle crews, and
the German SAN of 4 is also a concern. As for
the weak-willed devil squads, T will have to use
my copious SMOKE-generating ability o cre-
ate instant terrain—I don't plan on allowing the
German any negative modifier shots after the
first turn. One additional restriction is the
bridge—as mobile as my force is, this choke
point focuses the German defense and severely
restricts my ability to wheel through the main
line of resistance and into the rear areas.

Chris's initial setup doesn't 1ell me much. 1t
looks like the HMG is in 40046, a logical loca-
tion but not my first choice as the German,
Yes, it has a good Fire Lane shot down the
bridge, but its LOS is very restricted and |
won't have to worry about it on my approach.
Locating it in 41%7 Level 2 would give me a
much higger headache with wide arcs of fire.
Also, there docsn't appear to be a leader with
the heavy, s0 Chris will have a 16.7% chance
of cowering. | am more concerned about the
HIPsters. Chris is unlikely to throw anyone
away on a risky gambit, so I don't expect them
to be out on the flanks. T will use my initial
infantry force to stamp around the likely lurk-
points near the board edge; if necessary, Ill use
one or more HT to probe brush and orchard
hexes as well. On the far side of the river, the
orchards right near the bridge exit hex
(PY/PIOSOID) are templing sites for a schreck-
toting squad. | hope so, because all three are
easily peppered with recon-by-fire from my
side of the river. [ expect Chris to recognize
this and thus hold his HIF squad further back
to cause some mid-to-end-game problems. |
will be curious to find oul how he used his one
deployable squad. By dispersing his forces on
my side of the river he increases his chances to
lay a 'faust or ‘schreck trap, but he might be
better off splitting up a squad on the far side, 17
Chris chooses 1o play for the long haul, 1 might
find a HIP unit in 40L7 or thereabouts. It
would interdict my approach, and possibly
cause serious Rout problems if still up there
when I'm crossing the bridge.

I have all my vehicles arrayed on the right,
If my infantry discovers an ambush along the
) hexrow, T just come in from the side; con-
versely, if the center is clear I'll use offhoard
movement to come on in the middle. T plan to
sel up a mini-artillery park on the river's edge
to pound any German silly enough o show his
coal-scuttle helmet, Otherwise we'll be pump-
ing oul the Willy Pete to cover the crossing.
The HT will be ready to shepherd some
Armored Assaulters across, If I'm feeling
really frisky, | might lead with the AC in the
hopes of a successful Smoke Pot usage, which
along with two WP rounds would deny LOS
from 4006 1o the bridge altogether, Depend-
ing on where [ find the Board 40 Germans, |
might play for some encirclement and subse-
guent capture, in the hopes of picking up some
intel, My Tumn 2 reinforcements will pound up
the O hexrow and, with leader bonus plus Dou-
ble Time, get to the wall near the road by the
end of that turn. The two 6llmm mortars go to
the top of the big hill on board 40, and the MG
will straggle along behind the rest,
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Chuikov shoved them into the line to protect the ferry landing sites several hundred
vards behind Mashinnaya Street, The exhausted Germans responded by laonching
an infantry assault supported by 25 tanks, then another assault. and fnally, a third
The Russians held, but Chuikov was out of reserves, He had been saving his training
battalion {who were training soldiers to become sergeants for the army), but they had
already been sent into the factories, On the 27th, the 45th Division was sill dribhling
across the Yolga at a painfully slow pace and it would take two to three days 1o get
them fully across. Buying time, Chuikoy found 12 men and put them under com-
mund of one of his own staff officers, Lockily, thirty soldiers had just been released
from the hospital and Chuikov rounded them up too, In a huge windfall, three tanks
had been patched ogether including one flamthrowing tank which he ordered to
strike al the exhausted enemy, Before dawn a Katyusha barrage prepured the way for
the tanks which drove at the Germans, whao, by now, could hardly belicve their mis-
fortune, The two smaller tanks climbed over two trenches and overran the men
inside while the Numethrowing tank destroyed three German tanks. Follow-up
mfantry then regained their lost positions near Bread Factory #2. On the 29th the
fighting died down until, on the 30th, only gunfire exchanges could be heard. The
Germuns, drained of all strength, were incapable of further assaults. By this time the
A5th Division was fully delivered 1o Chuikov. Plans were immediately laid to coun-
terattack. As the sun tried to rise on the 31st, a barrage crept over the German posi-
tions hetween the Krasny Okivabr and Barricady line. Russian first-line troops
hugged the barrage as it swept over the defenders while reserves mopped up overrun
German positions. The advance carried them several hundred yards along the south
side of Movoselskaya Street. Bul the real success came with the realization that the
final antack of the operation was made by the Russians, The Germans had been bled
white and could do nothing o stop the Red tide, Paulus was regrouping even as the
day reached its conclusion.

Russians set up first; Germans move first

RG CHART CG MAX: See Table | for the modified CG Maximums
(0116196 for CG IV,

CG IV NEW RG: The Russian plaver may also elect to purchase the RG
1011.6194) listed in Table 2 during CG IV (only).

CG IV RULES ADDITIONS:

RePh 11.6134: 1f the OT-34 flamethrower armament is disabled, it is
restored to its non-disabled state if it is non-Isolated/non-captured.

RePh 11.6205: Add a +1 DRM if playing a CG IV scenario.

CG19: To represent the desperate Russian officers directing OBA onto
their positions just prior to being overrun, during CG IV (only) any Russ-
ian radic/phone operator which has not changed Location during the cur-
rent CG Scenario may call in an FFE: 1 onto his own hex as if that hex was
Pre-registered [EXC: No extra black card is added to the draw pile; the
FFE:1 is only accurate on a dr of “1" with normal drift if inaccurate.] Such
a Pre-registered hex need not be purchased nor recorded as such prior to set
up [EXC: To record the location of any HIP SMC possessing a
radio/phone |, Additionally, no “second”™ Battery Access chit need be
selected as per the second sentence of C1.21 when placing an FFE:1 per
above.

Table 1: CG Maximum Purchases

RUSSIAN: GERMAN:

Noles:

a: MNone of these RG oare availoble until 26 Ocwober, at which time anly
o becomes available. On 27 October, one more RG is available; on 28
Derober, 2 moee REG becone available; on 29 October, 2 more RG become
aviiluhle,

b Only 2 of these RG are availoble until 28 October, at which time one
more becomes available; on 29 Ocrober, one more RG becomes available,




RE 11.54 Campaign Game IV: BLED WHITE
CG Days: 25-31 October, 1942

From October 17th to the 22nd the Crermany had pushed south along the railway,
and on the 24th began to crash east into the factory complex. In the early hours of the
24th the Germans were beaten back before they could enter the factory complex, but
by late evening, fresh German reserves and the Division®s second line units were
commiticd to the fighting. This proved oo much for the Russian defenders and the
attackers succeeded in breaking into the western and central workhalls, The fighting
had been savage and the Germans had been given a bloody nose. Up until the 24th
the: 389th Infantry Division had attacked both by day and by night into the Barricady
ani they had learned that it was the Russians, and not the Germans, who were mas-
ters of the night i Stalingrad. The order for night assaalts was cancelled. From now
om, the Germans would use the night 1o prepare for the coming day's Gght. On the
marning of the 25th the Germans were planning o redouble their effons and ake
control of the factories for once and for all, Paulus sent in more fresh infantey but
they were incapable of close-in fighting, Additionally, the 14th Panzer Division had
armived west of Bread Factory #2 and was hungry for a fight,

CG IV ¥YICTORY CONDITIONS: The Germans win upon the conclu-
sion of any CG Scenario in which they Control all seventeen (17) Factories
on the map, or at OG End if they Control = fourteen (14) Factories.

INITIAL SCENARIO ¥ICTORY CONDITIONS: The Germans win if

at Scenario End they Control 15 more Factory Hexes than they lose to the
Russians, or = 15 more than they start with if they lose none,

] { INITIAL RUSSIAN OR:

Remnants of 138th Rifle Division [ELR: 3] set up south of the following
perimeter: AZ2-F19-M20-M1E-515-513-U112-111 (see [55R 2); [SAN: 4]

RG: Gds Rifle Coy 45LL x2
RG: Rifle Coy 45L x1

RG: SMG Coy 2-2-8 x3
RG: HW Pltn 12 CPPs
12 Fortified Locations &l FPPs

is

STEVE DETHEEFSEN-A

JRL

18 INITIAL GERMAN OB:

Elements of Infanterie Division 389 [ELR: 3] set up on/north-of the
perimeter {see ISSK 3 and [SSK 4): {SAN: 3}

RG: Medium Arty
16 CPP
40 FPP

RG: Pionier Cov
RG: Rifle Coy
RG: St B Pltn

INITIAL SCENARIO SPECIAL RULES:

IV.1 EC are Wet, with no wind at starl. Weather is Overcast

1V.2 All Russian RG purchased as Reserves must set up = 6 hexes from any
German map edge entry hex (see CGY for German map edge entry hexes).
IV.3 Reinforcing RG Infantry/AFY units may enter the map as per CGY
(German only ) andfor may be purchased for On-map/Reserve setup as per
RePh 1161494 a) and/or b).

1V.4 All map-edge hexes of the German entry area are considered German
Controlled. All other hexes outside the German setupfentry arcas ane Russ-
ian Controlled.

IV.5 Place Stone Rubble counters in the following hexes: 09, P7, PE, P9,
Q9 511,512, T, R16, 516. The following Factories are Guited (05351
518, 524, U3, L27

AFTERMATH: Dawn of October 25th revealed that the Germans had renewed their
attack along the entire Stalingrad front. Leading elements of the 14th Panrer Divi

sion broke into the Bread Factory but were blunted, Only the heroic efforts of Sgt
Eszer with men of his Motorcylee Battalion 64 saved the day as they charged for-
ward and overwhelmed the surprised defenders in hand-to-hand combat thereby
gaining a valuable foothold in the Bread Factory, Attacks in the factory had become
furious as the Russians clung to every piece of iron in the workhalls. There the fight-
ing raged on for two more davs when still moere fresh German infantry were thrown
into the battle. On the 27th German assault units pushed cast as far as Mezenskaya
Street and then, still lurther east, o Tuvinskaya Street. Al this point they were able
to interdict ferry movement into ong of the last landing sights remaining on the west-
ern side of the Yolga. The Russians were able to hold of f these attacks until 1500 hrs
when German submachinegun units pushed to Mashinnaya Steeet, Early on the 264k
the vaunted Russian 45th Infantry Division began to trickle across the Volga and




ST. BARTHELEMY BASH
ASIJ SCENI&R[O J6 Scenario Descpn: Erie Milier
- - ST. BARTHELEMY, FRANCE, 7 August 1944: Following the disaster at 5t
3 ' SR Lo, four German panzer divisions were hastily assembled for a desperate counter-
attack, The ultimate objective of the German plan was 1o penetrate the American
flank all the way to Avranches, thereby isolating advancing American units in
southern France, The main drive was spearheaded by the 2nd Panzer Division,
trailed by the 1st 85-Punzer Division through 51, Barthelemy to Juvigny-le Terne
and exploiting onward to Avranches, The only thing standing in their way was the
newly arrived 30th Infantry Division and the attached elements of the 825rd Tank
Destrover Battalion

BOARD CONFIGURATION:

A
N

VICTORY CONDITIONS: The Germans win immediately upon exiting = BALANCE:
5 fully racked AFY with functioning MA off the north edge from hA3, v Add one 9-1 1o the American OB

& Add one -1 Armor Leader to Group B in the
German OR,

TURN RECORD CHART

== AMERICAN Sets Up First [116] g 1 + 2 3 4 5
& GERMAN Moves First

END

Elements of Companies A and C, 1st Battalion, 117th Infantry Regiment and of 3rd Platoon, Company B, 823rd Tank
Destroyer Battalion [ELR: 4] sct up =4 hexes from hG3: {SAN: 4}

AT | Roadblock

| AR RN
e 1 = 2 4 4

Elements of 55-Panzer Division 1 “Leibstandarte Adolph Hitler" [ELR: 5] enter on Turn | (see 58R 5); all Personnel
must enter as Passengers: | SAN: 2}

Group A:
%, 16 «15 3
o 10 h ] g5 o | QU080
e | 348 T 5L e | BL - an
4 2 2 2 5 2 2
+15 |

Group C: 8.1 )

Elements of Panzer Division 2 enter _& a ?Iﬂ;% 5
e Ve

on Turn 2 (see 35K 5k

SPECIAL RULES: one group may enter on each hex,

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

2. Place overlays as follows: dx3 on hN3, dxd on hMI-M2, dx7 on gC5-B35,
dx#l on gld-15, dx® on gN4-M5, and dx6 on ogN3-N4.

A, Mo Level 2 hill hexes exist; other terrain in these hexes exists normally at

6. The American force is BElite (C8.2). American AT guns may neither Bore
Sight nor set up Emplaced. but may wtilize HIP

AFTERMATH: Licutenant George Grezne's plutoon of lowed Finch anti-tank guns arrived at
dusk om & August with no time available for them o be sitanted in decent positions, The vacatsd

Level 1, All sunken roads are Sunken Lanes (B4.43). All hedges are Bocage
(B9.5).

4. An extremely heavy mist is present, Mist (E3,32) is in effect with the
exception that the mist is an LOS (not LY} Hindrance and the DRM is +1 for
each hex range (alsa +1 for fire in the same hex),

5, Prior to American setup, the Germans must secretly record one entry hex
(either gA3, W03, eAd, or eH3) for each of the three groups in their OB only

L e S S

spots Jeft by the 15t Division's self-propelled guns wers unsuitable for the 823nd's towed guns.
At 0500 Bours a German attsck arepped off with an ineff wriillery basrage that only served
to warn the Americans, The bulk of the anscking 2nd Panzer Drivision bypassed the stout resis
Lance i1 cocountered nround St Barthelemy. This resulied in the tailing 150 85-Panzer driving
almost head on ineo a town it assumed was cleansd, Greens's A-T guns claimed sevesal Panthers
carly in the batthe with point blank fire, while bazocka wams laid b wait by the roadside hedges
for blundering tanks do roll car of the dense fog, Heavy and confused fighting ensued as the Ger-
man treops infilirated the 823rd's pasition and teroed back Amerlcon aitempts to relieve the bt
talion. By noom, Greewe realized the futility of his position amd ordered his troops Lo lall back
after apiking theit last gun




BIZORY LOVES COMPANY

ASL SCENARIO J5

VICTORY CONDITIONS: The Germans win at game end if they have
amassed 2 45 Yictory Points. In addition to receiving normal WP for units
Exited off the south edge of the plaving area, the Germans receive doubled
Casualty VP for American units eliminated (Prisoner CVP are not redou-
bled) (See S5R &)

TURN RECORD CHART

Reenario Desipn: Card Sehililng

BIZORY, HOLLAND, 3 January 1945: Company E of the 2nd Battalion, 5015t
Parachute Infantry Regiment had been repulsing repeated German attacks on their
dug-in position in the woods near the small city of Bizory. Janwary 3rd found them
in the role of reserve for the 2nd Batealion on the south fringe of Bois Jacques and
expecting no action, Little did they know that their reserve assignment would be
shart lived. Mid-morning found them under attack by elements of the 26th §§
Panzergrenadier Regiment of the 12th 85-Panzer Division "Hitlerfugend.” The
grenadiers, accompanicd by tanks and captured American halftracks, were actu-
ally passing the woods on an angle, intent on driving toward Bastogne itself. They
overran twao or three listening posts positioned on the open snowy ground in front
of the tree line, but were forced to pivot toward E Company's position when a tor-
rent of bullets pelted them from the right flank

BOARD CONFIGURATION:

BALANCE: ‘

%1 In the Victory Conditions, change "45 VP" 1o "50 VP, N
& In the Victory Conditions, change "45 VP" to "40 VP,

(Dinby hexrows &Y
are playable)

1y AMERICAN Sets Up First [124] +* 1
#F GERMAN Maves First [188]

23|4(5/6(7|8 e

west-of the IN0-G4-Y5 road [EXC: 55K 3): [5AN: 5]

Elements of Company E, 2od Battalion, 501t Parachute Infantry Regiment, 101t Airborne Division [ELR: 5] set up south/

5| AY (hz| %= h= |4 0|40 | 2

-4
8 2

3 6

north edge of the plaving area: [SAN: 2]

AR Elements of Battalion 3, 55 Panzergrenadier Regiment 26, S5-Panzer Division 12 [ELR: 5] enter on Turn | along the

K- IR SIF HIE SR T RNl

12 2 2 2
&0 | or |
m 30| [Eeertsg Z .
T an | o20L wens | St
2 3 2
SPE{:‘I ,.5‘ L. RU LES: 6. The M3Als in the German OB begin play crewed by German vehicle crews

1. EC are Wet, with no wind at start. Ground Snow (E3.72) is in effect, all  (A21.22) all Captured Equipment penalties (AZ1) apply to the M3Als and
wonds are eonsidered pine and are a two-level LOS Obstacle and cost Infantry  their inherent weapons. The M3Als, however, are not considered captured for

1'% MF 1o enter.

victory purposes,

2. Place overlays as follows: 0G3 on H1-GI1; 02 on J2-11; 04 on MI-N1; und AFTERMATH: The Germans drove their tanks and halfiracks into a wooded hollow and

(M2 on LI3-V3,

began pouring lire o the Focholes dug under the pine trees, Vehicles mounting 20mm

3. All American MMC (and SW/SMC stacked with the m} may set u P Ak cannons jockeved back and lorth, HFI.Tillrinjl the American pchi|iu||. with their uxpl-:w.:l.

entrenched if in snitable terrain, In addition, the Americans must set up one

I5 Poxhole containing at least 1 HS egquivalent in each of hexes [5 and G3.
4, The American 9-1 begins play Heroic {A15.2).

5. Both sides have Winter Camouflage (E3.712).

ing rowmds, Meanwhile, deadly marksmen of the 501 st picked off all the Germans in their
sights. It was a blood bath for both sides. Licutenant Joe MacGregor, who had miracu-
lonsly retwimed from the hospital after being shot in the head ooside Yeghel, gathered a
bazooka and a couple of assistants and knocked oul several enemy vehicles, The 205015
waould naol be dislodged this day,
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movement rules in certain circumstances in the
desert (mostly for raising clouds of Vehicular
Dust to screen other AFV),

In my experience, ASL players have a tendency
to spread their armor out too thin, In other
words, they ignore the concept of having a sefiw-
erpunkt, a point of the enemy line that they are
going to break through at all costs. Instead, they
try to go for all objectives at the same time
across a broad front (shades of General Eisen-
hower!). Each local effort is often based around
a single AFV for the essential firepower, And if
that AFY goes, they are left at a loss,

Omn the other hand, the Radioless AFY platoon
is forced to fight en masse. Tactically, this can
be more of an advantage than a disadvantage.
Certainly there are circumstances where these
tanks could make their way faster if they were
able to operate alone (the negotiation of hills is a
prime example}, However, given that their FP is
likely fairly small, they are best used in groups.
Maybe it's fair to say that a Radioless AFY pla-
toon is equal to a single tank with a radio, But, if
you've got the platoon, yvou can use its "multiple
hit" capability, along with its multiple MG FP, to
kill the target opposing you, Don't forget that no
single vehicle can Encircle an enemy position on
its own, but a platoon can, even if it temporarily
has to spread out a bit. And a single lucky shot
froim the enemy is not going to deprive you of a
whole platoon,

And even if you can't, or don't want 1o, maneu-
ver your radioless AFV as a platoon, the penal-
ties are not oo severe. If your crew morale is 8
fusually the case) vou have a 72% chance of
moving your tin can even without using platoon
movement rules, If crew morale is only 7, you
still have a 58% chance of passing your TC.

And, as far as a French vehicle with a Morse
Code Radio (French Yehicle Note B) is con-
cerned, the likelihood of passing the TC to per-
mit movement 15 83% (5 chances out of &), [t's
not a sure thing, but you'll be able to move more
often than not.

Then there's the matter of RST and 16T tanks.
Yes, it's true that you lose some flexibility with
these machines, and you've got that perpetual + |
Buttoned Up modifier to deal with every time
you shoot ordnance MA. But again there are
compensations. The often difficult decision of
“CE or not CE” is taken away from you; vou
have to be BU to fight, This makes you immune
to Sniper attacks, for one thing, which can make
those low-odds DR at least a little less risky (for
the AFY, anvway). I've vet to lose a CT 1MT
tank to a STUN Recall, simply because mine are
BU when in action {although a TK DR equal to a
MG Final TE# will Stun an AFV [or STUN a
IMT], and two such rolls will STUN it), There's
never a good reason to unbutton an FT-17 or a
Matilda I, as they don't get Road Bonus even
when in CE status. Sometimes, in this game, it's
a positive reliel not w have o many choices o
mitke,

On the subject of turrets, it's worth looking at
the Armor Factors of these tin cans. Very often,
the side armor is as good (or bad, depending on
your paint of view) as the front armor, Even the
rear AF, although always penalized by +1 on the
BASIC To Kill number, is often only that one
factor worse than the front armor.

Late-war AFY are often characterized by larze
AF on the front and small AF on the sides and
rear. The German Hetzer (JgdPz 38(1)) is an
example, with a whopping 14 AF on the front,
and only 3 AF on the flanks. You never want to

show the sides or rear of this baby, even 1o a pop-
gu.

On the other hand, the French Renault and
Hotchkiss light tanks, for example, are about
equally well protected all around. They've got 4
AF on the hull, and & AF on the turret, and a side
target facing doesn’t mean a thing, Think about
Hull Down positions, but also think about the
breakthrough role, where vou may be taking fire
from all sides. For these tanks. front and side
facings are all the same, and rear facing isn't
much worse. Forget those late-war tactics of
never showing vour weak parts. Press on to the
enemy's rear,

Look, I'm not a glutton for punishment. [ like
playing with Panthers as much as the next guy,
even Mr. Tuck. Bad tanks are bad tanks. and
they can be a royal pain in the butt, despite
everything I've written above.

However, ASL is more than just professional
wrestling, Exclusive matches between "Hulk
Hogan" and the heavyweight "meat-of-the-
week" is selling the system short, Personally,
I've always seen ASL as being more like boxing.
A test of tactics, skill, and luck, even if the oppo-
nents are not perfectly matched. And I've always
preferred a good lightweight bout to a super-
heavvweight fight, where, recently, ear-chewing
seems to have become an accepled strategy,

If vou feel as [ do, give Doomed Battalions &
try. Here you have a chance to make silk purses
out of sows' ears, and reverse history to boot, If
your tin cans let you down, you can put it down
tor the fact that they are, after all, tin cans, And il
vou win with those tin cans, well, it's quite a
feeling of accomplishment—you've mastered
your opponent and you've mastered the system,
Or maybe you've just been bloody lucky!

NORTH AMERICAN ASL EVENTS

Kent Smoak Memorial
West Coast Melee
Los Angeles, Ca
February 5 -7
Herman Frettlohr, FretH @ aol com
F10-568-9331

Winter War
Champaign, 1L
Fehruary 5 - 7

Peie Belford, pere @ otterspace.com

Toronts ASL Open
Taronte, Cansda
Fehruary 26 - 28
Tom Kirkpatrick. ikirkpat @& home.com

March Madness
Overland Park. K5
March 5
Michael Reed, mreed @ sky net

Spring Offensive
Cold Lake. Alberta, Canada
April 9
Thomas Weniger, tweniger® incentre, net
A1 59 dhd K

MNor’Easter Enfilade
Giredom, OT Fafie, W' A
April 21 .25 May 25 - 30

Vi Provost. aslbunker® aol.com
41 353659661 /5OR-000-41TT

ASL Open
L'hin:ilgu. 1L,
April M0 - May 2
Lowie Tokarz, MGLouie @aol.com
TOE-B57-TO6D

Bitter Ender
Durham, KT
April (TBAY

Seotl Blonton, sjblanton & mindspring.com

Schwerpunkt
Tampn, FL
Apeil 30 - May 2
Evan Sherry. EvanSherry @aol.com
BI3-645-6264

Monireal ASL Festival

Montreal. Quebes. Canada

May 1 - 2, Michael R-:\d.g\en
MichaelRodgers I compuserve.com

Scou Picardar, eapici@nwlink.com

Borden Tournament
CFB Borden, Ontirio Canacda
Mav (TBA}Y
Rick Luden, rdlnmk'iﬂx}'mp.atil.:u.l:x

Jitter Fire
Boulder, COr
May (TBA one doy)

Martin Snow, snowm @ ucsn.colorado.edo

Gun Duel
lowea Ciry. 1A
June (TEA)
Guy Falaetti, Guy-folsetti @uiown.eda

Summer Wars
Harrisburg, PA
June (THA)
Kewin Meyer, T17-566-T180

e

Natl Boardgaming Championships
(Formerly AvalonCon)
Hunt Walley, MD
Tuly 27 - August 1
D Chreenwood, DonconS9e wad net

YWild West Fest
Denver, OO
Augusr {TBA)
Tim Wilson, tim_wilson @ nols.edu
MT-332-9006

Canadian Open
Winnipeg, Manitoba, Connda
September 25 - 27

Jurn Meleod, i:nmulrsxlﬁ,#mh sy palice, g

Octoberfest (ASLOK)
Cleveland, OH
October (TBA)

Rick Troha, rickt @nwsup.com

Fall Classic
Groton, CT
November (THA)
Daniel Zucker, DaniZucker@ ool .com

QOE-T54-1358




Finally, even though the MA of your tin can
may have a B# of 11 (or worse), your MG still
have B12 (barring a non-FT MA B11 printed in
red like Ttalian Multi-Applicable Yehicle Note
F). You can afford to take more chances with
your vehicular MG; they may often be more
viluable than your MA.

4, D9.3 "All Infantry in the same Location with
a wreckifriendly-AFVeabandoned-enemy-AFV
are entitled to a + 1 TEM " No matter how bad
vour tank may be gualitatively, your Infantry
will always find it helpful. This may be less a
matter of physical cover provided by the AFY
than the morale boost provided by armor sup-
port. These effects are best seen when Battlefield
Integrity {A16) is in effect or in the MPh when
using Armored Assault {more on this later).

And note the reference to wrecks. This is reit-
erated in 2103, which also mentions the matter
of Hindrances created by vehicles and wrecks
(D9.4), and created by smoke from Burning
Wrecks, From the point of view of vour Infantry,
your tin can could be nearly as useful dead as
alive, mayhe more so it it's on fire. Sad but true.
When push comes (o shove, it may be worth-
while to push (or shove) vour bad tanks into the
teeth of the enemy, both to draw his fire and to
provide Infantry cover, either in the form of
Good Order vehicles or Wrecks,

5. F.10 "The crews of almost all armed vehi-
cles carried smoke grenades . . " Boy, these
things can be fun, F. 10 is one of the few Chapter
Frules to be added to the standard game, so even
if you don't have West of Alamein you should get
familiar with this rule. Vehicular Smoke
grenades (VSG) are similar 1o the smoke expo-
nents of most 15t Line and elite squads, in that
they allow placement of the half-inch Smoke
counfer (which, of course, exists only until the
end of the MPh) in the vehicle's own Location,
The vehicle must have "a MA weapon indicated
on its counter,” but this does not have to be a
Gun; if the vehicle is armed only with MG that
still counts as MA, (And note that this rule also
applies to armed, un-armored, vehicles, )

One limitation of this rule is the reguirement
that a CT AFV be CE (o attempt placement—a
problem for RST and 1MT tanks, which you will
usually prefer to leave BL!, On the other hand,
with successful placement on a dr of 1 or 2, such
a tank has a 33% chance of success, and a dr of 6
doesn't have any harmful effect. You can't
attempt VSG placement in the same MPh that
vou attempl use of a smoke dispenser, bul mos
tin cans don't even have smoke dispensers, so
this is not a real detriment.

These VSO are a real boon to those nationali-
ties with little other smoke-making capability,
such as the lalians, French, Allied and Axis
Minors, and-—especially—the Russians. Used in
conjunction with Armored Assaull, VSG can
help yvour tin cans offer excellent cover to
advancing Infantry, and even to more valuable
AFY. (For more on SMOKE-making, check ow
"Smrroake Crets tn Your Eves" on p. 7 of thiv {ssue—
Eds, ]

0. AT.212 "Whenever a unir is eligible for TPBF
vs Known enemy units, it can attack only those
units [see also refated Q&A on this rule in the
Debriefing section of the ASL Annual "96] ., .7
Tate Rogers has already addressed the infamous
(1o some) tactic known as "VBM Freese” in his
article, at least from the defender's point of view,
This is a great way 1o use bad tanks. So just do it

This list is not intended to be exhaustive, More
"equalizers” can be found in the rules, and some
will be hinted at later. In the original SL rules,
vehicles had a certain "generic” quality to them,
Although the level of detail has increased enor-
mously since those early days, an AFY—no
matter how lousy—remains an AFY, With the
right attitude, and & good knowledge of the rules,
vou can use these qualities to your advantage,

Tin CAN ADVANTAGES

Call me an optimist, but 1 firmly believe that
for every downside, there is an upside. Or, to put
it in Monty Python terms, “always look on the
bright side of life,” Some of the restrictions on
Y¥OUT n cans may appear to be onerous, but with
the right attitude they can become pluses, or at
least help you accept your situation.

Panthers, being the wondrous beasts that they
are, can do nearly anything. They can even pro-
vide cover for Armored Assault. But what can be
more galling than to see tanks with MP of 15
being tied to the basic Infantry Movement
Allowance of 4 MF per MPH? Even if their MF
are increased by leader bonus or by Double
Time, Infantry will slow the pace of the "beauti-
ful” Panther (or any other reasonably fast AFY)
if the armor is offering them cover.

Omn the other hand, many tin cans were specifi-
cally designed as Infantry support vehicles.
Their MP are similar to Infantry MF allowances
for precisely this reason, You're not "wasting”
MP by having vour R-33s do Armored Assault
with vour Infantry squads, This is precisely how
the R-35 was intended to do battle, And, fune-
tionally, the R-35 (or even the FT-17) does as
good a job in this department as the Panther.

In addition, the slow tanks in some cases are as
guick as any others in negotiating various obsta-
cles. For instance, entering a woods Location
costs one half its MP allotment for any fully
tracked vehicle (with a high chance of Bog), or
ils entire MP allotment {with a lower chance of
Bog), Half of a Panther's MP allotment is 7.5
MP. Half of an FT-17's MP allotment is 2.5 MP,
And all your MP is all your MP, whether you
have 15 of them or 5 of them. In this sense,
entering woods or buildings is cheaper for slow
tanks. They work like bulldozers—slow but
relentless.

On the subject of Bog, don't forget that one of
the things that tanks were originally built for in
the First World War was crushing barbed wire.
In my experience ASL players don't often use
AFY for this purpose, due o the rather low
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chance of success and the possibility of Bog
(B26.53), but it could be a good role for your tin
cans, especially in conjunction with Armored
Assault. You can even send your bad tanks out
scouting for minefields if you think its impor-
tant, and placing a TB through a mined hex
(B28.61) is often as good as clearing it, espe-
cially if your opponent has neglected to cover his
minefield with firepower.

I'm not going to have much luck in selling you
on the "advantages” of WEAK ARMOR (Cate-
gory 2) or WEAK MA (Category 3}, There aren't
any. However, there are perhaps a few compen-
sations o be found.

