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Tha Avakon Hil Game Company's ASL Annual ls devoded 1o
ha preseration of authontative arcies and tasted scararkos for
e SOLAD LEADER and ADVANCED SQUAD LEADER game
syshams, wangaming's pramier inctical smuation, Such articles
ercompass, bul are nal limitad &, he stialegy, Bacho:, variabian
e cesgn and historical background of e SLASL family of
games and modulas. The ASL Annual is published by 1ha
Avzion HIl game Company {4517 Harlord Roag, Balimare, MD
214, LUSA) solely for Ihe edificalion of the sercus SLAASL all-
conada in tha nopes. of impraving tha plaver's profcancy and
broadening his enjoyman of the game.

Whise most of tha matarial In 1ha ASL Annaal s sobcibed by
tha editor, articles from tha genaral raedership ara conslderad
for pubiication af the discration of the ASL statf. Submitied arli-
clas shauld be typewnitan, dountla-spacad, ard emorace the
tanis of common English usage. Thera is no limit an word
length. Accomparyng illustralions far cansideratan should be
nealy dora in k. and be paired with & Pax-By-hea or unit-by-
unil lizgng. Phctographs must have caglion and credi ine wiit-
18n or tha back. Fejeciad materials wil ba returnad b the author
whanraver passible and whanever accompansad by a SASE
Palerial aulbars ang achisad thal accestad matanal becomas
Ihe sake propamy al Tha Avalan il Game Company ugan publi
cafon. For luher indsrmalion, wiila o ASL Adiches, oo Avadan
Hil.

Of inbaraat atsa bo he ASL oul® wauld be Avalon Hill's k-
maninly paricdical The GENERAL. Despie 18 much broades
fedol of intarast (namely, the arire Avalon Hill ine af gamas),
ey &N Issue Qoas oy Thal doas nol hawa new mataral an the
ASL sysiemn, Mailings are made cioge 1o e ang of Feoruary
Aprd, Jurs, August. Oclober and Dacember, One-yanr subecip-
Sons arg §78.00; twe=year subsenplions are $28.00, Pad adver-
tsing is not accepied, bul news of impartance 1o 1ka gaming
anmunily is soicied. Canvardion annauncemants mus! ba
recased al leasl six monihs in advance ard carmun irfsrmabap
perlaining o ary Avalon Hill liflas for which avanis will ta
aftared

Tha Avalar HIll Game Compeny |2 a dvision of Monaneh
Aynlan Industnes, Inc. Tha shares of Manarch-Avalon are tradad
an tha MASDAD Sysiem undar the symool MaHl, For further
imarmalion aowt the aompany, write the Executive Officas
{nddrazs ahowa)
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THE WEATHER OUTSIDE IS FRIGHTFUL...

[ love winter, which is good, because Neder-
land, Colorado 15 at 8,500 ft (2575 m) and the
anly month we don’t get measurable snow 15
Auvgust, [ love skiing, | love hiking in the
snow, Heck, | even love unbogging the Pon-
tiac. So it stands to reason that [ enjoy winter
scenarios, The Finnish David taking on the
Ursine Goliath. Hetzers chugging through the
soow of the Ardennes, Winter weather brings
with it, of course, a number of new rules to
address.

While winter weather translorms the ASL
battleield less profoundly than, say, the Kight
Fules or PTO terrain, it nonetheless introduces
4 wide array of little known effects. Two key
factors make up the bulk of rules (E3.7p on
winter warlare: mobality and visibility,

Despite the relatively minoer changes in the
winter game, however, Chapter E rules prove
daunting to many ASL plavers, Moreover, not
all winter rules are captured under E3.7; some
are scattered throughout the ASLRE, 1 hope
that by putting the rules together, 1 will sim-
plify their use and encourage more players (o

Eomdhituoms are Garonid Snow
mode ) enters G0 M) using | MF
FIMC -1 Winter Camrouflage 41

Theee 1= 8 Bossian 287 wath g MBMO n S1HEBEL
3-3-T'a MM shioe which would be 4 FP- 1) [FENAM -1,
Wil were spowing, & 41 Falling Snow LY would also apply, for g oet 0 TR,

A =l s applied o the

By Tim Hundsdorfer

take the plunge and try out some of the winter
RCERArins oul there.

LET IT SNOW...

Snow has two vareties in ASL: Talling and
ground. These may or may not occur together.
Falling Snow hinders visibility. Ground Snow
(incleding Deep Snow and Drifts) reduces
maohility, Falling Snew and Ground Snow
each permit wse of Winter Camooflage (more
abour thar later),

Falling Snow (E3.71) occurs by S5R and
[just like Rain) is always accompanied by
Cheercast conditions. Falling Snow can be of
two intensities, AL the start of a scenario in
which the EC are listed as Falling Saow, a Mist
Low Wisibility (LY hindrance is created,
causing o +1 hindrance at a range greater than
5i% hexes and for each six hexes thereafier
tunless completely inside buildings). How
ever, iF the wind change DR is = 10, 4 heavier
snow begins to fall and the LY hindrance
increases by one for each Tange, This
heavy mist-like condition cannot be
increased by any further wind change
DR, but & wind change DR of three or
less stops Falling Snow, regandless of
the level, A subsequent wind change
DR of = 10 woold then start the snow
dzain at the lower intensity,

Wointer CamoufTage (T3 T12) 15 most
effective when moving at long range 1o
the enemy. All ski-capable designated
Intantry possess Winter Camouflage,
which provides a +1 LY hindrance for
all fire dirccted against them from a
range greater than 8 hexes, provided no
other positive TEM can be applied
(EXC: SMOKE). The same applies to
4 vehicle at & range greater than 16
hexes, Winter Camouflage also allows
Infantry to maintain concealment
while using Assault Movement or
Advancing in otherwise Open Ground,
regardless of range. Like all other LYV
Hindrances (including Falling Snows,
Winter Camouflage “does mor by itself
negate FFMO, Interdiction, or Resid-
ual FP {AR.26)" (E3.1).

