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BULLITEN BOARD

Victor Lewington ;of Debert, Nova Scotia ha
ompiled & listing of erratia for ASL. While not offici
m the tue sense of the word, his sources
ersonal questions to Avalon Hil, The ASL Annuels,

d, of course, The General. My understanding i

he'd like to share this with readers as well as ge
eir inputs on questiona they have had answered by

. For more information, please contact him at:

0. Box 235
ebert, Nova Scotie
OM 1GO, Canada

IARTICLES and LETTERS ar
encouraged from all readers of AT TH
POINT. The objectlve of this magazine Is t
allow all readers to share thelr thoughts an
experlences regarding the play of Avalo
Hill's game Advanced Squad Leader. To tha
end, AT THE POINT offers a generou
subscription bonus policy to the readership
Writers of letters to the editor that ar
published In the forum wil earn 1 Issue pe
page of written material. The minimum re
mbursement will be 1 lssue. ‘Writers o
articles that are published In the Analysis ©
Replay columns will earn 15 Issues per pag
of written material. The  minimu
relmbursement will be 2 Issues per article. |
Is explicitely stated by the publisher that thi
magazine Is a non-profit endeavour; al
subscription monles recelved are  utllize
solely for the advancement of this periodical.

All articles and letters to the editor ar
referably recelved In a double-spaced,
ypewritten format. Writers are also
encouraged to submit articles in ASCII
format from DOS based computer systems.
When sending diskettes through the mall,
please use a Jacket for 51/4" types (low
density only). The publisher can also accept
such text files on 31/2" high density diskettes.
All 31/2" disks wiil be returned at the earliest
opporiunity.

Writers are Informed that all outsid
submisslons become the shared property o
the publisher and can be printed In thi
magazine without copyright Infringement..

ISUBSCRIPTIONS are 15§ for US., 81
for Canadiian and Mexican, and $20 fo
overseas subscribers. | Recommend that yo
send checks or money orders, do not sen
cash. Advertising pertinent to the AS
community Is accepted and will be printe
for a nominal fee based upon size/length
Notices of ASL tournament or other event
|s printed free of charge In the Bullite
Board. Please send address changes with a
much advance notice as possible.
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FAUST
PONTIFICATES

Greetings, ASL affictionadce! Welcome
to vour first issue of AT THE
I&HI. Incidentally, you may be
wondering  how you  got i
newsletter. Thank your buddies Rick
Troha and Bill Conner, who were kind
enough to send me their mailing lists
for IN_CONTACT and the
Oktoberfest.

OK! What is ATF? Adenosine
Triphosphate?  Ancther  Titillating
Publication? Attila The Pun? Attack
The Publishe’? NONE OF THE
ABOVE, DOGFACES.

L Rbat it 120t

Published for a profi. Quite frankly,
the editor is nothing but a fanatic
about ASL. We are not going to make
money at this, folks We aren't poing
to sell pames  Tshirts ASL
wristwatches or loaded dice (though I
could use the latter-ask my local
ASl-mates about my prumblings).
Hey, if you want that kind of stuff,
you know where to go.

® et it /s

A regular publication devoted
exclusely to the play and analysis of
The Avalon Hil Game Company's

olassic game-ADVANCED SQUAD
LEADER. -

] Whal if 120

A waste! You won't see a lot of
nerdy cartoons, pictures  and
advertisements filling up most of the
space. We intend to pive you some
material with some punch We know
you want that because youve read
sections A, B, C, D, E, F, G, H, J and
O. If not, what the hell are you doing
on Fish's lists??

= Bhar 12 iz

An analysis zine. A forum zine. An
editorial zine. A replay zine A zine
that actively involves the readership.

® HBar it jen 't

An Annual Sorry Rex, but once a
year is just not encugh for some ASL
fang Wer'e on a six week schedule,

thank you. Ten (10) INTENSIVE
isgues per year.

® WEat it 1=

A mere $15 per year for our U.S.
clientele, %16 [or Canadian or
Mexican, $20 for other nationalities-
-Iragis prohibited. This rate is to cover
costs, and if it is desmed too high or
too low, the publisher will modify it
accordingly. The breakeven point is
caleulated to be around 160
gubseribers. Apain, let me remind you
that this is a non-profil endeavor.
Thank you, and enjoy.....Faust.

ATP OVERVIEW

Since this is the first issue of ATE,
I'd like to pive the prospective
readership an idea of what each issue
is likely to contain. A LOT depends
upon your active involvement, as you
will ses: therefore, we have a generous
subscription bonus policy for those
who participate—even for those who
just send letters to the editor. See the
front inside cover for details.

Each issue of ATFP will consists of
the following superbly leid out and
edited regular columns:

LAUST  PONTIFICA TESwhere
your beloved editor spews his unigque
fillosophy in an effort to make sure
there's enouph wrilten material in this
self-award winning publication. Within,
he sets the tone for...

FALSTy FORUM- described in
better detail below, it's your chance to
earn free issues by simply bashing your
pompous editor.

ANAL FS/S- The meat of this zine,
and what we are really here for: to
provide you with a series’' of excellent
analytical articles on the play of ASL.
In this issue, Mark Nimxon on rules,
Bruce Bakken on tank platoons, Eric
Martin on Cavalry tactics, and more...
ASL MYTHS a semi-regular
column devoted to debunking hype
about certain stralegies, weaponry and
procedures in ASL. In this issue,
Shuertzen are looked at closely. Just
what do they really do for you?

POINT REPEAF- a regular column
which pits two players in- the
pladeditorial eye of the public, with
brilliant players like honored “Faust”
(ahem) commenting on the action. In
this isgsue, Dave Connell and Dean
Halley duke it out in the culverts and
shellholes near “Bread Factory #21"
Look for it!!

Zrrr2rrr?2  VWhat would
the readers like to see in ATE?
Send in your ideas on regular features
for this. We desire your input ATE
is as nothing without your interest and
feedback.

And now, without further arduocus
ado, we present the first section..

: &1
FAUST’s
FORUM.

Hey volks, here it is, Fawsts Farum
your chance to tread ‘n shred, er, claw
the copy; that is FANG the FAUST!
Send in your comments, criticisms,
suggestions and ideas about what you
want to see .in ATP. We'll publish
your (sycophantic) letters here, and
you'll get a subscription bonus in
addition to my tart replies! What more
could a dedicated gamer ask for? OK,
pang, here’s our first letters....

o 0 Brve Bakfen IG/75G

Just = little note to let you know that
I've begun work on an article
involving the problems and successful
application of usinp Platoon
Movement. 1 must admit that I had a
certain degree of difficully arriving at a
suitable topic for your mapazine.
Despite my claims of having this or
that idea, pulting them down on paper
is another matter altogether. I finally
received inspiration for a concrete
article after (successfully) playing as
the Russians in “Land Leviathans”. It
geems to me that using Platoon
Movement (whether voluntarily of
not) offers many challenges to

the armor commander, while 3




alo providing certain advantages and
strengths.

At any rate, these are some of the
things | intend to look at. You should
receive the finished article by the first
wesk of November, if not sooner. |
hope this article will provide useful
insights to your readers and that it will
meet your expectations.

TBanks Broce for sending your 2rinse
1 o tore fabem—Erg Kurg Hex £
Dean— ypou better hope my mind
meids fave pavked ao pou by pow
aod _pour stull i i berel [E i the
aoafpss sectin—~ & ance pece of Rk’
As aoe of the mam functros af
ATF ~ 20 exchanpe xdeas sbout
ASl, # mowe bas oeels oy

arpecinians

232> Fames Collisr, 1023590

This iz a very late response to your
letter to me dated & September 1990.
That letter was a solicitation for
contributions to =a pericdical you
propose to publish on ASL.

I have  'written several pubhshed
articles on ASL, including two major
articles published in THE
GENERAIL. My tendency is to write
rather lenpthy, analytical pieces on
theoretical themes. 1 am very much an
advocate of games as simulations to
piress the realistic correlation of a
game to its subject matier.

Scenarios are of minimal interest to
me, and I pather that you are not
proposing a periodical in the mold of
ON ALL FRONTS which emphasizes
scenario desipn and playahility. [ do
have a strong interest in variations and
au tary rules (eg On Board
Batteries) which see little light in THE
GENERAL. For instance, 1 would
have immediate interest in preparing
an article on a different scheme of
Reinforcement Groups for RED
BARRICADES

You indicated some guidelines for
length, more directed to minimums.
What 1 would need from you is some
guidance on maximum tolerable
lenpth. [n addition, 1 have a reputation
as a heretic for having bluntly

challenged some of the Ffundamental
tepets of the game. Some ASL
enthusiasts do not tolerate unfavorable
reviews of aspects of the pame. How
do you feel about constructively
negative comments on the game?

Repardiess of whether I become a
contributor, | would be interested in
subscribing, if you could ferward the
necessary information.

P/ %

Lare ar pal [ want [o hask you v
pour response  fo mp sede; and
snpreciale pour irerest i contrbuling
lo the mapazipe Clearf pou bave
same poad axperiaoce BLLY rices
so / appect that pour efforts wall be
Rl

Repanding faell, thare raslly wonl be
agy maximum, bevause i pecessay !
mmmw:mam:ﬂasm
publched  ip sequentisl  ASuSs
Hopelully this 4 agreeslle fo you
[ fRepanding conten] f me just sV
thal whide [ don't bave s Sant similer
to ON ALL FRONIN aeitber do /
expxy fo ofel oo venEnls oF
crtiiers of e geme for the Lt
coprer  around  strafepras  aod
lechaijuas o ander o bejp us pay
problem with venaots i el the bulk
af the bobly may sol b 0
iblerasted-they bave avoyph concern
ssteyiny this compler proxe as H A
Critiriamsy whike they oy be menied
do bave the eflect of alisnating players
wbo Lke the game as it stands~s pain!
pou pourself made. A poal [ bave for
this publizatean & sppealing o 2 froad
soectrunr of povenes and experls ook &
DRTORES of those iplerested &
varrants Whde J would be persosall
ipterasted in_pour wews / aust admi
7 wioukt besitate lo publsh them uotl
I bave a2 botfer e of wbat the
subscrrber bese wanis

Nevertbaless  Pour Afess  oopoerning
altarnaie RGs for RE sousd iplngpung
and [/ would be mferested ko bear
Lom pou further ao ik Something
Lk this & ke the HFT, 2nd mpht be
aof nessaoshiy frowd interest 10 Lhe

_ASL. MYTHS

#1-SCHUERTZEN
So there you are, toolin’ along
those country roads near Bastopne
in December 1944. Your Pz IV is
equipped with those slesk steel
plates called "Schuerizen® Bet you
feel mafe from those Bazooka
rounds aimed at your sides and
rear, don't ya, buddy?