The flip-side of weak armor is (usually) low
weight. This can be important where bridges or
movement on ice are concerned. As well, low
weight often, but by no means always, conflers
Low Ground Pressure, or at least means you
won't suffer from High Ground Pressure. If
you're likely to be facing Bog Checks, low
weight will be of some help, And in a few cases
your tin can may be Amphibious as well as light-
weight. Bear in mind that you can send a tin can
places where you can't send, or wouldn't risk
sending, a bigger or more valuable AFY, If you
see such an opening, it might happen that your
opponent hasn't, and therefore hasn't prepared a
defense against it. Go for it

What can 1 say is good about weak MAT Well,
MA is usually weak because it is of low caliber
{40mm or less). Don't forget about Multiple Hits
{C3.8). | say this because I've noticed that many
players do forget. Getting two chances for a
lucky losw DR, either on the I[FT or To Kill table,
can make the difference between doing damage
with these pea shooters and wasting a fire phase,

Low caliber guns are also often compensated
by having a ROF of 1 or 2, especially if OT. It's
a lot less work to throw around 37mm shells than
128mm shells. And vehicles with MG as MA are
usually at least given a ROF of |, the only vehic-
ular MG 1o have any ROF,

Just a brief word about the infamous British 2
pidr. gun, and its lack of HE ammao. If it had HE,
it would resolve hits on the 4 column of the [FT.
But, using AP with HE Equivalency, as it must,
it resolves hits on the 2 column (CE.3 1), This is
only a "loss”™ of one column! This also applies to
the 3TLL guns of the Stuart and the Grant.
Granted that, with such low firepower, the loss
of even one column can't be taken lightly, bui
just the same I've seen many occasions where a
player has treated a gun without HE as if it could
have no effect against Infantry (or AT guns) at
all. Just remember that you can't gain Area Tar-
get Type Acquisition using AP.

To complete our tour of the junkyard, it's worth
making a few observations as far as LO-TECH
{Category 4) is concerned.

First of all is the matter of Radioless AFY (pla-
toon movement; D14). Mark Nixon has already
addressed this situation (o some extent in his
excellem article "Gunned-Up In The Desert,
ASL Annual ‘89, in which he showed that there
were actually advantages for invoking platoon



nat contain the HMG. As LR. pointed our in
his opening comments, 4006 does not have
both the HMG and a SMC. Without a leader,
an MMC with no HMG would have only three
MF, negating its ability to Assanlt Move 1w 5,
Being alert to these little things gives the betier
ASL players an advantage in any scenario,

TURN TWO
Ferial Event IEM DR Hesuli
American Player Turn
Rally Phase

TR DiThoard Setup: [1 I AR)

™ Offcard Sempe L17TEAC)

&0 Offtsuard Setp MU TFde f0moa Cfdm Slmmda. DN

13 Oifscard Setup: N1 TO(Wilsonddm MMGAA T dm MMG!
ALBidm MMGH AL
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MBMOA Gidm 50 Caldadl
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17 T revenled m 40W3
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48 HMC-E MA ATT ar 2007 =1 45 NE

Movement Phese
] AC-E i AR 10 MEN Slop
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BFMA ATT ar 407 iz 1.5 Mise
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1oa g0 DFF a1 4002 -1 FP

[ TINAH in Offsasrd T te 40010 1 HE
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1 TEAC inalTheard L1 o BP 20L 10 o K8 German HIP
deny K8 bex entry o AL

(1 Kandean selecrios lar Cerimas il A
deaving enlry-"Werth' LMGYO.F revealed
g Fidm 60mma.C offboard in M1 o 40810 0 LE

i@ Place 7F on edfboand units in M1 ?Fdm simmia [
effboard in Mo 40810 0 LE

1a THABaaBaz'A H effnend in O o BF 40N 10 oo M1 bex

l4A NE

sl
i G.F in 40KE DFF - 4FP +1 24 PTC
1z AHPTC 4,3 Pinned

13 M Wilsoovdm MM A FAm MMOSA ES din MMO/A.D m
offheard M1 Dovhle Time (o BP 40N 10 oe 010 hexside

(I3 (3.F DFF LM at 40K 10 2 56 NE
Mo leader dirsction

114 Wilsanddm MMGA Fidin MMOAE! dm MMG!AD in
SN L0 1 BF 0% oo NANT

L1 GLE in 41R3 DFF LMG a1 4008 - 1FP 4.6 NE
n? dm MM A FamMMOG A E end movement in 07
(NE] Wilsanddm MMOEA D s AT w06

14 B n 4108 DFF at 4008 - IFP 1 13 PTC

120 Wilson FTC 1,2 Puss
121 ADPTC -b 45 Fioned
122 Wilson maves i T

123 THPamersnaddem MMOGHA, Gidim 50 Calra [ in off

Banrd 01 Double Time

0P T e 55

Drelensive Fire Phase

i Werlth in 40KS PF check dr w2 Suecesls
125 Werth fires PF ot ACE in BP 4017 =5 54 Miss

126 G F Fimal Fires ar 4014 - 4FF 45 ME

127 g4 an 40KT Tores an HIMT - LFP &1 NE

Advanue Fire Phase
128 ACCha Dl in 2008 ot 40K -12FP 42 55 NE

125 .8 in 20067 at 20KT - |FP +1 21 MHMC

130 g O MMC 4.1 Pass

131 A B A FOW o m 4007 ai +3 B MNE
40KT -8FP

132 A in 400 ot WY AFP L2 Coawer/I ML
SAN

133 pD IMC 34 Break

134 German AN dr 1 HNE

133 AC A Partersan in 4005 ar +3 2% NMC

A0KT -8FF
136 pC NMC .l Hrenk
Rt Phase

137 g0 KT routs a7

Advance Plhase

138 TOA R in 40HE o 4005 CX

130 AC J0LA o 40KE CX

B2l fSlammada, Cohmn's, I in 40LE 104017 CX

41 wA n AOME o A0LE

142 2.8 in 2007 £ 40N

143 Wilspewdm MM A Fidm MMGACE in HIOT o 4087
144 ity MMGSA G S0 CaliA LPatterson in 4000 1o 015

Close Combat Phase

145 AFRE LIS Arabiah di +l 48

144 HIKE Oerman Ambush dr 5

147 AC nitacks 1-1 vl 41 KNE

148 Wemh'G.F -1 -1 6,3  NEMeleg
German Player Turn

Belly Phase

144 Wind Change DR 21 NE

] Self rally g.C 24 NE
Mavemrent Phass

121 TNV i 4106 AM G5
152 LMEGE in 4IRS AM 03
13% TREAG A in 41R9 AN SU

L34 TDVKinde] in 4108 AM N7

Defensive Fire Phase

133 AF asszmble MMOGUAE assemble MM in 40P7
(] 4T masemble G0mmfa.E assemble Slmm in 2007
I57 AG assemble MMGAA T assemble S0 Cal in 4005
155 AL assemble MBMG in 4004

1559 ACSC im 40003 MG an 41RT - 4F7 ++ B4 HE
160 ACC MA ATT st S1R7 #3042 Mis
161 ALA I 4004 a2 40WS - GFF 55 NE

Ciwers/LIM g 1%
(3 ABA FWilsan in #P7 ar S0W4-BFP +1 3146 NE
163 HT-Fea G LiPattecsan i 40015 +2 45 ME

at 40T - 6FF
164 HT-B in 4004 ATT wt 40770 - 2FP 1 4.5 NE
1] HMC-F in 20%3 MG ar 4IMI0-2FF +1 13 KMOINE
SAN
| B Crerman SAM dr i WE
157 HME-F WA ATT ar 41010 14 KE

165 HMUC-E in 40P4 MA ITT a2 4104 +& A1 Miss

Rt Phase
6% RS THE I VI T V)

Advance Phase

170 TBRAGA from 215% 10 41RO
171 LAMGAGE from 4103 10 2100
172 R TERLUR AR T I T ]
" TETRIndel Trom £147 w0 4108
174 TAATYY in 41010 o 41T 1HE

Close Combat Phase

175 Werlh/GLF CC 102 -I- 51 NE

(] ACCCIL] +1 1,2 KIa
Werth/G,F eliminaad LM destroyed via subsequent dr

AMERICAN

Everything is coming up red, white and blue!
The turn opens with a successful Civilian Inter-
rogation, a powerful tool in this scenario, My
one mini-setback came as my squad assigned
fer smoke-laying duties is pinned upon entry.
After that, lousy German dice allow me to enter
relatively unscathed. I went ahead and fired
WEF al the concealed unit in 4109 Although
paving the +2 DRM for the concealed unit is
risky, the net roll I needed was still % and the
resulting MC reveals the unit. Having one
vehicle come up SMOKE-less was a hit disap-
pointing, however. Wilson charged on board in
a full stack, but suddenly | was feeling a bit
weak-kneed—what if the HMG is up in
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41VHL2T So @ pulled up and left two squads in
07 as Wilson and a squad plunge forward to
O, As it happens, the only shot they took was
from the WP-shrouded 4109, but [ just couldn’t
chance the whole platoon. Sloppy play on my
prt.

Finally, I strongly suspected the presence of
an LMG/4-4-7 in 40L7 and risked a ‘faust shot
with a little VBM freeze. Note Chris would not
have had to reveal any HIP unit in L7 until the
conclusion of the MPh; however the 6-6-6
stumbled into the hidden Germans in K8 to
ke it g mool point, and 1 got a litle lucky on
the concealment loss random selection roll. |
threw max infantry next to K& in the hopes of
drawing fire away from Wilson and friends, bul
Chris held fire. only 10 be betrayed by his dice.
CC with a CX squad is risky, but T hoped o get
a Melee which would extend the life
expectancy of the AC and allow the mortars to
establish themselves in 4007, [ did in fact get
the Melee, so in all it was a very good Ameri-
can player turn,

During the German half of the turn, | win the
Melee in 40K8! That's a relief—I was hoping
to just tie him up for a while, but that's two
points | had written oft basically coming back
o life, [ hope to sneak over and bag the broken
German HS on Hill 520-40. 1t'1l lose DM and
my concealed squad will AM next to it to jump
it with a capture attempt in my coming turn,
My advanced interrogation technigues shoulil
reveal more info about the hated Boche!

GERMAN

I was happy the Civilian Interrogation only
uncovered g1 [ hardly seemed to slow down
the Americans’ movement on their way to the
bridge. | had a couple of shots at Wilson and
company butl came up empty, LR, invested a
sizable force to take care of Hill 520-40. When
he ran AC-E inte bypass of 40017, he was look-
ing to freeze any Germans lurking in that hex,
This would have playved right into my hands
{assuming I passed the PAATC). Considering
all modifications, 1 would have needed a 10 (o
kill with an ATMM or a 7 without, As it
turned out Werth, LMG, and G.F, were more
than disappointing. They did next (o nothing
with First Fire, missed on a decent & FP Point
Blank Final Fire shot, then missed with a
leader generated PF. Finally, they failed to
Ambush the Americans who rushed in for CC,
which lecked them up for my Turn 2 and led 1o
their untimely deaths. I was not even able to
prevent the mortar from gaining second level
firing positions for a turn. Even after assigning
them limited responsibilities, the units north of
the river had a poor showing. LR, took his first
big risk of the game and came away clean—I'm
going to have to make that up later on.

I chose to hold off on the HMG shot vet
again even with AL running into my Bore
Sighted Location, [ held my fire because no
other American Infantry could reach 4004 50
any residual fire would have had no effect, 1
need to be patient—watch and see how much
LIS, fire the HMG will receive once Lreveal it!
I was hoping to have G.E. and LMG concealed
while in 4106, but [ could not let Wilson and
friends run around wunchallenged. I'll have 1o
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rely on (he stone building to keep that squad in

; ’
; i T
Good Order. From here on there is going to be - End Of Game Turn 2
a lot more pain as | give up HIP and coneeal- .

ment to try and stop the American movement tined i
acrass the bridge. 1'm feeling awful thin on the ; T e

£ ‘hite are HIP.
ground and am looking ever my shoulder for
my Turn 4 renlorcements

NEUTRAL COMMENTATOR

The Germans endured a number of 1ough
breaks during the course of Turn 2, the first of
which was the Civilian Interrogation revealing
the HS in 40W4 and their subsequent breaking
in the face of the American onslaught, Second,
and more importantly was the death of Werth
and squad F in the German Close Combat
phase, Those guys didn’t do diddly squat!
Chris was counling on the board 40 guys
accomplishing something to slow the Amis

down—a reasonable assumplion—bul they
went with nary a whimper. Al the very least
they could have dragged out the melee fioor
another player turn or so,

This is not to say that the Germans are In
deep trouble; LR suffered some sethacks as
well, notably the loss of WP from HMC-E. As
I stated carli

ier, 1R should not have fired both
Seotts al 4109 during his preceding fire
phases. but [ like the rationale for the +3 WP
shot on d0L7 even less. | realize he was hop
ing to reveal and neutralize any HIF units lurk
ing in 40L7. but I think using infantry simoke
or vehicle smoke grenades fram one of the HT
could have sufficed. Also, I question the
recom by recon vehicle” move carried oul by
AC-E, Ciranted any adjacent Germans require
a five to hit the AC with a PF, but that is
exactly the shot Chris is willing to take in this

seenario. This was an extremely risky move to
lake so early in the game considering the CVE
cap faced by the U5, perhaps J.R. fell he was
doing well enough that the AC's |oss wonld not
be oo serious, Additionally, if sguad C was
trving for 40KS8 anyway, it should have moved
first—far better a broken squad then a burning
M| At the very least, AC-E should have
attempled vehicle smoke in N7 or M# to cover
the enlering American forces. OF course this
may have adversely affected its subsequent
Bounding First Fire but I.R. could have
Bounding Fired from a different hex, TR.s
movement of two half-sguads into J0LE was o
definite attempt 1o draw fire but the wily Mr,
Kavanagh refused to take the bait, choosing
mstead to shoot at moving units in 406 10 and
N 10 and then Final Fire at the adjacent unils in
L& This is a good example of playing oul the
different defensive fire options. Alternatively,
Chris could have waited until his Defensive
Fire Phase and hit all three Ami MMC in L8
with a 1241 shot and the AC-E with a 1242
shot. An average DR would yicld a I8 on
the Gls and a NMC on the CE crew, Assuming
the Ami MMC break, the German squad would
he safe from Close Combat and able oy for
two PF during its own Prep Fire Phase. Aller-
natively, he could try for three PF (twice with
the squad and once with Werth) during the
DFEPH, although still needing a five to hit. In
weighing his options, Chris probably factored
in his 67% chance of Ambush (and resulting




wut of the fire when it counted. | did not miss
second .50 cal., but unlike others 1 don't
putting the MG on top of the near-side hill.
¢ the Amis need as many bodies as pos-
sible on the far side of the river, and can’t
afford to leave leadership behind to direct the
heavies. The mortars do a fine job all by them-
~ gelves, and besides those big ol' machine guns
~ just weigh me down. [ enjoyed playing Chris,
and hope to repeat the pleasure again in the
near future, A huge thank you goes to Pooch
and "Smasher" Carl Passler for recording all
the moves and making this thing possible.

GERMAN

Congratulations to IR, for a game well
plaved. During the course of the game he took
some big risks with his AFY, and each time the
risks paid off. Had the AC that went up Hill
- 52040 or the halftrack which bypassed 4106
been destroyed during their moves, T would
have judged it a careless waste of armor, In his
defense at the time he made those moves he
was not in any CVP trouble, but the last few
turns showed us how fast that can change. As
it tumed out, the Turn 4 move by HT-B was the
most disruptive of the game. | feel the best use
of the .50 cal. is setting it up on Hill 520-40
with both mortars, Given all that American
firepower around the bridge area in various
other forms, having the .50 up on the hill gives
a decent FP shot from a different angle and
takes advantage of the weapon's range. The
use of the balance might have caused LR, to
adjust its use: two 50 cals on the hill would be
much more enticing. The infantry move across
the bridge was orchestrated very well.
Although 1 had a LMG set up for a fire lane
down the road, by keeping the AC between the
LMG and the bridge, J.R. took away the nega-
tive modifiers that make a 1 FP shot more
effective. Braving the fire lane on Turn 3 was
important because it put his infaniry ahead of
my Turn 4 reinforcements in the race for Hill
520-41.

Its obvious that my biggest mistake was
running a stack in LOS and normal range of
halfirack B on Turn 4. [ expect to be abused by
any and all ASLers | run into in the future for
this bone-headed move. As for the rest of my
play T'll dare say it was quite good. The north-
ern infantry screen was set up in not too obvi-
ous locations with relatively low expectations
for their impact on the battle. That they were
close to useless was out of my control. Just as
a foothall coach, all an ASL player can do is
put his units in the right places (or at least
pretty good ones) and hope they make the play.

My southern force is what made it a close
game. As 1 had planned. I vsed PF and the
PSK without regard for the safety of the firing
unit, netting most of my points, This strategy
did cost me, but it is doubtful that the units lost
o backblast would have remained in Good
Order into their next turn. The HMG's lack of
prodduction is another low point but [ siill like
my setup and my plans for using it. LR is to
be credited for his aggressive actions (o keep it
out of play. The placement of the PzIIN could
be questioned but I certainly did not throw it
away, The PzIIIN had to be used in a TD role
for the sake of acquiring CVP. JL.R.'s position

with regard to victory buildings was nearly
impregnable. He could have begun to pull his
armor back from the fight, so | placed my tank
where it had u variety of targets and only one
threat. Facing a "5" to kill is not my favorite
sitnation but it is an acceptable and unavoid-
able risk in "Scout’s Cut.”

Having gotten to know this scenario as well
as any other, I'm happy to say it is a very good
one. 1 would still ask for and give the balance
te the German player, but after that it's any-
body's game. The German player has to have a
strong stomach to stay in it—you will be under
heavy pressure right from the starl. Keeping
HIP and concealment till the best possible shot
is a must, At times vou will have to treat one
of your too few squads as a "fire and forget”
weapon. The American player has just as
much to worry about, having only one route to
the victory buildings and vulnerable AFY with
which to get there. Coupled with the sudden
death Victory Conditions, he certainly has his
work cut out for him. Enjoy!

NEUTRAL COMMENTATOR

Two things stand out in my mind about this
game, First, both players made an accurate
forecast of how the game would go and fol-
lowed their initial plan. American forces
quickly cleared the north side of the Nied and
rapidly established themselves on the south
hank. Hill 520-40 saw a sharp but brief fire-
fight as both players felt it would, Neither
Chris nor J.R. thought the Amis could actually
be stopped: instead the real battle would be
berween I.R.'s pressing need to keep CVP
down and Chris's to hurt the U.S, as much as
possible, giving little regard to the ¥C build-
ings or the casualties the Germans suffered.
The fact that it ended with the Germans within
two CVP of a win shows how accurate their
assessment of this scenario was,

Which brings me to my second point: this
was a pretry close game. Despite the endless
pounding that the Germans took, Chris was in
it up until Turn 5 or 6. This says something
about our hobby—it really is not over tll Fat
Herman sings! Although it can be demoraliz-
ing to play a side that is destined to get demol-
ished, it still gives one a certain amount of
pleasure to pull a victory out of seeming disas-
ter, Chris was constantly adjusting his disposi-
tions (o meet J.R.'s onslaught as best he could
and never seemed defeated no matter how bad
it looked. He always seemed in position to bag
an AFY and if he just got one more or even if
he killed HT-B on one of his two CC Reaction
Fire shots before the crew escaped with the
MA, he would have been the victor,

Chris played a good game but | feel two crit-
ical mistakes did him in. The first was moving
the reinforcing stack in the open during Turn
4-——something a player of his caliber very
rarely does. Chris had o make sure no enemy
unit had LOS to his path to Hill 520-41 and, if
an American unit did, either find another way
or move each unit singly. 1 one or two Ger-
man MMC get adjacent to or onto Hill 320-41
at the end of Turn 4, the game would have gone
a lot differently. Second, the use of the Ger-
man sniper in Turn 4 1o break the mortar crew
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on board 40 instead of moving it to board 41
(where it may have done some real damage
during I.R.'s final push for ¥C buildings) may
have put the game oul of Chris's reach. espe-
cially in light of the fact that the German
Sniper was activated three times during the
game's last three turns, In spite of this, 1 do
think he played a great game because he kept
himself in it until the very end. despite suffer-
ing cruelly at the hands of the dice at times.

LE.'s play is to be commended as well. His
initial plan of attack was sound and well
thought out. He considered his OB's strengths,
examined the terrain he would have 1o cross to
achieve his directives, and hyvpothesized
Chris's likely plan of defense. These are good
solid rules of thumb to follow whenever you
play ASL. Moreover, he adjusted his anack
when he needed to; i.e., he showed the flexibil-
ity any good attacker needs. He took numer-
ous chances which, although seemingly ill-
advised, resulted in his victory. He displayed a
quick grasp of the tactical situation and more-
over took advantage of any ill fortune which
befell Herr Kavanagh.

One final note concerning our replay. The
balance that the Americans conceded does
truly change the feel of "Scouts Out." As men-
tioned above, many ULS. players opt to setup a
firebase on Hill 520-40 with the two HMG,
hoping to cause long range havoc with any
Cermans they see and interdict the enemy's
movement, Even Germans in stone buildings
are vulnerable to 1643 shots within normal
range of these two monsters. The scenario’s
complexion does definitely change when there
is only one.

We are still not completely convinced that
the Germans need the balance in "Scouts Out.”
It looks to us like SR, got the better of the luck
in this game and still barely escaped a CVFP
loss. But it was a close game with the German
balance, so maylbe so. Eds,
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TURN SEVEN

DEM DE Hesul

American Player Turn

Rally Phase

ah
-

TR

Moo e
v
&R
Gl

iR

Wind Chanpe THR 531 WE
Kimcel in 4 1EH rally k1 Rally
Kishel rully 3./ 51 KE
ol Fliase

Prie/PSE/ AR ind 1OFT AM B
AC I ALST AM 4136
Wislond, 30 Calf JOMMOCAE in 4ENG AM o O

AC-E leaves pame

Dielensave Fire Phase

f83 MMGAIU in 4182 TK +1 33 Hit
HT-E in 4108
nad TKE DR 1.1 Buming
Wk
nas Crerminm Plavers coneedes
AMERICAN

I simply pull my troops from view, taking no
shots in order fo avoid a Sniper activation,
Although I felt [ had things wrapped up for a
turn and a half or so, we felt plaving it out was
worthwhile given the CVP cap.

GERMAN

Oh well, no miracles todav. Even with a set
of snake cyes to end the game. | can't put
enough on the board. [ would happily trade
those snakes for another Turn 4 Defensive Fire
shot at that halfirack,

NEUTRAL COMMENTATOR

LR, plays it safe, as he should, having the
game well in hand., Chris finally rallies
Kindel, and more importantly kills HT-B—
putting him at 21 CVP. Having eliminated tha
nemesis, he concedes.

FINAL COMMENTS

AMERICAN

I was very pleased with my initial two turns.
I got my boys up to the end of the bridge in
position to rush across, I managed to clear the
top of the hill with relative ease, and, most
importantly, I got all my vehicles in position
without a scratch. Offboard movement pro-
vides 4 lot of flexibility in a situation like this.
The game plan was right on schedule. [ think |
wis pushing too hard, though, with the cross
ing. Unloading those guys under the nose of
the Smoked-in squad was pretty rash, and [
paid for it—I should've seen that LOS to the
brokies on the other side of the river, espe-
cially since I was wary from the outset of rout
denial from that damned hill. Given that loss,
I felt T had 1o push to establish a presence on
top of Hill 520-41 before the German rein-
forcements arrived—it was hard enough
throwing second-liners of T the hill without
having to face a tank and first-liners as well!
So, I put my vehicles right in Chris's face and
hoped for the best. As it turmed out, it worked,
The CH from the Scott was handy but a normal
hit would've done the trick as well, The really
devastating luck was when my HT survived
Close Combat in Bypass—Ambush, Open
Topped, ATMM, it was dead by rights but the
dice gods smiled on me.  After that 1 was sill
in @ hole, with Germans in Q6, R7, and B9
clogging up the middle. My mini-victory atop
the hill would have been pretty insubstantial
had the Germans held their positions on the
other side of the road—Chris' reinforcements
are significant and supported by the panzer
they are a legitimate threat to take back a cou-
ple of stone locations. Again 1 chose to gam-
ble, facing off against the panzer with my
armored car, and again it paid off. That, com-
bined with stuffing the infantry reinforce
ments, swung the game in my favor, Cracking
the hedart of the pesition in the American Turn
& Prep Fire Phase put the game away.

The awesome American lirepower made
itself felt, but the American vulnerabilities
came to the fore as well, All my lears were
realized—a Sniper sent a Scott home, my six-
morale squads wilted in the face of enemy fire,
Germans on the near side of the river cut my
rout paths. However, Interrogation helped
tremendously, Mushing out HIP and concealed
Germans and Dummies at key points, 1 was
ahle to use my mobility o pressure the German
position, and though my risks were perhaps a
kit too extreme, the dice pulled my chestouts



~ was looking awfully inviting to the 10th
Armored boys before that point. Should the
Amis sccure a couple of buildings on that hill,
the game would indeed be over. While the
Germans are Trighteningly thin on that flank,
2 N's return to the firing line stabilized the sil-
pation somewhat, American half-squads X
and B did indeed move towards hill 513, in the
process eliminating G.A. Note that LR, was
sure 1o keep both units out of Good Order
enemy LOS during the MPh to insure that G A
would have wo surrender. The U.S. MPh also
saw American froops maoving up onto Hill 520-
41 in force and preparing to storm hill 513 on
Turn . The uter lack of Defensive First Fire
on Chris's part attests (o the near powerless-
ness of the shattered German forees,

The German DFPh saw Chris going for what
seems Lo be the only course of action left open
to him: try to kill any vehicle he can. Unfortu-
pately, the PSK HS in 4106 cannot take the
"HEAT" and breaks trying (o avenge the PzllL
The TK attempt on the other M8 AC likewise
fails, but each shot is a nail biter for both play-
2rs.

The German player turn sees the PSK half
squad Self Rally and Baitle Harden, but the
two reinforcing 4-6-Ts (squads W/ still do
not, both rolling 11 when a 9 would have suf-
ficed. The LMG in 4106 again attempled Lo
kill AC-E and again failed. Chris tries to move
up G.X and the PSK for some PEPSK shots on
any vehicles in and around hill 520-41, but
G.X is broken by AC-E. The PSK half-squad
moves in for yet another shot, While Chris is
not out of it vet, things are looking mighty
grim,

TURN SIX

Seriml  Event DREM DR Result
American Player Tarn

Rally Fhase

il Wind Change DR 51 HNE

w7 0. Self Rally in 40017 14 Rally
1] Wilson rally ALE in 41M8 +2 21 Raly
] Kincke] Self Rally in 41K8 23 NE

| Meteber rally €% m 41001 2,1 Rally
all Merzler rally G.% in 41001 45 Rally
Prep Fire Phase

Bl @i n 3 o 4007 a1 4157 -1 Ia  HivRaE
B6L3 Elfeiis DR - 4FF +}. 35  NE

nid Slmmia [ at 4157 -1 5% Hit

{1k Effects DR - 4FF +1 34 NE

bih Sllmenda, O in 4007 ar 4157 6.5 Miss
7 A S1PE MG ar 4I5T-8FF  +3 63 NE

08 AC-CMATTT al 4137 +2 M1 HivSAN
A4 Eflecis DR - 4FF 22 IMIIS AN
R Linden | MC 15  Break
ikl N IMC L Hreak
hll Cier SAMN dr 1 Arieans
623 Random Location R 3I A0NE
fi2d A0LT Randem Selecton DR a.C Break
{Ia Gierman SAN dr 2 Sniper o 41RE
b AC-E in 4331501 MG a0 4106 +31 32 kMO
aFF

a7 O.E NMC DR 44 Hreak
(] AC-E MA ITT &t 4106 +1 Ll HivROE
[ Effects DR -4FP &1 L
63 Gk ML 321 Paas

i3] AC-EMAITT @ 410006 1 64 Mus

65 A0 Colla 200dn 41NT w4100 -5FF 44 54 NE

Mhvement Fhissc

3% LB im ALW I o X8

ni4 5 Xindl U9 m WH

R3S RS0 CaldACH in 4100 Draps S0 Cal Dooble Time 1o 56
f3h TYIAL an 41TY Daiible Time w55

A7 Pris/PEKMALR in 4001 1o 5

Hi8 PrisiPactersan i 41M8 Double Time o M5

aiw MM AL 4 1NE AR NT

fd0 MMOALE in 4185 AM NT

fid1 A0 in4INE AM OF

42 A i 4108 Recover Germnan HMG i Fnils
43 Wilsan m 41ME AM N7

(55 MMOGa A 0 41PT (A

Drefensive Fire Fhase

(25 PRES . B in 4106 ap AC-C 3 L1 Criticad Hit!
2B ElmiEaAN
213 TE DK i Kil
Harning Wreck
a7 LS SAN dr i ME
fEES MMOGL N2 TR ar HT-B +2 &1 Hull Hir
im 4108
LERY Tk DR 52 NE
fid0 G i ALNZ ar 4108 - 4FP il Mo LOs
Advenzing Fire Phass
BE1 Wilsoid AL IVALE in 41N al +1 65 NE
4108 - BF
Rt Phase

@52 Linden'g.M surrenders o A H, sarrender refused,
Lindenig. M eliminaied

Advance Fhass

651 TLiw B an 41KH 0 A1YVE CX

fisd a.X m 4% e 4 IXT CX

fihh AH in 415610 R

] A0 in 4158 a 4157

657 PrisPEELA B in $108 0 4107

51 Wilsand. 50 Calf, MO E in 41K7 N6
% MMOa.A in 4109 10 AINE CX

Clase Combal Phase
ahl MM A in AINE gains TR
ahl Pris HS!Partersan in 4 188 gain 70

German Player Turn

Rally Phsse

6l Wiesd Change 1R 24 HNE

662 O.E Sell Bally in 4106 64 HNE

fifiel. Eindel Seil Rally in 4184 56 NE

fis Al in 4108 reeover Cerman HMG 1 Recavered

Prep Fire Pliase
B MMO/G U indIN2ac JING-EFF 431 55 KE

Mavernent Phose
47 EMerzlenG Y in 4101 BF 4INL on heaside O

&hifl Wilsond MM A B S0 Calfa 20 30031 ZKIASSANY

in41MG et 1M1 R
ahY Cierman 5AM | Avlivale
70 Rardom Location DR 31 4iTe

al A1 Bondom Selection DE AC-E necalled
07z LW in 4104 Desable Time o 02
RI% Wilsand S0 Calfa 20 - H FPar 4002 .3 6. 1 MC

674 GUW MO il Piemed

Raut Phase
(S LMGHEE i 106 o 4105

AMERICAN

A devastating Prep Fire Phase busts up hex
4157, opening the way for a dash toward Hill
513. Hex 4106 finally falls as well. [ am
somewhat obsessed with getting victory loca-
tions on Hill 513, because this will allow me (o
yiell ground on Hill 320-41 in the face of any
German counderattack. The added flexibility
means I won't have to risk losing bodies in CC
simply to hang onto needed building locations,
Mot moving the German Sniper carlier comes
home e roost as "2" Sniper activations smack
my mortar crews in Q6. Up front they might
have hagged the 9-1 or sent a vehicle home. In
my Movement Phase [ tried my best o draw
some fire from the PSK HS but it maintained
fire discipline; instead | set up to lake oul the
brokies in %7, The 'schreck team's patience is
rewarded with a flaming kill of my armored
car, but the "1" on the colored die cooks the
half-squad as well, It might be too little, too
late as that Grevhound has already done his job

41

by whacking the PzIIIN., Getting the 57 guys
off my back is worthwhile, but 1 realize too late
that squad H will be unable to leave the street
due to its CX status, Not too big a deal, but I'd
prefer to be in positive TEM terrain. Patterson
steps up to iweak Kindel's nose, keeping that
poor soul DM for yet another Rally Phase.
Mow it is a matter of avoiding a hellacious Ger-
man fire phase or a really nasty Sniper roll,
MNothing like a SAN dr of "17 dropping the 9-1
followed by a "12" on a LLMC! Don't laugh,
I've seen it happen! The German counterattack
petered out before it really got started, but a
Sniper Recalled my second M8 AC.