Ground Snow (E3.72) has mild
effects on movement, For Infantry,
this amounts to an extra MF per non
stairwell elevation change. Further,
the Rowsd Bonus docs not apply unless
using a plowed road,

A Diermnan 5-34-8 =k '\.'|,||,|._||_I i skt

Mowe thiet thee S-4<8 could have assanlt meved and mainaned concealment, Tnstead, i places Smeke in GO and then

dechures Dowble Time and mowes w GOS0 ME)L D s now o within 8 beses, ond the + 1 for Wincer CamoufTge does

ot appely. 10 the 20327 were one hex farther away, both (he +1 for camou Mage snd the +2 for Smoke would apply,

EXAMPLE: Movine from 2040 10 202 costy a
Q-th leader 3 ME. vather than 4. If using
Bypass, i wenld coxt 3 ME,

Non-tracked vehicles, on the other hand,
must pay an extra movement point for each
hexside crossed or bypassed (excepting, of
course, sledges), All vehicles (even if tracked)
must pay | MP per road hex, regardless of CE
status or plowed roads, Add to this the | MP
for towing and 11 is casy o see why Groond
Soow will really slow down s truck towing a
Giun and emphasizes the importance of towing
with racked wehicles, Both the Germans and
the Russians made extensive use of sledges for
their towed artillery, although this 15 not cov-
ered in any scenario | know. All the sledges
appearing in scenarios o date helong ta the
Finns.

EXAMPLE: A PzVG spends | MFP 1o move
down the voad from SEES fo SEES in Ground
Snow, regardless of whether ir is BU or CE,
An Opel Blivz spends 2 MP, bt if towing a Gan
would spend 3, Avsume the Bl leaves the
reverid wend morvey on ter SIS T new mast

spend & MP fowing the Gun

Any time Ground Snow rules are inoeffe,
marsh and mudflar terrain become Open
Ground and a 42 DRM applies o all entrench-
ment attemprs, Since fire is bess likely o
spread across snow-swepl ground, Bluees oun-
not spread except o adjacent, directly con-
nected building, woods or brush heses, though
gusts and Heavy Winds spread blazes nor-
mally.

Deep Snow (E3.73) is much the same as
Ciround Snow, though in addition to the terrain
changes caused by Ground Snow, brush
becomes Open Ground. Deep Snow also cre-
ates more mubality problems.

Infantry and Cavalry pay an cxtra |72 MF for
every hexside crossed—in addition o the ele-
vation-change penalty for Ground Spow,
Thus, the -0 in the example above must pay
5.5 MF to move from 41T3 to 4153 in Deep
Snow. Gallop (AT13.36) is only allowed on
plowwed roads.

Vehicles are likewise impeded in Deep
Snow, BExcept along plowed roads, tracked
vehieles must pay an additional IMP per hex-
side crossed or bypassed in Deep Snow, and
non-tracked vehicles (EXC: Sledges) pay an
additional 2 MP per hexside, Along a plowed
road, non-tracked vehicles pav only | MP extra
per hexside (as required in Ground Snow).

continued on Page 7




THE ROAD TO GORA

9

ASL SCENARIO A

ey

YICTORY CONDITIONS: The Fions win immedsately upoa haviog 2 3 Victon
Points of Goeod Ovder Finaizh woits from Crroep Keinonen an hoard 36 ondeast-of
hexrow HE,

West of GORA, RUSSIA, 15 December 1941
1941, the Finne b progressed back lowards thewr onginal 1939 border with Russaa,
Shantly after reaching this abjective and estublishing a buffer ares bevond W protect 1l
Murshal Mannerheun, the Finmsh Commumder-in-Chief, halied the Finn advance and o
dered the commencement of detence preparations for the coming stationary wir that was
cxpected by hoth sides.
guined o bradgelead on the eastern side of the Svie River at the Tetoimiki village group,
The four villages of Terimaki lay along & soltry road mthe stherwse desolae wilder-
T, with Crora being the westermmmst village of s group, The 152 Batalion of the Yth
Jiiger Regiment (LR 9) took up a position abong the road several miles west of Crra, and
on the moming of the [4th it reconnaissance detachment overtook o Bussian strongpoint
lecared o the south, The Soviets quickly coomerattacked to retake their lost soongpoint,
The strength and speed of their assaull gave the Soviels enough momentuen o reach e
reend ol wopotnl ewst of IR 9, By the | 5th, the Batalion™s commander, Caption Hahtela,
realized that his position was being: surmounded and that the il supply rowd between il
] Gora had been severed,

BOARD CONFIGURATION:

Seenario Concepl. Vedkbo Hyvesnen

[wring the summer and autumn of

Fhe Finmish 7th Division, located south of Lake Chega, hixd

A $

b |
o0

N (0nly hearows B-CiG on beth boasds are playabic)

BALANCE:

o Unchuange une Bussian 0 dor an 81

TURN RECORD CHART

-E DPelete ane 7-0 from the Bossian CH.