Guy, you better take a look at this
table and get a grip on yourself:

This Table shows the probability of
surviving unharmed a given HEAT
hit both with and without
Schuertzen As you can ses, for

W | WD

871 21
10d| &7
51| &7
0.7 | &1
28.2| &7
46| 67
441 143

each type of ammo there are only
3 possible kil numbers because
only AFs of 23 or 4 can possibly
apply with Schuertzen in place.
Now, againsta BAZ44, a1l in §
chance of surviving is a lot belier
than hoping for a dud, but let me
tell you something: If you count on
those Sz to save your ass when
your'es playing someone who knows
the score, you'll lose. My advice is
avoid giving the Amis thoee flank
shots, period.—Faust

&rp




BULEBOOK

ek Mo

| believe every time [ read a rule
section or play a pame, some new
item [ had overlocoked or forgotien
pops up. 1 have played against many
different players the past few years,
and there are certain mechanics which
seem to have pone unrecopnized by
many. This brief look at some of these
items might reveal nothing new to
you, but for another it could be a
worthwhile checklist.

A7.4: Priendly units not in Meles are
not affected by your non-Area
fire. that is, you can fire at a
location with friendly and
enemy units therein, and affect
only the enemy units, unless
melee existe in the location.

B26.44: Wire precludes non-vehicular
Bypass along a hexside which
is part of a Wire hex. Thus
wire in 2314 precludes non-
vehicular Bypass along 23J3/4.
A vehicle Bypassing this
hexside would have to make a
Bog check (see also A4.3).

D7.2: Reaction Fire can be tried as
many times as that
Overrunning  Vehicle spent
MPs on the Overrun]. This
makes it more dangerous to
Overrun with fast wehicles
since they expend more MPs
to Overrun A Tiger spending
4MP to enter an open ground
hex and Overrun could be
attacked 4 times by the
Overrun unit (some of which
would risk FPF), but a PSW
234/2 would spend 12 MPs for
the same attack. How many
FPF attacks can you pass with
your 9 and 10 morale units?

[avdbedy mare ban can be
surwves By ap fPfing &
D58: If a vehicle crew is already
broken, Shocked or stunned at

the time the wehicle 18
eliminated, there is a +1 drm
to its CS DRL

C7.35: A DR of 12 is a Dud only on
a TK roll If you roll a 12 on
the IFT it is not 2 Dud There
may still be a meaninpful
result. No Duds wvs infantry
tarpetsl!

CB: An armor leader is a Firer Based
DRM, which ig important for
Gua Dual purposes. This was
overlooked in the body of the
rules

Most TEM DRM are
cumulative. This seems
contrary to reality, but the
terrain effects Chart lists the
exceptions with a footnote.

A7.6:

B10.31: Height Advantage might not
apply during First Fire. Check
out which hexside that LOS
crosses before you move up
or down the hill Instead of a
0 DRM, your opponent might
have a -Z on you.

A19.11: Crews and broken units are
immune to ELR replacement.

A15.1: Crews (along with other units
listed) are immune to Heat of
Battle. No crew will generate
a Hero. Sorry.

A17.11: Any SMC who is wounded
must make a wound severity
dr. So thoee Heros wounded
for the firat time have to
make the dr. They may not
live to be a 1-3-3.

A14.1: TK DRs do not call in a
Sniper attack.

A10.83: All personnel attempting self

rally must apply the +1
DRM. So a broken leader

attemnpting to sell rally has io
use thie +1 DRM.

A10.83 and A18.11: That first MMC
self rally attempt occurs after

all leaders attempt to rally. So
a newly rallied leader in a
location precludes any MMC
from attempting self-rally.

A8.3 A9S8S and D3.54: Machine
gun MA can use Sustain Fire,
Spraying Fire aend TH-TK
attacks, bul cannot make
firelanes

D3.51: Once any vehicular weapon
fires, its other weapons may
fire in that phase only from
the same hex [EXC: OVR
and ROP].

D1.321 and D1.322: RST and 1IMT
types cannot fire MA/CMG
while CE. Don't pget caught
with ypur hatches open.

Di1.322: A IMT wvehicle which is
stunned is Recalled.

C5.11: NT guns other than mortars,
firing from woods/building/
rubble have their CA fored
with their first shot. All NT
guns pay double case A DRM
to change CA in such terrain.

C3.74: Not all tarpets necessarily take
the full force of a CH. A
random roll is required. If you
forget about this ome, you

may pay a heavy price.

B25.65: Roll for Wind Change It
truly does matter.

A10.51: There are restrictions, but a
unit MUST rout to the
nearest (in MF) building or
woods. This is hard for many
to swallow, for it will often
lead to Interdiction or even
forced Surrender per AZ20.Z1.
Bven if an allernate but
lengthier path is available, the
routing unit may not chose-
-the surrender is foreed.

A12: Concealment is not lost by
infantry in Open Ground
merely due to enemy LOS
(Bt owr the awema/ment
Ass fokie). s amazing how

many players don't
realize this.

5




Bvery ASL player could probably
make a list like this. 1 could even
continue on at preater lenpth, but
these are my [avorites.

[Readars 4 this fppe of reseew &
poouls; Mark meotined thal  be
would lke o cootiove L5 LSt
Furthermrarg 10 lke fo aocoursge alf
of pou fo cansider semding i 8 SDUAr
Lt Afer 2l when publihed the
e fo_pou s fhee ssues of A TE. ./

G

1S ANYBODY OUT
THERE?

Bruce £ Babken

It's July, 1941, and =s @ tank company
commander of the 1 Moscow
Motorized Rifle Division you have
been ordered to blunt the advance of
Guderian's 18the Panrzer Division. You
feel conpfident: your tanks match up
fairly well with the panzers and in the
T-34 and KV models you possess a
definite advantape. Furthermore, you
will likely out-number your opponent.

At lest the battle is joined, but soon
your force becomes dispersed and the
action develops into a series of local
engagements. Your tanks fumble
about the battlefield, while the panzers
calmly outmanuever your beleaguered
tankers and destroy them piecemeal
You wonder if the Red Army will
ever be able to duplicate the battlefield
technique of the ZANZERWAFFE It
only your tanks had radiocs...

Such is the sorrow and challenges of
the ASL commander who finds
himself fighting with radioless AFV.
Now iks your turn, and as you pull
your pieces and begin formulating «
plan, you realize at once that you ere
at a disadvantage. How can you offset
that dreaded R on the reverse side of
the counter?

First you must understand the
implications of that symbol, and this is
addressed in the very first sentence of
D14.2: “Radicless AFV move in two-

or thres-vehicle platoons or pay
penalties as per 14.73." DI14.23 states
that “radicless AFV need not set up
in platoons, but if at the start of its
MPh such an ONBOARD Mobile
APV is alone...or wishes to break off
from its platoon... it must pass a NTC
in order to move during that MPh"
This means that such an AFV would
usually have to make a DR of "8" or
less, fairly pood odds to be sure, but
with too much possibility of stranded
AFV for my peace of mind.

For this reason [ will almost always
use platoon movement | asf far tbose
R wmebidkes e Aope], and for the
basis of this discussion that you will
form your AFV into platoons as well
That decided, you must then choose
which size platoon you will fight with.
To a degree this will be determined by
the situation and the number of AFY
available, but a little analysis of the
strenpths and weaknesses of each
formation will aid in this decision.

The most obvious disadvaniage of a
platoon is a loes of MOBILITY.
While it is true that you may be able
to use all of the AFV's available MP
when travelling across open ground or
along a road, you have already lost
the option of using ESB or making a
minimum move. If that road has many
bends, ot there are even z few
obetacles about, then you wil
invariably lose MP as the lead AFV
waits for the other AFV to negotiate
the terrain. The typical ASL battlefield
is not likely to be wvery
accommodating, however, so count on
having to maneuver through willapes,
over hills and around woods.

If time is of the essence andfor the
terrain is particularly difficult, a two-
AFV platoon may offer better
mobility. In fact, if your move is
carefully planned you may not lose a
gingle MP. Bypass is very polent here,
especially since “not all members of a
platoon have to be in LOS of each
other as long as they are adjacent to
or in the same hex with anocther
platcon member at the end of each
Impulse*(14.2). Thats an important
consideration, since there are really no
restrictions on how the MP are used

as lonp as "..when moving, each must
expend MP 60 a8 to maintain a
position adjacent to one other AFV of
the platoon at the end of each
impulse” (14.21) and "..that each
AFV in the platoon has expended the
game MP of its total MP allotment as
each impulee ends” (14.2). Hmm.

Related to MOBILITY is
FLEXIBILITY. Tactical flexibility is
what we're talking about here, and

there's no question that platoon
formations  significantly  limit =2
commander’s options. Platoons
effectively reduce your maneuver

slement by half, since you must send
at least two AFVY whereas before you
could have sent only one. In addition,
each platoon must Stop/Start/remain-
in-motion as a single entity, and must
pay a penalty in Lhe form of a drm to
any motion attempt These factors
contribute to a loss of flexibility, and
your plan of action may become more
rigid as a result

Again, a two-AFV platoon may well
ssem preferable to offset these
difficulties By dividing your force into
such platcons, you increase the
number of ‘units’ available and
decrease the effect that terrain has
upon there ability to maneuver around
the battlefield

Yet a two-AFV platoon carries cerfain
greater risks than does a three-AFY
platoon, and these are related to the
1423 movement penalty. 1f one
member of a wo-AFV platoon
becomes Shocked/Tmmobilized/
destroyed outright, the other member
may become indefinitely stranded,
whereas a member of a three AFV
platoon will have ancther member to
fall back on. Keep in mind, however,
that the ememy is likely to try to split
up a three-AFV platoon by attacking
the middle member. This can be offset
by keeping the three members in 2
triangle formation, but the hindrance
due 1o case R can work apainst you,
as well Why not mix and match AFV,
placing a heavier tank in the center of
the formation? This is likely to slow
down the platoon somewhat,
but may thwart that pesky
punner who keeps shooting at 6




the center vehicle.