GERMAN

The PSK team did its job alter all, although
it would have been nice if it happened sooner
or if the half-squad had survived. It was nice
to see AC-C destroyed by what it had lived on
all game long—a Critical Hit. Have you cver
been disappointed to see your Sniper Recall an
enemy AFV? 1 was. This also would have
been great had it happened sooner, Obviously
what I needed there was a leader KIA, I'm
kicking myself now for not relocating my
Sniper back when the dr "2” pinned a.C. Al the
time 1 was hoping the dice would give me a
decent relocation, Running my squads at Hill
520-41 was an attempt to draw additional
Sniper checks, as I've closed in on the CVP
total, At this point the game is probably over.
The anly CVP 1 can realistically hope for are in
that damn halfirack and it's only worth 2. LR,
just has to stay out of my way o win,

NEUTRAL COMMENTATOR

That is a valid point concerning Chris's use
of his Sniper. 1 fell that when the Sniper was
activated at the end of the fourth German
player turn, it should have been moved across
the river. The mortars had become irrelevant
as the Americans were across the Nied in
force. The Sniper has to come 1o where the
action s and hopefully bag a ULS, SMC or hit a
broken MMC for some easy CYP. | really
think that not moving the sniper at that point
was one of the few times Herr Kavanagh
straved from his plan of trying to cost the Amis
CVP.

1.R.s plan for the end game is a sound one:
risk nothing. The insurance given by his cap-
ture of the VC buildings on hill 313 gives him
an cnormous advantage at this point. His care
in moving his units is 10 be commended. He
accomplishes two objectives which put the
game nearly out of Chris's reach. First, he posi-
tions more units on Hill 520-41 to wipe out the
remnants of German resistance. Second. he
secures two "insurance” VO buildings on hill
313, True, the death of AC-C puts him at 18
CYP, but the simultaneous elimination of g.B
leaves Chris with too few units to mount a
effective threat against the Americans, Met-
zler's boys finally make an attempl 1o get into
the battle, but G.¥ and Metzler get KlAed and
G.W is pinned. As this was Chris's final
Movement Phase, he had litile choice but to
rush them forward and hope for a lucky break.
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AMERICAN

Snake eyes make anybody ook like a super
genivs, The PzHIN goes down to the AC. This
removes the heart of the German arsenal, 50 |
am breathing a bit easier now. | have to say
["ve made some rather iffy decisions so far and
have been rewarded with some tasty rolls that
have saved my bacon. Elsewhere, the crew of
the Immobilized HT Abandons the vehicle,
removing all the MG at the same time. Now if
the Germans nail the AFV, they won't get any
extra CVP for a functioning MA or the crew
Mo 1 mention those MG
might come in handy,

itself. Hee hee hee.
I cut oft and refuse the
surrender of the broken German sgquad G.A for
Rallving
on my flank: and second, 1 can't afford o 1ake
Thise
H& are on their way to grab Level 1 building

two reasons: first, 1 don't want ic Self
prisoners over there with half-sguads

locations and [ don’t want (o sacrifice fire-
povwer or CC Factors in case the Germans coun-
terattack that end of the board—however
unlikely that may be. Up an top of the hill, 1
am relieved the PSK half squad went down;
otherwise, a broken Ami in N6 would be vul
nerable to Failure to Rout should the 7-0 and
friends rally. As for those puys, 1 should've
sent Patterson into the gully to chase them a bit
further away. Oh well, I now have a lot of
bodies in various states of disrepair up there,
so | think the Germans will have a tough time
taking it back.

During the German turn, [ was thinking
Chris should've rolled to rally the 7-0 first,
then used his MMC Self Rally attempt on the
accompanying HS. but it looks like he made
the right choice with the PSK carrier! Poor
luck keeps the two squads from the reinforce-
ment group out for another plaver turn, With-
aut those squads, Chris simply doesn't have
enough o work with at the moment. With his
panzer dead and his reinforcements licking
their wounds, Chris is lett without much to do.
Mw own shooting 15 generally ineffective, so
this plaver trn we are just biding our time.

GERMAN

Wow. Turn 5 starts off right where Turn 4
ended—another Critical Hit. [ look forward to
knowing these Critical Hits will finally stop
il of my troops are removed from play,
S0 much for the fun of AFY hunting with that
interesting PzIIIN. While I never seriously
thought 1 could hold the Americans out of 3
buildings, it is still hard to watch halt squads
a.B and a. X. cross the stream unchallenged.
They are obviously getting ready to run all
aver hill 313, which will take away any need
for LR, to put other units at risk. LR, wisely
ahandons HT-B, giving himself more fire-

A

power and reducing his CVP vulnerability
should the halftrack perish, The body of the
American force occupies Hill 320-41 in antici-
pation of the coming plateon-sized counterat-
tack. But there will be no counterattack
because Metzler is hiding out in that tree ling
telling his troops to, "Sit tight the war is almost
over.," Or perhaps they are telling him. "Fol-
low you? Look where you led ws the last
time!" In either case, my newly inspired PSK
team is on s own, Al least T got this unit back

- End Of American Player Turn 5

on the firing line: that 'schreck could do its joh
yel

NEUTRAL COMMENTATOR

The Panzer III dies! The Panzer 111 dies!
LR, definitely playved the odds on that one.
During the Turn 4 German Movement Phase,
he was carefully mulling over a Motion
attempt with AC-C but decided to duke it out
ds he had twao fire phases to knock the tank owt
Again, I thoughe it risky but the dice proved me
wromg. LR, was almost assured a hit on each
shot and needed a five to Kill. He could rea

sonably expect 2,67 shots over those two
phases, barring a gun malfunction or sniper,
and could therefore expect to gel some sort of
result on the tank, A Critical Hit might even be
hoped tor, but 1R, shouldn™c tey to get greedy
and claim a Multiple Hit (D3.8) also—you
can’t have both, My one criticism; why did
the 60mm mortar fire first in 1LE.'s Prep Fire
Phase? ASL doctrine tells us to always take the
mosl important shot first lest a lucky sniper
interfere; the AC-C shot was obviously the
most important of the phase, if not the game!
The rallying of g.N in 4157 during the 115,
turn helped Chris's cause somewhat. Hill 513



like LR.'s reasoning for Patterson's moves dur-
~ing the U.5. Turn 4, weighing the recovery of
~ the HMG versus the benefits of keeping Kindel
“and friends DM.

Chris's decision to utilize CC Reaction Fire
versus HT-B was a sound one. The halftrack
was ohviously attempting to ¥BM freeze
sguad G.C (and the HMG in its possession),
wllowing the position 10 be swarmed by J.R.'s
“other units. Another allernative was to attempt
for a PF. Assuming a successful PF check, the
squad would have needed a five to hitif it took
Ihe backblast penalty but would have been
gonfronted in all probability by a burning
wreck in its own hex, This would have effec-
tively reduced the HMG to impotence,
although it would have been free to then fire
outside of its own hex, A final alternative
which deserved consideration was a TK
attempt by the HMG when the halfirack was in
41PR. The HMG would have required a seven
1o hit (moving, larget size) and a six to kill on
& hull hit or five to kill on a turret. Chris could
have taken multiple shots if he retained ROF,
This would have been an effective way to deal
with the HT, particularly since with ROF from
the HMG the squad would not be marked as
First Fired. Further, it would not have required
the squad to pass a PAATC. CC Reaction Fire
may well have been the best option o destroy
the AFY (which has got to be the German's
main concern at this point), but not necessarily
the only way. Just to run down the modifiers
for the CC Reaction Fire: -1 Ambush, -2 for
OT AFY, -3 for ATMM and +2 for Motion,

Chris did commit a couple of gaffs during
Turn 4. First, he neglected to take a 1FP -2
firelane attack at Squad A.M. This of course
could have altered the game, but in all honesty
both of our plavers {as well as your esteemed
neutral commentator) forgot the FL even
existed. Second and more important was
Chris's oversight that the halfrrack in 4108 had
LOS w 41N2. Chris had good reason to want
to move up the bulk of his reinforcements (8- 1,
3 squads, and MMG) quickly, but you gotta be
careful. Chris got away lucky, all things con-
sidered, but this single mistake may have been
the turning point in the game, Perhaps Chris
should have set up one 4-6-7 offboard of Y1,
and used a combination of Double Time and
road bonus to reach 41'W6 and better cover hill
513

At this point, strange as it may seem, |
believe that the Germans now hold a slight
edge over their American adversaries. This
may seem incredible after the beating that the
German squads have taken. But thev have qui-
etly amassed 13 CVP (6 for the Scott, 2 for the
Armor Leader, and five for the MMC elimi-
nated), The cursed halftrack in 4108 should
die before the game's end, vielding Chris either
five CVP or two CVP if the crew hails out with
the MA and survives., AC-Cin 41P4 is no
doubt going to be the primary target of the Pzl-
[IN during Turn 5. The death of either of these
vehicles puts LR, perilously close 1o the CYP
cap. Given that IR, has secured no VO build-
ings to this point, the loss of either of those
AFY will force him to play with much care.
Indeed, if Chris had managed to get one or two
of his Turn 4 reinforcements up on or adjacent

I R e e M s e e e e

to hill 320-41, 1 feel his position would be a
commanding one, Finally, has LR, forgotien
the inherent bazookas on his M3A1s? [ think
that those LATW might come in handy the
next trn or two!

TURN FIVE
Serial Event DREM DR HKesull
American Player Turn
Rally Phase
514 Wind Change DR lb NH
15 aX in 40K Seif Rally Anempt 4.3 Rally
A6 Metzler rally GV in 410 L6 NE
517 Melzler rally G.W in 4101 2.5 ME
51E  Kindel cally in 4107 + 44 NE
419 Linden mlly g.M i 4157 +3 31 Rally
Prep Fine
220 G0mma Din 40LT ar 4137 -1 44 Hit
21 Bffesis DR £2FF i3 NE
522 AC-C in41P8 MA NVTT at PelIIN 1,1 Critical Hie!
in 4103 Multiphe Hies/Hull Hit
521 FimTK 5,3 Kill'Wreck
524  Second TR 2.5 Kill'Wreck
51F  PelINCS 56 Mo
516 AC-T MO 4157 - BFP +3 63 ME
527 AC-C MA ITT a 4157 #5411 Miss

528 AC-Ein 3015 MG ot dIQ6 +3 63 NE
iFF

33 AC-EMATTT at 4504 - 8FP +2 44 Miss

Muovemnent Phase

50 X in MR 1 Dooble Time to T2 DB G4 0 21010
531 w.B im 401 Double Time ta ¥ 10

531 Wilen™MMGAE in 41F10 Dombde Time a N7
531 A imS1PIO Drops S0 Cal 0 P2

534 MMGRA i 4001 1 PR

533 MMGEA. D in S0 w0 A1RYD

536 BazBauAH in 4002 w0 41P1H
Arlempt o recover 50 Cal dr 5

537 PriaPSESALH in 40005 ta Q1
535 PriafPanerson n 4187 AM NS
19 ACin4lRI0 0 59
541 a2tin HT-H in £ 108 Abasden Yehicle with
diy S0 Calidm MMG
Jd1 MMOAG L in 41M2 DFF ar 4108 - 8FF 65 NE
242 GXin4IR2 DFF a 4108 - IFF 45 HMNE
543 HT-Fin 41F72 1o PV -Senp

Eecovered

Isedensive Firg Phose

544 PSEsg H in 2106 ot AC-CimdIPE +3 36 Missdg B
1M
545 z.B IMC 6,4  Break/ELR
Replaced by g0
46 LMGMGE ind106 TE AC-E 1 41 Torret hie
w41 T om AR
547 TKDR 6 NKE
48 ABPTCDR i, Pinned
549 G.Eon 4106 2t 4001 - 2FP + 03 NE
4% Linden/g.M in 4157 at 4IPS 2FF  +1/+2 1,2 IMC
Al A
MM ACC
351 AC-C WM 1.1
352 MMOfaA 1MC lA  Pinoed
351 AlIMC 64 Break/ELE
Repiaced by ALCH
Addvance Fire Phass
554 WilsonMMOGA E in 41M7 +3 25 NE
ab 4 L0 - 4FP
Roul Phaae

535 A0 in 1P 1o O%-NE

s Z.00m 06 4105

557 e bn U0 sumrenders o o B m 41710
558 a B refuses sureender GoA Eliminated

Advance Phase

A% aHin 41V Wi

24l AXindITHin 1M

Eal ACin41590TY

62 Pris/Patberson i 41N 10 M3 DM Kindel'p 2

b ik} BMGAE in 41MNT o A[NG

Shd Wilsom i 41NT o WR

565 MMOGAD in 41N9 0 NECX

Sy 00 in 4008 0 N7 CX

56T BasBaed 30 ealiA H m 41P1D drops BaafBaz 1o P9

39
St B in dUW M conpealimend gain dr 43 1 Cinins 71
6%  aX in41U% concenlment guindr 43 6 Fuila
M0 AL in 4179 coneenlment gain S &
71 50 Cal/ACH in 1P conczalment gain 1B
German Player Turn
Relly Phase
572 Wind Change DR B2 KE
573 g0 Self Rally in £10:5 L.l Rally/HORE
574 £ HOR 2 42 BHarden
Replace with g.B
575 Kimdel rally in 4107 54 HME
96 Meczler rally GV in 4101 -2 63 ME
577 Merzler rally GW in 4100 - 6,3 NE
575 Wilsom mlly A4 in 4IKE 22 Rally
Prep Fire Phase
479 LMGMGE in 4106 TK +1 53 Miss
AC-E i HIH
580 GLUE in 4106 8 4001 - ZFF +l+2 41 ABPTC
J&1 ABPTC 51 Pos
%2 MMGGUindIN2 at 4ING B-FP +3 3.0 1MC
583 AB IMC DR 53 Break
584 Lissdendg.™ in 41M7 a1 PH-2FP #1042 51 KE
Muovement Phase
SRS PSES B in 4105 AM 06
SR GXin 4LRI CX e Q3
SAT  ACACin 4IPS MO at 4103 - 8FF 42 %1 IMIC
8 GXIMC 6,4 Break/DM!/

ELR/Replace with G K

Defensave Fire Phase

389 a.C o 41N7 assemble S Cal

o ddmmde.0) n 4007 at 4157 a3 Miss
9] AC-C i 41PE MA ITT ar 4187 +3 44 Miss
592 MMV in A1PH an 4157 - 4FP +#3 32 NE
93 ACE inalQ] MG w4106 - 5FF +5 51 FTC

ta

94 GEPTC 41 Pass

295 AC-E MA ITT ar 3106 +1 21 HiVROF

e Efecs DR - 4FF 5.6 KE

547 AC-E MA ITT s 410006 w1 4.1 Hit

508 Edfects DR - 4FF 4.4 KE

504 PriwPREAAR in MIQL & =5 44 KE
41010 - 6FP

Advanes Fire Phose
R PSKig.B in 4106 at AC-Cin 4IPE 47 1.2 Mliss

Raur Phase

i Kindel'g.Z in 41L7 1o KB
B A in 4107 1 53

03 MMOALE in 41N N8

Clase Combat Phase
il Meczler in 4501 gams 71
&l LU in 412 eoncenlment dr =3 1 T

== TIP5% FROM THE TRENCHES

Worried aboul the\
enemy having a sneaky LOS to
yvour moving concealed unit?
Drop concealment even though
you are not sure that the enemy
has LOS. By dropping conceal-
ment you are forcing the defender
to declare an attack before he is
sure of the LOS. If you are con-
cealed and not using Assault
Movement the defender can take

‘\[rcr: LOS checks. __/




4 MMGA Tia BMMG R A al 106 -3 15 NECower

HEP
470 AC-C m 41PS MG st 41R7 - 8FF +3 54 NE
471 fommda.C in LT sl 41R7 14 NWROF
472 Brrecss 1K - 4FP 11 13 PTICSAN
473 p.N PTC DR B3 Pinned
474 German 5AN 4 NE
475 tlimmda,C s 0L7 o 41RT <1 LT HivROFSAN
47h Effocts DR - 4FP +31 34 NE
477 Cerman 54N dr ] XE
47H simmda.C al dIRT -1 63 Hil
474 Effecis DR - 4FF 14 KE
4RI} W e B AL B ST ¥ d, 1M
AP al 41RT - I4FP
41 g IMC DR 12 Pasa
4R2 sOmmiar in #ILT @ 41RT 15 HivROF
L] Effecis DR - 4FF +3 2,1 KNMC
EHE 2N MMU DR L4 NE
4R35 Glmmean [ at 41RT -1 6 HvROF
A6 Effecis DR 4FP +3 1B NE
47 lmmia I 23 1RT 2 31 HivROF
483 Effects DR -2FP +3 6,2 NBE
489 dlimmin [ ¢ d1RT 2 16 HivROF
A Effecis DR 2FF #5 1,2 MMC
4% BN NMC 2. Hreak
q% Slhmmda I al 4157 +2 51 Hi
46 Effects DR - 4FP +3 212 PTC/SAN
4 Lingen FIC 54 Pinmed
495 Gierman SAMN - Aty
ELl Bandom Locition THR A0 diHF
497 AGLT Randhom Selection [ i a,L Bk
498 AC-C MA YTT at P2IlIN in 4103 =4 1,2 Tur HitROF
49 T DR 44 NE
5Kl AC-C MA VTT an PelllN =1 4.5 Mis
im 4103
0l A in 40012 ab 400 - BFP +1 L& NE
Advance Foe Mhase
512 PzllIN m 4103 MA ¥TT (HEj ai 48 24 Miss
ACH i 41P%
503 Meteler O U m 4IN2 st HT-Baon 41 22 FIC
4108 - IFP
S HT-B FIC 1.5 PasaSaM
505 Cerman 5N dr 2 Activate
S Random Lecabion DR 11 HIME
S 4017 Bandea Selecton DR 33 aCNE
Al Pelll™ MG ar AC-C in 41P8 - 4FP 44 4.1 NE

Rl Phase

S GoAin 4 1RY o U110

S0 M in 41K w37

L1N Kindelig. 2 in 217 1a L7

512 Meteler G WG in 41NZ 001

Advance Phese
513 PZIIN in 21032 CF

AMERICAN

A great turn! More civilians squeal on their
erstwhile oppressors, with a Defenses Com-
promised resull turning up what has to be a HS
with a Panzerschreck in hex 4105, The HT did
the trick, not only sucking up some fire, but
surviving to boot! Wow! [ was hoping Chris
would go for CC Reaction Fire, as it marks his
SW with a First Fire counter. It was far too
much to hope he'd gack the attempt. That, plus
the BFF Critical Hit from the Scott is cause for
celebration, Chris laid the obvious Fire Lane,
but it proved incredibly pathetic. | took
advantlage of my battle hardening result to
throw a 6-6-7 into the face of 41R9, (o soak up
some more fire and allow the rest of my (roops (o
cross. | was lucky here in that Chris didn't get
a KIA. There's nothing worse than throwing a
unit out 45 a gamhit to stop Subsequent FF only
1o have it disappear on a low roll. The broken
HS does a nice job of tving up the squad. 1 am
now firmly across the river,

Patterson jogs up the hill to accept the sur-
render of the remains of the HMG squad, and
peers menacingly into the wooded ravine
where Kindel and his sorry conscripts cower in
dismay. Patterson persuades his prisoners to

reveal the Dummies in ¢ 106, conflirming my
suspicions (though Chris played these guys
very effectively). | am indeed on the hill as 1
hoped, in time to greet the German reinforce-
ments. Unfortunately, T do not have anvthing
near the strength [ had hoped for, though T'm
mostly across the river. Patterson ain't gonna
hold the hill all by his lonesome. 1 have a lot of
firepower clustered at the end of the bridge.
but the German reinforcements can just reach
the hill in one turn, so we'ne going 1o have a
meeting engagement on the ridgetop, 1t was a
tough choice (o have Patterson move o keep
the 7-0 and friends DMed rather than recover
the HMG, but the HT has decent felds of lire
from its CAFP and Patterson's current position
will strip concealment from most avenues of
approach not seen by the HT. Besides, Patter-
son could not fire the HMG due to holding
prisoners in excess of his US#, This turn was a
bit of a watershed, with the survival of the HT
and the Critical Hit recovering much of the
momentum lost through the elimination of the
sqquads for failure to rout,

During the German Movement Phase, | was
wondering if Chris would notice that sneaky
OIS from the HT up in Bypass in 4108! That
was a nice shot, and I'll bet Chris is at least
thankful it wasn't any more devastating than it
wis, Hmmm, [ think Chris should've moved
the German Sniper on that "27 SAN dr resuli—
my maortars are handy, but I'd rather lose them
than leadership or a key squad on the front ling,
I had high hopes for my Defensive Fire
Phase—it went well, but T still can't erack those
hardcases in Q6! Thev continue to split the
board and threaten any vehicles that attempt a
frisky tun toward the mother lode of victory
locations on the west end of the board, The big
deciston of the turn, however, was whether to
aor into Motion with the vehicles up on the hill.
Both AFY have seen the PzITIN for six MP, so
it's automatic (though the halftrack still had o
make its Mechanical Reliability DR), The
halftrack is a no-brainer—free CVP for the bad
zuys if it gets nailed—so I went in Motion and
changed VCA to nip off the hill and out of
LOS of the PzITIN. The M8 Armored Car is
another matter; | have a disadvantage in the
TK department until Chris runs out of HEAT,
but T have two fire phases to put a hurt on him
before his own TH numbers get reasonable,
I've decided to stay and duke it out, My decent
ROF, good TH numbers, chance of acquisition,
and Multiple Hit possibilities add up to a
roughly 50% chance (o at least Shock the Pz
IIN before the next German Dielensive Fire
Phase., If I can take out the panzer I am in
really good shape. I also feel 1 can lose one
more vehicle, though Il be on the ropes if [ do,
I'll take that caleulated risk. [ only managed to
Acquire him this Player Turn, so my fingers
are crossed for my upcoming Prep Fire!

GERMAN

When 1 first looked at this scenario I hardly
gave S5R 4 a second thought., T would not
have been surprised if a captured unit gave up
a little info. but that damn kid going around
begging for chocolate and cigarettes should
have been thrown into the river during my
setup. Having the HIP on my PSK stripped is

o huge loss, Life would be great if that was the
biggest disaster that befell me this turn, As
wou can see, LR, can do iall. P've been play-
ing ASL for over [0 vears, and during that time
I might have had an opponent brave a fire lane
with a squad or so, but never with 30% of his
Infartry OB After watching two American
platoons stroll through the Fire Lane with
hardly any effect now 1 now know why 1R,
wias not oo concerned about the LMG!

I missed the 1FP-2 shot on A M in 410 10—
the first of several mistakes T committed this
turn—aosting mysell o chance at double break-
g the squad and more CVP, Then there was
that Bypass frecse move with an Open Topped
vehicle against my ATMM-1oting squad. You
should have seen my grin as the halftrack
entered 4108 and [ passed my PAATC. It
turned into an outright smile when I came up
with a ATMM. Miss on a "9" 1o kill? Not a
problem, as 1 still have Subseguent Fire, When
SFF resulted in a mere Immaohilization my
smile left momentarily but T consoled myself
thinking about garnering 5 CVP for an AFY in
the upcoming CCPh. That is when LR, gave
orders to AC-C to pull the jewels out of the
coals and wipe the smile off my face again,
That was the second Critical Hit on a unit pos-
sessing the HMG. With only one Good Order
MMC on Hill 520-41, I don't think I'll be get-
ting it back. I end up getting almost nothing
from the one weapon | counted on the most.

There is not much I can say about running a
stack of three squads with a leader into the
LOS of that halfrrack. Without guestion the
biggest mistake you will see in print. Up till
this point I've taken it on the chin pretty hard
but have kept myself in the game. This will
most likely put a win out of reach for me. After
all the pain the halftrack caused me, | did not
pay close enough attention to its LOS. [ finally
hit with a PF—the Scott was well worth losing
a half squad to the backblast. Any remaining
hope left is riding on the PzIIN, 1 was not sur-
prised o see halfirack F go in Motion—that
was definitely a good move on 1LR.'s part. |
hope o get the better of AC-C, then go after
the halftrack from hell. T think in his coming
turn R, will start (o pull back the remainder of
his armor,

NEUTRAL COMMENTATOR

Turn 4 saw a lot of excitement. The Ameri-
cans are once again on the receiving end of
some intel, which revealed three German
stacks. Of course, the Critical Hit by HMC-E
on the HMG was devastating. The halftrack
surviving two OC Reaction Fire attacks and the
rock steady American 6-0-0s waltzing through
twenty | FP Residual or Fire Lane attacks {suf-
fering no more than a Pinned unit) could not be
expected. Chris's Prep Fire was, with the
exception of the waxed Scott in 41P7, without
result, He managed to survive the ensuing
American DFPh with only a squad and a half
breaking: I thought it was going to be much
worse, [t is indeed a credit (o Chris's skill and
determination that he is sull plugging away a
trying to cke oul a victory. Although LR, has
enjoved some amazing Tuck, he has also taken
advantage of it, compounding Herr Kavanagh's
difficultics with shrewd play, 1 particularly
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ifinued from page 28 3B ACEin 4000 MAITT st1RY =2 42 Hit A G.0IMC 15 Break
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RUSSIAN & GERMAN RED BARRICADES
RANDOM GENERATION TABLES

12: St . R2: SQUAD (5.72)
Final DR Sl;uad Type | Cumulative drm Final DR | Squad Type | Cumulative dem

if ;.ﬁ:ﬂ.. +1 If Mo, 42 -1 If MNov. 42
79 E
RTRtE 447 ;
12 A= 3ei
DR Dittside RS: STANDARD GUN (5.76)
B B — {105 Ti- DR Inside Outside
Gd: 5W (5.75) 3 75L AT | 21* MTR R4: SW (5.75)
DR SW 4 S0L AT | BRL AA
5 76L AT | 75L AT [1-3]
3 LMG 76L AT [4-6]
= I
5 | HMG 7 | 75LAT | 37L AT
8 | MMG! 9 | 75%INF |75 AT
9 Liber ! 10 | 3TL AT | 20Li6) AA [1-4] 45LL AT| 45LL AT
10 LMG b Tootiay AA (5.6

1| HMG
11 | 40LL AT| 2010207 AA [1-4] iy
e n ATL AT | 82 MTR
7L (8) AA [5-6]

b IF squad type is 8-3-8 then

SW is DO | 12 | 28LL AT] 105* MTR

12 I squad type is #-2-8 then 5W

s DC
I 1 squad type is 8-3-8 then 201 squad 1ype is 6-2-8 then 5W
SWis FT 15 FT
100 aguad type is 5-3-8 then h: Sqqud type b4 chanpged o l-
W is DC. 27 Crew

4 Coodrary o 5. 755, if Activied
im a nan-Reaftop Huilding
Location SW is MalP and .

syuad type ix changed to a
-7 Crow
DR AFV T T i
e Ro: STANDARD AFV (5.71) !
7T | SPW250sMG 1] |
- 3 PzIVi2
Lot \'\;,1" : 4 HMI :
57 | SwG G - Pz L [4-6]
sawfsacss| | o | o
11-12 | sIG IR a H&-ﬂiﬂ [1-3]
RSA TS
9 PSW 222(L)
e— Co v
11| SPW 250010 [1-3]
12 | SPW 25007 [1-3]
PzJgl [4-6]
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RED BARRICADES SASL RANDOM EVENT TABLE:

DR Random Eveni

11-13 Sewer Attack! Place one 57 in each sewer Location within 6
hexes of the FRIENDLY Infantry unit closest to the EBE [EXC:
Locations currently marked with a 87 or occupied by a FRIENDLY
unit], If Russian ENEMY, place additional 57 in each Location
ADIACENT to the affected sewer Locations and not occupied by a
FRIENDLY unit, Each such Location reverts to ENEMY Control (if
previously FRIENDLY controlled), Each such 87 assumes a Hold
Altitude,

14-16 HIP Set DC! The FRIENDLY (non-Melee) Infantry stack in
a building Location that is nearest the EBE, has stumbled into an
ENEMY trap (randomly determine the target stack if more than one
are eligible). A Set DC is immediately detonated in the selected
Location as the first event of the upcoming PFPh.

21-23 ENEMY Rocket OBA Attack! A rocket OBA attack (Ger-
man ENEMY: 150+mm; Russian ENEMY: 2004+mm) occurs on a
Pre-Registered hex with FRIENDLY units. Determine the Pre-Reg-
istered hex using the Sniper targetl selection procedure and the
ENEMY Sniper counter {randomly determine if two Snipers) as the
starting poinl. The AR is placed in this hex and accuracy is deter-
mined from this point. The observer is assumed to be in LOS of the
initial AR placement hex.

24-26 Local Counterattack! The 57 currently closest 1o 4
FRIENDLY Known unit is checked for Activation (randomly deter-
ming the affected 57 1f more than one are eligible), In addition, all 57
within two hexes of the closest 57 are checked for Activation. Any
units Activated are in an Advance Attitude,

31-33 ENEMY Booby Trap strikes! A Booby Trap attack (B2E.9)
occurs in a hex with FRIENDLY units determined by the Sniper
direction/distance and target selection procedure and the ENEMY
Sniper counter as the starting point,

34-36 Russian ENEMY: Armored Cupola! See All ENEMY
RED2. German ENEMY: German Assault Guns! See GY German
REI6.

41-43 Building Collapse! A building, weakened by the constant
bombardment in the area, collapses. Randomly determine the
affected building using the Sniper target selection procedure and the
ENEMY Sniper counter as the starting point. The Ground Level of
the building hex closest to the target hex is rubbled (randomly deter
mine if more than one building hex is eligible), Falling Rubble
can occur (B24.12).

44-46  Ammunition Shortage! If ENEMY/FRIENDLY RE is acti-
vited, the FRIENDLY/ENEMY ammo supplies are dwindling. The
FRIENDLY/ENEMY side suffers from the effects of Ammunition
Shortage (A19.131) for the duration of the Mission.

51-53 Minefield! See A1l ENEMY RE03-04.

54-56 Russian ENEMY: Dug-In AFV! Conduct A1l ENEMY
REN2 except the AFV is placed on board, dug-in per O11.6194¢,
German ENEMY: ENEMY HMG Opens Up! See A11 ENEMY
RE44-45,

61-63 ENEMY Counter Battery Fire! Counter Battery Fire from the
ENEMY disrupts FRIENDLY OBA Module, Current SR and FFE
counters are removed from the board, Also add one Red Card to each
friendly Battery Access Draw Pile. If the FRIENDLY player does
not have an OBA Module, roll again for another RE.

64-65 Stuka Attack! If German ENEMY, conduct All ENEMY
RE64-65. If Russian ENEMY , conduct GY German RES5. RB S5R
RBES applies.

13 Sturmovick Attack! If Russian ENEMY, conduect Al
ENEMY RE64-65. If German ENEMY, conduct R? Russian RESS
except only one aircraft arrives.

524

19.4

Al: ENEMY Activation Table (5.6)

Final K Temis) Activated

Cumulative IRM:
-1 if 57 was in Advance Attitude
+ v as per MSR

Foutnets;

8 1. 5PG |xta) on subsequent droof < 1 S
5.1 if serivarsd in Prahibiced Locarion

2 Bigund 15 a Rider if Bussian (depenibing
on final vehicls tvpe; [H.2)

. Squed if ENEMY nationality may noi
Deplay
SBee 5761 6 boing Activabed m & baild-
ing Lecation; see 560 i Activated in o
Frahshited Location,
AMUORE if in MPh of Advance Attibsde
55T onheiwiae ME

&

Final dr Fortification Type

Cumulative drm:

tx  As per RE instructions
+v Az per MSR

-1 Any MMC is elite

+1 Al MMC are Conscrips

i
Feevification's Location.

2 Treneh ia generaled i AIDNACENT o an abready-pepemated Pillbox Trench. if a Gun s
alsie heing Activated in the Location, or il adjacent 1o g Cellar Location; otherwiss use a
Frhede af the proper capacity (see this mble's fooimate L)

3 Conduct ALl EHEMY RER-04 [EXC: the FRIEMDOLY wnit cavsing the AC i the anbect

af the mane aiteck; of o vehicle consed the AC, ihen the mi re AT mices of o “renglh

algtermaned by o Basdeon dr idralf £ 2= [ drof 5-4 = I draf

o0

A9e: Built-Up Map# 87 Placement (4.12)
Final dr  Placement Locution(s)
z Ench bevel [EXC: sewer] !
3 nne
4 Ground & Second level * | Foninotes:
5 Lrrounad & Firsd level |, Including Cellar and Roof,
L First beved © if applicable.
7 Lermund Jevel 2. If in a Factory, then any
] Cellar & Second level level other than Ground s
L] Euch bevel [EXC sewer] ' chunged to Rool instead,
W Collar & First level *
11 none
12 Ruoud




Mission r4

Assault On
Red Barricades

BRIEFING: You are ordered to assault and breach the enemy's
defenses. You will thereby break the stalemate and our lack of forward
progress on this section of the front.