*  HLUSSIAN Sets Up First [136] - 1 3

% FINN Maoves Flest [217)

213|456

sirezun owee SSR 21 [SAN; 4

Elements of the 7o3rd Rifle Regiment, 114th Rifle Division [ELR: 3] et up onfwest-of hesrow GO bal east of the 24W - VEW D

—it
i35

Foxhole

2 | 5™

- VR DBL: 44

T mmrah o 42
16 2

Elemnents of the 7th Division Ski Detachment [ELHR: 5] s
up e Bourd 36 onfeast-of hexsmone DU csee S5R 50 [SAN: 4

e 5K (420

wr
EH}H

8-3-2 38

7 3 2

Sissi Squad [ELR: 5] enters an Tum 2 wlong the rorth
or south edge (see SSH 31

*
ﬁ o [B¥ [ = =[]
3

+ 1ug

e (42|10 g

Elements of Group heinonen, 1st Battalion, %th JGiger Regiment
[ELR: 4] enter ca Turn §along the west adee of board 34

1 MG -+ Lmg WTR
iy ﬁ g | dsw | em e
§-4-8 Pt 5 8 5 (213

L]

SPECIAL RULES:

b Weather b= Deep Snow (E3.730, with mo wink] an start, All streams and pomds are
frogen (B2007 amd 2100, The road munping 34R5-30RG is plowed (E3.7330 En-
trenchang s NA

2, Baoth Russsus HMG must st ugy i the OB-given entrenchments.

X Al units of the Finn Ski Petachment and Sissi Squasd are ski-equipped (B4, they
iy cormmence play o Sk mode at the Finnish player's aption.

4. Desprte heing outsiche their countey = 1939 bogders, all Finn units receive the beae
fits of AZ57 Any wnil of the Siss1 Squud mey declare Hand-to-Humd CC provided
that wnif 15 the ATTACKER or has Ambush status.

5, All Rossin sl Finnish onits have Wineer Camoutflage (37120 amil are esempred
Frosm pmaking shiouse de (B4.2 10

AFTERMATH: Capuain Hahteln vedened o company fram FTR 9, Jed by Lieutenan
Yo Keanonen, e break out through the Bussian ne along the ol Meanwhile, o
hattation from the Mith Jiger Begiment, reinforeed with the 7th Davision's sk detach-
ment aempEed woepen the moad from the athber side o save the cut oft fligers, The
Russians proved (oo siong Tor Keinonen's roops, whe met with initial suceess bt
eventully had 19 break off their atack.  Onthe ather side of the Sovienl lires, the
Finns fooghl lercely to reach their commdes but encountered hewsy respstanee, Al
thuwgh & lone Sisai soquad—ulso sent into the skirmish—mumaged 1o peneirace the ene-
my's Tines and harass the Russians from withing the Finns failed i npen the mead
Crowas Duging the fghting, seands of battle coming Teom the direction of FIE 9 gave
the wosthd-be rescuers the impression that the men of BIR 9 had gone down fighting
agaistal the Fasssian stranglehold, The nest momong 7ih Division HOE prepared 1o kall
wll Breakthrough aempts: IR 9 was thought lost, The exhausied battalion, including
L. Ketneaen s company, however, soon sprung up S the wesids on the Frinnege -
el led sede of the fronter—Hadkte b, bad crdered it g imilrae seay when e Busszn
attack proved too strong and threatened to overahelm the batialion




FALLING SNOW HINDRANCE
CHART

Range  Light Falling Heavy Falling

0-6 +0 +1

T7-12 +1 +2
13-18 +2 +3
19-24 +3 +4
25-30 +4 +5
3136 +5 blocked LOS
T+ blocked LOS blocked LOS

A
SKI USAGE CHART

dr result
1 May Use Skis
2-6 May Not Use Skis

GOT SOME FREE
TIME?

If you have a few face-to-face opponents
and are tired of playing the same old sce-
narios, you should consider playtesting for
Avalon Hill. With little fame, no mone-
tary reward, and a lot of work, you can see
that there will be a huge demand to fill our
few available playtest slots. If you are
interested in dedicating a little of your
time to making the ASL game system just
that much better, drop us a line.

1f you have access to email, send a note to
Stevemm@erols.com with a subject of
“ASL PLAYTEST”. Otherwise, just mail
a request to The Avalon Hill Game Com-
pany, 4517 Harford Road, Baltimore,
Maryland 21214 atn: ASL PLAYTEST.
Due to the expected huge demand for this
position, we will be unable to contact
everyone who replies.

Thanks in advance for your participation
and dedication.

The Editors

interact with the sequence of play may be useful,

BABY, IT°S COLD OUTSIDE...

To some, it"s casier to follow the game scquentially, Therefore, a listing of how all the winter rules

=1 +1

[]

Rally Phase

# Place Drifts if heavy winds or gusts dur-
ing last Player Turn

® Wind change: = 3 stops Falling Snow,
= 10 starts/intensifies Falling Snow

# Rally attempt = |1 Casualty Reduces in
Extreme Winter (April, 1941 for Rus-
sians; April, 1942 for non-Finnish Axis)
if not in building or Pillbox

PREF ;
e\ Prep Fire Phase

@ Falling Snow: LV hindrance +1 at
range 7-12, 42 at 13-18, etc.

® Heavy Falling Snow: LY hindrance +1
at range (-6, +2 at 7-12, etc,

e Winter Camouflage: +1 af ranges =8
for Infantry, =16 for AFV

® Deep Snow: HE TEM +1

e Extreme Winter 8W malfunction:
{April, 1941 for Russians; April, 1942 for
non-Finnish Axis) +2 to both B# and X#
{EXC: DCYV; +| for Russians

# Entrenchment: +2 DRM (Entrenching
NA In Extreme Winter)

o | ,
wi= | Movement Phase
H

BEi+2/-

Infantry/Cavalry

e Road MF bonus NA (EXC: Plowed
road) Ground Snow: +1 MF per non-stair-
well elevation change (EXC: Skiers,
sledges)

@ Deep Snow: Ground Snow applies, plus
1/2 MF per hexside crossed (EXC:
Skiers, sledges)

® Drifts: All MF to cross; may be cleared
& Manhandling Guns: 43 DRM 1in Deep
Snow

o Minefield attackiclearance moditier: +]
# Skiers mayv go into ski mode {2 MF) and
tfoot mode (0 MF)

o Units in Winter Camouflage may
Assault Move in Open Ground without
losing concealment