Indeed, the preatest advantape
afforded by a three-AFV platoon lies
in its very size. Not only are its
members less vulnerable to becoming
stranded, but the extra AFV provides
more FP as well a8 the ability to cover
more approach routes with fire. That
extra FP may come in handy during
Bounding First Fire or as an additional
OVR threat.

1 always try to use three-AFV platoons
as the foundation for my plan. I am
more comfortable with the protection
afforded by the extra member; even in
diffioult terrain 1 will try to muddle
through with three AFV. If the
numbers won't allow three-AFV
platoons, then of course you have no
choice. But [ don't penerally use
two-AFV platoons independently, and
am always careful to position my
platoons so that each can offer support
to one or more others. | may possibly
even place a couple of two-AFV
platoons adjacent to each other so that
if one member becomes destroyed, |
can form a three AFV platoon with a
minimum of trouble.

Terrain driving—using terrain 1o
cover a flank or an approach route
[ bep—ane pou 2 boand adpe crespert--
becomes a very important aid to a
platoon. Position your platoon in such
a way that obstacles prowvide cover for
one facing and your weapons cover
the other facing Bypass is elfective
here,as you can position your AFV in
countless variations to cover a number
of approach routes, while keeping
yopur flanks and rear protected . This
also provides for an avenue of escape
using reverse movement out of Bypass
to position yourself behind the
obstacle. Strive lo position your
platoon so that more than one
member is vulnerable to fire or in
enerny LOS. Ideally, all members
should be able to cover the same area,
or only be approachable from the
same direction.

If obstacles are unavailable, deploy
your units in such a way as lo bring
immediate fire to bear along the

direction of the pgreatest threat
Perhaps a ‘“hedgehop” might be
appropriate, each AFV covering a
different direction and thus protecting
the sides and rear of the other
members of the platcon. Of course,
the platoons are also positioned to
provide mutual support to other
platoons in the area.

Don't ovetlook the ability to use
platoons in conjunction with Armored
Assault (D9.31). This is a very effective
means for infantry to cross open
ground. The platoon can attack an
enemy position using bounding first
fire, while the infantry advances in to
(hopefully) mop up the position. For
the Russians in particular, a Human
Wave (troublesome in iteelf) can
become quite menacing when covered
by a platoon of tankse Ewven if
unsuccessful, the “shock effect” of
using Human Wave/Platcon
Movement factics may be enough to
unsettle the mind of your opponent.

Even thouph the above conlains some
good points for armored warfare
generally, it is particularly important
for the successful deployment of
platoons of radioless AFV. Handling
radicless AFV proficiently requires
training, and since the player is
unlikely to receive much “on-the-job”
training from the typical ASL scenario
[ especiady afler pow plotoons bave
beame chared  cibdars i the
Arusk ], it is necessary tO practice on
your own. Take out a board, select a
platoon, and procesd to drive across
that board. Use Bypass, tear up the
roads, blaze trail breaks, risk falling
into cellars. Get a FEEL for how a
platoon handles, so when it comes
time to do battle you can concentrate
more on your tactice than on the
mechanies of using platoon movement.
The time will be well epent, and the
tank you save may be your own.

CODE OF BUSHIDO
" FIRST IMPRESSIONS

Well, Now, the long awaited Pacific
Module i finally available on the
ghelves. Let's see, where s
it LOCK OF/F There it is it's
that fashionably purple box ripht over
there. Hey-- Who's the JOKER who
thought of this color?!?!

Purple?? Yes purple, definitely. While
1 happen to think it to be one of the
most eerily beautiful of the ASL
genre, some of these local California
prognards papped preen when they
saw it. Honestly, they couldn't get over
it. Probably been playing too much
ElLROPA or some other cheesebap
g-ame....

Now that the cover art issue has been
definitively seitled in print, let's take a
look at the contents. Check out those
leaders counters first. One really does
stand out, that 9-1, Sgt. Hana Look at
the plint in his eye, his steely
determination to  vanquish  hero
Deresinsky forever.. Yeah, yeah, that's
one nice counter, one tuff dude, one
ASL GOD.... er, anyway, these are
nice counters in COB. A pretty pold
color, contrasting effectively with the
purple jacket. Luckily, COB iz bound
to be more of a success than this
year's Loe Anpeles Rams have been.

The boards are simply magnificent,
some of the best artwork yet The
overlays, on the other hand, are a bit
disappointing, in my opinion— [ prefer
the glossy types which were printed for
WOA. Nevertheless, this is a minor
(deliberately cost-cutting) oversight.

Probably the most noticable thing is
that you won't see volumes of
Japanese vehicle/gun types like you
did for the Britkh in WOA.
Treadheads are going to be dismayed
with the Nipponese ordnance and
AFVs After all about hall the
Japanese lanks scem to have a sole 2
firepower CMG MA-- not too
entrancing for tank-brained types.
The scenarics have a lot of
variability, pitting the Japanese
apgainst Russians, Parusans




Americans, Ghurkas and British line
troops in a variety of terrain settings.
SSRs utilizing Column movement are
used in several to realistically simulate
the lack of coordination, low initiative
and confusion characteristic of Pacific
jungle firefiphts As in the actual war,
you'll see a lot of battles depenerate
into numerous, disjointed, close guarter
engapgements.

Playing with and apainst the Japanese
will require re-learning and re-thinking
basic tactics, especially in the foliage of
dense junple; inherent lerrain with
reduced stacking capacity. Zb o
Lbawe aay s wibar & does fo ypour
LOS wiben &l woods bexes sre resiad
a5 Javs/ 2 ipherent ferrai”” Be
prepared for a lot of CC and point
blank action. This ie junple warfare,
friends..

As the Japanese player, you will find
that your squads won't break;
however, they will wither away
surprisinply quickly. You'll be watching
your opponent voluntarily routing his
squads deep inio the jungle— after
they've blasted you with point blank
fire and reduced you A turn later—
there they are apain, full strength,
while your 447s are turning into 347s
and 237s.

Japanese squads are  a delicately
balanced mixture of fearsomeness and
frapility. Leaders which become
wounded instead of breaking after
failing a MC dont help your
survivability and mobility, either. While
fierce in mandatory -1 modified Hand-
Hand CC, you'll often lose (or at best,
win pyrrhically) because your squad
has been reduced on the way to the
target. That hoped for 1:1 turns out to
be a 1:2 or a 1:4 after casualties are
taken

A powerful asset is your ability to
Banzai charpe (basically a Human
Wave without all the restrictions) at
any enemy unit in your LOS at the
start of the MPh. Without due caution
on the part of your foe, you can
quickly infiltrate and overwhelm the
enemy in his rear areas Proper use of
this tactic will really keep your

opponent on edge. After all, the
Japanese Banzai charges tend to
succesd more readily than the Russian
counterpart— your squads don'l break
on the way!

As one of the Allies, you'll be playing
a nervy pame of shoot and run vs
attacking Japanese. An effective tactic,
mentioned earlier, is to PBF at the
adjacent Japanese, then break and
rout through the jungle before the
encmy’s advance phase. By the next
Japanese turn; hopefully, your squads
will be rallied. It takes guts— you need
to be able to give ground (Can't carry
those heavy machine puns with you,
can you?), make sure you can lose
DM status, and roll that 89 you'l
need to pet up.

When attacking the Japanese, be very
careful advancing into CC. In jungle,
bamboo or kunai, the attacker always
adds +1 Lo the ambush roll, and the
enemy elite and first line squads are
stealthy. Remember, if they ambush
you, they automatically invoke H-H
CC with a -2 DRM. That's over X%
chance of success at 1:4 odds, people!
Try surviving that many times and
you'll lose many pgames. Let the
Japanese come to you, or if you must
close in, pin them and send in a
concealed unit (or gamble and send in
your -1 leaders..) The Japanese are
tough on the defense, especially Spt
Hana, so Watch Out!!

Enjoy COB! During the playtest, we
had a lot of fun with Red Star-Red
Sun ( I won one game as the Russians
because my opponent rolled a 12 in
CC, allowing me to advance the final
2VP onto a victory hex),

4 Ticile Brustiaki (-8

like to think I'm responsible for SSR 4
prohibiting voluntary bail-outs from the
convoy— ask Fred Timm how 1
gtumbled onto his pillbex and took it
out on the first turn this way) and one
of our favorites-The Bushmasters
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CAVALRY IN ASL
Some Baslc Tactics
At Mardir

Although Cavalry units played =2
relatively small role in World War I,
they are to date well represented by
six published ASL scenarics, including
a few truly fine matches where the
Cavalry themselves are a key part of
the action. The following includes a
brief outline of these scenarice but
focuses on just the most basic tactics
and rules for the Cavalry units in
them. The idea is fo point out some
essential operating procedures for the
good puys on horseback, using
examples from the scenarics.

Due to dominance of mechanizabion
and automatic weapons in the second
world war, horee soldiers saw relatively
limited use. In ASL terms, the reasons
for this are perhaps best illustrated by
the -2 DRM for fire against mounted
unite Men on horseback are easy
targets. In game terms, the short of it
is that shots against cavalry often hit
home. This fact drives all encounters
involving Cavalry, since even an [talian
1-346 must be respected [or its
potential 10 wipe out an elite unit on
horseback.

Looking at the published Cavalry
4scenarios, we see that AGE OLD
FOES, INTO THE FRAY and
RUDE AWAKENING pit Cavalry
units apainst infantry and armor. THE

SAVOIA! and BRING UP THE
GUNS lack the enemy armor, but still
have the horsemen facing plenty of
automatic fire. All six of these have
their appeal, but each has a different

angle, at least as far as the Cavalry
involved is concerned.