PREVAILING ATTITUDE (1.2): Hold {AZb]

MISSION TABLES (12.32):

German SAN Russian SAN Enemy ACH Enemy RE Friendly RE
DR SANA DR SAN# dr  ACH dr  RE#s dr REf=
=4 4 <3 7 =2 2 1 o7 2 5/
543 45 6 >3 3 23 §A 34 45
29 2 67 5 45 45 25 34
28 ] i

ELR Russian
German; 4 Booby Trap Level
Russian: 3 di Level

=4 A

5 B

f c

MAPBOARD SELECTION & ACTIVATION (13.):
MAPBOARD SELECTION: The entire Red Barricades Mapboard is in
use.
EBE: If ENEMY is German, EBE is the North and West edges.
If ENEMY is Russian, EBE is the South and East edges.

Initial RB

Mapboard ‘

Configuration: N

VPO LOCATIONS (14.):
Each multi-hex building Location is a YPO location (see VP Schedule
for the VI value of each Location).

57 PLACEMENT/ENTRY (4.):
S7? are placed as per 4.1 casc a.

SEQUENCE:

S7 are set up first = 6 hexes from the FBE. FRIENDLY units are then set
up = 3 hexes from the FBE andfor offboard and may enter anywhere
along the FBE onfafter Turn 1.

The FRIENDLY side moves first.

MISSION END (see also 12.5)

At the end of Game Turn 10, and at the end of each Game Turn there-
after, make a DI If the result is < 2 the Mission ends immediatelv, There
is a -1 DEM for each complete Game Turn completed after Game Tum
1{h.

VP SCHEDULE (126, 9.41):

* Hach side gains VP for control of ¥ PO Locations equal 1o the fortifi-
cation’s highest TEM (for direct fire) times its normal Infantry stacking
capucily, {EX: a 1§ foxhole is worth two VP {2x1); a Fortified sione
building Loceation ix worth 12 points (3xd ) a 24547 pillbox is worih 14
points (Tx2) 4

* The ENEMY gains VP lor Casualty VP earned.

* The FRIENDLY side gains Casualty VP for each ENEMY AFV/Gun
eliminated or currently captured al Mission end.

MISSION SPECIAL RULES:

1. EC are determined per O1 1,618 and wind per 3116241, All RE 55R
{EXC: S8R 1) are in effect (found on the back of scenario RBS.)

2. If the FRIENDLY side is German the date 15 October 1942 and the
Historical DRM (01161610 is -1, If the FRIENDLY side is Russian the
date is November 1942 and the Historcal DREM is 40,

3. Each FINAL even DR on the ENEMY Activation Table (A1) indi-
cates a possible fortification Activation (as if "F were listed in the Table
Al result; 5.74); make a subsequent DR on the A5 Fortification Table.
4. There is a 42 DRM 1o each DR on Table Al, a -1 DEM to cach DR
on Tahle A5, and a -1 DEM to the colored die of each DR on Table Al
and x9.

5. FRIENDLY at start forces are 30 CPP purchased per Q11.619-
11.622. All purchases are automatically available either on board or as
reinforcements [i.e., extra CPP costs per Q116194 a) and b) are NA],
6. Randomly determine the applicable FBE for the hex rosettes found on
Table Adh for each Move Command or advance that uses the hex
rosettes | 1-3: North/South, 4-6; West/East).




Mission r3

Hold The Factory

BRIEFING: Your Company must hold the factory at all costs, You
have not been told when, or if, vou will receive reinforcements, To add
insult to injury, headquarters is unable to tell you the size of the expected
attack.

PREVAILING ATTITUDE (3.2): Sce MSR 8,

MISSION TABLES (12.32):

German SAN  Russian SAN Enemy ACH#  RE Numbers
DR SAN# DR SAN# dr AC# dr RE#s
g 5 <3 7 I 2 =2 5/
57 4 4-5 fi 2-4 3 3 45
28 3 -5 3 =5 4 = 34

=5 4

MAPBOARD SELECTION & ACTIVATION (13.):
MAPBOARD SELECTION: Only the Red Barricades map section iden-
tified by a dr 15 in use:

dr Map Section

I-3 North Map Section
4-6 South Map Section

EBE: If ENEMY is German, EBE is the West edge.
If ENEMY is Russian, EBE is the East edge.

Initial ‘
Mapboard

Configuration: N

VPO LOCATIONS (14.):
All non-rooftop, non-sewer Locations of the Factories determined in
MSR 3.

8? PLACEMENT/ENTRY (4.):

The ENEMY begins the Mission with an offboard pool of 57 equal 1o 1.5
times the total US# (A6} of all FRIENDLY units in the player's at starl
OB. Onboard 57, separate from the offboard pool, are placed = 7 hexes
from the EBE per 4.1 casc a.

§F ENTRY: At the start of cach ENEMY RPh in which there is = one
unentered 57 remaining in the ENEMY's offboard 57 pool make a
DE+4, This sum is the number of 37 from the ofthoard pool which enter
during the ENEMY MPh along the EBE.

SEQUENCE:

FRIEMDPLY units are set up first in any non-sewer Locations of the Fac
tories determined in MSR 3.

The ENEMY side moves first.

MISSION EMNIY (see also 12.5):

Al the end of Game Turn 11, and at the end of each Game Tum there-
alter, make a dr. I the result is =1 the Mission ends immediately. There
is i -1 drin for each complete Game Turn completed after Game Turn 10,

VP SCHEDULE (12.6; 9.41):

* FRIENDLY side gains ¥P for Casualty VP earned and | VP for each
at start factory Location sull in FRIENDLY Control at Mission end.

* ENEMY side gains VP for Casualty WP earned and 2 VP for Control
of each at start FRIENDLY Factory Location at Mission end,

MISSION SPECIAL RULES:

1. EC are determined per 011,615 and wind per O11.6241. All RE 55R
(EXC: 55K 1) are in effect (found on the back of scenario BB5).

2, If the FRIENDLY side is German the date is October 1942, If the
FRIENDILY side is Russian the date is November 1942,

A, To determine FRIENDLY set up locations draw two lettered chits and
refer to the chart below:

Chit North Map South Map
A Factory L12 Factory 1.24
B Factory LIB Factory L27
& Factory O Factory R25
] Factory (3110 Factory R29
E Factory 517 Factory R33

4. FRIENDLY at start forces are 16 CPP purchased per O 1.614%-11.622.
All purchases are sutomatically available either on board or as reinforce-
ments [Le., extra CPP costs per O0 11,6194 a) and by are NA|

5, Raoll a die on the following chart (o determine additional FRIENDLY
al start FPP:

dr FPP Received
1-2 M)
3 80
4 0
5-f 5]

. Once FRIENDLY setup is complete, determine the number | Abe | of
Artillery Strikeis) (8.7) the ENEMY receives commencing on the
EMEMY Plaver Tum of Game Turn 1.

7. There is a +1 DREM 0 the colored die of each roll on Tahle A11 and
x9,

8. The 57 imitially onboard are in Hold Aditude. The 57 entering from
offboard are in Advance Attitude, All Activated ENEMY units are in
Advance Attitude,




Mission r2
Breakout!

BRIEFING: As the fighting in Stalingrad has intensified you have
found yourselfl surrounded by superior enemy forces. The enemy has
thus Far ignored you, but that situation is not likely to continue much
longer, In yvour sporadic last contact with HQ, vou were ordered o
attempt a breakout. You must reach friendly lines with as much of your
force intact as possible. You are not sure if vou will receive any support
from HO), Good Luck!

PREVAILING ATTITUDE {3.2): Hold { AZb]

MISSION TABLES (12.32):

German SAN Russian SAN Enemy ACH Enemy RE Friendlv RE
DR SAN# DR SAN# dr  ACH dr RE# e RE#
=4 4 =3 5 £3 3 =2 56 =3 45
3-8 3 4-5 4 fi 4 3-4 45 =4 34
29 2 29 1 25 34

MAPBOARD SELECTION & ACTIVATION (13.):
MAPROARD SELECTION: Only the Red Barricades South Map Sec-
i is 10 wse,
EBE:  If ENEMY is German, EBE is the West edge.
If ENEMY is Russian, EBE is the East edge.

Initial RB

Maphoard ‘
Configuration: N

VPO LOCATIONS (14.):
There are no VPO in this Mission; see also 9.25.

S5? PLACEMENT/ENTRY (4.):

The ENEMY begins the mission with a pool of 57 equal to twice the total
US#{AL.6) (FRD) of FRIENDLY units in the player's at start OB, After
FRIENDLY units have been set up on board, the 57 set up in Building
Locations outside and = 3 hexes from, but closest 1o, the FRIENDLY
setup area {one 57 per Location} in a manner that leaves all FRIENDLY
forces surrounded.

SEQUENCE:

All FRIENDLY at start forces must set up onboard inside the P28 and/or
525 Factories. 57 are then set up.

The FRIENDLY side moves first,

MISSION END (see also 12.5):

At the end of Game Turn 7, and at the end of each Game Turn thereafter,
make a dr. If the result is <1 the Mission ends immediately, There is a
-1 drm for each complete Game Turn completed after Game Tum 7.

VP SCHEDULE {12.6; 9.41):

* The FRIENDLY SIDE gains VP for each Infantry unit exited off the
FBE.

* The ENEMY gains VP for Casualty ¥P earned.

MISSION SPECIAL RULES:

1. EC are determined per O11.618 and wind per O11.6241. All KB S5R
(EXC: 55K 1) are in effect (found on the back of scenario RBS)

2. If the FRIENDLY side is German the date is October 1942, If the
FRIENDLY side iz Russian the date is November 1942,

3. FRIENDLY at start forces are 18 CPP purchased per (11.619-
11.622. All purchases are automatically available on board [ie., extra
CPP costs per (11,6194 a) and b) are NA|,

————



Mission rl

Assault on
the Assembly Hall

BRIEFING: The struggle for control of Stalingrad has been the blood-
iest fighting we've seen. After repeated assaults and counter-assaults, we
have lost control of the Assembly Hall, You have been selected to take
back the Assembly Hall, You must take and hold the factory at all costs!

PREVAILING ATTITUDE (3.2): Hold [A2b}

MISSION TABLES (12.32):
German SAN - Russian SAN Enemy AC# RE Numbers

DE SAN# DR SAN# dr  ACH dr  RE#
£3 4 <3 7 £2 2 <2 56
46 3 45 6 *3 3 34 45
=7 2 68 5 5 34
=9 4 f 243

MAPBOARD SELECTION & ACTIVATION (13.):
MAPROARD SELECTION: Only the Red Barricades Morth Map Sec-
ton is in use.
ERE: If ENEMY is German, EBE is the North edge.
If ENEMY is Russian, EBE is the South edge,

Initial RB
Mapboard ‘
Configuration: N .

VPO LOCATIONS (14.):
All lacations of Q15 Factory (Assembly Hall).

S? PLACEMENT/ENTRY (4.):
87 are placed as per 4.1, cases a4 and ¢

SEQUENCE:

57 are set up first. FRIENDLY units are then set up ofthoard and may
enter anywhere along the FBE on Turn 1.

The FRIENDLY side moves first.

MISSION END (see also 12.5):

At the end of Game Turm 8, and at the end of each Game Turn thereafter,
make a dr. If the result is <1, the Mission ends immediately. There 15 a
-1 drm for each complete Game Turn completed alter Game Turn 8.

VP SCHEDULE (12.6; 9.41):
* The FRIENDLY side wins only if all Locations of the Assembly Hall
are FRIENDLY Controlled at Mission end,

MISSION SPECIAL RULLES:

1. EC are determined per 011,615 and wind per ©011.6241. All RB 55R
(EXC: SSR 1) are in effect (found on the back of scenario RB3).

2, If the FRIENDLY side is German the date is October 1942 and the
Historical DRM (O11.6161) is -1. If the FRIENDLY side is Russian the
date is Movember 1942 and the Historical DRM 15 +0.

3. There is a +2 DRM to each DR on Table Al and a -1 DRM to the
colored die of each DR on Table A1l and x5.

4. All non-Rooftop, non-Sewer Locations of the Assembly Hall are For-
tified. O11.4 CG1T applies to all ENEMY Personnel units.

5, FRIENDLY at start forces are one Pioneer/Assault Engineer Coy RG
i(Full) (O11.6194) and 26 CPP purchased per O11.619-11.622,
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19. RED BARRICADES SOLITAIRE ASL

These four new Missions for Selitaire ASL provide the solo player
with a unigue opportunity. The solo player can now parlicipale in
the ultimate ASL experience, Historical ASE, without having to find
a face-to-face opponent. Whether blasting into the fortified factories
defended by fanatic Russian conseripts or defending the (all but
destroyed) factories against the onslaught of the Germun Pioneers
equipped with flamethrowers and demolition charges, these are
experiences now available in Saliraive ASL format,

The Mission rules have been structured to utilize as much of the
Red Barricades Campaign Game rules as possible. This allows
these missions to also act as a training tool by focusing on a subset
of the Red Barricades rules. Depending on the response to these
Missions, we may publish other SASL adaptations, Already in devel-
opment are tules for a full solitsire campaign game in Red Barri-
cades and solitaire night rules,

The major differences between these missions and those Sofifadre
ASL are their size and the limitation Lo the B8 mapsheets, The num-
ber of 537 counters on the board at any one time can exceed (he total
number available in the Solitaire ASL module, Just use the " coun-
ters of some other nationality, The rules and tables on the following
pages are an extension of the Chapter S rules,

19.1 REPLACEMENT TABLE: All references to the original SASL
tables, including those in the 8 SASL Missions, refer to the replace-
ment tables below. The following Solitaire ASL Chapter S tables are
replaced by the ones included herein: Al, A5, A%, G2, G4, G5, G6,
Gha, R2. R4, RS, and Ré,

19.2 RED BARRICADES RULES MODIFICATIONS/CLARIFICA-
TIONS: Chapter O rules sections | through 10 are in effect for all
Red Barricades SASL Missions. Parts of O11 arc used in the Red
Barricades SASL missions and are identified in the MSR as required,
Additionally, the following Chapter O rules apply to all Ked Barri-
cades SASL missions:

011.6195; RG Daily Max limits apply to purchases made in

Red Barricades SASL Missions,

011.622: The player makes an Activation Check for the 87

counter in the Location that is chosen for Recon,

19.3 SOLITAIRE ASL RULES MODIFICATIONS: Several rules
previously set forth in Chapter § are modified for use during RE
SASL pames:
Table Adb: Movement rosettes may be backwards
depending on the ENEMY nationality and FBE. For any
such instance, align the appropriate hex rosette such that
movement 15 toward the FBE.
4.21 & 4.22: Board entry of 57 is determined randomly. To
assist in determining the entry location, create three addi-
tional Lettered Chits (HH, 1T and 11} and 45 chits numbered
from 1 to 45, If entering along the north or south edge, draw
one Letter Chit. If entering on the cast or west edge, draw one
numbered chit,
E.761: If & Gun is Activated in a Factory, randomly select the
Ingide ( 1-3) or Outside (4-6) Gun Generation Table {x5] o be
used [EXC: reroll for a mortar Activated in a non-Roofless
Factory Hex].
11.5: If the ENEMY is the ATTACKER. ENEMY units will
engage in Hand-to-Hand Close Combat [EXC: 11.51] under
the following conditions:
1. Onadrof 1-3 for CC odds of 1:2 or worse.

19.4

. On a dr of 4-5 for CC odds of 1:1 or 3:2,

. Onoadrof 2 6 for CC odds of 2:1 or better.

. Adwavs when attacking only broken units andfor
Ambushed units,

Applicable ENEMY CC DEM apply as drm 1o the above dr,

16.; Offboard Observers and Observation Planes (E7.6)
are not subject to the Command Control rules,

17.1: These Red Barricades Missions can used as addi-
tional $ASL CG Missions for vour German or Russian
Infantry company. The SASL CG rules are slightly modified
to account tor the additional Missions.

17.13: The company OB provided in 18.5 is in addition to
those purchases allowed by RE SASL MSR. However, reduce
the given CPP allotment by 7 CPP (if FRIENDLY nationality
is Russian) or 8 CPP (if FRIENDLY nationality is German).
The daily RG allowances are not affected by the FRIENDLY
Infantry company,

17.132: Units provided by MSR as well as unit purchases
from MSR-given CPP allotments are considered Temporarily
Attached.

17.141: The 5W usage restriction is not in effect for any
RR SASL Mission,

17.21: The applicable dates for the RE SASL Missions are
October 1942 (if FRIENDLY nationality is German) or
November 1942 (if FRIENDLY nationality is Russian),

17.22: If an RE SASL Mission is applicable given the
nationality, theatre of operations, and date (17.21), randomly
select an RA SASL Mission:

E N )

1-2 Mission |

4-5 Mission 3

19.4 ADINTIONAL RANDOM EVENTS: Various RE provided on
the SASL tables are incongruous with Red Barricades (EX: 62 from
Table B9, 16, 56, and 74 from Table Al1, and 21 and 64-65 for
Russian ENEMY ). If a generated RE conflicts with the theme of
Red Barricades, the plaver makes a DR on the RE SASL Random
Event Table for a substitute RE.

§23 %
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GERMAN

Can you imagine what the American squad
leader in hex 41010 old his trroops when he
concluded that they had v surrender? 1 finally
put some points on the board, Or should 1 say |
took some points off the board? In the end. the
skirmishers from Hill 320-40 give me some
much needed help. 1 would have preferred o
have taken prisoners, and would have iF [ had a
All that
American mobility and fire power would make

safe path to a friendly board edge

it unlikely 11l end the game with the prisoners,
though, T played it safe and gef fowur points
from TR s infantry

Blocking that roul was about the only good
thing that happened during the American
plaver turn. | was reluctant to take the HMG
shot but the bridge crossing was going too eas-
ily for the Americans. 1 can't keep it HIP all
game long and with a ROF of three vou alwavs
hope for the magic, Not this time. The MG To
Kill attempt on halftrack F was a low odds shot
but I'm wnder tremendous pressure and a kill
there would have been pay dirt, T also know
that most of his infantry was out of range of the
bridge. A fire lane down hex row Q during the
next American Movement Phase will make
Turm 3 a little easier for my troops.

I'm very happy to see that M3 HMC go, but
would have preferred the six points for a Kill, 1
was so sure of mysell about taking PF shots
when they presented themselves, but 1 could
not bring myself to drop the concealment of
squad G.C, sitting in woods hex 41N8 while
looking down the barrel of two Gllmm mortars,
We will never know what would have befallen
the AC had T gone for a PF, My squad, how-
ever, would have been crushed by the mortars
and they stll would have had plenty of ROF
left 0 CH the HMG. Such a disaster would
have lefl zero Good Order Known German
units on Hill 520-41. 1 still have the LMG
ready for a fire lane in 4106, If [ can keep his
infantry from linking up with his armor next
turn, I might be able to hunt doswn some points,
NEUTRAL COMMENTATOR

Finally the German Sniper made himself fel
... and in & big way, as HMC-F is recalled and
with it the last of the American WP capability,
The American cause would have been in deep
trouble if German squad B could have found
and hit HMC-E with a 'fawst. 1 thought JLE.
wis again taking big risks as he pulled three
AFY {one of them loaded with a full squad and
Patterson, plus the Scott with the 8-1 armaor
leader—a total of 15 CVP) adjacent to the Ger-
man squad in 41049, 1 guess he felt safe due (o
the WP in 4109, AC-C placed itself in 4169,
adjacent to a concealed stack. But once the
gust dispensed with the WE in that location, a
PF shot from that locale would have hitona 7
it the firer chose (o eal the hackblast. Those
oetdeds 1 e oot Rike!

LR.s seeming invulnerability came (o an
end when sgquads A and G bought the farm dur-
ing his Turn 3 Rout Phase. After squad A
broke, 1 would not have sent anyone else in
there, especially given the uncertainty of the
rout paths. OF course, unloading squad G afier
it had Bounding First Fired was illegal (Da.5),
Too bad for Squad G that no one caught this.

As i was, LR, was fortuoate that Patterson
passed his Morale Check; 1 do not like the TS
chances in this scenario with only one leader
I think Chris should have
tuken both squads prisoners and then run for
the hills during his turn, especially since he
had not inflicted any CVFP at all so far and he
may have had several good PF shots at the

still on his feet

adjacent AFY during his own player tarn
Subseguent events (i.e.. the elimination of Ger-
man Squad B) proved Chris right.

Given the Americans' headlong charge at
Hill 520-41. LR, might have considered using
both 60mm mortars to pound on 41N8 during

Continwed on page 37




ability to withdraw to either K7 or L6} if the
Americans did advance in for CC,

The odyssey of Wilson's stack merits some
comment. These guys took some big risks, for
if the HMG was HIP in 41V 7/level 2, the
whole stack (Wilson, 3 squads and 3 MMG)
would have been subjected 1o a 6FP +1 shot in
4007, a shot the Germans are almost forced to
take in this scenario. Wilson and squad D's
subsequent move to 4006 would have seen a
6FP +2, another shot the German player would
certainly take. J.R. pul one of his precious
leaders, not to mention a full platoon, at con-
siderable risk, for little apparent gain. Il he
does indeed suspect the HMG is in 41 V7 Level
2, he also put Patterson's stack at great risk
when he bypassed 40P8 on the O8/09 hexsides
as that LOS is clear as well (another 6FF -2
shiot), Because Chris would have taken any ol
these shots, 1R, can be certain that the German
HMG is not peering down from a perch in
41¥level 2.

Turn 2 ends with both sides preparing for the
inevitable rush for the bridge: Chris has set up
for a LMG firelane emanating from 4106 and
has positioned other units to cover 4101 as
well . . . including dummies in 41T10, which
he hopes will draw some of the considerable
American firepower. 1R, has acquired 41Q10
with HMC-F and obvicusly hopes to pop a WP
round into that hex. The MMC in 400Q35 and
4006 are poised to Armor Assault across the
bridge or load onto the halftracks. The risks
LR. has taken have paid off handsomely, for
his position is a strong one: if he can force the
bridge during American Turn 3, he will be a
full turn ahead of schedule without wking any
losses, having crushed all German resistance
notth of the Neid.

TURN THREE

Serisl  Event DEM DR Eesull
American Player Turn
Kally Phass
177 Wind Chage DR 1 NE
178 Putterson deplay AL an 4005 4,4 Fails
Prep Fire Phese
™ HMOU-F s 40301 WP ar 410100 «1 Ll WHSAN
180 Crer SAN dr L] ME
18] A i ADLT fire 60mem o 4108 <1 65 Miss
152 a. ¥ an JOLT fere &lom al 4106 =1 3.1 Hh
(1] Effecis DR - 4FF +1 34 NE
154 HMO-F in 085 MGt $IMI0-2FP # 1 L2 NE
Movement Phase
184 ACCin 0031 o 4 1P|
186 5P alternpl 345 Fails
187 AC-C in 4 1P o N9-Srap

BF MG at N8 -4FP +1 &l XNE

Delay 1 MA BF ITT ar 4109 E1d 63 Miss
IER ACC in AINS 1o M 1- Stap
IE9 HMC-E in 0P34 o POVE|
1494 Web Smoke grenacle altempt | Succes
141 HMO-E i 200% i Q1S -Siop

WA BF [TT at 4108 +5 31 HiwROFP
191 Effecis DR - 1ZFP 33 MG
192 G.A 2MC 4.1 Pinged
(L] HMC-E im 40010 BE ITT 4109 +5 56 Mias
1 HT-H in 400040 lnnds A5
195 Mechanical Reliabality DR 14 Siorls
1946 HT-B in 400 1o O 10E-stop Uinbowd
(K 0GB in 2109 6t 41010 4FP =1 1.2 IMC/LRFP
198 A IMC 34 Break
194 HT-8 fire MG oal 410% - SFP -4 61 ME
2l HT-B Mechunscal Reliability DR 53 Blars
xm HT-H reverse mabsan 1o 1P LHVE
202 HT-F 0 4005 foads MMOOA GiPanersea
203 HT-F Mechamical Belighilicy IR 4.4 Staris

e WY in 4005 to QL6
W5 LMEGE bn 4106 ar 4001 TK
W6 HT-Fin 4001 16 210000

+5- B3
1 54
= -3a

Hr? |EFP zitack
R HT-F Spaps HT-F/A.G BE al
4100 1 2FP
il HT-F unlogds A GiParierson in 41010
il | RFP attack
2 G.B 8FF al 41014 - ZFP

212 Paiverson NMC
213 A0 NMC

214 AC-E in 2.7 BP o 4051 50 Sp

215 Al in 4005 o M4
216 HMG e A i A LO8 pevealed lires a
HIH - CFP

217 Al FTC

218 Ad o 4003

219 GLE in 41006 a1 4003 - IFP
210 Al v 4002

21 0.4 in 1R at 4002 - 4FP
prr) u.B in 406 1 N3

23 A in 20PT 10 04

24 | RFP aiteck

125 AE NMC

126 AT in 4004 o P4

m WilsondALF im d0PT 1o P4

o
i

it

224 Boe/Ban'AH in 0% HF Double Tome (o 46

220 aA in S0LE Dxuble Tome e N3
230 A i HKE 0 07
231 TINAE 41IR AM T

Defensive Fire Phase
232 A in 4189 PE Check
233 A at AC-E in 400)1

Advenes Fire Phase
it Wilaesd VA F n 4004 ar 4109
RFP

235 G4 KM

136 German 5AN dr

137 Al HHQT a HIRY - 4FF
Pt} ACE m 4001 WA ITT 41R9
P iy AC-E MG at d4ITID - IFP
4 AH i 4004 ai 0W4 - JFP

Kol Pleass
24l A altempls 10 surrender o G, R

7 3,3
i i1
2

5
2] 4.5
<8 44
<l 54
I

+L

242 G.B invakes Mo Quarter A A Blimissied

243 A4 elimanared for failure w roul

Adlvance Phase

244 TINALE 4007 o 4016

248 A& L4007 o 40P7

246 Bae/Bazta H 4006 1o 40k

247 MMGAA DWilson S0TG 0 2004
245 MMGAF in 40P 1o 40P2

49 S0 in 4002 ra 4001

250 Fartersam an $10HE0 4 4P

Close Combal Phase

151 AR Ambhush dr

pir) PRESC Ambush dr

153 A B CC capbare trempr 321

-2 ]

M

SE
sE

NE
ML
Fass
Brzak

FTCHRFE
Paxs
NE

ME!| RFF

MMC
Break

Bucceels
Miss

NMC/SAN

Pazs

ME

HE

Pliss

NE

MEDM .12

=1 5 p.C Ambshed

' 5.1

PEE.C caplured

254 Intermagatson Table DR 4,2

German Player Torn

Kally Plazs

255 Wind Change DR Ah

56 Remove Smake

257 Self Rally g0 in 20W4 fi,.2

255 Walson rally AE in S004 fi.l

Prep Fire Phuse

299 G.H in 4108 PE check d

260 B PF check I

261 GB sl PE oat HMC-E in 4000 41 6.5

262 GLA i HIRY PF check L]

265 GLA a0 - 2 FP 23 16

It LMUWGE in 4106 TE at HT-B ++ 313
1P

65 TKDE i3

266 OLE it 4106 ul 4003 - 2FF 243 54

267 Kindel/HMOG/g A in 4108 21 4004 - 5FF 2.5

Murvement Phuse
68 MVVYTXK o 41PS o 41006

Dedenalve Fire Phose
6% HT-F in 410060 MG ar £1 08 - 8FF

-1 43

I HMC-Eind1010 MG g 410% - BFP <3 3,2

I GHEKMC

KE

Giusls

NE

Fails
Sucoseds
Bdiss
Fiemzd
NE

Hull Hit

ME
ME
NEAE DM

NE
BB
Faxs

27

172 HMC-E MAITT at 410% L2 HifROFSAN

273 Effecs DR - 12FP a1 IMC
174 OB IMC 6. CRELR!
Feplace wiih
gE
75 German SAN dr 1 Achvale
I Turget Selection a4 dioka

Cieniman Player Selects HMO-F (HMO.F Recalled

277 AC-E in 4001 Ma ar 41R% #3165 Miss
278 AC-E MO at 41K - REP 4d 41 PTONE
M BlmmiaCin HLT @ 4108 24 HiROE
240 Effects DR - 4FPF +3 53 NE

241 atmmide. O o 4108 -1 3.5 Hi'ROF
282 Effecrs DR - 4FF #«% 313 NE

% Glleomds.C oal 4108 -2 14 HivROF
244 Effeces DR - 4FP +3 43 NE

285 dleon's U oo 4108 2 4.5 HivROF
1% Effects DR - 4FPF «1 4.3 NE

25T blemmn.Coal 4108 -2 L1 Cratbeal Hic

12K Rarelom Seleeton gA

189 EBrfecls DR - AFPSLGFF =103 46 goa IMC

o0 paA MO A0 Break/ELRS
Replace with
gV

=i Fimenia [ o A0LT ab 4108 -I 44 Ha

W2 Effects DR - 4FP +1 3l PTC/SAN

3 Kanded FTC 2.3 NE

204 German SAN dr 3. NE

205 ACCindIM9 MATTT at 4109 35 Miss

206 Alind001 aid IRY - 12FP + 55 NECowers

247 MMOGAFindliat RS- BFP +5 44 NECTower

268 MBGOA DOWelsan in 4004 ar #2 13 NMCROF

4106 - GFP
299 Kindal XM G4 Broak
I p VW KMC 45 CRElm

il MMGADWilsan ar 4108 - 4FF -2 45 MNE

Raour Phise
32 Kindel in £108 1o N7
ROkl g e A0t NT

Advance Phase
Wd o IEEMLC im 41NT o OR

AMERICAN

Cuch, T thought T could rout to 41N10!0 Dis-
aster! My pregame comments are looking
uncomfortably prescient, as indeed German
troops on Hill 520-40 inflict losses for Failure
to Rout. Wow, four points down—if those
guys had lived [ was in very good shape, 1 did
at least capture the half-squad, but its person-
nel are made of tougher stuff than I had hoped
and keep their secrets to themselves, [ do have
one sgquad across, however, with the 50 cal., so
there's some hope. 1 didn't mind those guys
breaking so much, but 1o die because of a lousy
broken HS on the other side of the river. .
time to stop whining and suck it up.

During Chris's half of the turn, German
squad B jeopardizes its chances for the MMC-
of-the-Game Award by failing to knock out my
Scott! Meanwhile, my mortars do what they
are meant to do—keep shooting with ROF till
they pull out a Critical Hit. Taking out the
HMG team is huge—I like the spot where
Chris put it—in the thick of things. It wasn't
too successful, but it certainly slowed my
crossing. We'll see if someone is brave enough
to re-man it. Squad G.B finally succumbs, but
Irom Crosses all around for the men of this stal-
wart unit. I suffer very bad news when a
Sniper sends one of my Scoits home—that's a
lot of firepower leaving the game, and that's
the one that still has Willy Pete. The only good
news is the German doesn’t get CVP for this
“loss." 1 feel mildly charmed as T expected o
lose a vehicle to German fire by now, but that
doesn't make me any happier about the loss,
My two HS in that hex were hoping to hitch a
ride to the opposite bank on the M&. Bummer.
mow they gotta walk,
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Personal Tens (10s)d

Far be it from us to question Mark's per-
sonel lise, but we bet thar if he really put hix
mind fo i1, e could come up a fitting scenario
Sfeaturing American forces, or one without the
Germans., or even jusi one withow! a German
9.2 (or better!) leader. In this age of politi-
cally correct diversity, however, you have 1o
admire a man whoe knows whar he likes! Eds.