Vehicles
# Extreme Winter start dr for Axis vehi-
cles (Pre-April. 1942): & immobilizes
vehicle
o Ground Snow: No road rate; Non-
tracked pay extra | MP per hex
® Deep Snow: Ground Snow applies, plus
secret Bog Dr (ID8.23), plus.
Tracked: +1 MF per hexside
crossed/bypassed (EXC: Plowed Road)
Non-tracked: +2 MF per hexside
crossed/bypassed (EXC: Plowed Road)
o Drifts: All MP; Bog

@ [ce may break under the weight of a
vehicle

FIHAL 3 ; F vi
fie | Detensive Fire Phase
£ OFf
See Prep Fire Phase
BLAZE : A
; Advancing Fire Phase
i See Prep Fire Phose

® Blazes only spread to connected terran
or per Gusts/Heavy Winds

MM |Rout Phas
; See Movement Phase

@ Units may change ski/foot mode

CX
P

*l

Advance Phase

See Movement Phase

B
=1

# Units may change skiffoot mode

e Units in Winter Camouflage may
advance 1 Open Ground without losing
concealment

CC |Close Combat Phase

e -2 applies to all CC attacks vs Skiers
@ +2 applies to all CC attacks by Skiers
® -1 applies to all attempts by units in
Winter Camouflage to gain concealment




Weather is Frightful...continued from Page 4

EXAMPLE: A T34/85 moving from SEES 1o
D05 would pay 2 MP in Deep Snow. A PSW
222 would pay 5 MP. A deuwce-and-a-half
would pay 6 MP, or 7 MP if towing a Gun.

Bogging in Deep Snow is a considerable
danger. Any snow incurs a 41 on the Bog
Check DR, but in Deep Snow, moving vehicles
{(EXC: Sledges) are subject to the secret (D.5)
Bog Check DR. The non-moving player
makes a DR, along with a subsequent dr, If the
DR is sufficient to cause a Bog (usually a 10
for Deep Snow, assuming normal Ground
Pressure) the vehicle will Bog when it moves
the number of hexes on the subsequent dr.
Mote that this refers to hexes, and not MP,

EXAMPLE: A PzVIB moves from SEES 1o
5DDS in Deep Snow. The opponent rolls three
dice for a DR and a dr. The DR is a 9 and the
dral, The PzVIB bogs in 3DDS5 {+1 for snow,
+2 for high ground pressure). If the subse-
guent die had been a 2 and the PzVIB had
elected to remain in DDS, it wonld not have
bogged, Al secret (D.5) Bog Checks are in
addition to Bog Checks for ather purposes
(e.g., leaving a stream, enfering a woods hex,
ere. .

The rule regarding High Explosive attacks in
Deep Snow {E3.731) is a bit confusing. [t
states that +1 is added to the TEM of units in
Open Ground, due to the cushioning effects of
the Deep Snow, with certain exceptions.
Therefore, when using the Infantry Target
Type, the +1 applies to the TH roll, whereas
the +1 is applied to the effects DR if using the
Area Target Type. This +1 does not apply to
Infantry Firepower Equivalent attacks, specific
collateral artacks, fire vs a vehicle (including
PRC), or fire vs a pillbox (including its occu-
pants). Take careful note that this +1 applies
only in Open Ground (E3.65) and does not
negate FEMO,

Attacks by minefields also apply a +1 DREM
to their resolution (E3.732), as do any mine-
field clearance attempts made in Deep Snow.
Infantry SMOKE in a building hex and blazes
are the only SMOKE which may exist with
Deep Snow (E3.734),

Most obstructive of all the ground snows,
however, is the Snow Drift (E3.75). Snow
Drifis exist by SSR or in the rally phase afrer
Heavy Winds or Gusts have been in effect
(when, of course, there is snow on the ground).
If Drifts are in effect at the start of a scenario,
take all the drift counters out and place them in
& cup. Each counter is marked with one of the
hexrows A-GG, Then, for each mapboard,
draw six counters and place them on the fifth
hex of the proper hexrow, Random Direction
is then used, I the drift is placed in a hex that
already has a drift, or in a building hex, disre-
gard and repeat the random selection, If the
drift lands on another board, it is placed on the
other board normally. If the drift goes off all
boards, it is not placed. Only one drifl is cre-
ated per board in the rally phase (as a result of
Heavy Winds or Gusts being in effect). There

is no rule for handling Drifts on a half board,
so you will have to figure it out for yourself.

Drifts only affect one hexside and are always
positioned (o face the initial wind direction.
Regardless of subsequent wind change, the
drift remains as it was initially placed. If there
is no wind at seenario start, roll for direction
(B25.64) and all drifts start out facing that
direction,

Drifts are similar to hedges, but require all of
a unit's MP/MF to cross. Additionally, vehi-
cles must take a Bog Check to cross a drift (the
41 snow modifier applies), in addition to any
Secret Bog DR for Deep Snow, If Bogged, the
vehicle is considered in the Drift hex. Drifts
cannot be bypassed, but can be cleared, A drift
is treated as a hedge, conveying a +1 TEM and
blocking same-level LOS.

Ground Snow (including Deep Snow or
drifts) also activates ice rules (B21.6) in all
Water Obstacles, which then become Open
Ground (usvally at Level -1). Streams also
become frozen (effectively making them dry)
per E3.722 and B20.7. Wire and non-hidden
mines are the only fortifications which may be
placed on ice. An HE KIA result on ice breaks
it up, clearing that hex of ice and returning it to
the original status of Water Obstacle. The rule
book suggests marking such hexes with a coin
(B21.6), though other blank counters provided
can easily be used for this purpose, (While we
have a dozen different Turn marker counters
and enough [talian heroes to man a T-35, the
cost to include a few broken ice counters in the
system is, apparently, prohibitive.)

lce may collapse under the weight of an AFV
of = 5 tons (B6.42), and though the rule book
does not say whether the ice is removed in this
process, logic dictates that it should be, If a
vehicle over 5 tons enters an ice hex, a DR is
made, modified by +1 for every 3 tons above
the limit {FRU). Five tons is considered the
initial weight limit, However, the weight limit
of the ice is increased to equal the weight of
any vehicle which successfully crosses ir,
reducing the modification for heavier vehicles
which come later, T believe this successfully
represents the idea that a good armor leader
would send his lightest vehicles first, gradually
waorking his way up to the T-34s and KVs.