While 1 won't go into detailed “plans

to win” in this space, 1 would lke to
make one imporiant general point
about the “Cavalry Six" The simple
fact is that many experienced players
are poing to consistently dismount

these valuable elite horsemen early in
gome of the scenarics and thus avoid
taking -2 modified fire as much as
possible. A lot of times lhe extra
mobility of being mounted simply isn'l
worth the risk of petting shot out of
the saddle, particularly if there are
HIP units lurking around. The option
to dismount and the ability of these
troopers to meet the victory conditions
when mounted/dismounted is what
most separates  these  scenarios.
Nevertheless, in order to win, you will
just have to stay in the saddle and
take whalever your opponent can dish
out.

THE SCENARIOS

In RUDE AWAKENING, it's unlikely
that the Cavalry is pgoing to be of
much use. What you may really need
them to do is dismount and settle in
for the onslaught Those German
AFVs will be tough enough on foot.

BRING UP THE GUNS and THE
COSSACKS ARE COMING are
similar in that they pit Cavalry against
lightly armed infantry. The defenders
will generally be in woods or buildings,
making 2 charge uslikely. Both of
these are fun scenarios, especially the
latter, and there will be several times
when the horses will be very helpful

{fieathysth‘xgzéftéﬂtée Soecna/
pature of the nowds” in BRING (/P
THE GUNS was 2 it suspect mypseil-
et coukd be so speci/ abovt roads
tha! allow wagans o move doulde
parma! soeed?.. |

In SAYOIA! the Cavalry are actually
required to Charge.

[~ affer mopdened bow ey are
supposed to survve TBPE wikh 5
pot modiiad by the +2 sun Slmdess
DRAM, to my Enowlede.)

In AGE OLD FOES, a Charge may
not be necessary, but a good bit of
palloping through heavy fire may be in
order. This is a preat scenario— lots of
pressure on both players to not make
a mistake.

Let's take a look at INTO THE

FRAY, where we see that the dashing
Polish Uhlans, along with some green
infantry, with the task of holding off a
German drive to exit the board
Included in the German OB are 5
AFVs, which enter on turn 3. While it
might be attractive to use the Cavalry
to try to eliminste some of the
Germans before they pet tco far,
perhaps charging them, it's unlikely
that they will cooperate by getting
caught in open ground (the ideal
terrain for a charpe) before the armor
arrives. After that, denying them their
exit will require staying in cover. Since
the alternate VC for the Germans is
o score 20 more VP than the Poles a
glorious headlong rush is not a preat
idea.

GETTING INTO POSITION IN ONE
PIECE:

Let's use the Ulhan 92 and one
platoon of Cavalry as an example.
Since they want to set up as far
forward as reascnable in their initial
defense, we'll have them pallop
(A1336) on. At a gallop, they can
reach hexrow M and still dismount.

Asgsuming the Germans haven't raced
up into hexes 4T4 or RS, we should
be able to safely move alonp the 4Aé
road and woods to hex 4L1, dismount
and advance intc M1. This would
leave the horses cut of LOS only one
hex away and give our Uhlans some
decent lines of fire. Short of remaining
on horseback, this is about the best
they could do on turn 1. On turn 2, if
necessary, they could reach the
houses in 3378 or4P1,

THE TWO BIG POINTS

Overall, there are wo crucial points to
using Cavalry. First, consistenlly avoid
giving your opponent a shot at your
mounted units, as much as possible.
You simply can’t afford to pive away
the -2 DRM at your best
squads. As previously
mentioned, even loww FP shots =)




(like that uslikely looking 2FP long-
range MMG shot ) will quickly melt
away your dudes.

Doing this requires using whatever
cover available, such as sliding along
behind prain or a treeline, generating
as much smoke as possible.

[oor seth pour mousted vails £ fops

smake gransoes cao aoly be peoeraled
by infantry, A1)

Of course, this is most important (and

most difficult) once you're within the
enemy's normal ranpge. It helps to
move your less vulnerable units first,
to draw fire. The less waluable preen
units can help take heat off of the
advancinp Uhlans in the first couple of
turns by moving towards the most
dangerous Germans. This is the
Sacrificial Lamb strategy, and when i
means losing a squad of Inexperienced
dopfaces wve your precious 9-2 and
some mounted supermen, you can bet
the ASL Gods approve.

The second ecritical tactic is dispersing
enemy defensive fire. If you have to
travel in the same county as a iot of
bullets, it's best to spread ocut as much
as possible. Since leaders don't add to
your movement, there’s rarely any
reason to have the standard three
squad and a leader stuck moving
around. Anything more than a sinple
squad with an SMC simply cries out
“Shoot me! Shoot mel.” In any case
with the excellent 12/18MF of a
mounted squad, it's sometimes possible
to work your way arcund behind
enerny unilg, or at least into a flanking
position.

To return to our Uhlans dashing
INTO THE FRAY, we'll want to be
good and sure about enemy lines of
sight to our move up to cover in row
M, preferring to lose a hex or two of
movement, rather than a squad or two
of Cavalry, especially on turn 1. Even
if we're absolutely sure we can't be
seen, we'll still want to move one
squad at a time to limit our risk
Snipers can be preity depressing to a

man in a saddle.

EXECUTING A CHARGE

If you have to charpe (Al3.6, and
sometimes you HAVE to, due Io
scenario requirements or the situation),
give yourself every chance to succesd.
When it comes to Cavalry, you will
generally have Iwo major points in
your favor mobility and numbers
Your one major failing is vulnerability.
To optimize your charge, remember
these traits.

For example, let's use a platoon of
ltalian Cavalleria from SAVOIA! The
platoon consists of a 9-2 and three
4-4-7a It is the [falian turn 1 and we
must charge the enemy (per SSR).
Unfortunately for the Cavalry, there is
no hindrance whatsoever to defensive
fire, 8o point #1, avoiding LOS, is
impossible. Casualties will be high.

The major tactics will be to disperse as
much as possible and come from as
many directions as we can. The idea is
to pive the defenders too much to
ghoot at This is also essential for
forcing any MG to change their UA
The grim reality of residual FP means
that sequential attacks should always
come from different covered arcs
Considering the likelihood of First,
Subsequent, Final Protective Fire and
the presence of machine guns with
ROF, the defenders are likely to hit
hard, but if we don't come at them in
one stack and from one direction, they
will eventually run out of shots. Note:
for this example, SSR 5 is ignored.

We'll just use board 29 from
SAVOIA! and only a few of the units.
We'll also limit all of the die rolls to a
39 range.

Our mighty Cavalleria platoon is set
up offboard in line abreast, squad C in
Q4, A in Q5, D in Q6. Battaglin (9-2)
sets up with A; during the rally phase,
ke will attempt to deploy this squad.
We assume this succeeds, and this
spreads out our force and give us
more flexibility in the charge Created
are hsA and hsB. For the defenders
we'll put the &1 (Demidenko), MMG
and one 4-4-7 in hex H5.

We'll send our Battaglin group against
these tough defenders by havinp our
half squad A declare a pallop, then
enter at P5. Per S5R 4, we'll march
right down hexrow 5 and declare a
charge at K3 (three hexes away).

The Russian holds fire until hsA is
adjacent, then hits them with a 16FP
attack with a -3 DRM. The roll is 8
with a colored 2, which is a IMC [or
the half squad and eliminated the
horse counter (A13.511). HaA fails the
3MC and the bailout roll and is
removed; 4 residual factors are placed
in [S (A8.23). The 44-7 is piven a first
fire marker.

We lost a half-equad, but drew the
Russian's best shot in the process
Unfortunately, due to SSR4, we can't
entirely avoid his residuals. Holding
Battaplin back, we march cut squad C,
which follows the 4 hexrow. The
charge is declared in KS and they take
the 4(-7) shot in 15, keeping hex 16
clear for subsequent units. A roll of 7
gives a IMC for the squad but spares
the horses; a 6 DR is 2 pin result
which is NE ws Cavalry (A13.52).

The Russian decides to fire again with
his MMG ( he cannot use subsequent
first fire with his squad because he
would be forced to use the MMG
anyway and then be marked with a
final fire counter, loeing ROF, A8.3)
The attack is &(-3), a 6 DR with a
colored 4 8 a K/2 for squad C and
eliminates the horses outright The
surviving hs fails the ZMC but makes
the bail out roll, so is broken in IS.
This hurts, but is par for the course

with Cavalry.

Although marked with a [irst [ire
counter, the MMG is still in action, so
we'll continue to feed in other unils
and save Battaplin. D begins in P6 and
pallops down hexrow & to 16, where
the Russian final fires &(-3). A roll of
7 is a ZMC. The squad passes with a 5
(pin). 4 residuals are placed in 16. So
far, so good.

D now enters the Russian hex with its
9the MP and must take FPF (TBPF).
A 12(-3) shot yields a 9. This
pives D a ZMC and reduces
the horse counter, forcing a hs |10




of Italiang to bail cut. It also breaks
Demidenko, his 4-4-7, and
malfunctions the MG. 2 residuals are

in the hex (the broken MMG
is not included, A8.221).

The other hs passes the ZMC, and can
now pay three MF to perform a
charge attack. A 7 s rolled on the 6
chart; the resulting IMC reduces the
447 to a 237 The ltalian hs may
remain in the hex or move on flo
charge another ememy unit Since
there aren’t any, we will assume his
subsequent  charge  aftacks  are
ineffectual.

This is what we were working forl We
used the smallest number of units we
could to spread cut and so2k up the
defensive fire. Now there is just some
residual fire to survive for our
remaining herces to clean up the
defenders.

Battaplin brings hsB down hexrow 6,
first declaring gallop, then charge.
They end in I6 with 4 residual FP; a 6
is rolled for a IMC. Both pass. They
enter HS and take the 2(-2) residual,
again both pass. They attack the
Russians with a 6 (-2) and manape lo
roll a 1IMC which fatally wounds
Demidenko and eliminates the 2-3-7.