This is an article 1 have put off writing for
many years, but which 1 have looked forward
to writing for a very long time. What follows
is my personal list of scenarios which, on a
scale of 1 through 10, with 10 being the best, 1
would rate a 10. My own theory on how things
should work is that for every 10 rating there
should be two 9s, three s, and so0 on down (o
three 3s, two 25 and one 1. Mind vou, [ do not
use this scale as a requirement which must be
filled before I give a 10 rating, but use it
merely to point out about how tough it is o
elicit a 10 rating from me. Roughly one out of
30 scenarios will normally be rated a 10, True
to ASE dice form, were the rating scale from 2
through 12, 1 am sure [ would philosophize
only one 12 out of every 36 scenarios. But
that would be fair, for everyone knows a 12 is
higher than a 10,

THE FUGITTYES
ASL §
APPEARED IN: BEYOND VALOR
BALANCE RATING: 55% pro-RUSSIAN

EXCITEMENT RATING: 10

ATTRACTION: High guality Russians hold
the canal bridges against rag-tag remnants of
the Muencheberg Panzer Division fleeing
Berlin in the last days of the war. Scenario
parameters force the Germans into a frenzied
rush across those bridges and something of
those fearful days seems captured here in
cardboard,

By Mark C. Nixon

RUSSIAN ADVANTAGES:
CANAL, SQUAD QUALITY, +3 TEM,
T-34, HMG, S7LL ATG, HIP

Lots of Russian advantages swing game bal-
ance their way, [ would listen to argument
they may hold a 60% edge, but no matter, the
Germans also have enough toys to make the
situation fum to try. Russian fire concentrated
on the four canal bridges gives them an out-
standing ability to control the batle. Their
superior squads, stone building TEM, HMG,
and HIP provide enough muscle to hold off
Gierman infantry, and their 37LL anti-tank gun
and T-34 can deal with all enemy armor,
These are some tough late war Russians, right-
fully so.

RUSSIAN DISADVANTAGES:
SSR 6, DISPERSED DEFENSE,
LEADERSHIP

The combination of S5R 6, which prevents
Russians on board 23 from moving for a few
trns, and the Russian need to present a dis-
persed defense in order to cover the four
bridges is the ingredient which makes this sce-
nario work, Without this mix, Russian defend-
ers on board 23 would easily move in the first
few turns to block the correct bridges and
effectively win the scenario before the real bat-
tle was joined, Excellent work here by the
designer, developer and playtesters. Beyvond
that, these Russians suffer very little, although
even their plentiful four leaders commanding
fifteen squads fall a bit short in the negative
modifier category for this time of the war (total
-2 for 15 squads vs 8 German leaders with -5
for 18 squads).

GERMAN ADVANTAGES:
9-2, SSR 4, 5 AFVs, PF

As true as ever, even when the troops he
leads are less than wbermenschen, Mr, 9-2 iy
determined to serve up a dish of nastiness for
his Russian foe. Add another seven German
leaders to this battle and it is plenty clear Mr.
9-2 need not worry about anything else other
than kicking cnemy buit, That +1 TEM in 55R
4 allows some extra open-field running and
also allows free routs through otherwise open
terrain, None of the five German AFV are

singly tough enough to handle the T-34 and
should not attempt to duel the 57LL anti-tank
gun, but together provide enough flexibility
and strength to dish out punishment and
maneuver their way across the canal and off-
board—at least some of them. German PF

capability ought to be put 1o the test here, for
want of other heavy weapons in any abun-
dance, Three hex range and 1945 availability
are nice enticements.

GEAMAN DISADVANTAGES:
SSR 2 & 7, SLOW ENTRY,
FIREPOWER, ELR, STIFF EXIT VC

Those two S8R, 2 and 7, serve to slow and
channel the attack. This, combined with a dis-
persed entry over the first three turns, assures a
slowly developing and somewhat piecemeal
assault, Add in the fact that the Germans field
only 53% of total firepower in this encounter
and it should be plenty clear they can expect to
find themselves working very hard to bring
sufficient FP to bear fast encugh on Russian
strongpoints to achieve any breakthrough. Too
often. the Russians will seem able to fill any
gaps before they can be exploited. ELR limita-
tions often amount to little in many scenarios,
but with thirteen 2nd line and Conscript squads
at start in this one, it will hurt the Germans this
time around. Put it all together and we are ask-
ing a lot for 33 points of Germans to exit,

ACTION:

Russian defenders of board 20 might set up
o disrupl German moves or to preserve their
own existence or some combination of the twa,
Whatever, the main hope of this frontling
defense is to preserve the MMG and 8-1 as
long as possible, for they are the tools which
can dish out the most punishment, Use of HIP
in 2nd levels such as 200372 andfor 20K 1/2 can
be devastating to Germans broken on any of
the three bridge hexes 23BBS, X3, and P7 for
these two locations deny rout back towards
board 23 (bridge 23H4 is a blind hex to these
locations).

It is tough to fault the HMG in 2359/2,
although if you have reason to anticipate a
German assault on bridge 23H4, 23F3/2 is a
wonderful spot as well. The anti-tank gun
seems good in 23W6 or 23MS8 which both
cover the three southern bridges or much of
their approach hexes, Infantry units must
cover all four bridges and be prepared to move
on Turn 3 to threatened bridges. During the
actual bridge crossing, the main defense will
be centered in either building 23F3, 23N9,
23¥7, or 23CC7. Those 6-2-85 and the T-34
come on at the right time and, since it is their
choice, in the right spot, and can be a real game
huster.

The German assault will have to work
around rubble from 55R 7 and of course those

s =




 beard 20 Russians will be a bother. However,
- the pre-dawn twilight of SSR 4 must not be

wasted so these troops will be charging boldly,

1like to get the 8 squads and 4 leaders of

Group 3 into play on Turn | and begin locating
~ and eliminating as many board 20 Russians as
- passible, all with the intention of opening a
eoridor to board 23 to enable Group 2 to enter
in their trucks on Turn 3 to unload as far for-
ward as possible, This seems the best way to
get the most troops forward fast while erasing
the most Russians early.

Which bridge to cross is a question lor
debate and there are positives and negatives for
all. Personally, | really like the two southern
bridges best and mostly because the two are so
close o cne another it is easy to cross both or
(o switch from one to the other with little
delay. For these Germans, the tough part of the
game starts at the bridge approach area.
Smoke from the StuG and PzIV] can help
enough that 1t is wise to preserve these AFV
and their s& capability until this time. Withou
a8, T would still try for Smoke from sN9, sD6,
sD7, or even vehicular Smoke grenades to
usher the troops across these bridges. Hey, if
Smoke grenades from the HT fail, you may at
least gain wreck cover on a bridge, preferably
i Burning Wreck. Sillv perhaps, but loss of a
HT costs only 5 CVP whereas such cover
might allow many times that amount of
Infantry CYP 10 cross the bridge safely,

Crunch time here will occur on the west bank.
Featurcd actors will be the Russian 6-2-8s and
T-34 opposed by whatever odd collection of
Oermans have made it this far (after all. they
began this one in "rag-tag" condition, so at this
point what do we call them, the "tatlered-and-
torn"?). "The Fugitives” was the first game 1
ever plaved at Oktoberfest, way (way) back in
1986, and that game is still my favorite playing
of this old classic. Darry] Burk and Bill Sisler
commanded the Russians against my Germans
and it does not matter who won, The game
itself is not etched in my memory, but the thrill
of playing against iwo opponents at once is
always there (1 would argue the single player
gains an advantage due to facing a divided
command) and the simple fact that this game
was plaved amidst the positive and promising
atmosphere of ASL Okioberfest are enough o
hold this one in long term memory. Memory
of an old ASL war horse; 1 could do worse.

BLOCKING ACTION
AT LIPEI
ASL Ad4
APPEARED IN: ASL ANNUAL '92

BALANCE RATING: 55% pro-GERMAN
EXCITEMENT RATING: 10

ATTRACTION: Outgunned and outnum-
bered Germans in 1941 Russia get an early
scare and a glimpse of their future, A small
action which always seems 10 be fast paced and
hard hitting, this one may not be on the list for
anyone else, but for me has always been a real
“10."

GERMAN ADVANTAGES:

9.2, 28LL ATG, AFV MG

There stands Mr. 9-2 again, running the bat-
tle as we have scen repeatedly. That 28LL
anti-tank gun is outstanding with its TK num-
ber of 12, and as high as 15 vs adjacent or in-
hex enemy tanks. More than one Russian
tanker has been lefl gasping upon his first
encounter with this seemingly puny weapon,
While German AFV are not superior overall to
their Russian counterparts, their MG armament
certainly is superior and well able to annihilate
Russian infantry in short order if given the
opportunity, In fact, I would argue that bring-
ing these AFY MG to bear on Russian infantry
is the primary goal,

GERMAN DISADVANTAGES:
NUMBER OF SQUADS, AFV
ARMOR, SSR 2 DR FOR
REINFORCEMENTS

Outnumbered two squads to one is not good,
but is tolerable thanks to your better range,
excellent leadership and the convenience of
sitting in the defender's role with TEM advan-
tage while your opponent must attack across
some open ground. Nothing can be done about
vour AFY armor situation, however, except to
avoid those Russian guns. Itis tough 1o accept,
but there will be a few games in which those
PzIVEs do not enter play at all, This is a prob-
lem for tournament play, but does not damn the
scenario when played for fun, For tournament
play, 1 recommend dropping SSR 2 and bring-
ing those tanks in automatically on Turn 5.

RUSSIAN ADVANTAGES:
GUNS, AFV SPEED, VICTORY
CONDITIONS

Your Guns can kill everything the German
has. Even your ATR and MG are potent
against that weak German armor. It will be
your goal to force a confrontation between the
two armored forces, away from that 28LL anti-
tank gun, in order to clear a path for your
squads to push towards victory, Your speedy
BT-7s should not stray too far from protective
coverage of the T-34 and KV-2, but still be
used as the threat to turn the flank of opposing
AFY, A choice of VC is very nice. 5o long as
three AFY are up and running, an exit win is
possible without infantry included, but the
game end Casualty ¥P condition or the need to
exit at least some infantry are more likely (o
QCCUr.

RUSSIAN DISADVANTAGES:
BOARD 4, RADIOLESS AFV, ELR

Board 4 is tough to negotiate for a mere 8
squads when faced with even just a small
amount of defensive fire, If this game comes
down to Russian infantry trving to exit or
needing to eliminate another German strong-
point or two, all this open terrain will be o real
problem. Remember the KY-2 has a radio, but
the others do not; this is inconvenient but not
insurmountable. A "2" ELR will generate
some Conscripts and thus slow some of your
infantry to 3 MF, but this is another case of a
bothersome inconvenience more than much of
a serious disadvantage.

45
ACTION:

Russian entrance will help determine where
to station a defense, I it is a northern attack T'd
put the 28LL anti-tank gun in 4X1, run the 9-2
with two squads into the 4Z10 area to bottle-
neck Russian infantry and keep the AFY in the
middle of board 4 to harass Russian AFY
flanks. Against a southern assault that 28LL
goes into 405, Mr. 9-2 and his boys go to 558
while the AFY hang back behind the 4K9
woods area to awail developments. Oh, by the
way, to assist the 28LL into TEM, the other
two 4-6-Ts stick around to help push, before
moving forward to fill out the defense.

Any Russian attack across the north will face
its greatest difficulties crossing open arcas
around 4CC10 and then 4X5. German infantry
from 4Z 10 o 4R7 and on to 4V 3 ring this open
area and can annihilate Russian open ground
movement. The obvicus Russian tactic, then,
is to maneuver along this covered perimeter
and knock out opposition head-on. This is
where German squads led by their 9-2 have the
potential to blatantly stuff the Russian assault.
A couple busted moves and Russian infantry
might be out of the game, at least out of time.
So what is the next obvious tactic? Why, bring
in some of that powerful Russian armor fo help
clear out Mr, 9-2 and his troublesome follow-
ers. Unfortunately, this plays right into Ger-
man hands, for once Russian AFY are occu-
pied with German infantry, German AFY will
finally be freed to make aggressive moves of
their own, and German AFV are far more
lethal to Russian infantry than Russian AFY
are to German, Maybe that is a bit confusing,
but it is the main reason why 1 prefer a Russian
attack in the south.

Well, actually the southern attack is more a
center attack [ guess. The southern side of that
great board 5 woods mass is what I am refer-
ring to by "south.,” A southern attack will
likely not see infantry-laden trucks using that
raad through SEE2 because German moves
easily shut down this move. (9-2 with 4-6-7
and LMG hit 5DD| and SEE3 with 2(-2) and |
EVEN vs trucks.) Much less risky is to move
into the middle and unload on Turn 2 in the
SR3-53T3 area, with plans to launch an 8 squad
infantry assault straight up the R, 8, and T
rows of board 5 and on across board 4 to
threaten an exit or annihilation of German
infantry on their way. Russian tanks need to be
prepared to screen both flanks of this unload-
ing area, although Tum 2 might dawn with no
threat developing on your right flank. Finally
past those two turns of jockeying around, the
actual battle of a mere 5-1/2 tums begins. Here
is where we find out what makes "Blocking
Action At Lipki" so special. It is those two
seemingly invulnerable Russian AFY and what
they do in games when they prove o actually
be invulnerable and what happens to them in
games when they fail, Critical hit the KV,
Deliberately Immobilize the T-34. Failed non-
platoon movement and Mechanical Reliability
DR abound, On the other hand, often the KY
simply smashes all in its path or the T-34
dances and nails enemy AFV after AFV. My
favorite game occurred vs Bill Sisler and fea-
tured a CH to take out his KY. Following this
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mass gpend 118 remaining MIP w Stap.

i A Bog Check is required?

A The Fortificarion is revealed and the Bog
Check is fuken,

E1.21f & Scenarie Defender's HIMconcealed
MM has SMOYSW recorded on g side recond
with it, and the unit moves with the recorded
SMUCSW, are the SMC/SW still noted on a side
recoed? IF & Scenatio Defender's HIP concenlesd
MMC loses concenlment, are those recorded
SMCSEW placed on board unconcealed?

A Yes. Yes.

E142 May & Clanked SMC portage a | PP SW?
May u clonked MMC portage twe 2 PP dm
Slhmun mwxertars totaling 4 PPT

A Yes, Mo except s specified Tor 4 PP oamd 5
PP 5W that cannot be dm, a unit cannm poriogs
greacer than ite individual non-CX 1PC while
Cloaked.

ELTI Does a MG laving a Bore Sighted Fire
Lane at the start of the enemy MFPh need 10 make
# DR te check for malfunction/cowering/Sniper
activation?

A No,

E1.T1 and ASOP irev.} Where in the ASOP
(rev ) shouald the Bore Sighted night Fire Lane
placement cocur?

A, After 3134 (as i In were 31400

E1E Daoes assembling or dismantling a weapon
create a Cunflash?

A, MNa.

EX1 & A1MLE3 SEE PRIOR ENTRY

E3.311 Does Fog negate FFMO (like a LOS Hin-
drance such as Smoke—E3.311) or dees it na
regule FFMO (like 2 LV Hindranee—E3.1)7

A, Fog negates FEMO like Smoke.

ES.121 1f there are two MMC on a three hoar
small raft when it s redoced, a HS (or crew) is
elimirsted from the Passengers, how is the elim-
inmted Passenger chosen?

A, Ramilomly.

E&.253 When a boar sinks in shallow water or
when 1l s beacked afier being hit by ordnance
(B5.520, 15 the TH DR wsed for the atack vs the
Passengers? Are they attacked by the (halved)
HE Equivalency of the hir on the boat?

A YWes, Yes

E7.6 Are Observation Planes subject 0 Amival
(E2T

AL M, they o mot lake counter form,

ER.1 If the contents of a parachute are placed on
board befare the AP (e.g.. a failed % 42 landing
T, are they still considened pasatroops (e.g., Tar
purpases of B9.5 ar 8617

A Yes,

G952 Can Infantry beneath n Panji counter
recover i 3W above the Panjl couner?

A Yes (bul Infamiry above a Panji counter could
math

G1LT Muy & Gun sel up in o cave that is not
Accessihle ioa Cove Cmrﬂpl:a?

A Yes; sex G192

GILT May Japoness Dummy unitd enter caves?
A Yes.

GLLI3 & GLZ6T Can g LC [Inberent crew be
elimmared without eliminating the LOC? Can it
break?

A, Moo batk; LC Inherent crews only suffer
{cumulntive] Stun resales; see G12111.

G17.41 Is the MOA TEM of a pillhox added 1o
the TH DR of & napalm sitsck using the Inlantry
Targel Type™ s it added ro the Effects DR

A Yes, No,

01161 by Does o Stuka cause activation of o
Reserve unit by being within 3 hexes of u? Ane
Stukas free 10 attack Reserve Units?

A, Mo, i must be within | bex (E.5), Yes,
O11621 Daes a HIP Set DC Fortification pur-
chase come with & DC?

A, MNao; see foatnste B,

Q5.1 How is n gullytirrigation-ditch hex (e.g.,
PB B2} treatied.

& Like a gully hex,

Q9.4 CGdb During the RePl following the
complebion of the Might | scenario, do units pocch
of hexrow CC have Freedom af Movement urd

thus may be shifted 1 new slarting pasitions
when setting up for the Might 11 scenario?

A, Yes; see QRLG05E

QA Clde Can German units i Benouville
which remain under a "o Move™ counrsr ai the
conclusion of CG Might 11 st up in Might 11 with
Freedom of Movement in any hex of the same
Friendly Setup Area? O must they st ap in the
s hexes they were in of the conclusion of CG
Drage Mighe 117

A Yes, No. See Q96058

Q9.4 CGIT I a HE remuins in the Walking
Wounded box at the end of the RePh, is il
removed or does it remain there il the aexi
ReFh?

AL bs removed,

1.5, Multi-Applicable Vehicle Note ¥ Can
auch & weapon (ie.. ane that connae fire in the
VA at the same level) anack in OYR?

AL Mo,

Dunish Vehicke Note 24:

May the ta crews of o Nimbus start o scenario
dismiunted?

A Yee, but nol with s wespons Removed,

I dismourted Infantry poasesses a Nimbus that
is in Bypase of an abstacle, dees the Infantry
oocupy the oheincks (per A44,3-, 3337

A, Mo, in this particular instance, the Inlantry
wonld be considensd to be al the CAFF along
with the Mimbas.

Can broken dismoanted Infantry posses o Mim-
b that is in Bvpass of an abstacle?

A I, the broken Infanory mast drop pesssssion
when it oocupies the abstacle,

PRS (Taylor Made Defense) For purposes of
PE S5R 14, the forces in the British OB tha
beleng 1o Mo, 1 Platvon, Company [, 2nd
Oxfandshire and Buckinghanshive Light Infantry
consisl of & G-d-8, the 4-5-8, the 2-4-8, and 1be
81,

ERRATA

A In the last line delete "aerial or',

A15.2 In e 7 add "Minimam Move {Ad, | 343,
hefore "W nands”.

A24.31 In lige 7 add *, CE DRM," between
“ship" and "and”,

B8 Tr line: 8 debete “and 1vpe”.

063 I hine 1 2dd "non-ATR " hefore " TATW®
KGPI:

(13 U5, Bnfantry crew counters provided shimld
shive n AFY af &,

12} Footnote P27 The US Md 18-Tan High
Speed Tractor provided m KGFL should have a
AFP AAMOG wsing the 12.7mm To Kill namber
with "2 ROF per LS. Muli-Applicshle Yehicle
Mate 0. Revised counters for theae and other
counters Iramm KGN are included in Doamed
Biralions,

6T Exnmple 1o line 10 change "8 w107,
i time 11 change "=1° ta 41", delede “and* and
after "Isolated* add ', and -2 for being adiacent
a Frierlly Setup Area”; in line 13 change "+3" 10
'+3% and in line 14 before "and” add "+2 for
being Encircled, +1 for moving through an
Eru.‘,n:j.- splup area, -1 lor being two hexes away
from a Friendly Setup Arca.®. The section shawld
v red “The squad mlls on Original 10 for ids
Escape TR abnce it has a +1 Escape DRM ("=
per HE-equivalent = one HS using the same
Escape DR", +2 for being lsolaied, und -2 for
being adjacent to a Friendly Setup Area), the
Final DR of 11 results in it being Repleced and
then Cosunlry Redwced fone 2-3-71 The Tsolaped
British sguad in the 215 First-Level Location
may attempl (o Escape and would have o +5
Escape DRM (41 per HS-equivatent = one HS
using the same Escape DR, +2 far being Encir-
cled, +1 for moving through an Enemy Salup
Ared, -1 lor being 1wo hexes away from a
Friendly Setup Aren, and +2 for belog Taolaped).
[This supersedes the errata for this secticn in the
19497 ASL Anmizal.|

ea152 The Brinsh receave a Sherman [T D),
nol 2 Sherman ¥,

45 (Halha River Bridge} The counter deqic-
tiom o0 the seenario card of the 37* INF Gun in
the Russian OB incorrectly shows it as having
IFE.

ATE (Ttalian Brothers) [n the Repuhlican OF
change "S5R 1" 10 "58R 57 and change “ar on
south of hexrew Ot "ondsouch of heares O
APH (A Blondy Harvest] Delets the two Allied
Minor LMG from the Polish OB, Polish Eliw
and Lar Lane squads have Assaull Fire

ATNS (Podice Action} In S5R 2 (and the boasd
configuration change “everlay 1™ b “rverlay 2
Al (Hambet's Demize] 558 1 The s blows
from the southwess,
Scenarios A1153-A 118 and the Mhpum Ga
mupshect in the 1997 ASL Annual:
Hexrow U s misnumbssned. The first hes o
LIL, then o hex with na coredinare. Call ihat
hex VU5
S5H1: All Interior Jungle hexes gre Dense,
but in most cases, however, the "aversized
calored center ot in alungle hes desig:
nales Light Jungle [EXC: hexes LI9-0011]
There is no LOE from DS o FY, eic.

Heses B9 and P10 cin he entered ar the path
rane from, respoctively, F9 and 010 Hex
L.12 com he entered nt the: path rste from L11
and L13,

SASL Mission (The Fortressh The boasd 21
abjective should be Z6 rather than PT, and the
farenate nppliss o building Fb,

THMIMED BATTALIGNS ERRATA

W wene lairly close to heing done with Svened
Bagtations when word o TAHGC S sale 0 Has-
bra was announced ripht afier Avaloncon, There
wag na knewing 1f Hashbro had any interest in
praducing in, s ir was o race e gel it done belooe
TAHGC went out of hasiness, Unfamunaely,
this rather lard amd fast desdline meant that the
qunlity cartral we would Like tesee in our prod-
uels was nat passihle. Companents bad oo be
praned by a certain dale. ar they weren't gring
get printed ae gl We kad 1o sely on Mamarch
atall 1o clo s things we would racher do oue-
selves, and wie didi o have sullicsent Bme o proed
the work. We apologize for the resulting crrors
and comimit ourselves anoe again b delivering o
o gqunlity produst. We inend 1o ssue eplace-
meent coulers, perhaps in Armies of Do

B COUNTER ERRATA
Vehbele Mote 15 T-13 Type I Counters {and
the illustration in the Bote) shoukd mdicate tha
vehsele s radioless {as shawam in | .1::i11g:|
Vehicle Maode 20 M3IAMNa): Counters (and the
Hiustration in the Meae) shiald show saperiorn fur-
rer armar for the sidedrear armar {(as indicated in
the Listingl. not for the front anmnes.
Vehiche Mofe 27 MA8: Counter B should shosws
the WA as "I7L°, not "37°
Vehicke Note 36 YOL Utilitychj: Couneer and
Listing shoald show that vehicle is fully-trcked,
nol wheeled,
Ordnance MNote 10 C75 TR: Counters A-C
Tand the illustration in the Nive ) should show the
gun caliber &5 cverscored (a8 shown m the Lisc-
ing and coander 129
Crrddnunee Mote 13 CLM0 M3 Counter A fand
the ifustration in the Mave) shauld show the gun
califer as overseored (s shown i the Listing
and counders B & O,
Ordnanee Note 30 75M 1% The counters, the
illustration in the Mode, and the Listing should
oo alwra the gan caliber ax averscorsid, sines s
APF (Limited Srewape-CR 81 s nol date depen
dent,
Crrdnance Mote 31 C105 L 13%: Coanter B
shoulil shaw M35 like the ocher counters, ingtead
af M,
Urdnance Mote 33 155 model 175: Counter A
rand the Mole iustrations should shw the g
caliber a5 being overscored fas showi on Coun-
tera B & C and the Listing),

M ROTE ERRATA

Ordnunce Motes 4, 7, 11, 21, 22, & 32: The
tlustrations in the Mates for these Guns chionld
shiow their gun eoliber as everscored (as shown in
the Listing amd an the counbers],
Ordnance Mot 28 should refer vo iy ga's wse
as "woweld AT guns”, nod “towed A pana”,
Orrdnance Mote 36 should refer 1o British Oxd
nancs Mate 11, nof 41

Vehlele Mode 2 Vickers Edwibli: The VOA of
the vehicle in the diagrum should be facing the
suid  (rotate the vehsele 120 degrees CCW),
Vehicle Note M should cross refer e Low
Ground Presawne oL D41, mot 131,51

DR BOARD ERERATA

Board 45: Hex NH should have & repular center-
Aot i in, not a large dol.

DR SUENARINDY ERRATA
Scenario 86 (Fighting Buckb The contace num-
ber shown an the scenarie card for the Palish
ralisy shoulid he 7, as 1s shown on the actual mdio
CHENLET.

Seenaric % | Rescue Attempt): In 851 2
replace averluys RAL & R4 with RE11 & RR12
(b f-hex EIRR overdays). |[Consider overlhp-
ping o hex of the two GLER overlays (RE1 &
RERZ) which will keep oll of averloy RE1 en
bard. |

REPLACEMENT COUNTERS in D

The gix replacement countars for the 1,5, M4 8-
Ton High Speed Tractor (originally provided in
KOPI should sheva ** AAMG” far ite WA, with
"2 ROF bax

E-MAIL Q&A

With our new web puge, we hove a new address
Tor e-muil Qfcd: asl ga @ maliimanpub,com (o
Teel Iree ta just vse the web interface at
www, multimanpub.com) In the past we have
campiled such Qd&A and posted persodic compi-
Balneas 0 the ASL discussion Hst on dhe [niemes
W intend w cantinee todo so, as well as pesting
the Q& al our web site. Special thanks 1o
Rabert Banowic, (e Boe. Russ Bunten. Patrik
Manlig, lim Stahler. Fritz Tichy, and Kevin
WValerien for their dedicated nssistance with the
19498 D& ABrrata. And special thanks to our
friends at Anodyne for providing space for our
old wish page and old e-mail Q& A address,

EURO ASL EVENTS

Berserk
Blackpool, Lancashure, LK
March 26 - 28
Trevor Edwards
trevid cahleinel co.uk

Seandinpvinn Crpen
Copenbagen. Denmark
April (TBA)
Mikue] Siemsen
Siemsen @ vip.oybercity . dk
+45 33 24 64 30

Gaold Beach
Portsmouth, United Kingdom
Jupe 21 - 22
Meil Stevens
dschofie @bournemouth. ac.uk

Westwall
ASaarbreuken, Ciermany
Jaly 4
Perer Lodwein
Pelni®sind. uni-sh.de
+45 13 24 64 39

Intensive Fire
Swindon, United Kingdom
October (TBA)

Meil Stevens
[00333, 3651 & compuserve,com

Muntgeron ASL Tourney
Montgeron, France
October (THAY
Brunn Mitrosss
Brume, Mitrosso @@ der.edf. fr
{33043 5667 50

FEFE S —
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Questicns & Answers and Errata presented here supplement the "Comprehensive ASL Q& AdErrata” provided in the 1996 ASL Annual and should be wsed with that material along
the Kampfgruppe Peiper [ Errata in that issue, the ORA QA on the OfThoard Anillery Player Aid, the Q& A/Errata in the Debriefing section of the 1997 ASL Annual, the Errata pages
&t the end of that Debriefing, and the new 1998 Errota pages (A39-A46) in Doomea Batiolions,

5 & ANAWERS

Are vehicular crews in eounter farm
1-2-Th comsidered po be elite units?

Tt Churchill AVRE crews [ Assaalt Engi-
r Biritish Yehicle Nove 37} may use DC

1 Does leadership bonus apply if a teader
IC begin the MPh ome in Crest and cne in
=4l statux? One in and one out sl an
hment? One above and one below
{ ceramiter T One [N rice paddy ard one
i ail.

& P24 Cap moving units on 2 road get
bemss i not changing Locations (e.g.,
m:wﬂu:r weapans, el |7

& Doy he doubsled cost of Infaniey OV R
the cost af hexside termin {e.g., wall}?
the cost af SMOKE?

ﬁnn hoth; this doubling accwrs after atl
ficaticii,

Lo a SMU being Infaniry OV move il

a harsefakiatbicycle? Onoan unarmed
merarcycletwapnn

Infanery units pot specifienlly lesed in
X g aslack? May two Cavalry umis
waainck? Twe cyelists™ Twao vehicles?

Yes, Bicycla may; motorcyclisls can-
. Omby via platpon movemsnt (for AFY) o
iy (inchnding motoreycles and uaarmored
=
I May 2 HMG or MMG fire in AFFh if it
ol changed Locations but did enterdexin a
ifkeation. funjboad, (disimaunt, move under
i, ar changs Cresl glatus ar posibion in a
peaddy?

S, it has not remamed sationary .
Can n Cavalry 58O recover a 8W from a
ey MM
e,

51 Ase &l five of the listed conditions (in the
imate sentence b for removal of the CX
L (cthier Chan i & umit broaks ) only effoc-
“im s next ployer furn”?
Yis.
A6 May aunat atlemps o Dash through Wire?

AN

m May Dhsh 2nd Bypass be combined in a

wood-road hes or building-road hes?

A Ve althe Diashing unit can Bypass the ohsta-

cle while crossing the rand

AT a Glun wses Intensive Fioe, i te nannlog

kﬁm’_\' allawed to Subsequent First Fire there-

aller!

R A Mo, although it could use FPE,

H‘ AT.353 May & HS thar fired a SW in Fiest Fire
use its inherent FP in Sabseguent First Fire vsa
mon-adjacent Larget
A, Yes, under the usaal conditions (range, ete. ).
AT May o anit elimb out of Encirclement, or
use a sewer of lunnel 1 exit Encorclement !

A Yes i sl (despite such mavement requiring
a elaunit's MEF} and may even use e AFR or-
mally te enter a new Location, whersupon it
would become Pinned and CX (as if having com-
pheted a Minimum Meove—A4. 1340,

AR15 1f & uniz moves into & bailding (or ather
termmbi Feuture) and undeigoes fand survives)
Defensive First Fire in that hex {utilizing the
TEM of that tereain featare), can i then be fired
& by a different unit using o Snap Shot as they
e that bes and therelvme no TEM (or that ol
the reer of the hex)? O must o Spap Shot be
taken first hefere any fire at the nit while TH the
femain fearare?

A Yew, Mo,

_

P e

AR I 2 comosaled uit and & non-coneealed ant
mowve logether e a stack and are aitacked 1with
different FP becpuse of the concealment, is the
Residunl FP based on the highest FP or the low-
g5t TP usad in the atack?

A The highest.

ABLZ Is the Residunl FF Left by p Critieal Hie
based on the peemal, not the doubded. FE? Docs
an Arca Target Type arack leave Residual FP
based on half of the halved FP amack?

A, M, it is based an deubled FP, Yes, ivis based
on halved FP

AR2 Dioes o unitfils-wulneruble-PRC bypassing a
buikdingtwaols Location conlzining a Restdual
FF counler receive building'wols TEM Tor the
Residual FIF?

A, Yes [EXC: Deluse (12.251),

AR2XY Must a MG cameel s Fire Lane when an
“unbhroken” wehicle (412,11 enters s Location
feven i in Bypass)?

A, Yes, unless if is 0 BU CT ATV, in which case
the MG ite-manning-Infancry sqye cancel the Fire
Lare ba artack the AV,

AYA] Are Gues (including vehicular MA} of
12.7 Caliber Siee treated as MO Tor TE parposes
[D5.23FF Are 50 caliber 3W MG?