EXAMPLE: A T43 enters a river hex. Ar 32
tons, it must row roll for the ice, modified by
+6, A result of 6 or more collapses the ice and
eliminates the AFV and any other unit in that
hex, However, if a T-34 M40 had already
entered the same hex and successfully passed
the DR, the weight limit has been established
ar 26.2 tons, and the DR is now only modified
by a +2 for the 5.8 tons difference, requiring
only a ¥ or less to support the T43,

Falling Snow (E3.173) {and the occasional
S5R) make a stream hex frigid (B20.7) rather
than frozen, Infantry and Cavalry units may
enter a frigid stream, but suffer Unit Substitu-
tion {A19.) for doing so, or {in the case of
Inexperienced units) are broken and disrupted.

7

while vehicles may not enter at all. Boats may
be wsed normally in such cases,

Extreme Winter (E3.74) comes into play
only by S5R. The winters of Russia and Fin-
land were legendary for their brutal cold, and
rules for Extreme Winter only apply to Russian
and non-Finnish Axis troops, Other nationali-
ties which fought in the frigid climes of the
Aleutians, Norway, or Manchuria would,
where appropriate, have to be included by
58R, and Allied breakdown penalties would
have to be devised by the scenario designers
{keeping in mind that they may have been bet-
ter prepared than the Axis was), Under
Extreme Winter conditions prior to April 1942,
the breakdown and elimination numbers of
non-Finnish Axis support weapons [EXC:
DC] are reduced by 2. Before April 1941, the
breakdown and elimination numbers of Russ-
ian equipment is reduced by 1,

EXAMPLE: [na 2/41] scenarie, German
LMG breakdown would occur on a 10, The

MA of @ Russian KV-I world malfunction on
an 1.

Entrenching is always NA in Extreme Win-
ter, Furthermore, any Personnel subject to
Estreme Winter penalties which rolls an origi-
nal 11 attempting to rally suffers Casualty
Reduction unless in a building or pillbox.

Axis vehicles struggled enormously during
their first winter in Russia, and Axis vehicles
which do not set up in Motion (doing so
requires an SSR; D2.4) must make a dr before
starting (3.744), On a 6, the vehicle is immo-
bilized. This rule applies in all scenarios when
Extreme Winter applies before April 1942,
This dr is made only once per vehicle,

HAKKAA PAALLE

.the Finnish battle ery of the Winter War,
The Finns excelled ar ski and winter warfare,
though Germany (various Gebirgsjaeger divi-
sions), [taly (Alpini), Spain (Phalangist volun-
teers), France {Chasseurs Alpines), Great
Britain (Scots Highlanders), the United States
{10th Mountain Division), Norway (almost all
units), the Soviet Union, and Canada all had
trained ski units. Ski troops provided a degree
of mobility on a winter battlefield which could
not be achieved in any other way, Anyone who
has ever cross-country skied knows that the
mechanics of ASL ski troops are a little
messed up, One can ski across level ground
much faster than one can normally walk (even
without snow). On the other hand, going
downhill with a full pack on cross-country skis
is difficult and expends a lot of energy, and
thus is unlikely to yield two extra movement
factors,

Nevertheless, the ski rules are successful
and, on the whole, well thought out, Nat
everyone can be ski-equipped and capable.
Cross-country skiing is not as easy as it looks,
and learning in the ling of fire would be a real
trick. Thus, in order to use captured skis. a
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player must make a dr of | 1o be successful;
any other result eliminates the skis.

Troops with skis are considered either in ski
rmickle (il they are on top of the ski counter), o
normal Infantry, portaging their skis at a cost
of 1PP (if the ski counter is on top of them).
To switch to ski mode costs 2 MF, but to take
the skis off costs none. Either action can be
done during the MPh. RtPh. or APh. A skier (a
unit on top of the ski counter) is prohibited
from entering certain terrain: building, rubble,
pillbox, entrenchments, and IN shellholes,
Skiers may not enter, nor be transported by,
vehicles. Skiers may not cross cliff depictions
or barbed-wire fences (P3.2) and never benefit
from Road Bonus, Again, experienced cross-
country skiers know that it is much easier to
ski on a tracked road than in powder, and 1
don’t think the road bonus needs to be elimi-
nated for snow troops, but the rules are clear,
Units using skis may utilize Leader Bonus
(A4, 12) and may declare Double Time (A44.5).