CONCLUSIONS

The Russian stronppoint i gone. The
Italians have lost 1 1/2 squads outright,
with another broken. But 2 hs are
intact, as is the precious 9-2 Of
course, it’s much nicer going after units
without a -1 leader and an MMG, but
dispersing the defensive fire can help
in any case. Without SSR 4, this same
attack could have avoided most of the
deadly residual fire and been more
successful.

Obviocusly, this is just one of the many
ways that this attack could be run, but
it does illustrate the dangers and
possibilities of a Cavalry charge. While
the rolls in our example represent a
narrow range and there was no terrain
to consider, the keys of avoiding killing
fire against horse stacks remamn
constant.

Important factors we didn't use include
the ever-valuable smoke, suppressing
fire from supporting units in the
preceding prep fire phase, and the use
of non-mounted units to divert the
enemy's attention. The latter has some
interesting possibilities, gince  the
Cavalty can be as many as 15 hexes
away at the start of the player turn
(half a board!). This leaves a lot of

room for diversions and feints
hopefully hastening your opponent’s
declaration “Holy horse chestnuts,
Batman!"

DYO AND FUTURE GCENARIOS

The threat of Cavalry doing a speed
move is one great reason lo keep
them mounted, or at least with horses
on hand. The threal keeps the enemy
on his toes, watching even distant
flanks Ia DYO, Cavalry can really
open up a dull infantry battle; but the
terrain must allow easy horse
movement while avoiding LOS to
enemy units, That -2 is a killer. The
idea with free-ranping horsemen is to
move as far as possible to your ideal
position while utterly denying LOS. As
Tonto probably said, “dismounting is
always the better part of walor,
Kemosabe!

(a2 oot sure i S want fo koow wihich
pou Lbive better Bnc bph lech sl
faotasy or latterad Lone Ranper re-
JuBs..

These are just a few examples of a
large array of options for using
Cavalry I'm, sure that in the future
we'll see more scenarios with those
nifty horse counters, maybe some
Japanese riders The main thing to
remember is that Cavalry in ASL
represent much the same thing they
did in World War 1l majestic and
glorious, tragically vulnerable. ENJOY?

Thank you Kurt Just ape comment-
it seems fo e ther e lscles you
howe for the dbteodie Rusvascs
Lrvoned the Cavaly ko 8 lape Sepree
7 were Depudenko (with b
Toregpht sbout the apcamung chanpe)

S roulld bold fine uold the Lirsf
charging Lelsgued enlerod my tex
Hith a 2 (-3, 70 bave 2 222 &
chame af albubaling K ouLypsl
Jegrae me Wb Subesaguen? shows
outvide ap Loy poludine ROF as
gopleable M ualucky, [ st bave 17
resaus/ feofors i oiF bex Ruth Wik
20 sauphtar the mcaming Cavaly , &
L33 shor 5 demp elfective Fior/ lire
al 22-3) s ako svaikble

SAVOIA 5 a barsh jamd fustratig)
Soenann L the flabaos Oevause Lhe
bt Russian Lectis &5 1o sumpylv wail o
tae TEPF sbote No peed [0 scatter i
a2 around TBev mus! march el walo
it agwap-wby Dol comeentrste A
wibere they must go”? I peners] the
bost defense apainst obarging Chvaly
& fo wal upll pou sep e p-
catiped whitss of their eves_..afier the
Lirst etk pou probebly wanl see
agy barsemen lounch themsefes iofo
2 fLar covenad by al thaf rewdus/
(unksss pou're plaping that S4VOLL
debacls aoe of my Jjeast fmanle
sxenzros o sony o sgp.) . The
most feavhie charge Ligets are those
that are broken (ideal-Covaly exvels
a2t diester when amagg alvedy
confusegierbsusted ooys  BERS  &
Ry they were so effectve wheo lbey
Sl gpanst  dred  WIROLY  UBIES
Jugping muskels o the Napokaok:
wars) or thone manked with Fioal Fire
counters  Anythiny efe & wirfua/

&

wCONTEST w

Everyone's aready concluded that
the cover art is horrible, so send in
your *.pex files in DOS with your
iclea of what the cover should look
like and win a year
subscription!!
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BREAD FACTORY #2 [RB3]

GERMANS: DE4AN HALLET
RUSSIANS: 24 VE CONNELL
COMMENTATOR: AZ4RC HANNA

Welcome to the first session of what |
h will be a repular feature in
Aﬁl’. 1 have always been fascinated
with the success of “The Series
Replay” column in that flagship of our
hobby, THE GENBRAL. Often
when you play someone who really
knows what they are doing (or even if
they don't), you're never in a position
to look into their mind and see what
i motivating them to manuever a
particular way. In fact, your'e usually
only concerned with your own
motivations (which are poing to be
either successes or frustrations in the
scenario  being played). You may
wonder why he's donme this or that, but
not connect it with the fact two turns
iater when your'e beaten. Contrariwise,
when your opponent makes (what
appears to you) to be an obvious
blunder, the connection is immediately
apparent to you when you take the
objective hex so many turns later— but
he will be puzzied Meanwhile, you
atill won't know what motivated him
to make that mistake. Pressure?
Overconfidence? Frustration? A
reaction to bad luck?

Point Replay offers the reader the
chance objectively join in an analysis
of a game wherein the players ghare
those personal motivations with us
Both Dave and Dean have sent me
their comments individually; as far as ]
know their observations are reasonably
independent (but not entirely, both
players having discussed the pame
result prior to writing it up).

Additionally, 1 must inform the readers
that this pame was played by mail
That's right— some of you will be
astonished, 1 know. ASL is easily
played by mail i both parties can
agree, beforehand, that the honor

system must be used. An excellent

system was proposed by Keith Larson
In an issue of “On All Fronts,” and

it's in wide use today. Mr. Larson is
currently trying to improve his system
(something | don't think is possible-
when it aint broke, don't fmx it
Keith!”). PBM is uniquely suited for
series replay because it's  self-
documenting—it's got to be 2 pain to
record moves in an FTF game.
Furthermore, as each player has ample
time to agonize over their strategies,
you are less likely to see silly blunders
that are likely to make a replay
meaningless (do you hope, like 1 do,
that AH never bores us with a replay
like that TAC AIR fiasco again?).

There are some differences to PBM
that I'd like to make the readers
aware of

1. The attacker must preplot his
movement phase, 80 he's more likely
to have unforeseen residual FPg
hidden units can be more damaging,
ete. However, the results of search dr
are applied regardless of whether or
not the MMC would have survived to
make the dr. Because of this, the
attacker tends to be much more
careful plotiing kis moves. In general, |
would give a alight balancing factor in
favor of the defender in a PBM
scenario, but it's not so pronounced as
you mipht think.

2 LOS is generally well known, so
those chessy shots aren'l usually so
much of a factor.

[Sec page 1& for ampsomatiooz!
commenis../

OPENING COMMENTS

German: The first time that Dave
and | played ASL he slaughtered me
as the Germans in the “Mad Minute."
Our second game, which is still in
progress, is a DYO scenario that could
go either way. This will make number
three, and will also be the first time
that I've attacked Dave.

From an S2 point of view this doesn't
give me a lot to po on, so I'm poinp
to forget about anything fancy and
stick lo the type of attack that has
worked for me in the past. And what
works, when you outnumber your

opponent almost two-to-one, is to
bludgeon him to death in a battle of
attrition, then hope you hve enough
left over to hold what you take. It
may not be original but it should
work.

There are two ways | could do this.
The first is to po for the throat by
attacking F42 and G43 ASAP. The
advantage of this is obvious, but it's
also obvious that Dave would be
consolidating his forces while [ was
consolidating mine. Instead of hitting a
small group of defenders I would be
going against everything at once. That
would be very risky for a plan that's
risky anyway. The other way is to roll
up Dave's flank by attacking the gully
first, then building H41, fbnally F42
and G43, This route may take a litile
longer, but if I do it right 1 will have
the opportunity to defeat Dave's forces
in detail.

After looking at the pros and cons of
each option 1 have decided to po with
the second one. That way I won't
have all my epgs in one basket.

The fun and pames will start with my
Panzerprenadiers (PG) attacking the
pully while my reinforcements move
behind the railroad embankment at
D41, D40 and CAZ This envelopment,
when combined with my
Kradschuetzenbataillon's (KB) set-up,
will make it difficult and dangerous for
Dave to reinforce building H4l. The
avenues of approach or retreat will be
covered by my reinforcements, and
alonp with the KB will be waiting to
pounce on F42 and G43 if too many
of Dave's units move (or rout) out of
them. This will leave the units in the
pully area and H4l cut off and on
their own, allowing me to bludpeon
them to death before moving on the
After capturing H41, I will hit F42 and
G43 with the German version of the
Human Wave. This will consist of PG
attacking from the North,
reinforcements from the West, and KB
units from the South. If everything
goes well, Dave will find his units cut
off, encircled and eliminated (for
failure to rout if nothing else),

and F42/G43 will be mine. 1

will then reproup in G43 and J12




H41, and see what Dave does aboul
it.

The catch to all of this is that | have
to have it done before Dave's
reinforcments reach G43, because
when they do I'll oo longer outoumber
him; if 1 can't take the objectives
when 1 outnumber him, how can 1 be
expected to do it when | don't? That
gives me 3.5 turns to take a pully and
three buildings. It's poing to be a tall
order, and I'm plad that | have lots of
squads to do it with; because 1 have
the feeling that I'm going to need
them all before I'm throuph. This is
especially true if Dave's HIP units are
in the pgully area, or SSR #2 forces
the KB to move early.

Russian: This scenario will be my
initiation on the new RB board 1
picked the Russians for this one
because the arez | will defend is quite
a formidable position.

Dean and [ have played once before,
not encugh for me to have picked up
on many of his tricks. | anticipate that
his main thrust will be infalong the
gully on the north edge, swinging up
to take buidings H41 and 140, This
theory is based on an erropeous initial
get-up when Dean, at first, set up
some units offboard. We promptly
re-did the set-ups;, but the first time his
force had been concentrated in the
north.