A No. Yes.

A9T3 Can a unit marked with a First Five counter
deatroy & MG during DEPh f there 15 an adjacen
cnemy unat?® IF there is no adjacent enemy unit?
A Yes No.

ATDE [ a shecked AFY an "unbroken and
armed” umt that will Toree ADJACENT beoken
enemy units to rout away? A BLUOT vehicle
with only an A AMGT

A Yes to hedh, oF marmed.

ALDLE3] & ERL Doss an Dnfamiey win lose i
Paf i Assauli-Moves/advances inta Open
Lirownd {into o hex devoid of TEM asd 3MOKE,
with no Height Advantage) in the LOS and
wathin 16 hemes of a Good Crder enemy pround
unit if the anby intervening Hindronee is a LY
Hirsdrars?

A, Yes, unless the Hindrance is Fog (R3311} or
Winter Cameaflage applies (E3.712).

AlLA Since a unit [N a pilllos that is screened
by frierly wnit in the hex outside e pillbox
wand be attacked i CC {B300A]. wouald in Aguns
o any Ambash caloulations?

A No,

ALLGZ May a vehicle with wrreted 12,7 Ma
(e p. LS, MG MGMC Halftrack) or one with a
rurresed 1 5mm MA {2z, British Mk VIO use it
in 0T Cme with mrrered 200 M A wirh TFET
A Yed use its [FE FP as ' it were CMG FP, Mo
ALLT Duoes a shockel/UK AFY hold cpposing
lufanery i Melos? A Smnned coe?

A, Yee, if manned. Yes,

ATLT Dnes on nrmied but anaremored vehicls
hold oppasing Infaniry in Mealee? 1s it held in
Sele=? s an Immahile vehicle held in Melee?
Are il PassengersRiders?

A Yes. Moo Mo, Mo,

ALL12Z Can overstacked Good Order Infaniry
gain concenlment if in LOS of an unbraken
enemy unit greater than 16 hexes nway?

A0 in Coneealment Terrain, ey could rall for
comeenlment if the unbroken enemy uni was oo
G Cirder

A12.152 Can Searching reveal the contents of
Lascatioms thal are nal Accesable!!

AL Yes, as long as one Location in the hex is
Acceasible,

A3 1 an Emplaced Gun seta up HIF. does the
manning crewHE nlaoset up HIP? Moy the man-
ning crew/HS of a HIP Emplaced Guon possess
nem-inherent support weapaens®

A Yes, Mo

AT4.21 1s the CE DRM conabdered an "in-hex
TEM" far Sniper alternate larget selectian pur-
posis !

AL M,

AMLEL I the only possible paarding unit is oo
small 1o guard all of a surrencdering stack (e.g., 2
Breken aquads surrendering 1o a SMC), what
happens 1o the “excess” summendering anits T

A Onee @ff surrendering units in the Location
hawe been aceepied, the guarding player decides
which units {within his means) he will gunsd
The remaining unarmeid units are under the oon-
trol af the apposing plaver. See A20.5.

AZRF A bero moves into a wonds hex (2 MF)
and places a DC moan adjacent woods hex (ol
4 MFt, bul ks then waunded by Defensive Firse
Fire s the D placed?

A Mo, the heeo s Piened (A15.22),

AT I aunil goes berserk (A15.430Fas a resalt
of First Firg for the MF(s) il uses ta Place o DC,
is the DC Placed successiully?

A Yes,

A2dd Does ground level SMOKE extend inte
Cellars (06,317 Weuld a LOS traced from a Cel-
lar Locaticn be 2 Level 0 be affected by SMOKE
at Level 0in thal Cellar unit's hex? Would thal
Cellar unit also suffer the exira +1 Hindrance
DRM foo vaewang out of SMOKE (424857
AN Yes. Ma.

B&.3 Is the -1 TEM for a bridpe shown on the
Chaprer B divider in addiricn to FFMO7

AL Mo, b representa the possibility of FFMD:
there is ra additional mimas DREM for being on a
bridge

BIAG Is a path depictian in an otherwise Open
Girownd portion of 8 hex considered woods or
Open Ground !

AL The path depiclsn within e woods Gonfour
15 woois; oufside the words caniour in otherwise
Open Grownd portions of the hex it 1s Cpen
Cirpand |EXC! mberent temain, e.g.. Dense Jun-
gle and bamboal,

BAa 11l For the purpeses ol pillbox stacking
capaciy, how many squad-equivalents (A3.5)
do = 4 SMC represens?

A, Nuooe, see AS, ] amd AS S

CL.732 What s the Acouracy dr required for o
pre-registered Offbaard Observer (016317

A dor less

CL2 Canoa Gun Gre in its own bex (e, 8 ils
own hex considered in its CAYT Do the snme
prirciples apply 1o BMOMCMG (D] R1-B2)Y

A Yes;, except during the MPh if the hex is
eabered from cutside the CA, when, even if the
mawing target now expends MP for some ather
purpose {e.g., fiving sD or stopping and unload-
ing Passeagers), the Gun woald sull bave 1o teim
its CA ta include the dirsction from which the
hiex was entered, or il the bowe-mounted weapan
ol an Immehile velucle (DBS5); see U551, Yes,
CX22 When 2 Gun is Recovered, may its CA be
chunged al thast time?

A No

C3.31 Can Yehicle Targel Type be employed
agning a hxdden or concealed vehicle? Does ihe
specified arder (C.9) of target type (Vehicle,
Intuniry, Anead apply even if Ticing at a Location
with no Known targers? Must the defender
reveal any information bevard whal. il anything
is hit?

A Yo, the existesoe of an actual vehlicke is oot
resquired, Yes, Mo,

CA3L & D532 According o T332, APV are
imimune o the Infantry Targer Type. but non their
Wulnemhble PRC. Acconding ta D552 & 16, 0
CE crew cannol be targeted separately From its
veluehe, but onfy affected Collatesally. Are these
rules in conflict?

A Mo, an AFY may be bit via the Infaniry Tasgel
Type:in (bt not its Valoernble PRC) i Vinmons
o damage fram such a hit,"

CE11 Does a Gun Defensive Firs Firing during
Al MPH Crom o woodauildingtrubble Location
have its CA fixed for the remainder of MPE ar
through the DFFh?

A The MPh, or, if Pinned. the DFPh.
C7.11=7.24 Do TK Cases A-D apply 1o MG
atncka?

AL AL B, and D do. but o C,

12,52 Ie LOS draown from the frant CAFP in all
cases for both Tire from and 1o the vehicle in
Bypass? Ewen if the vehicle is in Reverse
Moton®

A, Yee Yes,

DL321 Do the Case A penalties and the exira +1
DRM for liring out of the side TA while in
Bypass apply ooly to TH atempis andfor cmly e
MAY

A N they apply 10 all peo-0C attacks by all we-
reed wenpans ot & non-Acgaired target [EXC;
UM artacks vs same larged in same fargs facing
e lnst firzed on).

D531 May PRC that are CE claim TEM DRM
imstead af CE DRM when sibjected 1o a General
Collateral Ateack (A 14B)7 A Specific Collateral
Atlack (A T4A0Y

AL Yes, Mo,

Diid Mav Cavalry (A13) rlders form Fire
Groups?

A Yo

I¥.01 IF a vehicle's crew is eliminated o breaks
after it has declared an OVE attack. is there any
effect oo the FF of the OVRY I it is Pinned, or
Forgead v BUT

A Yea, sinee the vehicke is now Immabile, the
OWE FF s halved. Mo,

D¥7.21 15 o OC marker placed immediately afiera
CC Reaction Fire sttack 5 made?

AL Yeu anless the vehicle and PRC are ¢limi-
nated hy the altack,

07,22 1= 0 OC marker placed immediately afier o
Mon-CC Reaction Fire (ar any other same-Laca
tion TPBEF} attsck? 1s the CC marker removed
when only ane side oocupies the Lacation?!

A. Mo, nog until the armed vehicle (or imit) ends
its MPh in the defender’s Location {see alsa
AT, AR ALLISLL ALTGE, ALS432,
AJ5.231, E9.43, and G1.423). Yes,

D&E3 When multiplying the wdr by the edr o
determmine the vumber of Start MP used o stan a
Bagged vehicle, is the Original cdr used ar is the
Final cdr used?

AL The Original eds.

D93 Does the AFY TEM DRM apply tio units
Abandoning the AFY dos to Immohilization TC
(D551 ar Crew Survival (D3 .68) even if the AFY
1= cansidered moving?

A, Yes

D931 While Armored Agssuling, an AFY
spends three MP to enter o hex bat the Infaniry
spends only one MF. Having First Fired onee
(AB3), mny an enemy unir fire apain ar the snme
moving slack?

A, Yes, but the second shot could enlv affect the
ARV,

1423 Must rachialess AFY enter in Plaboon?

A, Yes; anly ae-board radioless AFY may use
non-plateon vesent.

EL L6 What happens il & vehicle declares MP
expenditure o ender a Loesticn containing a HIP
Boetification and:

1) The vehicle is not allowed 10 enter the Loca-
tiem due in the Fardification legn AT Dhidchy?
A The Fortification is revealed. and the vehicls
experkls the declared MP in ils cument Locatian
anl must expend one exern MP {if avaiiable) 10
Staop.

bl Additicnal MP are required o enter (e g,
Winei?

A, The Fortification 1= revenled nnd the vehicle
axpends, il available, the sdditional MP o enter.
If sufficient MP are not available, he vehicle




JUNGLE

ASL SCENARIO J12

e

YICTORY CONDITIONS: The Japanese win immediately upon exiting =
11 Exit Victory Points more than the British off the south edge.

TURN RECORD CHART

FIGHTERS

Sognariv Design: Sieve Pelersen and Snae Fooase

JAHORE BAHRU, MALAYA, 31 January 1942: The Malayan Campaign was
nearly complete with the goal of Singapore just a few short miles away from the
Japunese lines. Knowing that further resistunce on the muinland cowld result in
treops being cut off, Percival—commander of the British force in Malaya
ordered o withdrawal across the canseway crossing the Singapore Straights from
Jahare to Singapore [sland. Elements of the Bth Australian Infantey Division and
the remuinder of the tattered Argyll and Sutherland Highlanders formed a rear-
guard while troops filed across the causeway,

BOARD CONFIGURATION:

BALANCE:
& Add one 4-3-8 to the British OB,

@ Add vwo 3-4-Ts o the Japanese OB,

[Ordy hearows M-GG
are playable]

() BRITISH Moves First [158]

@ JAPANESE [220]

21 31| 4 END

5|6

Turn 1 along the north edge: {5AN: 4}

Elements of the Sth Avstralian Infantry Division and the Argyll and Sutherland Highlanders Regiment [ELR: 3] emer on

M 457 A; %3 iﬁ iH:.;: h:gn; iﬁlmtz
6 T 2

Elements of the Konoe Imperial Guards Division [ELR: 5] enter onfafter Turn | along the north edge: [SAN: 4]

o [ | e e [ 3] 0F
20 2 - < .

SPECIAL RULES:

1. EC are Moderate, with a Mild Breeze from the southwest,

2. All Orchards are Palm Trees (G4.),

3. Mo British units are Stealthy (A11.17).

4. The Japanese force s Elite (C8.2),

5. Sniper counters are nol placed on board until the start of Turn 2.

AFTERMATH: Japanese troops poured inte Inhore Bahru, the capital of Jahore
Prowince, knowing that cne more bold move could capture the majority of troops assigned
1o the Straights. Leading the swack was the Konoe Tmperial Guards Division, a ceremo-
nial unit which was poorly trained bor performed with great elan during the campaign. As
the fead elements of the Guards charged into the city, the Avstralians held them off with
rifle and machine gun Fire until it was their ten o cross the causeway, The final unit 1@
cross the cavseway wis the remnants of the Argvll and Sutherland Highlander Regiment,
which had been fighting since the beginning and whose ninety remaining men were piped
across the causeway Just prior to a gap being blown in the seventy foot wide passage. The
Japanese could new wateh Britigh soldiers patrolling on Singapore 1sland—Britain's
greatest defear was close al hand,




ASL SCENARIO J11

ORY CDNDITIGN‘: The British win at game end if they Control all
i’ ~ Level Two hill hexes.

BOARD CONFIGURATION:

BALANCE:

@ Add one 4-4-8 and one Japanese
LM to the Japanese OB,

& Remove one 2-2-8 and one MMG

IN THE OLD TRADITION

Beenard Déaign. Sieve Pelersen and Srian Fouse

KAMPAR, MALAYA, 31 December, 1941: The British had continued their
withdrawal to Kampar, a position of considerable strength, Two high, jungle-cov-
ered ridges bordered a relatively open area consisting of nearly one thousand
vards of open paddies and fields, giving the British excellent fields of fire for the
first time during the Malavan campaign. The Japanese continued to press the
attack, howsver, providing the British little time to prepare the position and rest
their troops. Following a barrage of artillery, the Japanese attacked the Commaon-
wealth line on a broad front, and were repulsed everywhere with the exception of
a strategic hill called Thompson's Ridge, Here the Japanese had managed 1o take
the ridze and began penetrating the British line,

A
N

|Only Ferows E-D are playabie|

from the lapanese OB,

i TURN RECORD CHART

@ JAPANESE Sets Up First

o) &

112345/
- ) BRITISH Moves First [#4]
i: Elements of the 5th Division [ELR: 4] set up on the hill andfor in orchard hexes adjacent to the hill: {5AN: 4]
-l
. I‘Lrﬁr{ﬁﬂ Foxhole
E 1 ) i DBA:
i | Al | 4 1 2 q g 4’:@ ,[:L'.E feca thes | S B
wab | 447 | 228 #i | '} 2% | sver E |
2 3 2 2 2 3 3

l | Y
Elements of the 3rd Tank Brigade enter on Turn e (11
4 along the north edge onfwest-of el5: Hl
7

Elements of the Sikh Company, 1/8th Punjab, 15th Indian Brigade [ELR: 3] enter on Turn 1 along the east or south edge

{see S5R 3 and 4): {SAN: 3}
LG ATH
: & pr & g f: m E
l - g il e i O
4

SPECIAL RULES:

1. Weather is Overcast, with Wet EC and no wind at start,

L PTO Terrain (€3.1) is in effect [EXC: Brush remains brush]. Mo hedges or
witlls exist. Place overlays as follows; dx3 on hL4: dxd on eF2-G3: and dx7
an hFE1-hdil, Al Trenches must be set up in Level Two hill hexes.

A, Prior 1o Japanese setup, the British must secrerly record which edge of the
playing ared, east or south, they will enter on,

4, The British may declare Human Wave (A25.23) as if Russian, On Turn
One, regardless of LOS, all British units must enter the map using a single
Human Wave, with any Level Two hall hex as the target of this Human Wave,
The ML of all British units utilizing a Human Wave is increased by 2

e T——

5. Boresighting is NA,

AFTERMATH: Recognizing the significance of Thompson's Ridge, the British needed
to counterattack. The British reserves were exhausted and out of position, however, so
the commancder of the Sikh company, Captain Graham, ordered his unit w0 charge, In the
old style. the Sikhs rushed the ridge throagh a hail of machine gun and artillery fire, Dur-
ing the charge, Captain Graham was morally wounded, but his second in command con-
tinued the charge. Following fierce bund-to-hand fighting. the Japanese were forced from
the ridge, though al a buge cost to the Sikhs. Only thirty men would survive the assaull,
Thal evening, doe 1o Japanese movements soath of the Kampar position, the British were
forced to withdraw vet again. The Japanese advance was al the half way point in their
quest 1o ake Singapore,
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Palm Trees [{7d./}

These are just like orchards except they are
always in season, their kindling and spreading
fire numbers are 11 instead of 9, and AFY Rid-
ers can pass through them without Bailing Out,

Huts (5.1 - 5.7 [skip 5.31-.43])

All wooden Single Story Houses with two or
more separate, complete building depictions in
the same hex are huts, If vou are familiar with
wooden buildings, vou already know a lot
about huts, because they are treated as such
except where stated otherwise. Huts provide a
+| TEM and also act as a +1 LOS hindrance
(rather than an obstacle). The LOS actually
has to cross the hut depiction 1o be hindered.
Huts kindle easily {on a 6) and fire spreads eas-
ily as well (on a 7); they can also be set on fire
by MG, PB/TPE, MOL, DC, IFE, or HE
attacks. They can be collapsed by various
causes, including DC or HE attack, AFVidorer
entry, bombardment, etc. They are a "soft”
hindrance (A9.22) with respect to firelanes,

Koumai (6. [ )

Kunai is easy because it uses the grain depic-
tion and is treated just like grain with a few
exceptions, the most notable being its 2 MF
cost and its status as Ambush terrain, It also
affects the akility to form fire groups, among
other things (G.2-G.6). MNote the different kin-
dling and spreading fire numbers as well.

Swamp {G7.] - G7.4 [skip 7.21, 7.32])

Swamp is very ugly terrain. Itis like a com-
bination non-flooded marsh and Light Jun-
gle—a two-level obstacle with a +1 TEM. Itis
vulnerable to airbursts, but some types of HE
attacks are halved on the TFT. It affects the
ahility to form fire groups as well.

Roads and Bridges (& 7-7A)
Barring a contrary SSR., all roads are paths

and all bridges are Fords,

The second and hardest lesson is now over,
You are ready to play "Smith & Weston.”
(A33) Play it once, then reread the rules,
switch sides, and play again, Alternatively,
you could try "On the Kokoda Trail™ (60) or
“"Commando Hunt." (A42) When you feel that
you are ready, move on o Lesson 3.

Lesson 3: Chinese and Marines

{read all the skipped sections from Les-
san I, plus GI17.1 -GI17.14, GI8.f, [8.2,
184 -1871)

This is really a simple lesson. [t is mainly in
place to introduce the Chinese and Marines.
Both "nationalities” are very easy to learn, thus
clearing the way to play several more basic
scenarios. Key points to note for the Chinese
are the differences between GMID (with their
own counters; 18.2) and Red Chinese troops
{which use Partisan counters; 18.3), the ability
to utilize Human Waves, and Dare Death
Squads (units that can use H-to-H CC and vol-
unlarily go Berserk, 15.5 and 15.6). For the
Marines, note the use of different multi-man
counters depending on the fime frame.

Try scenario "Totsugeki!™ (A6 to intro-
duce yoursell to the Chinese, and "Cibik's
Ridge," (677 1o use the Marines. Then when
you are ready move on to Lesson 4.

Lesson 4: Rice Paddies (G8. ] - (75.8)

We take this section by itsell because the
rules are a bit dense. There are o few things to
keep in mind that might help, Skim the rules
briefly the first time through, paving careful
attention to cach of the examples. An example
can often get the point across much better.
Consult the terrain chart frequently. This is
especially usetul for rice paddies because there
are three different states: in-season, drained, or
irrigated. If in-season, the interior of cach
paddy 1% grain (8.13). The interior of a drained
paddy is open ground, while the interior of an
irrigated paddy is Mud (E3.6) with many other
effects (%.12). Rice paddies are similar to fox-
holes in the sense that a unit can be either in the
paddy itselt, or on a bank counter. Banks, like
foxholes, do not create a separate Location or
change stacking limits. Pay special attention
tor the dangers of being on a bank as outlined in
8,212, including Hazardous Movement, Area
Fire. limitations on SW use, and CC penalties,
MNote also that a bank provides a hedge-like +1
TEM. The example after B.3 is very helptul, as
is the LOS example atter 8.4, and the Mud
example after 8.5,

Once you have read these rules, play "OP
Hill," (A41), then read all the skipped sections
from Lesson 2 and play “White Tigers" (A47)
{unless you want to skip armor altogether),

Move on to Lesson 5 once vou are comfortable
with rice paddies.

Lesson 5: Panjis (G9. ] - 9.74)

The panji rules are also a bit dense, but they
den't come up too often, Follow the same pro-
cedure here outlined in the section on rice
paddies—i.e.. pay particular attention to the
examples, and skim the actual rules on the lirst
reading. Panjis are fortifications. Thus, as per
Gi.2, they normally set up hidden and can be
difficult to detect. Their setup restrictions
(9.1) make sense: not in a building, rubble,
paved road/runway, crag, water ohstacle,
marsh, or swamp, They also cannot be set up
in the same Location with Wire, mines, or a
roadblock, but they can set up on a bridge. The
Panji counter is similar to Wire in that units
can get "hung up” on it. A unit is placed on top
of a Panji counter or underneath it, just like
Wire, to indicate its status with respect to that
Fornfication (9.4 and 9.5). Also like Wire, a
Panji has no TEM and does not act as a LOS
hindrance, Unlike Wire, however, Panjis
affect hexsides, rather than entire Locations
i(9.3%, and an Infantry unit may be forced to
take a MC upon entry (9411 Moreover, this
MC has the possibility of causing Casualty
Reduction on a roll of doubles < 12 (9.31).
Manhandled items (9411}, non-fully tracked
vehicles (9.42), and Cavalry/bicyclists (9.422)
also suffer penalties when moving across a
panji Covered hexside,

Play "Hazardous Occupation” (64 )—or for
those who want to try their hand at an intricate
defense with multiple fortifications, "Jungle
Citadel" (6d)—to gain some experience with
Panjis, then attempt Lesson 6,

Lesson 6: Caves (G111 - 11 981 and
17.3)

There's gquite a bit to the cave rules, but
learning them opens the door 1o some fun sce-
narios. Caves resemble pillboxes in that their
counters have three numbers on them o indi-
cate stacking capacity, TEM for attacks
through the Covered Arc (CA) opening, and
TEM for attacks from outside the CA, Caves,
however, alwavs have a one squad stacking
capacity, and their Covered Arcs must point 1o
a hexside rather than a hexspine. While this
might seem strange at first, a quick glance at
the illustration following 11.12 and the accom-
panying text should be enough to clear things
up. The appearance of at least four caves ina
scenario also allows the use of cave complexes
(11.2}, giving the Japanese player increased
ability to move safely from one cave (o

Continued on page 63




& receive a certain amount of HIP for
that set up on board (even if the lapan-
ayer is on the attack in the sceirst. How-
the rules themselves are not that compli-
It is their tactical implications that will
the greatest adjustment. Here is an out-
of the rules that should be read to cover
() basicsa:

- Some Basics (G. 1 - G0 [skip G.8 for now])

The key thing to remember here is that just
ahout everything that you want to do is more
difficult in the PTO.

# (3.1—The terrain is more hostile; harder to
~ move or see through,

» 0. 2—Fortifications are harder o find.

# G.3—Fire groups are harder to form,

i ® GA—Detection is more difficult in some
lermain Lypes.

~ # .5—Recovery is more difficult in some

- termin types.

- # Gbi—Gaining Ambush as the ATTACKER
s more difficult in some terrain types.

# G.7—Using a radio is more difficulr,

8 G9—Instructions on how to cut out and
Jgise the COB overlays, including a small tem-
ple.

® G.10—Prior rules from Chapters A-D
ipply to Chapter G, while Chapter G rules that
&pply 1o other chapters are indicated by a col-
ared band correspending to the affected chap-

The Japanese (1.1 - G165 [skip 1.6121,
1622, 1632, Lodf and !.66-1.664])

The Japanese are a very different nationality
in ASL. They behave differently in many
tespects, The tactical implications of these
! tules are very important, and are probably
] worth a scparate article by themselves, [See

Rob Wolkey's accompanying article, "Wel-
came to the fungle” for tips on plaving the
Japanese. Eds.| It may be best to learn them
from experience. The rules themselves, how-
ever, are not very difficult, Important things to
keep in mind include:

® (1.11-1.14, 1.3 Morale failure is handled
very differently for the Japanese, It takes three
murale failures for a Japanese squad 1o reach a
broken state. The first two morale [ailures
I result in step reduction, which leaves the unit
in Good Order but with a lower strength factor.
This 1s both good and bad--it is obviously use-
ful to be able te maintain Good Order status for
! 50 long, but the lost strength can never be
recovered.

® {1.4-1.411) Leaders are ditferent, both
more powerlul and more fragile. They behave
like Commissars for all rally and Berserk pur-
| poses, increasing the morale level of all other
' non-leader, non-Berserk Infanty/Cavaley in
the same Location by one. Like the Finns, the
Iapanese also have a different rank structure
than other nationalities with a range from B+
to-10-2. They are more fragile because every
failed Morale Check (MC) automatically
wounds g Japanese leader, possibly resulting in

R
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death, and they don't Pin,

® (1.42-1.425) Tank-Hunter Heros and DC
Heros are available, The Japanese can create
during play, or sometimes (in the case of T-H
Heros) set up hidden, SMC Heros whose mis-
sion is to blow themselves up for the glory of
the emperor. Sometimes they can even take
some of the enemy with them. At the very
least, they are distracting 1o the enemy. The
number available varies according to the time
frame of the scenario,

® (1.5) Banzai is a more powerful Human
Wave, Itis more powerful chiefly because it is
more flexible. Having multiple MMC in 3 or
more ADIACENT locations is no longer
required, although units must still be ADJTA-
CENT if they wish 1o participate in the same
Banzai charge, Even a single unit can make a
Banzai charge, although a leader is required if
the Banzai involves one or more MMC. Other-
wise the Banzai is just like o« Human Wave, and
uses the applicable rules.

® (1.611) Non-crew use of cerlain support
weapons involves a penalty, Each ATR/
MMOG/HMG has its B# and ROF both reduced
by one when used by a non-crew MMC. They
are nol considered crew-served weapons with
regard to captured use, however,

® (1.62) Unbroken Japanese are exempl
from PAATC and LLMC, and take LLMC as
LLTC,

® (1.63-1.631) The Japanese get a -2 drm (o
their concealment dr, while a Search dr made
by their opponent gets a +2 drm. These guys
are good at not being seen. The Japanese
always receive a certain amount of HIP for
forces that set up on board (even if the Japan-
cse plaver is on the attack in the scenario).
This is in addition to any scenarie-given HIP
capability. It he is the Scenario Defender in a
night scenario the Japanese plaver may get
extra concealment counters.

® | |.64) Hand-to-Hand Close Combat (H-to-
H CC)is very common in the PTQ, since
Japanese units are required to use it when they
are the ATTACKER in CC. They are also
given a beneficial -1 DRM to H-to-H CC
attacks, which often acts as an incentive to try
to close with the enemy and dispatch him with
the bayonet, This is one of the main reasons
why the PTO is so bloody in ASL.

All of these factors combine to produce a
very unique combat force, at least in ASL
terms, Simply put, you cannot play the lapan-
ese (o7 against the Japanese) the same way vou
would other nationalities. 1f vou do, you will
probably lose. How the Japanese handle fail-
ure of morale (step reduction) means that they
can often almost guarantee the ability to get
from point A to point B if they really want to,
albeit with some losses, It also means that they
can be tenacions on defense: imaging irying to
get by or capture a pillbox where vou must
break the manning squad three times! The
downside for the Japanese is that their forces
nearly always tend to dwindle away by the end
of the scenario, The Japanese special morale
characteristics, Stealth advantages, and H-10-H
CC -1 modifier, combined with the close Ler-
rain prevalent in the PTO, result in a style of
attack different than you may be used o, It's a

57

very high testesterene, in-your-face kind of
approach, heavy on infiltration, death by fail-
ure to rout and the bayvonet. What did you
expect when the name of the module is Code of
Bushidn?

If you have the Deluxe boards, you have the
apportunily to stop here and play either sce-
narie "Intimate War" (DAS) or "Mayhem in
Manila” (A105), both of which allow yvou 1o
play the Japanese without any PTO terrain in
effect (for the latter which utilizes AFV just
ignore 35K 2). Play it once, reread the rules,
then switch sides and play it again, I you have
ne Deluxe boards, just continue with Lesson 2
or skip to Lesson 3, read just the G18. parts
indicated for the Chinese, and play "Shanghai
in Flames" (A110) before going back to Les-
son 2 and the rest of Lesson 3.

Jungle (2.1 - G2.8 [skip 2.213, 2.3, 2.4])

Jungle is treated just like woods with a few
exceptions, First, it is two levels high, Sec-
ond, there are two types, light and dense,
Dense jungle has the added changes that it is
inherent terrain, has a4 +2 TEM, has a two
squad stacking limit, and a mortar cannot be
fired from within, At night, there is no adja-
cent LOS between jungle hexes and no Iumi-
nation (EXC: Gunflash, trip flares, and Light
Jungle bypass). Finally, units in interior Dense
Jungle hexes are subject to Straying as if 1
were night, In scenarios with a lot of dense
jungle about, movement and LOS become very
restricted,

Bambuoo (3.7 - G3.8 [skip 3.7])

Now that you've learned about dense jun-
gle you will be happy to know that bamboo
is treated just like it for most purposes.
However, broken units cannot claim a -1
Rally DRM from within unless in a pillbox.
Also, unless using a path, entry reguires
either a Minimum Move, Low Crawl, or
Advance vs DHfficult Terrain, It is a one-
level obstacle with a +1 TEM. Units in
bamboo are vulnerable to airbursts, as well
as an airburst-like -1 TEM for DC, Bombard-
ment, or ordnance/OBA HE attacks
Because it is so difficult to enter, bamboo
is often a choice spot for a key unit that you
wanl ¢ protect from the dangers of Close
Combat. Just beware of the siluations
where they might be vulnerable to that -1
TEM. Guns cannot set up Emplaced and
pillboxes, mines, and panjis are the only Fortifi-
cations allowed in hamboo,
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categories. This Banzai is similar to a DC
Hero because it poses the same Defensive Fire
problems to your enemy, but with one twist,
Rather than exploding into a 30 FP attack, this
Banzai charge stays in the enemy Locations,
keeping the units from firing out of it and
forces the enemy to fight in CC.

There is often no better use for an 8+0 leader
and a 3-4-7 2* Line squad than to combine into
a Banzai charge. The 3-4-7 cannot Pin and
must fail three morale checks at Morale Level
9, or suffer a K/# or KIA result to stop it. The
main goal of these units is to stay in the target
Location to keep the encmy units from firing
out. This is a common AFY tactic, but the
Japanese can take advantage of a Banzai and
achieve the same result. This little one-two
punch can substitute quite well as a poor man's
AFY Bypass Freeze.

Obviously, the situation dictates what kind
of Banzai, if any, you are going to perform.
There are other uses for Banzai charges, I'm
sure. And though | write confidently about
them, do not bet the farm that your next Banzai
will be successful. Just being aware that there
are a number of Banzai options available is
enough to plan accordingly. This pertains to
the Japanese player and most assuredly the
Allied player as well,

Conclusion

My intention in this article was to bring
those players unfamiliar with the Japanese and
the jungle up 1o speed in terms of tactics that
usually only experience can provide, I I have
managed 1o enlighten a cagey veleran on a sin-
gle tactic or have started the wheels spinning,
then that is icing on the cake, No doubt a "rice
cake." mind yvou,

Run Through The Jungle
A Beginner’s Introduction To The PTO

In my conversations with beginning ASL
players, | have discovered a certain timidity
with regard to learning the rules for playing in
the Pacific Theater of Operations (PTO). And
why not? The PTO was not introduced until
Code of Bushido and Gung He!, the eighth and
ninth modules of the ASL svstem. The rules
for the PTO (Chapter G) have a reputation for
being complex. Many players, although they
own the modules, are reluctant to dive into the
PTO for primarily that reason. It's a shame,
really, because a player who understands the
hasics of Chapters A-D and is comfortable
with them can guickly learn enough about the
PTO to begin playing scenarios from that the-
ater, Indeed, since the PTO was not an anmor-
heavy theater, and therefore has many all-
infantry scenarios, you don't even necessarily
need strong knowledge of Chapters C and D to
begin.