Troops en skis do not pay extra MF For
snow/Deep-Snow/drifts. Skiers receive two
additional MF when crossing a Crest Line to a
lower elevation and an additional 1/2 MF for
crossing a Down-Slope hexside (P2.51) This
bonus applies per Crest Line crossed and can
be wsed to increase the MF of even broken,
berserk, or wounded ski units, bul cannot be
used in the Advance Phase. Skiers rout and
advance normally, subject to the same move-
ment restrictions as above. This includes
switching from ski mode to normal Infantry
tand back) paving normal MFE cosis,

EXAMPLE: Deep Snow i5 in effect. An
8-3-8 in 41AA4 is portaging skis at the begin-
ming of iy movement phase. I declares Dou-
ble Time and puts the skis on for 2 MF {placing
the ski counter under the 8-3-8). 1t then moves
ter BB4 for one mere MF! in crossing the Cresi
Ling, it gning 2 MF. It goes on to BRS where if
gains another 2 MF, It has now expended 4
ME, but it still has 6 MF remaining, [t enters
AAn for 2 MF, goes on to Z6 (bypassing AAT
arnd 27| far another MF, removes its skis (no
MF} and enters Y7 for 3 ME. The unit has
expended all ten of its MF,

There are, of course, restrictions to and
trade-offs for being able to buzz around the
winter battlefield on skis, the most important
of which oceur in Close Combat. Not only do
skiers in CC add two to their CC DR, their
opponents subtract two from theirs, Skiers can
remove their skis once locked in Melee. Skiers
cannot use Guns, “ordnance support weapons,”
or medivm and/or heavy machine guns, Skiers
must follow all movement rules when routing
and must remove their skis to Low Crawl,
Berserk skiers cannot switch their ski mode
until they reach their “target,”

GENERAL WINTER
I would like to briefly wrap up by showing

how knowledge of and appreciation for winter
rules can be used to your advantage. The keys

here are to remember the two basic changes;
visibility and mobility.

Yisibility: If Falling Snow is in effect, this
generally favors the attacker. If you are the
atlacker, staying outside a range of & hexes can
add the protection you need 1o get your lroops
to their ohjectives, As the defender, you may
have to spread out more, Long range shots will
be less effective, so keep a good picket of
Iroops 1o prevent any gaps.

Keep in mind that SMOKE cannot be placed
in Deep Snow (except Infantry SMOKE in
buildings). This creates problems in crossing
open ground, particularly if there is no Falling
Snow. The corollary is 1o remember that
SMOKE may ordinarily be osed with
Ground/Falling Snow, providing extra cover,
Dan’t forget to combine the Winter Camou-
flage LY hindrance with the Falling Snow LV
hindrance. While the former cannot be com-
bined with non-SMOKE TEM, the latter is not
a TEM. Remember that LY hindrances neither
negate FFMO nor reduce Residual FP.

Mobility: Mobility can be a big factor. You
must guard against bogging down on the steack
or becoming surrounded on defense. The
British troops involved in the fighting at
Marvik never really engaged the Germans, due
tor their lack of mobility in the deep Norwegian
snow, Plan to make necessary troop move-
ments earlier (especially if changing elevation)
ancd don't hesitate to forego a Prep Fire sho
that will put an important unit out of position
for the rest of the game. Always take into
account the effects of snow on routing units
when setting up.

When defending, it vou've got mobility, vou
can keep a reserve and apply it when your
appanent reveals his schwerpunkt,  If attack-
ing, you can use your mobility to keep the
defender ofl halance and to probe for weak-
nesses, When the opportunity presents itself,
run (ski) like heck, Keeping vehicles moving
is important, and taking

difficult and it’s sometimes safer than regular
movement (because of the Winter Camouflage
and Falling Snow). Sledges are also among the
better means of conveyance in Deep Snow—
don't forget you can gallop those habies for
extra MF,

Fire Attacks: The sitwations vary widely,
but there are a few generalities. Your troops
are cold, so scenarios should show a lower
ELR for troops fighting in Extreme Winter.
Low quality troops fighting in the cold may
well melt away and disrupt, Again, when ront-
ing, accounting for extra MF can save vou, as
can taking advantage of skis. Falling Snow
and Winter Camouflage won't help, as LV hin-
drances don't negate Interdiction.

Remember that HE attacks get a +1 in Deep
Snow, On the other hand, HE equivalency
does not suffer this penalty, nor do HE attacks
vs vehicles. Likewise, take advantage of Win-
ter Camouflage and falling snow benefits
whenever possible, in all their forms. Vchicu-
lar camoutlage is especially difficult for me to
remernber to use, since Tam usually not shoot-
ing at ranges greater than 16 hexes,

Winter combat was among the more horrible
of WWII actions (or any war—ask Napoleon),
There was rampant disease, frosthite, exposure
and hunger, all to go along with ordinary com-
bat casualties.
good fun, and | recommend .

In ASL, however, il can be

sl

unnecessary Bog Checks is — e
ke plkyihg with Fie GUIDE TO THE FROZEN NORTH

If your opponent has Scenarios using the E3.7 and E4 rules:
vehicles, you must keep SCENARIO DATE CONDITONS
track of the Decp Snow | The Borders Are Burning [A10] 1173039 DSWC
Bog. Don't let your oppo- Silent Death [A11] 120939 DS EW.WC.S
nent run those tanks all | Surprise Encounter [AS£] 1212138 GS,0EWWC
over the board. Bogging |  The Raate Road [A54] 12/13/39 DS EW,WC.S
can be just i mInor annoy- Hﬁkﬁ& Paalle [G17 012440 DS.DEWWCS -!-{
ance, but with a ]|t_1|e ]u::k Burzevo [R] |2402/41 GS EW
it can become 4 major pain. | gosa T Gora [AS1] 12/15/41 DS, WC. §
In a scenario where an i s i)
attacker must move 3 long The Dead ‘Jr Winter [T6] 1272941 DS EW WC
way without plowed roads, Grab at Gribovo [G10] 0140342 DSEW |
there is a real possibility Wintergewirter [A70] 1271342 GS,WC
that Bogging may prevent Escape from Velikive Luki [H]  01/12/43 GS,WC
him from exiting sufficient The Paw of the Tiger [F) 01712043 GSWC
points. Avalanche! [(312] 02/06/43  GSWC.S

Learn the ski rules and Tiger, Tiger [G14) 0211443 GSWC
always use skis when they | Under the Noel Trees [23] 12/25/44 GS,WC
are available. Not hother- Meeting of Patrals [A29] [2/26/44 GS.WC
ing to change from toof o Gova [G18] 01/07/45 GS.0.WC
eki made can make @ sce- [ G0 woon the mon 16513) 02/23/45 GS,WC.S
nario impossible (but don't :
forget to take them off | Valhalla Bound [A74] 04/01/45  GS.FS,WC
when CC is imminent).
L LS W e o B S e it B o




June 29th, 1941... As Operation Barbarossa unturls and
the German army drives east, Army Group South finds itself
up against stiff opposition. Yon Kleist's 16th Panzer Divi-
sion drives a wedge between the Soviet 5th and 6th Armies,
only to find six full mechanized corps attacking its flank in
accordance with Timoshenko’s Directive No. 3. If the Sovi-
et armor can breakthrough, perhaps they can stem the tide.