Should he try this route, I have a few
squads to cover the gully and the HIP
units in H41 to provide fire support on
that side. The idea here is to hold
cnto building H41 [or as long as
possible until the reinforcements can
arrive. While his sweep is going on, |
wish to try to eliminate the berzerker
threat on the south side and hopefully
clear the F44 block to use as a
possible jumping off point for a late
game counterattack. Here, the unit at
144 will be a key player.

With these thoughts in mind, | was at
a Joss on where to set up the ATG. |
opted to place it at 143 to help cover
the street. If a problem arises, I can
always try to move it elsewhere. But
don't expect much movement on my
part, for I will be locking for those
choice ghots to cause as much damage
as possible. This one should be fun.

Russian

F4)1 ENIPER
F42 tRR,LMQ, 45801

040 713, TRENCH, 44T7GG
041 7QQ MMG , 447HH
Gd3 700, 8-1, LMO , 432HH
HB8 TTT, PUU, 447EE
H41.1 §-1, HMG , 43860 HIP

143 PLL, 45L ATQ H4H43, 22817
144 7NN, MMG , 43877

J40 7TMM, TAA, 44TFF

German

C35 7P, 92, LMG, 468X, HMG, 465Y
€37 TEE, 4510

C3s tZ, 46TA

C3s PFF, 47DD

Ca0 PH, 47C

B3& 7NN, 10, LMG, 461E, 467DD
Fdd PUU, LMG, 46TF

Q45 MM, 9-1, DT, S4EZ.

H43 7B, 45TBB

42 ENIPER

Neutral Commentator: J/ Jare
Dave Coopelf mrare afles than
Do FIF a¢ nell a3 PEN, sbce be
Jves io the anea Dean Bves o Orepag
bur fwe plaved Z PEM gaores wuth
fum Both bawe oonlrastip siykes i
shuold be wey ipheresting lo see bow
s pame deselys
/ would classty Deve as & caubous
metbodicn/ plaper who sol alred o
uee some of Mhove game lurps [0
;wmé&mufkﬁmﬂm&fcz
it too cautious-oove be kst a FEM
pame with me because be fook ane
foo many £ Lum  prepengg A5
Jgpanese 1o assault the Brish posion
1 OP Hil 3 scopamd wbick s bl an

the  playlesters”  dranuigg brun:;’
unlorfunaley

Dean oo the olber band ke the
ar-manme be 8 can b Kl fo the
ponl of teige seclless bur i such a
gy tha! be can make X work For
arampla i our game of Delisace an
Hill 3 wibnt 1 adamenty tokd bim
RaEs erremey pro-Admencen be
cnoxed fhe qpen s B e porth
taking me compblef By swpvess
L vy danky iz the pame The isue
& sl 1o doubl bul kel pof 2 real
adpe i Khal ane pow:

[ fimd J¥ ipleresting asionsbing even,
Lhat these plapers are foousige SO
much altepian oo the pulk area By
dasbing across lhe stresl af DEZ and
B3 woth ipreoly smokeg the Cerman
can sssul the ofyecfivac am? use
these buddings as a srees Lhom lbe
defapsve shofs emaosing Lom ST
A FC 1o 7 wuth the 22 divoursees
resfveearanl of e olyactieas
Homvever, i seems Lbal thate puys are
bound zad defermiped fo make A
meass af hat puly. Coe wooders 4
they Just waol fo make use of e
culeert ‘Berause #s there = I canpol
anpus, bosweves, that HI shoukdnt be
laken—-its 20 eriremel  w/ele
ot rar xom.:grﬁeﬁuma
rpfveomaenre  Teking i wao? Bab
you the pamws lbough youv'e poils
per M2 aod GFX Wb anfp 1.5 furos
1o smssh uyp rough ao goen guly
et thap Jfome 2 streel oosug
Dean’s pot & fough pofy oo doubt
With thie 1o pund [ st think Dsve
shouid have set-up bis treoch i N1T
alowrng Am Lo rewfarve e
olyectives throuph RE celers i 47
ar the rubhle o M3 by wirtve af S5R
REB&E He could ako bave sef up saore
adiditiansl conceaky spumds i 2T
amd GII1—the sol-up restrtog £ oF
fxatiag oot bex Mo should bave sl
yo the ATG usne HIF po sease i
fetty the German Know rphl awgy
where thie walualie unit & fovaled

Novwertheloss Dawves sorup Aods
ety pood st discoursgng 2 gLy

anoroact fr remans fo b
snen bosv Jage the Cermsns

anll aftempy o force the sssue
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beane it they have proliems

Turn 1—German

Rally Phase

001 Wind Change 3,6 NE

Prep Fine Phase

002 SSR#25NE

Movemen! Phase

7P from C36 te DAS amank move

TEE from €37 kv D37 assauk move
7Z from C38 to D38 asauk move

TFF from T30 to E39.0 (io eulvert)

7NN [rom B39 te D320 (i culvert)

g.8.8 8 2 8

?H frem C40 to D38 amauk move

Defensive fore Phase -nape
Achanciny Fire Phese -maze
Roul Phase -nane
Adchancs Phase

008 7P from D36 to E37

010 TEE from D37 to E38

011 ?FF frem E39.0 to F3%

012 7NN from D38.0 te E30.0

013 ?Z leom D39 to E30

014 ¢H frem D39 to E40

CTase Cambat Phase-nans

Turn 1- Russian

Rally Fhase

015 Wind Chenge 1.4 KE
Frep Fire Plase- pooe
Afovament Phgse

016 7TT from H38 to 139 asmauk meve
LDatensive Fire Phase

017 247C (E40) va 040 1FP(42) 66 NE

018 46TA (E39) v 040 2FP(+2) 3,2 NE, SAN

018 BAN 4 NE

Advapcing Fire Phsse-nane

Rout Phasas-nape
Advance Phass-oame
Coxse Coambar Phese-pase

German: Repardless of how fast 1
nesd to move in this scenario it
wouldn't have done me any pood to
try and rush the gully this turn. I was
too far away to do it neatly, 1 really
don't know what's there, and 1 would
have besn caught going over the
railrcad embankment. I thought it was
better to just creep aleng.

Dave seemed content o watch where
I was creeping to, which is fine with
me. He may not know it, but he just
gave up the only chance he'll bhave to
get out of the gully in one piece (the
stack in H38 seemed to have the right
idea, it just stopped too soon).

I opened fire on G40 on the off
chance that 1 would at least revceal
what was there. | chose nol 1o
combine the two units in a fire group,
because 1 happen to be the worst die
roller in the history of warpames! In
an attempt to offset this quirk I will
often forgo the fire groups in faver of
getting more dice rolls per turn. Based
on my first shot this scenario, il's
gsomething I'm going to be doing quite
often.

Russian: Well, it looks as though he
will push along the pully. I'm holdinp
my fire until something nice comes
along. The big stack in E37 is
probably his 92 and HMG, so I've
pulled back the squad at H38. It can
gtill cover the gully and not pet
hammered too early. Nothing to do
but see how this attack develops.

Neutral commentator: 4 LSes
Runted 1o use bis 87 FG [0 suppvess
Lhe aveoy for b ypoomyng sccauly £
can? imagie a Rorse plave ban B3V
for these purs wihere fep canlt sl
agpthine Fresumsbly ey are part of
the obanpe o e puly aod be
dbesn? mao! fo ek Davels porchors
Dgrve asame Lo bo dong the npht
thing btme & oo b sos after al
LDave didoy wast 1o reveal a real uor
o pop the P all’ 20700 ip FI%- ndy
Aother?

Deao ss really remping fote &y taking

by fowe ool shots wibeo e Ruswan
SN & £ e almosr gave bimesl 2
nez/ reasan Lo camplas about ik fuck?
Hherns the Ruswzo soper &
Povitioned fie 8.2 steck would be sf
rick for pearfy JOF af poscble SAN
Lafpet baves and B epualy valuste
2L for abour the same amount Fhe
German bas wend 4o aoe ourth of b
Limetalife—~ be'd better pef axowinge next
rurm

Turn 2- German

Rall Phace

Offbeard Set-np:

T, 45TIL4STHH 467FF at -Ad40

7, &£1,LMO, 467G at -Adl

020 Wind Change 2,3 NE

Prop Fire Phass

021 SSR#2 4 NE

022 467A [E39] w 130 2FF(+3) 3,1 PTC
023 447E PTC 1,2 NE, 8AN

024 BAN4 NE

Aovemant Phase

045 247C from E4D to F4D smauk move
046 MMQA, 44THH [O41] wal edv. va 247C
047 MMD, 44THH v 247C 16FP(-1) 4,6 1MC
045 247C 1MC 3,6 BEN, DM

049 447TH (SFF) v 247C 4FP(-1) 3,4 NMC
050 247C NMIC 1,5 NE

051 247DD ftom F39 to H39

0352 447EE [13¢] va 247DD 8FP(-2) 52 2MC
247DD 2MC 4,1 PIN, SAN

BAN 1 EFFECTY 2.2 H40 TO H¥

247DD BEN, DM

g &8 & B

447EE (SFF) VS 47DD 4FP(+0) 2,5 NE

&

7EE from E38 to F32

g

LMG 468X from E3T to F33

&

92, HMO 462Y from E37 TO F32

8

46TDD from E38.0 to F19 assank move

061 46711 CX from -Ad0 to C41

8

45THH CX (rom -A40 to C41

g

46TFF CX ftom -Ad0 to C41 14




064 21, LMOA6100 CX from -Adl TO Cd2

&

LMG46TE fram E39.0 o F39 sssaul move
085 44760 (G40 vs 487E BFP(-1) 2.8 1MC
067 487E 1MC 6,5 BRXNDM recuoed #M7E
D68 4470QG (SFF) vs 44TE 4FP(-1) 3,6 NE
Dafapsve Fire Phaseoore
Ackapeing Fire Phese