What really showed me the superiority of the
ASL system was how well it modeled jungle
warfare in particular, and the system's applica-
bility across all theaters in general. Sure, some
of Chapter G's reputation for complexity/den-
sity is well-deserved, but by taking a pro-
grammed instruction approach a player can
jump into the PTO with relative ease. Jim
Stahler has already outlined such an approach
for the basic system of Chapters A-D in his
excellent article, "Eight Steps to ASL,"” which
originally appeared in the ASL Annual '90 and
was reprinted in Vol. 30, No. 1 of the GEN-
ERAL. 1am indebted to him for inspiration. In
this article 1 will try to follow his lead and out-
ling a programmed instruction approach for the
PTO, complete with o suggested scenario for
each lesson from Code of Bushido, Gung He!,
or the ASL Anruals. With only about 8 pages of
relatively uncomplicated rules to read, a player
can get his feel wet in the jungle and find him-
self not too far out of his element. 1 will stop
short of instructions for Landing Craft (123,
Beaches (13.), Seaborne Assaults (14.)
(including Naval OBA: 14.6), and Bulldozers
{15.). By the time a player gets through the
following program, he should be able to figure
out for himself how to continue. Besides,
beach assaults are not specific o the PTO, and
this is, after all, an article for PTO beginners.

Lesson 1: PTO Basics and the Japanese

As previously mentioned, there are about 8
pages of rules in Chapter G which constitute
the minimum requirements to be able o play
some basic PTO scenarios. These are pages
Gl - G9, with some skipped sections, Of those
B pages, many of the rules are not very com-
plex at all. In particular, the terrain rules, if
you leave out rice paddies, caves, and panjis

Using a Programmed Approach
By Matt Shostak

{really a Fortification), are very simple.
Within a short period of time, you will find
your eyes adjusting, as you see kunai instead of
grain, jungle instead of woods, bamboo instead
of brush, etc, The rules governing the Japan-
ese will take some getting used to al fmorale
failures for a Japanese squad to reach a broken
state. The first two morale failures result in
step reduction, which leaves the unit in Good
Order but with a lower strength factor. This is
both good and bad—it is obviously useful to be
able to maintain Good Order status for so long,
but the lost strength can never be recovered,

o (1.4-1.411) Leaders are difterent, both
more powerful and more fragile. They behave
like Commissars for all rally and Berserk pur-
poses, increasing the morale level of all other
non-leader, non-Berserk Infantry/Cavalry in
the same Location by one. Like the Finns, the
Japanese also have a different rank structure
than other nationalities with a range from 8+1
te 10-2. They are more fragile because every
failed Morale Check (MC) antomatically
wounds a Japanese leader, possibly resulting in
death, although mostly they don't pin.

® (1.42-1.425) Tank hunter Heros and DC
Heros are available. The Japanese can create
during play, or sometimes (in the case of T-H
Heros) set up hidden, SMC Heros whose mis-
sion is to blow themselves up for the glory of
the emperor. Sometimes they can even take
some of the enemy with them. At the very
least, they are distracting to the enemy, The
number available varies according to the time
frame of the scenario,

# (1.5) Banzai is a more powerful Human
Wave. It is more powerful chiefly because it is
more flexible. Having multiple MMC in 3 or
more ADJACENT locations is no longer
required, although units must still be ADIA-
CENT if they wish to participate in the same
Bunzai charge. Even a single unit can make a
Banzai charge, although a leader is required if
the Banzai involves one or more MMC. Those
that Banzai are marked with a Lax counter
when they are finished. Otherwise the Banzai
is just like a Human Wave, and uses the applic-
able rules,

e (1611 Non-crew use of certain support
weapons invelves a penalty. Each ATR/
MMG/HMG has its B# and ROF both reduced
by one when used by a non-crew MMC. They
are not considered crew-served weapons with
regard to captured use, however,

® {1.62) Unbroken Japanese are exempl
from PAATC and LLMC and take LLMC as
LLTC.

® (1.63-1.631) The Japanese get a -2 drm @
their concealment dr, while a Search dr made
by their opponent gets a +2 drm. These guys
are good at not being seen. The Japanese




After surprising the Allies by popping up a
pillbex and its 2-2-8 occupant with MMG,
give your enemy all it can take, but your
opponent surrounds the 2-2-8 and it finally
s i heroic death. Your opponent now
s on during his next Movement Phase.
efully, he has a few broken units lel
nd, maybe even one in the pillbox hex, and
has left the abandoned MMG back in the pill-
box. A HIP unit springs out three hexes away
‘and moves through a tunnel into the pillbox,
maintaining concealment and perhaps even
~ Ambushing the broken enemy unit in the hex
- outside the pillbox. You then pick up the
MMG (during the Rally Phase) and your oppo-
~ pent has an enemy unit equipped with a MMG
;] ;*qwsing all kinds of potential problems in his
~ back lines. He must then send some of his
~ wpluable units back to deal with this threat.

Offensive Tactics
A World of Hurt

- Snesky on defense, the Japanese can be truly
frightening on the attack. Able to "take a lick-
ing, but keep on ticking,” a Japanese unit can
fuil & Morale Check (or two) and still get to its
- abjective. As a defender against the Japanese,
you know they are tough when you find your-
~ selfhoping for a Pin result rather than a Morale
Check.

There is a caveat to the Japanese ability to
keep “ticking,” however. Over time they are
- much more brittle than other nationalities.
Since they Step Reduce rather than break, they
become weaker and weaker as a scenario pro-
gresses. While the units of other nationalities
gan rally and come back at full strength, a
Japanese squad that fails an MC never returns
fo full sirength.

With this in mind, the Japanese cannot be
wsed recklessly, You must pick your spots
when using their special abilities. Many
apportunities will arise to tempt you to Banzai
i charge or enter into Hand-to-Hand Close Com-
| bat, but an over-anxious Japanese player who
seizes all these opportunities soon finds him-
self with too few units 1o win the game.

Here are a few "tricks” that the Japanese
have at their disposal while they are on the
attack.

{ Dive Right In

Playing the Japanese on the attack is a joy
i unte itself, but I can't think of much else in
ASL that will bring a smile to my face quicker
than getting to attack as the Japanese and get-
ting a couple of Demo Charges. Immediately
the wheels start churning trying (o think of
devious ways to use the most lethal of all non-
AFVIOrdnance weapons: the DC Hero, Any-
one who has experienced the panic that a
charging DC Hero can create knows what [
A,

DC Heroes (G1.424) are a lethal combina-
tion of finesse and power that a player should
he careful to use wisely. A player who uses his

DC Hero too ecarly loses the finesse that the
perceived threat of its presence can cause, The
power of the DC Hero's charge and soon-to-be
released 30 FP atack used at the proper time
can sway the balance of a scenario in your
direction.

A DT Hero is created just like a T-H Hero
from a squad/HS with a DC, but geis a -2 drm
to the attempt (G1.421.) Because they do not
have to begin their Banzai charge at the stard of
the Movement Phase, you can actually move
towards your prey, get into LOS and then
declare an attempt {though the Hero loses 2
MF of its 8 MF charge for every 1 MF spent by
the generating unit during regular movement).

I} Heroes are particularly useful in drawing
fire so other units can move up unharmed, as
they are rarely ignored by defensive firers,
There are a number of uses for o DC Hero,
Here are two of my favorites,

Byve-bye Birdie

If there is a particular HMG or MMG nest
that is giving vou trouble and slowing up vour
attack, this is a good time 1o charge it with a
DC Hero. Where a half-squad or rwo usually
fails to draw the MG Nest's fire, this pesky lit-
tle guy toting a big wallop will grab its atten-
tiom,

Your opponent is faced with a dilemma
when deciding to fire at a DC Hero, If the MG
Mest fires at the Hero when it is adjacent or
even carlier at a two or three hex range, and
doesn't KIA it or maintain Rate of Fire, the MG
Mest will automatically be forced to Subse-
gquent First Fire when the DC Hero enters its
hex (AS.312), The MG MNest is now faced with
even more problems,

J First, the breakdown number of the MG is
reduced by two because it must Sustain Fire al
aunit in irs hex,

[ Second, after using SFF, the MG unit is
marked with a Final Fire counter and the trail-
ing attacking units may advance without hav-
ing to worry about the MG threat,

I Third, the DC Hero might actually sur-
vive all the enemy fire and detonate its DC.

[ Fourth, a follow up Banzai charge into the
MG Nest's hex would force all the defending
units to use Final Protective Fire,

With the above in mind it is usually better
for your opponent to wait until the DC Hero
enters the MG Nest's hex (EXC: if it gets a
negative TEM modifier at another location) to
stay away from the TPBF penalties. The MG
Mest will usually get two opportunities to fire
al it in its own hex as the defense wsually sets
up in terrain that costs 2 MF to move into,
Again, the MG MNest is faced with a few prob-
lems,

First, the terrain protecting the MG Nest also
protects the DC Hero (unless the MG Nest is in
an entrenchment), making a KIA result diffi-
cult to obtain.

Second, even if the MG maintains ROF, it
will only be able to fire at the DC Hero o max-
imum of two times in its own hex (assuming
the MF cost of the terrain is two),

Whichever Defensive Fire method vour
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opponent decides to use, there is a good chance
that your DC Hero will either survive o make
the 30 FP attack and break the MG unitl, cause
the 3G nest to be marked with a Final Fire, or
both. Either way it has performed its mission
and your hard charging trailers can move up
without having to worry about the MG Nest,

Pre-softener for the Big One

The second use of a DC Hero is as pre-soft-
ener to a Banzai charge. This second use is
similar to the first in that it is vsed to draw
defensive fire, but it tries to draw as much fire
as possible to lessen the amount that the fol-
lowing Bamzai units will take.

Usually, there is no specific target and the
DC Hero should charge the largest group of
enemy units. If it manages to break a stack of
units in the process, consider it a bonus. [ you
have disguised your intentions well enough
and vour opponent isn't thinking about a Ban-
zai charge at this time, he may panic and fire a
large number of his units, clearing the way for
an effective Banzai charge,

BANZAI
ML: +1
BMF

Pin,HoB M&

The Effective Banzai Charge

In many scenarios the Japanese can never be
counted out with the specter of a Banzai charge
coming at any moment. Too often, however,
the Banzai charge is used only as a last ditch
effort. Used correctly, the Banzai charge can
reap a Japanese player greal rewards.

With the lead-in from the previous section, |
should qualify what I mean as an "effective”
Banzai charge. An effective charge does one
or more of the following:

It covers ground guickly or takes an
ohjective,

I Tt breaks opposing units by forcing FPF.
This may take multiple charges or the help of a
DC Hero.

I 1t breaks opposing units by point blank
Advancing Fire.

O It clears the way for follow up units to
move adjacent to enemy units for additional
point blank Advancing Fire and to advance
into CC to adjust the odds in favor of the
Japanese in key CC battles.

An "effective” charge is not, however, a
large all-or-nothing CC contest,

The point I'm trying to make is that an effec-
tive Banzai charge should give you many
opportunities to break as many enemy units as
possible, thus forcing them 1o rout away (or
even die for Failure to Rout) and either leaving
your units in possession of the hex or with a
sizeable advantage in Close Combat unless
(and this is a big unless) you need to score
CVP (as per the scorched earth policy) and
your goal is to kill enemy units,

Infantry Freeze

There is one Banzai charge that 1 use often
that doesn't fit in any of the above "effective”




Seenario Dosipnd Steve Perersen amd Brian Foure

TROLAK, MALAYA, 6 January 1942: The Japanese continued boldly down
the trunk road, assaulting and flanking any British position which tried e block
the road. At Milestone 62, the British nearly stopped the Japanese cold, until they
discovered some long-overgrown “loop roads™ which allowed them o flank the
British through the dense jungle one more time. This time, a small detachment of
four tanks and o platoon of infantry boldly sped down the road, penetrating the
British positions during the confusion ot Milestone 62 all the way to Trolak, jost
six miles north of the crucial Slim River bridge. Here they run into the Argyvll and
Sutherland Highlanders, who had thrown up a hasty roadblock and committed
their regimental armored cars to try and cresh this penetration.

BOARD CONFIGURATION:

‘ un
N ®

|Gy hoorosws: -GG on basrd 35 and A-F on board 42 am playable)

VICTORY CONDITIONS: The Jupanese win immediately upon Exiting =
15 Victory Points (excluding Prisoners) off the east edge of board 42, BALANCE:

© Add one 4-5-T and one British ATR to the British OB

@ Bemove one Marmon-Herrington [ MFF from the British OB,

TURN RECORD CHART

) BRITISH Sets Up Firsi L 1
@ JAPANESE Moves First 1 2 3 4 5 6 END

Elements of the Argyll and Sutherland Highlanders |ELR: 3] set up onfeast-of Hex Grain 35Y 1-35Y10: [SAN: 3)

g | e
F (x| 0| [ |y | me

Elements of the Ando Regiment, 5th Infantry Division and the Shimada Tank Company, 3rd Tank Brigade [ELR: 4] enter
on Turn | along the west edge of board 35: [SAN: 3}

e [9a | 0r | 80 ~..

41-4-8 S | T wem | e o
4 2 El 3
SPECIAL RULES: AFTERMATH: The Japancse tanks swept aside the roadblock and began
1. EC are Moderate, with no wind at start, engaging the vastly oulclassed armored cars, which were quickly knocked oo,

The Argyll’s were forced to hide while the JTapanese continued down the
road—Ituking the Slim River bridge shortly thereafter.

2. Place overlay 01 on 4213,

3. PTO Terrain (G.1) is in effect, including Light Jungle (G2.1) [EXC: the
road that runs I5RS-3574-4204-42P3 does exist]. All buildings are wooden.
All walls are hedpes.
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VICTORY CONDITIONS: The Japanese win al game end if there 15 no
unbroken British MMC onfadjacent-to a road hex that 1s ondbetween heses
T3 and CC6,

TURN RECORD CHART

A STIFF FIGHT

Scenane Design: Steve Peiersen and Brian Youre

ASUN, MALAYA, 12 December, 1941 At the start of the Malayan Campaign,
the British War Department implemented Operation Matador, a thrust mto Thai-
land with the intent of capturing strategic points to deny them to the Japanese
Once the Japanese landed at Kota Bharu, however, the British realized that they
would soon he flanked and recalled their troops. All this useless movement weak
ened the British lines at Jitra, where the Japanese finally avtacked and soon over-
ran the initial British units, forcing them to withdraw, MNear dawn on the 12th, the
Japanese forced a detachment of tanks and infantry down the trunk road directly
into a Punjab unit acting as a rearguard. The Punjahis had never even seen a tank
and guickly broke and fled into the jungle, allowing the Japanese 1o exploit this
hale in the British line and overrun an anti-tank unit while its guns were still lim-
bered and its crews huddling under rubber trees seeking protection from the rain.
The Japanese hlitz continued until, on the outskires of Asun, the lead tank was
knocked out and o Gurkha position was discovered blocking the road.

BOARD CONFIGURATION:
BALANCE: N

3 In the British OB replace the -0 with one 8-1 and
increase the number of Wire counters to five,

® Add one Type 97A CHI-HA 1o the Japanese OB, {Cinky hewrows P-GG
ane playable)

() BRITISH Seis Up First

@ JAPANESE Moves First

1234|562

Elements of the 2/1st Gorkhas [ELR: 5] set up on/south-of hexrow T: |SAN: 3]

i i

: b | 1o |

gﬁ ﬁ % 2 & '?' szl‘JI tH! H:.:h’-'l
3 4 4 2 4

Elements of the Saeki Detachment and the 3rd Tank Brigade [ELR: 4] enter on Tern | along the porth edge: [SAN: 3]

LAl .k -k 3k ¥

4-4-8 | 447 228

w s | &

i = | 5T -

4 2

2 3 3

SPECIAL RULES:

1. Weather is Overcast (E3.5), with Wet EC and no wind at start.

AFTERMATH: The Gurkhas, showing significantly more metle than the Punjabis,
halted the Japancse as a stiff firefight ensued. The mobility and initiative of the Tagan-
ere however, allowed them o dictate the terms of this Grefight, and they were soon

2. PTOy Terrain (G, 1) is in effect [EXC: the P5-X5-GG6 road does exist assaulting the fromt and flanks of the Gurkha position. Eventually, the Gurkhas were bro

and 15 paved].

3. No more than two Wire counters may be pluced in road hexes.

kem into pockets and the road was cleared position by |'|-:sxi|i||'|1. il|!h1'\'l.lt2"| many of the
Gurkhas were oble o retrent inoo the jungle and make their way back o the British lines
e fight again.
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you roll a 4, 5 or 6, you are automatically
Ambushed! At 1:4 odds alter an Ambush, this
measly half-squad can kill two 4-5-7s or a 6-6-6
and an &-0 with a CC DR of 7 (Casually
Reduction with an &), 5 (Hand-to-Hand num-
ber needed at 1:4 odds), -1 (Japanese in Hand-
to-Hand), -1 {Ambush}, -1 {vs CX units). This
ambush can also be used by Japanese units hid-
ing in Bamboo where units entering automati-
cally become CX. The Allied player must also
watch out for HIP units appearing and advanc-
ing into CC during the Japanese player's
Advance Phase,

This ambush might not always work, but the
attacking player must be aware that it could
happen. Thus, once again his timing is thrown
off because he now has to either Search for
those pesky half-squads (becoming T1) or
never go CX. Either way the Japanese player
has accomplished his mission: slowing down
the ateacker.

1 previously alluded to my own experience at
having suffered through such an ambush. With
only five turns in this particular scenario, 1
CXed many of my units through the jungle try-
ing to get to the victory areas faster. My oppo-
nent popped up a HIP half-squad, Ambushed
twir 4-5-7s and an 8-0 and KlAed the whole
stack. Suffice to say 1 did not win the scenario,
but 1 gained a valuable lesson that | have in
turn pulled on many an opponent.

The No Routing Ambush

This second ambush is related to the first,
but is a little harder to pull off. If it works,
however, it can have a devastating effect on
YOUT OPPONEnL,

¥ ou must first determine the placement of
your main line of resistance. It must offer one
or more possibilities of breaking a squad or
two (and maybe even a leader). Then set up
your HIP hall-squads in areas where they can
move to prevent the anticipated broken units
from routing,

1 used this tactic to win the championship
game of the Portland ASL wurney. My oppo-
nent (playing the Marines) advanced his 9-2
and two 5-3-8s into the bore-sighted Location
of two of my mortars. In my Prep Fire Phase,
1 was able to break all three units. During my
Movement Phase, 1 revealed a HIP half-squad
that the attacker had bypassed, moved it adja-
cent 1o these broken units, and cul their rout
path, Goodbye 9-2 and two 5-5-8s. Your half-
squad may not get as juicy a prize as mine did,
but it still may be useful for keeping valuable
opposing units DM for an extra turn or two.
With a nasty half-squad in his back lines. your
opponent must now divert important units to
deal with the pest, thus wasting valuable time
and units. And, of course, ruining his timing,

A Hunting We Will Go!

The Japanese Tank-Hunter Hero (G1.421) is
probably one of the scariest weapons that the
Japanese have at their disposal. Too many

players, however, use them recklessly or loo
carly in a scenario,

How many times have you played a scenario
with or against a T-H Hero that has actually
gotten to its target? Many times you see a
Japanese player create a T-H Hero, race it
across two or three hexes of Open Ground or
Kunaii, and watch it die just short of that Stu-
art or Sherman. Too many times that T-H Hero
is cut down by supporting infantry, the AFY's
MG or a hit {possibly even a CH given the neg-
ative modifiers) by the AFV's Main Arma-
ment. If this dead T-H Hero is usually your
guy, you need a plan of attack while you are on
defense.

Tust about every scenario gives the Japanese
defender one or more of those terrific knee
mortars, Perfect for defense, because it keeps
the attacker out of the jungle to escape the

effects of air-burst. Many times, though, a
defender forgets about another valuable
weapon that these mortars possess: SMOKE,

Place these mortars in locations that are
expected avenues of approach for AFV, If
your opponent is foolish enough to lead with
his AFY or doesn't have a MMC in the AFV's
hex, now is the time to strike, During the
Japanese Prep Fire Phase fire Smoke into the
AFV's hex. If you do get Smoke, during the
Movement Phase create 2 T-H Hero or reveal a
HIP T-H Hero that was set up next to the mor-
tar, and run it at the AFV. Instead of taking
thase -1 or -2 TEM Defensive Fire attacks
from the AFV, your T-H Hero will now be tak-
ing +2 or +3 TEM attacks, giving it a much
greater chance of surviving to take on the AFY
in CC.

When your T-H Hero does reach the AFY,
make sure to roll for your ATMM (dr 1-3 dur-
ing 1944-45), With an ATMM, a DR of 7
eliminates the AFV and an 8 immobilizes it.
Without the ATMM your chances drop Lo 4
and 5 respectively, which is still not a bad shol
at taking out an AFY with a single man.

Scorched Farth Policy

There are a number of scenarios where the
Allied attacker must either exit a number of
CVP off a board edge, have a number of CVP
on a board, or achieve some victory condition
without losing a certain amount of CVP. As a
Japanese defender these are some of the sce-
narios that are the most fun to play. Because il
doesn't matter how many units you lose. If you
inflict enough casualties on the attacker, he
cannot win, When you find vourself in this sil-

uation, ATTACK! Hand-to-Hand Close Com-
bat is the perfect way to take out an opponent
superior to you in numbers and armament. [t
doesn't matter if you have zere units left on the
board at game's end. If vou take him with you
when you die, vou have died a glorious death
for the Emperor, Isn't H-to-H CC the perfect
tool that matches the Japanese mindset in
WWII?

With Hand-to-Hand Close Combat (J2.31),
the Japanese enjoy a much greater chance of
destroying the cnemy by gaining a three col-
umn shift to the right on the Close Combat
Table (use the red CC numbers, plus -1 DEM
[G1.64]). In return, though, they are obliged to
give their opponent a two column shift to the
right (use red CC numbers), This can be a two-
edged sword, so under normal circumstances
H-to-H CC should be used sparingly. But if
vou decide to use a scorched earth policy, you
will find Hand-to-Hand to be vour best friend
and soon your opponent will be doing every-
thing in his power to avoid CC. Once again
making him cautious and screwing up his tim-
ing.

In one scenario at the ASL Open, when my
opponent's units were in a weakened state, |
counterattacked with every Japanese unit
available, Crews were leaving their pillboxes
and charging down hills 1o grapple with 7-6-8
Marines, Elite squads left the protection of a
trenchling to blitz towards a group of Sher-
mans. There were Japanese guys Banzaiing in
every direction imaginable (Tapanese fire
drill™), The whole time T was muambling, "Kill,
Kill, 1 must kill!".

When the dust had settled, 1 had one half-
squad left on the mapboard (after starting with
22 MMC and 7 leaders), but my opponent did-
n't have encugh units left to achieve his Vie-
tory Conditions.

Now You Se¢ Them, Now You Don't

To finish off the defensive portion of this
article I want to mention two other devious
tricks that the Japanese have at their disposal.
They are A-T Set DC (G 1.6121) and Pillboxes
(G1.632).

During a 1945 scenario the Japanese player
may set up 25% (FRU) of his DC unpossessed
in unpaved or paved road locations {(no
bridges), This A-T Set DC always uses HIP,
may be detonated by a HIP T-H Hero or other
unit, and if detonated (no boxcars) the vehicle
automatically becomes a Burning Wreck (no
crew survival). s that awesome or what!?

Whenever the Jupanese get a pillbox, it may
set up HIP. Of course, the pillbox's occupants
are also HIP, which is in addition to the 10% of
HIP the Japancse normally receive. To add
insult to injury for the poor Allied player, each
pillbox receives the use of a tunnel, which may
be used even if there is an enemy unit in the
pillbox's hex.

I'm not even going to start on all the oppor-
tunities for underhanded, nasty surprises thal
the Japanese can deal out with these HIP/pill-
hox/tunnel combinations. Okay, okay, | can't
atand it. Maybe just one, then Tl let you come
up with a few of your own,
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Factical Tips For Playing The Japanese In ASL

By Robert Wolkey

I'm always surprised when | run into ASL
players who have yet to play a jungle scenario.
It happens more than you think. I'm not sure
whether it's the size of Chapter G or if it's
becanse there aren't any huge AFY battles that
e @ dime-a-dozen in the other theater of oper-
ations, Overall, | have this sneaky suspicion
it's the Japanese that cause this lack of play.

At first sight of just about any jungle sce-
pario card, you see the pitiful 4-4-7 Japanese
first line squads with their poor leadership
matched up against elite British 4-5-8s or U5,
f-6-7s {or & morale Marines) with their 9-2
leaders and AFV galore. Delving decper we
see that not only do the lapanese squads break
MMG and HMG easier, they don't even get to
use them, because of the 2-2-% crews assigned
1o fire them. And we all know how well a 2-2-8
stands up against a 4-5-8 or 6-6-7 in CC.
Finally, we thumb through the jungle scenarios
and we see hardly a Japanese AFY in sight and
those we do see make us crave for that sturdy-
in-comparison Italian AFY. [Bur see scenarios
J4 19 and JI0 in thiy issue where the fapan-
exe AFY command respect. Edsf

Plavers new to the jungle will also realize
that with all the jungle, kunai, and bamboo
spread over the board the Allies will always
have cover 1o close the distance. No more of
those “charging through five hexes of open
ground, -2 shots until you drop” type defenses
that we've become Familiar with when we see &
German scenario card,

So, with all the disadvantages that encumber
the Japanese, why would we ever want 1o play
ajungle scenario? Because the lapanese in the

jungle are to their opponents as 15 a mamma
hear to anyone caught petting her cubs. They
are spitting mean, obnoxious, and downright
vicious. When vou are fighting against the
Japanese in the jungle you tend (o forget about
all their handicaps and pray they had more.
This article will take a look at a4 few of the
nasty acts of violence that the Japanese can
inflict upon their unsuspecting opponents.

Defensive Tactics

A My in the ointment, Gyrine

ASLis a“timed” game. You only have a cer-
tain amount of time (or turns) to achieve your
goal. As in any game where time is a dominant
factor, a major key to winning is iming. T can'l
stress its importance enough, All the great
players have a sixth sense about timing, an
inner knack of knowing when to make the
push. Too early and vou don't have enough
concentration of force. Too late and cither
your opponent has received his reinforcements

Pin HoB NA

or your've run out of trme,

With this in mind, the ability {o throw off an
attacker's timing is critical to winning as the
defender. Stalling him for an extra turn or
causing him some other worry that takes his
mind off the victory conditions can spell the
difference between victory and defeal,

The Japanese have all sorts of special abili-
ties that can mess with an attacker’s timing,
The jungle itsell causes all types of minor
problems which, coupled with the Japanese
ability 1o make use of these problems, can
cause much concern to any attacker, First, let's
tike a look at these minor problems caused by
jungle terrain,

Id Unless on a road (rare in the PTO), the
stacking limit in dense jungle is two squad-
equivalents (G2.2). This might not seem like
much of a problem, but for a group that must
move a long distance through mostly 2 MF ter-
rain, only allewing two squads rather than
three to gain a leader movement bonus per
movement phase is an irritant,

J Mo multi-hex fire groups in dense jungle,
kunai, bamboo, or swamp, or if coupled with
another group in like terrain (G.3). This keeps
those devastating 16 FP six-hex fire groups
from destroving your defenders unless the
attacker s willing to risk stacking {which you
should gladly accept).

ok |
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Id Bamboo mayv only be entered via Mini-
mum Move, Low Crawl, or Advance vs Diffi-
cult Terrain (EXC: path/TB} {G3.2). Also,
Searching an accessible bamboo hex counts as
Searching two hexes (G3.22).

J A Recovery attempt in jungle, kunai, or
bamboo receives a +2 drm (G.5). The attacker
is now down to a 50% chance of picking up
that all-important HMG that was dropped
when his broken unit routed. Will he waste a
turn to pick it up? Maybe, maybe not. Either
way, il's a problem for him.

IJ Ambush may occur in jungle, kunai, or
bamboo. However, the advancing ATTACKER
unitfstack must add 3 +1 drm 1o its Ambush dr
(G.6} This goes hand-in-hand {pun intended)
with the following problem.

o Detection of hidden units caused by
A12.15/A12.41 does not necessarily apply
when an ATTACKER unit enters a jungle,
kunai, or hamboo location of an occupying
hidden, stealthy DEFENDER (G.4), The
Japanese can use this o devastating effect as
all of their Elite and 1st Line troops are
Stealthy.

2 Finally, there are the terrain features on
the Code of Bushido mapboards. As yvou look
at maphboards 35 and 37 you see that both are
littered with bamboo, pond, and swamp hexes,
These hexes help the defender channel the
attack. On mapboard 37, look at hexrows G
and H. Any player attacking down the length
of board 37 must either go between hexes G2
G5 or GT-G9 Anyone attacking across board
37 must also deal with hexes 01, 02, P2, (32,
52, T1, and Ul. These series of hexes literally
cut board 37 in two, unless someone is gutsy
{or stupid) enough to try and squeeze through
R1, The X6-Y6-BB7-BE8 conglomerate
serves the same purpose on board 34

Knowing what terrain features will slow
down the attack and knowing where the gen-
eral direction of the attack will take place
makes it much easier to sel up a few nasty sur-
prises. The following sections describe a few
of the traps that the Japanese can spring.

The Ambush

In any daytime scenario, the Japanese (even
if attacking} may always use HIP for < 10%
(FRLU of the MMC squad-equivalents in his
onboard setup OB (G1.631). This means that
in many of the scenarios where the Japanese
are defending they will have either two or four
half-sgquads available to use HIP

You might be thinking right now, "What's
the big deal about a measly 2-3-7 half-squad?
Okay, let's consider the ramifications of a par-
ticular little ambush that I've sprung (and have
had sprung on me). You are the British or LS.
and you need to get somewhere fast. Like any
good commander you CX those two 6-6-6s or
two 4-5-Ts with the 8-0 to move an extra hex,
You figure you are safe because you do not see
any Japanese units and moving through the
jungle will not give you any negative modifiers
anyway (-1 FFNAM, 4+ or +2 Jungle), In your
Advance Phase you advance this stack into a
great spol that gives it a good jump off area for
vour next move, During vour Close Combat
Phase the Japanese player brings out his HIP
hall-squad that you advanced in on and sud-
denly your squads are fighting for their lives,
Let's look at the Ambush modifiers:

lapanese: LS. Bril:
-2 Concealed +1 Attacker in jungle
-1 Stealthy +1 CX

If the Japanese player rofls a |, 2, or 3, or if
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board will present a problem for that German
7L anti-tank gun due 1o all the city clutter.
Where will this weapon set up 1o gain a field of
fire which covers the board width? Maybe
22¥7, but at least now it's in terrain which
those 5-2-7s might be able to successfully
approach and thus subdue the gun,

German oplions are also wide open. 1t is
tough to commil valuable weapons and forces
when facing such an unknown situation, but
the value of that Pre-Registered hex and at
least some Bore Sighting also do seem worth
retaining, | would place these six SW on board
with three squads per board and just one leader
per board, This leaves both -2 leaders, three -1
leaders, six squads and the 37L anti-tank gun
with crew and Kfz 1 to come in as reinforce-
ments,

Light forces on board form skirmish lines as
far south as practical. Their job is to delay and
preserve themselves. Help is on the way.
Immediately the anti-tank gun goes in, and at
least two squads with the -2 leaders to each of
the other boards (to face those Russian groups
with fifteen 4-4-7s and nine 4-5-8s. This still
leaves two squads with a couple leaders in
reserve, so you retain them for emergency use.

So the game unfolds and, as mentioned, the
details of which forces are facing whom and on
what boards are so unpredictable, 1 will
attempt no additional analysis. But the point is
clear; if you have not played "Timoshenka,” |
suggest you do so next chance. The game can
readily accommodate as many as six players,
and I do recall several six-man games, The
concept is outstanding and 1 am surprised it has
not been copied, reused, modified, reissued,
stolen, or duplicated.

TO THE LAST MAN
DELUXE A
APPEARED IN: THE GENERAL 241
BALANCE RATING: 55% pro-RUSSIAN
EXCITEMENT RATING:10

NOTE: I reviewed this scenario in The
GENERAL 29/2, which was released in July,
1994, The following excerpts give some high-
lights while avoiding duplication of the 3800
words of that still accessible article.