July 11th, 1943... With the Allied invasion of Sicily on July
10th. the liberation of Europe has begun. As American
troops and vehicles unload at Gela, Darby’s Rangers stand
guard over the beach. Backed up by the awesome firepow-
er of the fleet offshore, and with the added punch provided
by several captured Italian guns, the Rangers are confident
that they can handle any counterattack made by Italian
infantry. The armor of the Herman Goering Division might
be another story, however.

August Tth, 1944... Bradley's First Army, having finally
broken out of the Cotentin Peninsula after Operation Cobra,
is threatening to turn the cormer with a major encircling
move. The German counterattack towards Avranches,
designed to reseal the peninsula and blunt Bradley’s break-
through, sweeps past Mortain and scatters several of the
lightly manned roadblocks outside of town. Time is of the
essence; progress must be made now while the Americans
scramble Lo regroup.

January 2nd, 1945... As Patton’s Third Army counterat-
tacks in the Ardennes, its former positions in France are
stretched thin. Operation Nordwind, Hitler's followup to
Wacht am Rhein, threatens to punch through the U.S. Sev-
enth Army. As Jagdtigers and Flammbhetzers swarm around
them, the dug-in American infantry prepare to repulse the
SS panzergrenadiers. As always, in the end it all comes
down to the foot soldier.

Boards 42 and 43—the newest geomorphic mapboards for wargaming's best tactical-level World War II simulation—are the center-
pieces of this latest innovation for the ASL game system: the ASL Action Pack. Designed to get vou right into the action, these Packs
consist of boards and scenarios that further expand the ASL game system without requiring new rules sections. Board 42 depicts a small
village crossroads: stone buildings, walls, hedges, and orchards are complimented by ponds, grainfields, and woods, Board 43 has the
feel of a farm compound surrounded by large grain fields: the open terrain is sure to provide great fields of fire for your marauding
armor, Eight new scenarios were specifically designed for use with these new boards. The actions in these battles span the length of
the war—from 1939 1o 1945—and the length of Europe—from Poland to Sicily, from Russia to France, Also included in the package
i5 a color-coded flow chart to help you through the somewhat complicated OBA section of Chapter C.

ASL Action Pack #1 iy not g complete game,  Chenership
of ASL, BEYONIDY VALOR, YANKS, amd THE LAST HUR-
RAH v reguired, Additionally. ane of the efipht seenprios
regiires fralian Infansy (HOLLOW LEGIONS) and
board 10 (PARTISAN!). one requires bourd 33 (CODE
OF BUSHIEN, andd ene reguires board 38 (GUNG HOL L

FRETITH

Suggested retail is $19.95 at better hobby, and game stores
everywhere (product #8003-AFS). If not available locally,

'm please contact us direct at; 1-800-999-3222.
Ii.U,l The Avalon Hill Game Company

DIVISION OF MONARCH AVALON, INC.
4517 Harford Road » Baltimore, MD 21214
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SCENARIO A92

Seennrio Design: Pere Shelling

BALIUAG, LUZON, THE PHILIFPINES, M December 1941: By late Decernber it
wis obvious o MacArthur that the time had come for the retreat to Bataan,  Foo the
Philippine Army's 715l and 914t Divisions, assigned ro hald the Balivag-Plaridel-Calumpat
ared, the arder fo withdraw came not o moment oo soon. The 915t withdrew during the
marning of the 31st By 1330, the 715t had hastly withdrawn cut of Baliuag just as
General Sonoda’s Tth Tank Regiment was moving at full speed down Highway 5 rowards
the town, Sonoda's tanks and advanced infantry wok up positions around Balivag o allow
the remainder of the force's infuntry o catch up and to prepare for an assault on Plaridel
undd Calumpit.  Fearing that the green 518t Infantry Regiment, positioned between
Calumpit and Plaridel, would not be able o stand up 10 the Tapasese attack, Brigadier-
Cieneral Jones sent two tank platoons, supported by a self-propelled artillery batiery, to in-
tercepd Sonada's tanks.

aa
BOARD CONFIGURATION: 1
; : A=

a s ' i3 2k X4
VICTORY CONDITIONS: The Americans win ol game end if they have smassed  BALANCE: N
at least 35 Casualty Victory Points more than the Japanese; this required tofal is re- @ Debete the 9-1 Armor Leader foom the American
duced by 5 CVP for each e prior to Turn 4 that the Japanese reinforcements ar- OB, and add six " 10 the Japancse (B,
rive, The Amercans bose immediately upon the climinatonRecall of = 6 M3, vz

Tr Exchange the Tapanese 9-1 for a W), and in the

Wictary Conditions, change "= 6" to "2 7"
TURN RECORD CHART
@ JAPANESE Sets Up First g S
1/2°3]4]5]gfeo

Tr AMERICAN Moves First v, ey B

Elements of the 15t Infantry Battalion, 47th Infantry Reginent and
the Tth Tank Regiment "Sonada Force" [ELR: 3] st up on hoard 24

Set up on hoard(s) 2438 onfmornh-of hexrow O (see S8R 4

Enter along the north edge of boardis) 22038 per 558 7

ks

A1 womw

3

anfnorth-of hexmw I {SAN: 2]
- L = .
! - | L 2 2 %‘E ol
= i E: : ]
447 228 PRI 1 | 7 wa 57 v | 37 e
4 6 3 6

and 2411; [SAN: O}

Elements of Company C, 192nd Tank Battalion enter on Turn 1 along the southfwest edeeis) of board 24 onfbetween 2446

18
B
a7 A
BIL s I
10
SP‘EC IAL RULES: 6 Amencin AFY hove no HE availoble. Use M3A7 counters & M35 for the extra M35 needed

L BC are Moderste, with oo wind ol star, PTO Terrain (G.1) s in effect, incloding Light Jungh:
(G20 [EXC: all bamboo bexes ase brush heses; all printed roadsbridges on board 24 exist).