069 467DD [F34) vs G40 4FP(+7) 3,1 NMC
070 447GC NMC 63 BEN.DM

071 Stack [F38] v» G41 TFP{+1) 2,2 ZMC
072 44THHE 2MC 6,5 BKN,DM, rpked wf 426HH
Rovr Phase

073 LMGA4TE ltom F39 to E32 lowv .

074 247C from F40 to C40

075 44760 [rom G40 te Hdl

076 426HH [rom 41 to 141

0F7 247DD from H38 to 038 it 5,5 cim
Advance Phsse

078 4671 CX from C41 to D41

079 46THH CX [rom C41 to D40

4STFF CX frem Cdl to C42

467DD from F3§ to G3%

467G lrom F38 to E39

g § & 8

Stack from F28 to G328
024 TMM [rom O43 to Fi4
085 TUL from F44 to 045

Coee Coambat Phsse-paoe

Turn 2-Russian

44700 [Hd1] sl (+4) 1,5 NE, DM o

086

087

082 426HH [141) DM off
029 447E [E20.0] 7-0(+4) 5,1 NE, DM off
090 247C [E40) DM off
Prep Fire Phase

091 44TEE [139] v Q3§ 4FR(0) 52 PTC

092 467DD PTC 33 NE

Mx&mf?ﬁm V%%

Diedengive fire Phase

093 Stmck [E39) w 139 8FP(+2) 2,3 IMC, BAN
SAN 1 Effect! 2,5 M37 to 03¢

467TDD BEN,DM

o9

095

096 ¢4TEE 1MC 3.3 BKN,DM

097 Stack [034] vs FA21 9FP(+1) 1MC, NE
088

Sracks D40,D41,C42 va P42 9FP(+4) 4,1 PTC,

099 SAN 6 NE

100 4380 PTC 2,6 NE

Auancing Fine Phase

101 LMO,4381 [F42] v D41 3FP(+2) 3,6 NE
Rour Phase

102 447EE feom 138 to J38

103 457DD from G368 Lo F38

Advance Phase

104 LMQ45811 from F42 to 043

105 HIP unts H41.1 TO Hdl place 7

Chose Cambar Phase paoe

German: It would have been nice to
held onto the gully, but in the overalll
scheme of things it just isn't really
necessary. If that sounds like sour
grapes, just remember that my
objective there was not to take
anything, but to isolate and destroy the
units defending it. 1 thought 1 did a
fairly good job of that by breaking
44THH, 47EE and #47GG at only a
slightly higher cost 1o me.

But that doesn't mean | was exactly
pleased with how the rest of the turn
went It was demoralizing to have
467DD and 247DD succumb to snipers
after they survived everything Dave
could throw at them. Their loss makes
the gully a no-man’s land with each of
us controlling one end of it. That hurts
me because | had planned to use DD
in the attack on H41. The stack in J40
is alsc a problem. It is neither isolated
or destroyed, and it's in a position to
block any further altempts through the
gully. Maybe that's: just as well,

because Dave’s newly revealed HIP
units now make G40 and H40 nothing

traps anyway. | was

but death

gurprised that 447HH and ite MMG
opened up on 247C like that. If 1 had
been ,in Dawve's place I would have
held fire and waited for other tarpets.
This worked out well for me, because
247C will be back; it was worth having
him broken to tie up these enemy
units.

The shot 1 ook at F421 was a clumsy
attempt to try lo locate Dave’s HIP
unite It should have been obvious
(and  probably was to ewveryone but
me) that H41 was the logical place for
them to be. All the routes that 1 could
have taken in my attack are covered
from there, and it's also a pood rally
point. 1 don't kaow if 1 would have
moved the HIP units before they fired
a shot, but I'can understand why he
did it. Building H41 is next on my hit
list, and if he's going to hold it he'll
need to rally some squads 1 am
assuming that the HIP units are the
91, HMG and a 458 squad Their
presence in H41 could put a real
cramp on my time plan, but in
retrospect it's better to deal with them
there than in F42 or C43.

Russian: Dean continues along the
gully and I decide to open up, with
gome success thanks to the sniper. But
the whole north side breaks and runs,
leaving H41 in a tough position. My
91 and his cohorts are advanced
downstaire to rally 447GG and prepare
for his next rush. It is tough to lose a
HIP position without any resulte Dean
looks as though he will be able to
apply pressure from three sides, since
SSR#2 isn't working to my favor.
Everyone will sit put, hope for a few
rallies and watch what he does next.

Neutrasl Commentstor: So & =
prelly clean pame Wit few rukes
waktazs (as we &7 koow #%
impossiie NOT fo bread rvles during
& gamwe af ASL) Dave makes up for
fopertine o aopVy FIMOFFNAM ve
Amden usits (T woukd Save beeo
alim sz A46]) by faking an iagal
shot trom 1P fo GI9 and establishuag
2 precendent (o LOS between hese
fexes see 445 aod BILT)

This was loe result | expected ooy
the pully appvouch' oo much
I aopthing Deap bad some
tfucky e rolk aod bGroke 2 115




axve squads thap deserved [ bet
Dave pesbes e lradad i bis 81 for 2
100 commissar af this ponl fo bejp
rally the trogps amd mainlan b5 HIP
positian inlec,
Deagplt  bnllant stteck oo 2T
adellibed thal lhere were po epemy
units bidden thers aod Dave seversfy
this erar By pullng beck
N god pol advescngy FO0 fhom
A7 fo M2 Dave 5 wade gpen Ko tbe
rear soprosch e discusead eankes
and [ down? think siber player bas
pckad up an that st lhis pond dher
oamaresls demansiale & closs focus
az AL

But chect i out Dearn could assault

43 lram Ais KB proup (Bopefidy
bempank, Bwr it doesnl mafter) aod
fore them o fire oot diversiaoay
alack Arer seaing otber
drnersionary wwits dafo G be vould
Dagh fram DI and CE2F throygh lhe
shallboiee to £43 apd advance iblo
A2 mith 2 powertil siack: T & ool
wathoul resks aund yoy bul /¥ mpht
e the Germans secune uybalve fv
Lhe rest of (e game

Turn 3 Germen

Rally Phase

106 Wind Change 4,5 NE

107 247C (C40) sel(+0) 21 RALLY
108 447E [E39.0] 7-0(+0) 3,3 RALLY
109 467DD [F38 DM off

110 4470 [H41] 9-1(-2) 4.4 RALLY
111 44TEE [33¢] DM off
Prap Fine Phase

112 SSR #24 NE

Afovement Phace

113 Stack from Féd to FA3 amask av.
14 Sack (G43] wal adv.

115 Stack [O47] va Back [F43] 24FP(-2) 5,1 1KIA

116 Randem Sciection 2.4 345Z ELIM, 9-1
BEN,DM

117 Random SW Dest &€ NE

1182 LMO, 467F from G435 to (4d amank mv.

119 Stack [043) vi 46TF 12FF (40) 4,3 TMC

120 467F 1MC 43 BEN,DM
121 46TBB from H4S to 145 smauk mv.

127 MMQ,4581] [144] v 46TBE 16FP(+0) 2,1
1KIA, BAN

123 467BB ELIM

124 SAN SNE

125 247C CX from C40 te Fd0

126 487A OX from E39 to 041

127 46THH from D40 to E41 amauk mv.
128 4570 from E38 te E41

129 7L, ATG [143] vs 457Q ETH(+1) 4,4 NE, -1a
130 LMG, 468X CX from 032 ts E40
131 Sack from G38 to F38 amauk ov.
132 4670 from D41 to E42 DASH

133 Sack [H41] v 46TI TFP(-3) 6,1 7MC
134 46711 2MC 3.2 PIN, SAN

135 SAN 3 NE

136 Seack from C42 to E43

137 Sack frem E38.0 10 0%

138 447FF [140] v Stack [039) 4FP(-2) 2.2
Cowery, Kf1

13 Random Selectiva 2,3 447E to 237E

140 7.0 TMC 33 FIN

141 237E 1MC 66 ELIM
Datancrs fne Phase

142 Sack [He1] v G41 SFP(+2) 1,4 1MC
143 467A CX 1MC 23 NE, BAN

144 SAN4 NE

Advencing Fine Phase

143 Back F33 v Hd1 2FP(+1) 4,1 PTC, SAN
146 SAN 4 NE

147 @1 PTC43INE

148 447GG PTC(-1) 62 NE

149 4580C FTC (-1) 61 NE

150 46TA CX [041] ve Ha1 dFF(+4) 1,1 NMC
151 %1 NMC 45 PIN

152 44700 NMC 32 NE

153 and 154— po weh events (typo, [oleall)

155 43300 NMC 1,1 HOB

156 458G0 HOB(+1) 6.6 SURRENDER!

157 Stack [E41] v [43 4FF(+3) 3,5 NE
Rour Phase

158 9.1 frem F43 to F45

159 LMQ, 467F from Q44 to F45

160 4580G from H41 wirender-ELIM Ne Qtr.
Adhmace Phase

161 487FF from E43to F43

162 Slack from E43 1o F42

163 LMG, 468) CX from E40 1o F40
164 Stack from Edi to E42

165 247C CX from F40 to G41

Close Combat Fhase- pame

Turn 3 -Russian

Rzl Phace

Offboard Set-up:

7RR, 60, LMG,57TAA 447DD447CC o 841
7,426AA426BB,426CC io 542

166 Wind Change 4,3 NE

167 441GG [H41] recover HMO 1 OK

168 247C CX [041] recover MMO 2 O

169 46TFF [F43] recover DC 4 OK

170 447RE [J38] ock(+0) 64 NE

171 447DD [F34] $-2(-3) 1.5 RALLY

172 9-1[F45) sll{+4) 22 RALLY

173 46TFF [F45) 8-1(+2 6,5 reduced M7FF BEKN
Lrep Fire Fhase ’
174 Tack va F42 24FP(+2) 3.5 NMC