ATTRACTION: Loads of hitting power on
both sides, room to move around yet plenty of
difficult terrain, a surrounded S5 force out-
numbered 2:1 by Russians driving five Jugger-
nauts straight at them and FT, DC, HIP and
machineguns galore, One of the best scenarios
ever; a true "10"!

GERMAN ADVANTAGES:
STONE AND FORTIFIED
BUILDINGS (TUNNELS), HIP,
SAN, PF/PSK, INTERIOR LINES,
FACTORIES, INITIAL
CONCEALMENT

Deriving any real advantage from these
attributes which might be used to thwart

cnemy intentions will most likely come from a
careful layout of the Fortified Locations, tun-

nels and HIP to hold the Factories. Russians
are strong enough to pierce any single spot you
try to hold, but their plans can be disrupted in
areas where you fortify to stand like a rock, lay
tunnels to escape or attack from a pew angle or
where your HIP pop cut of nowhere, perhaps
even utilizing a tunnel o reinforee a Fortified
Location and save an otherwise doomed Fac-
tory. Remember to fire off those PF/PSK from
Factories with abandon; there is no backblast
in Factory locations.

GERMAN DISADVANTAGES:
NUMBER OF SQUADS, AMMO
SHORTAGE, AFV LIMITED
MOVEMENT

Down two sguads to one, this contest can
easily deteriorate into a flood of enemy bodies
hurling themselves at you to drag your squads
down by sheer weight of numbers. Your other
shortcomings are of lesser importance, but the
sguad shortage can be harmful encugh to cause
an carly blown game if the Russian attack is
aggressive and successful early. Such an expe-
ricnce might make "To The Last Man" appear
more like 65% Russian when it occurs, bul
rethink that thought; careful defensive play
ought 1o allow the Germans to hang in to the
end.

RUSSIAN ADVANTAGES:
FIREFOWER, SMOKE, HUMAN
WAVE, AFVs, ROUT DENIAL &

ENCIRCLEMENT

This has to be one of the classiest Russian
battle groups to appear on an ASL scenario
card. They roll into German lines with 65% of
the FP of this encounter at their command, split
nicely between 39 squads, 8 AFV, OBA,
machineguns actually superior o those in Ger-
man hands, and leadership linally equal to
their enemy. A Human Wave might prove
handy and your AFV can blast aparl enemy
positions, crash through Fortified buildings
{get familiar with rules B23.41, 23.711 and
23.9221), wreck the German AFV, crunch into
the Factories, shoot Smoke(!), drive into
enemy locations to lock their fire, and so on,
Hitting from both sides, rout denial and encir-
clement ought to prove lethal towards the end
of the battle,

RUSSIAN DISADVANTAGES:
TIME, UNKNOWN BUILDING
VALUES

It can take the Russian a lot of time o work
through these S5, and this problem is com-
pounded by the fact that once a victory build-
ing is taken its actual poing value (as assigned
by the German) is not known until game end,
This could lead to the Russian actually having
possession of enough points to win but contin-
uing to take additional risks for more buildings
because he s not aware of his superior situa-
tion. This could work to German advantage.

ACTION:

There are oo many Russians to try defend-
ing all victory buildings. These Russians have
enough strength to take any building they

want, and move on to take the second and
third. It is only after that. once they have suf-
fered some losses, that it will be possible (o
stop them. [ like to defend the back of Factory
bF1 from Fortified bE1 with Mr. 9-2, two
S48/MMMG, and throw in a tunnel back 1o aK3.
Mr.9-2 deals a 40 (-1) through the Factory into
bF1 or 40{+1}) into b or hE] (LOS barely
leaves the factory on this one), while suffering
less return fire with DRM of either +4 or +3,
The beauty of using the MMG is that should
this tower of power break, il can rout through
the tunnel with these MMG: an HMG (4PP)
would have to be lefl behind,

The rest of the defense mostly tries to protect
those factories at the expense of vielding most
afl the southern half of the board. Factories are
where 1 will fight most of this battle and a large
part of that is hbecause they permit free use of
PF/PSK without a Desperation penalty. Rus-
sians who enter these Factories can expect a
hail of PF/PSK fire: with only the +1 TEM of
Factory Locations they will not enjoy the cus-
tomary To Hit protection against such fire nor-
mally afforded by buildings. Any tanks in
nearby streets are asking for trouble. Regret-
tably, with Ammo Shortage those PSK will
“X-out” on a 9" or higher DR.

Russian tanks should not be afraid of driving
into buildings, even into Factory Locations
which are relatively safe from PF/PSK danger.
Often these are the only good locations o park
and bring fire to bear on German units, and the
positive TEM of the building plus a few hexes
range will ward off most SCW shots.  Against
the kind of FP these Germans have | would
avoid an opening Human Wave and, instead,
rely on the even greater Russian FP, heavy
weapons, smoke, and numbers Lo eventually
tell the tale. It truly is a case of wearing out the
defense, so I will go right at the Factories
where the Germans simply have to fight.
Grind them and pound them, Use DO to breach
Fortified Locations and the FT to toast trouble

Spots.
P Continued on page 63

— TIPS FROM THE TRENCHES =

"/,[—)u you need o get into that {‘-muﬁ\
Lewvel Fortified Location, but can't
break the occupants and don't have a
DC?

If you have a Fully Tracked AFV
handy, drive it into the Fortified Loca-
tion through the hexside you want 1o
advance through, The AFY may
Immobilize, It may fall into the cel-
lar. It may die in CC Reaction Fire.

But the Breach will be there. _/




imieed from page 46

me, when Russian swarms bring their inher-
'FtFP to bear, they might be able to over-
whelm outright an exhausted defense.

~ RUSSIAN ADVANTAGES:
56 SQUADS, AFV ARMOR & SPEED

~ Fifty-six squads opposing only twelve and a
~ half (counting the SPW251/sMG passenger),
provide enough power and resiliency to over-
- gome German advantages of quality, That is,
there will certainly be a wealth of broken Rus-
sians but careful use of their few leaders
- should bring most of them back into the game,
f  Russian AFY are on par with their German
~ counterparts in guality and enjoy a slight
~ pumerical advantage, provided those enemy
anti-tank guns are mostly avoided. By the end
~of the encounter, Russian AFY and close range
inkerent squad FP nearly bring Russian quality
up to the German level, although German lead-
ership and their powerful 8-3-8 squads simply
cannot be matched; they can only be over-
§ .':_ whelmed.
i 4 ACTION:

[ remember "Hill 6217 from the old original
Squad Leader days when it screamed out as
easily the class act of those initial scenarios. 1
would guess 1 have plaved this scenario more
than any other published version (thus not
counting playtesting). It was and is in its ASL
rendition a perfect selection for an afternoon of
golid, heavy hitting action or for one of those
late night, all night, gun-a-thons at a tourna-
ment such as Oktoberfest. The mere fact that
this scenario has been available for some 204
vears has won it a lot of fans, If you have
pever plaved "Hill 621." you have a treat at
hand.

The drama unfolds in grand fashion as Ger-
mans struggle o shake off any effects of that
imitial TC, cleverly granted the time to do this
by scenario parameters which allow them the
first move. They will enjoy two Rally Phases
before the Russian surge kicks into gear, Con-
sensus seems to start the 9-2 in 4P1 with HMG,
MMG and three squads to overcome any S8R 2
effects. If the Russian 9-1 and MMG set-up in
INI/2 or IM2/2, this German fire group, if in
Good Order on their first turn, will hit the Rus-
sians with a 16(+1) attack plus decent ROF
¢chance, while the third 4-6-T foregoes Prep
Fire to leave the hex. just in case all fails and
Russian return fire proves effective on 4P1.
That return fire should be 6{+1) at best
(MMOGx2 and LMGx2 directed by the 9-1) and
one must expect the 9-2 to shake off any
results,

Usually the 8-1 has the radio and three
squads to cover the German right flank, leav-
ing the two odd German squacds o either try 1o
slow Russian advances on the left (4¥2, X1,
and BB are nice spots) or else just abandon
{he left, which is the long way around for the
Russians, and pack in around the two leaders
for rally support.

Russian strategic options seem mostly
restricted, vet their tactical execution is virlu-
ally limitless. That is, we likely all agree they
must rush board 2 and yet also agree their 48
squads enjoy the luxury of an unchartable
number of avenues to gain that board and the
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level three heights. Put a MG firebase in level
two of building 2M2 or don't—your choice,
My thought is that the extra three squads run-
ning across board 4 would not matter much,
whereas the chance to nail some Germans
altempting to move, or at least the threat of
such nailage keeping their heads down, is
worth the risk of exposure to enemy 9-2 fire,

The battle begins, hordes of Russians storm
across board 4 (surely no German commander
would stay within 8 hexes of the Russians to
allow a Homan Wave!) and both armies reach
out and touch one another, Reinforcements
stream in from all sides and from this point on
it is anvbody's game. My favorite experience
from past battles at this point had my Russians
pouring across the Russian right flank while
buddy Russ Hall directed the Russian left flank
tidal wave. The Germans were ably com-
manded by Guy Chanev who had Russ's boys
scoped in the open around 415 with a Spotting
Round, To my horror, Russ ducked some
dozen squads into the 415 woods and Guy
began licking his chops. We were looking at
16(-1) attacks on about 25% of the Russian
force and a guick end to the game. Well, you
can guess what came next. It was OBA, so of
course Guy rolled a 12 on radio contact and
made Russ's seemingly boneheaded move turn
into a true winner. The lesson learned here?
You just never know in ASL; ¥a gotta roll dem
bones.

End game sitsations on Hill 621 can easily
rank among the most exciting in all of ASL.
The clash at Levels 2 and 3, often from one
side of the Level 3 ridgeline to the other,
between 8-3-85 and 6-2-85 is usually an intense
struggle. AFY and wrecks litter the hill and
CC becomes a common occurrence, This sce-
nario rates a 10 from start to finish and I am
sure vou will find a lot of players who agree.

TIMOSHENED'S
ATTACK

ASL G1
APPEARED IN: THE GENERAL 23/3
BALANCE RATING: EVEN
EXCITEMENT RATING: 10

ATTRACTION: A unique concept pitting
three distinct Russian attack forces againsi a
pool of Germans which their commander must
carefully split three ways to try and stop all
three Russian assaults. Force and board selec-
tions could easily be argued endlessly, and
even beyond all this fun it is alarming how
consistently all three actions seem to play out
so balanced and exciting. A major victory of
scenario design for Jon Mischon and Joe
Suchar.

GERMAN ADVANTAGES:
10-2, 8-2, 37L ATG,
REINFORCEMENTS

Availability of both a 10-2 and a 9-2 in a sce-
nario this size might seem a bit too much, but
since there are actually three separate battles
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here, we should expect them to be split and of
course one of the three battles will have no
CGerman -2 leadership. The 37L anti-tank gun
needs to handle those T-28s, and so must enter
as a reinforcement to guarantee it finds the
right board. Once there it should be effective
despite the inability to spring a surprise from
HIP. Most important, however, is the ability to
call in reinforcements as needed. Once the
Russian commander commits his troops he has
no subsequent chance to lend extra assistance
anywhere, but the German commander would
do well to leave as many troops and egquipment
as possible off board, so that he can later bring
them on where needed to match up against the
Russian battle groups.
»

GERMAN DISADVANTAGES:
MUST WIN ALL THREE BATTLE

There is nothing wrong with your force. All
the tools are there to get the job done. The
only problem is that you must manage to match
your force properly to stop all three Russian
attacks. Lose just one of three and you lose the
whole game.

RUSSIAN ADVANTAGES:
NUMBER OF SQUADS, T-28s, TIME

You have a squad advantage of 2:1, the only
AFV in play, and plenty of time to travel 34
hexes for a win, Thanks to your generous sup-
ply of leaders and a German starting line way
back at mid-board, your troops will be well
advanced after Tumn 1, 5o time to get offboard
should not be a problem, Instead. you should
be able to use it to your advantage and bring
vour wealth of squads (o bear on vour enemy
and wear him down.

RUSSIAN DISADVANTAGES:
SQUAD RANGE, MG, ELR, T-28
PROBLEMS

Much of vour squad FP will not be in range
for parts of the game and the sad lack of easily
portable HMG and MMG FP is a problem. Oh,
it is nice to have 9 LMG, but the enemy has 7
better ones plus his MMG and HMG are
killers. As usual, ELR may or may not be real
trouble, but for 1st line squads which ELR to
Conscripts and vel need to move for an exit, it
can be trouble, [ think it is a first for me to list
something as both an advantage and a disad-
vantage, but those T-28s seem to fit that pic-
ture. While it is great to have them and they
can be very effective, their problems are vex-
ing. They are slow, suffer that horrid Mechan-
ical Reliahility DR, can be hurt by enemy maor-
tar and MG fire, and have no radios. Oh
bother!

ACTION:

1 will not spend a great deal of time speculat-
ing which Russians should attack on which
boards because I can see good reasons o ry
any and all combinations, The T-28 group
seems to draw the most attention and many
players argue that board 11 is the best tank rer-
rain. [ won't deny that, but board 11 15 also the
waorst for those 5-2-7s which accompany the
tanks. Actually, I like the tanks on the city
board 22 equally well, For one thing, this



BLOCK BUSTING IN BOKRUISK

ASL SCENARIO J8

VICTORY CONDITIONS: The Russians win at game end if they Control
=4 of the five multi-hex stene buildings south of hexrow O on hoard |

TURN RECORD CHART

Soennric Wi WP

BOKRUISK, RUSSIA, 29 June 1944: During the destruction of Army Group
Center, many of Hitler's "Fortified Localities" were cut of 1 and surrounded by the
Kussian advance. These moves were an almost perfect copy of the German
hlitzkrieg, Bokroisk was just such a city. The city had become a fortress with pill-
hoxes and old tank turrets being used throughout, In covering the city from the
gast, o fixed system of trenches und other earthworks were in evidence bat the
Russian attack came from the northern and southern Manks where the Germans
were least able (o cope with the threat.  After successfully breaking through the
fixed outer defenses, the Russian attack turned into bloody streer fighting.

BOARD CONFIGURATION:

<N

(Only hexrows A<P on board 1 aed R-GG on boand 3 see playabis)
BALANCE:
& Delete S5R 4.

# Remove an B0 fram the German OB,

# RUSSIAN Moves First [98] 1

# GERMAN Sets Up First [122] *

2|13|4(5|6|7|8 e

Ondsouth-of hexrow |

tn

2

J |_ Elements of Panzergrenadier Division 20, Armee 9 [ELR: 3] 2et up on board | as indicated: {SAN: 4

_I I_ Onfnorth-of hexrow J:
Al AT
: *. %
1 LNG * 1M 1 1 MG Lug i LA L
e | g | o0 | e & | ol _FE = |
TRy | el ;i | T8l 167 i&' 228 74\7-! 14 l."lH 5E{|_ -

6 2

Anywhere on Board 1:

§=%=4=|A5| 2

S 1| N

v o = MF
5L 4o | oE +1/=1

2 12

Elements of the Third Army, First Belorossian Front [ELR: 4] set up on board 3: [SAN: 2}

I 12

2 2 2

x Iﬂ“ims W i

628 4.7

& ., 15 5 INF Enter on Turn 2 along the south edge of board 3:
r%

K (T ke ke e8] 1 ]

pa[h:[ [0 8187 | &

2 2 2 2 2

SPECIAL RULES:

1. EC are Dry, with no wind al start,

1. Yehicles may not set up in woods/buildings

A, All Russian 6-2-B=/3-2-85 are Assault Engineers (H1.22),
4. The Russian force is Elite (CB.2).

AFTERMATH: By the end of the 29th Bokruisk had fallen with heavy losses on both
siddes, The Ciermman lost nearly 80 percent of their Minth Army, including eight divisions
that had censed 1o exist, Buol more impomantly, five entire German upics bad been sur-
roumeled and ehiminated. Mo one had learned more from the Germans than the Bussians




SLOW AND STEADY

YICTORY CONDITIONS: The Chinese win immediately upon exiting =
16 Exit ¥ictory Points {excluding prisonecs) aff the south edge of board 37

TURN RECORD CHART

HUKAWNG VALLEY, BURMA, 5 March 1944: Ever the hammer to the Mer-
rill"s Maraoders anvil, the Chinese 22nd Division, supported by Colonel Brown's
American-eguipped 15t Provisienal Tank Group, was tasked to advance down the
Hukawng ¥alley along its only good tracks—the Kamaing road—with its Mank
protected by the battered 38th Infantry Division. General Tanaka, commander of
the only Japanese forces in the valley, recognized that the two Chinese divisions
were ool well coordinated, and felt that each could be dealth with in detail at his
leisure. Throwing blocking units into the Chinese path, Tanaka committed the
bulk of his forces artacking the Marauders,

BOARD CONFIGURATION:

BALANCE:

@ Add one 2-2-8 and one Japanese ATR to the Japan-
ese LB,

A
N

€2 In the Chincse OB, replace the 7-0 with one 9-1.

|Ordy hexrows A-M on boards
36 and 7 are playabie)

@ JAPANESE Sets Up First [153]

2

n CHINESE Moves First [135]

3| 4|5 7 END

6 8

Elements of the 18th Infantry Division [ELR: 3] set up south of the 36K 1-36H2-36K 10 stream: {SAN: 4}

E 1 = t 4 LG | ATR TR [ 4

m 1: i".- .%4 #E.Z ]tITI [ 5[ gl

448 | 447 | 228 - B i'iu :?I s | &l | woe a'ﬁ
2 7 3 2 2 3

36K 1-36H2-36K 10 stream: |{SAN: 3]

Elements of the 22nd Infantry Division, and the 15t Provisional Tank Group [ELR: 3] set up north of the

* h 1

P
+i

NLEL

1

MTR Radis | 91 - o

m i B[] EA & ﬁﬂ
# e | W | A | a0

2

3

SPECIAL RULES:

1. EC are Moderate, with no wind at start. PTO Terrain (G.1) is in effect

[EXC: the road running I6N3-3TH4-37N3 snill exists; the 36H4 bridge

becomes o Ford as per G.1].

2. Place overlay G1 on 36G 10,

3 Kindling altempts are NA,

4. The Chinese receive one module of T4mm OBA (HE only).

AFTERMATH: What Tanaka had not counted on was the calculated and methodical
Chinese attack. Always pressing Torward—they slowly and steadily pushed the blocking
force until a breakthrough oceurred on 5 March, Unfortunately for Tanaka, the break-
through oceurred directly in the path of his divisional beadguaniers, spliting the Japanese
force which had already been committed to attack the Marauders at Walabum, With
Colonel Brown's tanks operating on the tracks Tanaka had planned on using to continue
his anacks on Walabum, Tanaka was now forced to withdraw his forces further inte the
valley, to prepare ancther defensive line against the hammer and anvil tactics of Merrill's
forces,
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godsend, Bill still seemed headed to a win on
Casualty VP thanks in part to two squads he
held prisoner in 5T&. 1 was able o charge a
P2IVE into this woods hex to overtun. Natu-
rally this required use of ESB and the tank
Bogged, but still managed to break Bill's guard
squad. After routing away, My sUPEr prisoners
were able to mug the broken guard and it was
looking like 1 might steal a win. However, Bill
managed to work his remaining BT-7 in for a
cheap rear shot on my immobile PzIVE, and
those points sealed his win. But what a game it
as, as "Lipki” always seems to deliver.

WINTERGEWITTER
ATO
APPEARED IN: ASL ANNUAL '95w
BALANCE RATING: EVEN
EXCITEMENT RATING: 10

ATTRACTION: Tense and tight every play-
ing, this one features excellent tanks on both
sides, and some infantry which will absolutely
kick butt if either side plays Lax for a turn. With
three boards in full use and only 5-1/2 tums we
are assured plenty of lightning moves and yet
will surely end with a close quarters life and
death struggle in the tiny village of Yerkhne-
Kumsky.

RUSSIAN ADVANTAGES:

VC, TIME, NUMBER OF SQUADS,

T-34s.

All you need to win is one Good Order MMOC
or AFV with functioning MA in the victory area
and you need endure only 5-1/2 ms of enemy
attack. This is not too terribly a tall order when
sitting in wooden buildings with two to one
squad superiority. Your three T-34s are a match
for enemy tanks with armor and To Kill numbers
(looking beyond German 75L APCR TK of 20,
however!) and will allow vour infantry to rule if
ahle to occupy enough German tank arention,

RUSSIAN DISADVANTAGES:
NO ESCAPE.

Mot much here to bother these Russians
beyond the power and strength of their enemy.
However, they are nailed down and commitied
to defend a very small tract of land in the middle
of this large battlefield which their enemy is able
to surround and assault from all angles. Only
those three T-34s are mobile enough to combat
this disadvantage but they, of course, must also
fret about their side/rear armor of 6, and thus
enjoy only a limited ability to shake off German
flanking units. Rout out of the village center is
like death, and so broken Russians will have a
tough time finding cover to Rally free of DM
status,

GERMAN ADVANTAGES:
9.2, MORALE, AFV MG, APCR,
EXPENDABLE AFVs

As always, Mr, 9-2 rules and a morale of 8
cannot be denied as an advantage. These guys
bring AFV with them which field 52 FP—
enough to devastate Russian infantry. As we

saw in "Blocking Action At Lipki," if you can
maneuver the game into one of your AFY MG vs
Russian infaniry, you ought to have a win, What
might allow you o do this is vour APCR ammao,
which can tip the gunfarmor confrontation to
your favor when available. With infantry in
short supply, it is nice to have plenty of AFV for
close support. Halftracks in the streets and in
enemy hexes w lock TPBF on them will come in
mighty handy.

GERMAN DISADVANTAGES:
INFANTRY SHORTAGE,
FIREPOWER.

There is little room for error with only three
and one half squads in your command. A single
careless move could be very painful here, Ger-
man FP commands only 58% in this battle, most
of which lies in those AFY, This serves as testi-
mony 1o the need to bring some of this AFY
power in to help confront Russian infantry.

ACTION:

Russian opening strategy seems fairly
straightforward: hunker down in the village to
ride out the storm. Anyone setting up south of
road 12M4-1201-12U3 might possibly be able
to do some damage or at least influence German
entrance, but surely would die where they stood
as German AFV easily control the street in their
rear. | would rather keep all Russian infantry in
the three central plazas of Verkhne-Kumsky and
preserve as much as possible. Itis a short game;
the Germans must do a lot and just a single Russ-
ian MMC s all it takes to win this one.

Cierman infantry must get into town fast and
start making things happen. Hedges and build-
ings on the south edge of town provide a nice
sereen for your infantry to unload from their HT
around either 16M1 or 16U1. T would use all
infantry, stacked separately, in one cohesive
group to march straight into town while HT lock
Russian infantry with TPBF and the five tanks
pound away at enemy strongpoints. Another
good option is to send a PzIVFZ out for Hull
Down status at 12CC10 o command the north-
west comer and the second to 12A6/3 to look for
side shiots on T-34s crossing the northeast quad-
rant. This eastern P2V cannot make Hull Down
in 12CC 10 without ESB, but if you decide to try
for it I recommend you ESB on Tum 1 in 12E3
so that if you fail you will be immobilized there
instead of on Turm 2 IN the wadi, a spot which
would be a terrible place to spend the duration
since you could see basically nothing,

Since this entire scenario will find both forces
wrestling for control of the village, the German
decision of whether to put all his tanks into town
or to post guards on the flanks as mentioned
above will likely be the most dramatic single
decision of the game. All else goes into tak-
ing/holding Verkhne-Kumsky and it will almost
always be thrilling, Those T-34s can be
expected to start picking off panzers and attrition
will normally find both armored forces depleted
near game end. The game will often be decided
by cne last T-34 holding on in town or succumb-
ing to infantry CC attack. My favorite ending
was al the Windy City tournament in 1997 vs
Rich Summers. At game end my Germans had
managed 1o lock all of Rich's remaining MMC in
CC, 50 they would not be Good Order and 1

would win. OF course, it came down to the last
CC atwack and my troops rolled a 12, Rich did
nol hesitate—he withdrew his infantry into a
victory hex and won the game. Ya just goila
love ASL!

ETLIL 6321
ASLE
APPEARED IN: THE GENERAL 23/2 &
CLASSIC ASL
BALANCE RATING: EVEN
EXCITEMENT RATING: 10

ATTRACTION: Here it is, the ultimate
"pangs of Russians charge the hill" scenario. It
starts out with quantity (48 Russian squads) vs.
quality {8 German squads but better everything
else) and boldly brings on reinforcements in
sufficient numbers, types, and directions to
ensure turn after urn of fast and furicus action.

GERMAN ADVANTAGES:
9.2, OBA TIMES 2, 10-3, RANGE,
MACHINE GUNS.

Mr, 9-2 is a killer, especially coupled with
that HMG and some ROF. German OBA
keeps the enemy dispersed and hesitant to fully
utilize woods cover while squad and MG range
chew up Russian squad after squad in their
hazardous journey across board 4. Just when it
often seems the Russians are about o totally
kick butt, in strides that King Kong of all evil,
the 10-3 directing his own HMG and 8 morale
lads and the tide swings back to the German
again. Couple that SPW 251/sMG and its two
HMG with either the 9-2 or 10-3 and add in all
other German MG, including outstanding AFV
MG, and the Russians will be dancing to a total
113 MG FP, which is actually 1531 FP when
adjusted for ROF. Tremendous!

GERMAN DISADVANTAGES:
OUTNUMBERED INFANTRY,
SSR2TC

While there are very few German disadvan-
tages, Russian advantages even things out.
Quite simply, the defense is extremely fragile
at the beginning, exactly when the Russians
will be storming across board 4, If the 9-2
FHMG/OBA fail early, Russians will be on top
of the defense too soon. Later on at crunch

Continged on page 49

—— TIPS FROM THE TRENCHES =

Is his Infantry goarding the road vour AFY seeds o

iravel, thremening o Streel Fight if you go past? Mighe vou
cam squesre by in boypass of the bushling on - ihe other aide of
ik read from him. You have o be ADTACENT Tor him oz
Surest Fight you. Just make sure there @5 enough roam m

P mnel wseh aut for side or rear shots ve yosr bypass CA,




Comimued from page 58

another. There are several special characteris-
tics about caves worth summarizing:
113 Caves and their contents always sel

up HIF.

11.5  LOS can only be traced to/from a
cave if done so entirely within its
Covered Arc.

11.52 A cave's contents may not be

inspected by the opponent.

11.812 Concealment does not halve the fire
power of attacks against cave occu
pants, but the other benefits of con
cealment apply.

11.832 Infantry Target Type Acquisition can
be gained againsi a cave even if there
is no Known enemy unit within.

[1.833 Caves can be destroyed by DC.

11.834 Flamethrower attacks can affect
other Accessible caves.

11.851 WF placed or shet into one cave can
reveal other caves.

11.94 Opposing units cannol enter a cave,
but can Contrel a cave from an
ADJACENT Location,

After digesting the cave rules, you are ready
to try your hand at caves, Play "Sea of Tran-
quility” (72) twice, switching sides.

When vou are finished with "Sea of Tran-
quility.” go back and read the skipped sections
from Lesson 3, Then vou will have completed
this intreductory PTO course,

63

Post-Graduate Work

Y ou are now qualified to play throughout the
PTO. As noted above, 1 have not included
beach assaults as part of this course of smdy.
Nevertheless a large number of beach assaulis
in the ASL system occur in the PTO, If you are
eager to storm the beaches, by all means con-
tinue on with your study of Chapter G and read
the sections on Landing Craft (G12.), Beaches
{G13.). and Seaborne Assaults (G14.). By now
you should be able 1o determine what approach
is best for vou with regard to these sections.

I hape this article will get you interested in
the PTO. It really is fun, and I hope [ have
shown that it is not terribly difficult to learn if
you are careful, Once you have completed this
program, I'm sure you'll be able to figure out
the rules for doing beach landings if you
desire. Banzai!

#

Contined from page 30

SUELARISTE
ASL 37
APPEARED IN: WEST OF ALAMEIN
BALANCE RATING: EVEN
EXCITEMENT RATING: 10

NOTE: Here is another scenario which 1 have
govered previously with analysis in THE
GENMERAL 25/6 and with a Series Replay in the
ASL ANNUAL 71990

ATTRACTION: British and German lorces
sruggle to even find one another amidst a sand
slorm, & Khamsin, "Wide-open” desert spaces
have shrunk 1o a close quarters arena with a
maximum range of bul len hexes.

GRANT TANKS, SUPERIOR
INFANTRY

Those two Grants are undoubtedly the back-
bone of your defense. Most everything else
should be committed to defend their flanks, to
force the Germans straight onto their guns.
With all those enemy tanks out there this can
be too much 1o handle for your Crusaders, Stu-
art and 4001 anti-tank gun, but vour ten squads
will also be able to threaten enemy AFVs due
to profective cover from the Khamsin.

BRITISH DISADY AN
ENCIRCLEMENT/ROUT, MOBILITY

By Turn 3 there will likely be Germans on
all sides, cutting rout options and bringing
encireling fire to bear. You still face the prob-
lem of a greal many enemy units, especially
those hostile German AFY MG, Moving
infantry against such fire will be risky and your
tanks need to be shooting it out with those
game panzers. You will get o move, but not
much, so make sure vour forces are placed
where you like them first try.

R

GERMAN ADVANTAGES:
LEADERS, AFV MG, OVERRUN,
WEATHER

1 will pick the side with two -2 leaders on the
attack nearly every day, Three armor leaders
ought to make a difference and a combined -7
leadership DRM is outstanding. AFV MG pack
a real wallop at a ROF adjusted 91+ FP, sure to
end the gaming life of more than one British
sgquad, With so many panzers and so few Ger-
man infantry who need 1o accomplish so much,
there is no better way to maul British infaniry
than a trusty Overrun. Alternatively, leaving
the AFV in that hex will lock TPBF an the
defenders and allow your own (reops (0 run up
alongside for Advance Fire and possible CC.
Cover from the Khamsin is what allows all
these moves,

GERMVAN DISADVANT

TOUGH VC, BRITTLE INFANTRY

Stuck with the dilemma of taking those three
summit hexes at minimal DVP cost, a series of
trade-offs must be arranged (o take these posi-
tions one by one with maximum force in order
to preserve your troops. Encirclement to take
prisoners must be maximized, for those extra
points will surely be needed. Despite wonder-
ful leadership and morale, a scant s1x 4-6-8s
might be your doom. These squads are needed
badly so you cannot hide them, but if a few get
popped early, the job at hand might be too
much for the survivors.

ACTION:

British tanks on top of Sanpared infantry
makes a nice mix. Nl seems most popualar to
hold summits 27AA4 and 28W2 with light
forces and 28BB6 with the strongest British
units, Grants hull-down on summit hexes are
very tough frontally (11 AF). Any Germans
who step up onte a hillock to negate HID status
will be facing that Grant's B75 gun. Hull
Down positions behind hillocks are best for
Crusaders with their superior turrel 6 AF,

A Heavy Wind blowing Heavy Dust from

the southeast brings an extra +1 DRM for
attacking directly into the wind, and is strong
inducement to attack directly across the south-
ern portion of this battlefield in order to then
swing into British lines from the south or
southeast, The great attraction of "Khamsin®
lies in the heat of battle which occurs when
German AFYs plow into British defensive
positions point blank and triple point blank.
Cover from the storm draws these opposing
forces onto one another to the point that from
Turn 3 or 4 till the end what we have is a vast
melee of swirling wind and dust, blazing
wrecks and desperate combat. Tankers fight
CE to gain that slight edge, scattered islands of
Sangared British infantry fight their separate,
frenzied struggles of survival and the German
attack strives to maintain momentum o put out
all enemy fires. Intense hammering at close
guarters is the rule for several turns. What
could be better?

= TIPS FROM THE TRENCHES ==

/- When playing a night scenario, is
your broken loser trapped against an
enemy concealed unit, facing near-cer-
tain ambush and dismemberment? Put
that broken unit to use! Rout inge the
concealed unit during the RtPh. He'll
have o lose concealment 1o force you
back, and you won't die for failure o
rout during night. If you're not in
woods or building, you can save your-
self from the possibility of ambush
altogether, and greatly increase your
chances of holding the enemy in

B

Melee

.