175 &1 KMC 1,6 NE

176 46700 NMC(-1) 3.1 NE

177 Seack [H41] ws E4Z 10FR(+0) 1.2 K3

178 Random Selection 6,4,4 46711 to 24TT1

179 24711 3MC 4,3 BEN,DM

120 467G 3INC 6,6 ko 737G BEN,DM

181 46THH 3NC 1,3 PIN

1852 9-1, HMG ROF va Q41 12FP(+32) 1,6 NMC
183 247C CX KMC 1,5 NE

184 46TA CX NMC 31 NE

185 9-1, HMO ROF wvs Gd1 12FF(+7) 3,5
FTC 16




186 MICCX PTC IS FIN

187

183

189

180

15

461A OX PTC 2,1 NE

£.1,HIMO ROF ve 041 12FP(+2) 2,4 1MC
247C CX 1MC 4,1 BEN,DM

467A CX 1MC 1,3 NE

§-1, HMG ROF v G41 12FF(+2) 6,5 NE

AMovament Poase

192

163

194

185

196

197

198

19

200

201

44TFF [tem J40 te 141

LM, 468 OX w 44TFF TFP(+3) 3,1 RMC
447FT NMC 3.1 NE

447FF from Id1 to Hdl

MM 45877 from 144 to 145 amavk mv.
Remove ? from Btack io 842

426A4 CX [rom 542 to Md2

42688 CX from S42 te M42

426CC CX (rom 542 to Md2

Stack CX [rom 541 1o Ed3

Delzasive Fine Phase

202 Stack F33 ve Ha1 18FP(+1) 3,5 1MC

PR R

213
x4
ns
216
a7

s

19

o1 1MC 52 NE

447FF 1MC {-1) 6,4 BKN,DM

44700 1NCL-T) 4,3 PIN

2.2, HMO ROF w Hd1 TFP (+1) 2,2 2MC
9-1 7MC 5,5 BEN,DM

447FF BKN 2MC 33 to 237FF BEN.DM
44700 2MC 1,5 BEN, DM

9.2, HMG ROF w Hal TFP(+1) 41 NE

Stacks i FAZ AND F43 vs 043 22FP(+3) 55
Thrown DC [F43] V5 G43 30FF(+3) 1,4 2MC,

SAN 2 EFFECT 25 36 ko F32
Random Selechion 13,4 462Y PIN

&1 2MC 3,2 BXN,DM
45811 2MC 3,1, NE

458HH 2MC 4,4 BEN,DM

Throwo DT v F43 30FP(+3) 6,5 FTC
46TFF PTC 55 PIN

46TA CX [041] w H41 BFP(+4) 6.4 NE

Achwncing Fine Péase

221 43877 [145] = F43 2FP(0) 2,1 1MC, SAN
72 SAN 4 NE 223 467FF 1MC 32 NE SAN
724 SAN | EFFECT 4.4 Fd2

225 Raondom Selection 61 &1 ELIM

Rout Phese

726 Sack [rom H4l to J41

221 %1,LMG458HH from G43 ko 0431

228 2471 [rom E42 te B4D

7% 731G frem EA2 to C41

Advaoce Fhase

230 Sack from Md2 to L41

731 Rack from Kd3 e J42

22 LMG,4581 from G432 to F43 CC

Cose Civnbar Phase

233 45811 va 457FF PIN 1:1 1.4 467FF lo H47EE
234 45TFF PIN vs 45811 1:2 6,6 NE, 438 wihdrsw
235 4381 withdrmw to 043

736 Sack at L41 CONCEAL

German: As | was starting furn three,
1 realized that if I stuck lo my original
plan, T wouldn't be aftacking F42 and
G43 until next turn; which is also
when Dave's reinforcements pet near.
That would have made it a do or die
gituation with no second chance. |
don't like cutting things that close, eo I
decided to attack now instead of later.
At least that way, if my attack failed, 1
would be able to regroup and try
again.

The attack on building H41 went
through P40, the attack on F42 went
through E43. The Russian units in
G431 had LOS to both hexes, and
could have made my life miserable, so
I sent the KB forward to get attention.
They got it alright, but at least their
sacrifice allowed both attacks to reach
their objectives without too much
trouble. After the MPH, when Dave
finally turned his attention to G41, the
stand made by 247C and 467A was
spectacular!  467A  was  directly
responsible for the collapse of Dave's
defense in H41. It's a moment of glory
that neither of us will soon forpet.

I was surprised that, during the
Russian Prep Fire Phase, he chose to
ipnore 467FF. Maybe he thought 1|
wouldn't throw the DC. 467FF was
left alone, allowed lo throw it, and the
rest i history. It's these acts of
desperation that often make or break
a game, and make ASL so much

to play. :

I was also surprised that 458[1 moved
into CC with 467FF. If I hadn't rolled
boxcars he'd still be sitting in the
streat, and G43 would be wide open
The logic behind that escapes me, but
then 1 puess no one side corners the

market on desperation.

Russian: Dean charpes With some
good defensiye fire, I've just about
eliminated the F44 threat without even
trying. His units in the gully are also
having troubles. But while [ attempt to
cover the Bread factory buildings with
some success, 467A sneaks into H4l
and punishes me for avoiding him.
During my player turn, [ can't knock
him out, and pet hammered by his 9-2
group. I will lose H41 now.

His thrown DC also hurt and [ try
and relieve the pressure somewhat by
attacking that squad in CC which I
luckily pull out of.

Again, my eniper picks on his units.
With the turn ending, H41 is all but
gone and both victory buildings are
under severe pressure. High German
casualties may help me later when 1
can regroup and counterattack, but it
will be prim.

Neutral Commentator: Hies: 7Bst
was g A of sction Joferestingl; 1o
st of bis prevous comments Dean
shifted the real focus of bis atteek fo
F42 iy sdvenisge of the huden
approsch wien Dave puled everybody
Sack  Thanks for makiy me look
Araiant Dean Nice move He took a
ot mare cosusiiies than be pecded £
bowens;  reveslne  coscesl stooks
that were ssaul moving aod g
Dave bave segatve DRAMs thet dide?
api! (aoe event #TE)

Borh plapars are oot using Svbeagueat
First Firne properly 1o some cases- It s
mRnBIR (D oplrona)) 10 US
SW 1o iz cass see ALT A
foww other rufas wens wolsted |17




in & pupar way bere and thers A
evant FIN desarves specal meoiion
Hara Dear loak 2 desperale sbot ao0
mbad spakes wbeh cosers o Lbe
Aer bo cacerved was 3 PTE fostead
the plavers treatad s as ao NAC
No bjp deal unti] the 455 rofiad HOB
fafowed Ly barcars  levely
surrapdenng lo the epemy (Dean
chase Lo gun bum down ipstesd No
Quarar pepaltes aleady appl;, asd
674 dido¥r peed fo he puarding
pmsaners st s eneal jusciure )
Digve muypht bave madk pood wies 558
sajper Lagead the &1 i L but foe
forgor o make LDesn rof e LIMC
oo fEFGG- perfaps a tellog emar
Alay ewent FHZ should pewar have
Bagpemed because s ual comered
(Dol upder feader directian lfe e
rast af the FG) Ths thrown DC
Wbk did o much damage could nof
&y Lhe rudes be thnowm.

OF wall— i just poas fo sbow bal 2
persan WhHo realy Aooas le rukes can
aften awd unpeceselF kasses  of
cquse prve demgpe [0 ke eoemiy o
[FTE tpowyng the rufes better then
pour oppanen! cao a0 buge 2
Asushabyascal adne fo pour phe s
& pour oppopen! pel swar Al
aaything-ENOW THE RULES?

Both plavers are irealine ruble as
2 oormal plgy: Althousk RE aloss
TUBHE fo be tresiad as & Sudding far
same puposss s ss oot ase of
Loam.

Lipforfunstely, [ can? sqp aoythig
good gbow Dsvels (O aleck oo
L6FF, Bven if be bad wan outriphy
Ry abandion GFF apd fef the unidis i
the ynper sty exore with certaintv?Y
Dave realy swoidal dssser wihen
Doz mled 2 17 in CX; alfosng bin
to pull back: As 4357 would fose wall
acvaoraee 1o $67GG v FA2 i if were
stuck o FE 7 moukd Save aimost
certainly bevo puspad down i the
ahenang lire phase by #6TTA and &
revovad and possilfy benenk HAF o
45

O the brpblrer ode Dave wuitdy pof
bie  redforements oo e batte

already— the stack at HZ s aleaay
wrthin ool ragee af YL I 1580
@n Sold oul apapst e oxeager

Gearman uwls favng K the German
oaper wil bave poblems Thi ane
&pt ovar yet! Sty fuosd fo
our pext ssue of ATP 1o the
Lina/af

ORGANIZATIONAL COMMENTS FOR PO/MNT REFLAY
4. Serial events are recordec numerically, showing actions taken, di{c)e
roli(s) required, drm/DRM, and the resutt Foe example, evert #233 records
Russian squad 4681 attacking & pinned German 487FF, roling 1,4 and
reclucing it to 247FF. To save space, if an entire stack performs an action,

the event designates "stack” Players who are following the game on thein
boards will know what is in the stack

2 DR are record=d as colored white.

2 Stacks are listed in order from top to bottom, e.g, in event 232 458l is
jcarrying the LMG. r

4 Offooard set-up may be designated with negative alphanumerics (e.g.
IF!uaalan set-up during tum 2) which indicates that those units set-up
offocard adjacent to the associated on board hex (thus, A40 and Ad1 inf
the Russian set-up.

Is. Please send feedback on improving these arganizational methocis||

THAT'S ALL FOR NOW FOLKS!

JOIN US NEXT ISSUE (MARCH 1991) FOR MORE ON ASL IN ATE.

NEXT ISSUE WILL FEATURE AN EXCELLENT
ARTICLE BY ERIC BAKER ON BASIC TACTICS,
MORE FROM MARK NIXON, THE FINALE OF
THIS REPLAY, AND, A)IPJ‘ SCTQURSE (WHO ELSE)
F .

I AM REALLY LOOKING FORWARD TO YOUR
SUBSCRIPTION AND YOUR PARTICIPATION IN

ALL THE BEST TO OUR
TROOPS IN THE GULF.

I AM CONFIDENT IN THEIR SPEEDY AND
DECISIVE VICTORY, AND WILL WELCOME
THEM HOME WITH HONOR.

SO, 1 HOPE, WILL ALL OF YOU. =