2 Place overlays us follows: 1 on 38NE-N9; X4 on 24R5-R4; arxl X171 on 24104-%3
X The valley does o exist; the other terrain in these hexes exists normally at Level U [EXC: pon-
malky cliffs do not exisg]. Al busldings ame wiooden

4. Bore Kighting is WA, Japanese AFV may not set up N buildingatuns, Japaness MMO are no
exermgl from waking PAATC (e, they must ke 2 PAATC in all sinestions ahere & non-lapanese
MM woukd be required 1o do so),

5. Viehicles may utibize VBM in non-Collapsed Hut hexes an a cost of | MP per hexside traversed;
lor euch such hexside traversed an this reduced cxpendimene rate, & dr most be made—a result = 4
coflapses the huts in the by-passed hes wath poeffect on the vehicle,

7. Begming on Tum Z, the Jupanese must make a reinforcement dr an the start of ssch ey
RPh. If the dr is = the cliched purmber on the cument tum of the Tum Record Track, all AFY must
enter in the upeoming MPh

AFTERMATH: As Lieutenant William Gentry led mwo platcons from Company (O 192nd
Tank Battakion into Bakivag, e 5-F guns of the 71s Provisknal Freld Artillery Batalion fired
inte the town. At 1500 bouss, as dusk was neanng, the 71st FA ceased it’s fire and Gentry's
tanks raced into the town. A shor, craved meles ensued as Company C chased the Japaness
tanks through narmow streels, smashing grass s along the way, The Japanese infantry scat-
teverd, vamnly finng thear small arme st the American tanks, By the time Centry halted the azack,
cight Japanese tanks had been destroved wath only minor damage o Company C. This suoess-
ful delaying sction, ome of the few bright spols in an otherwise tagic campaign, allowed the 5 st
Infianery to parrowly eschpe rward Fataan




STOP AND GO TRAFFIC

Moving, Motion, and Non-Stopped Status

Most ASL scenarios include a vehicle or two,
Although the vehicle rules add complexity to the
game, vehicles really spice up a scenario. To get
enjoyment out of this, however, it is important to
understand the basics of the vehicle rules,
Among the most important is vehicle movement,
In this article I'm not going to discuss how a
vehicle moves from one hex to another, Instead
I will try to explain the effects of starting, stop-
ping or moving a vehicle,

Starting and Stopping

The first thing you need to know is how to
start and stop your vehicle. You need to start it
1o get somewhere, and you need to stop it if it is
going to fire effectively.

A vehicle has two ways of starting. The usual
way 15 during the vehicle’'s MPh when the vehi-
cle is started by expending one MP, a Starr MP
(D2.12), while declaring that you're starting
your vehicle. When paying this Start MP, the
vehicle is assumed to be in forward movement
unless vou state that the vehicle starts in Reverse
Movement. In certain situations the vehicle
doesn't start automatically. The most common
of these situations are Bog Removal (D8.3), or if
the vehicle must make a Mechanical Reliability
DR (i.e., its MP are printed in red; D2.51) or a
Stall DR for PzKpfw VG or JgdPz V. The sec-
ond way of starting is during the opponent’s
MPh. If an enemy unit which started the MPh
out of your vehicle's LOS moves into its LOS,
you may try to start the vehicle by making a
Motion Atempt (D2.401) as discussed in more
detail later,

To stop, the most painless way is to expend a
Srap MP (D2.13) during your vehicle's MPh, but
there are other, more unpleasant ways to stop as
well, If an enemy attack vs the vehicle obtains
ary resull {other than Pin) against the vehicle or
its Crew (but not if only its Passengers/Riders
are affected), the vehicle stops immediately
without the expenditure of any MP, Such attack
results include Immobilization, Shock, Stun,
Break, K/#, KIA, and, of course, (Burning)
Wreck. In addition, the vehicle stops immedi-
ately (without the Stop MP) if it becomes
Bogged due to driving somewhere it shouldn't
(D8.2) or Immobilized for trying to go too fast
{Excessive Speed Breakdown; D2.5),

(Non-) Stopped and Motion

A vehicle is always in one and only one of
three possible states: Stopped (D2.13), Non-

by Ole Boe

Stopped (C.8), and Motion (D2.4). Thus a Non-
Stopped vehicle is never in Motion or Stopped at
the same time, etc,

A vehicle that begins a scenario onboard must
set up Stopped unless otherwise specified by
SS5R. During play a vehicle is considered
Stopped if it started the scenario onboard and has
not yet started, or if it has stopped since the last
time it started.

If the vehicle is not Stopped, it is either in
Motion or Non-Stopped, depending on the cur-
rent phase. If it currently is the vehicle's MPh,
the vehicle is Non-Stopped, but at all other times
the vehicle is in Motion. A vehicle that sets up
offboard always sets up in Motion and remains
in Motion (or Non-Stopped) until it stops. These
two states are identical for most purposes, but as
discussed later there are a few differences
between them.

EXAMPLE: A vehicle i3 in Motion at the beginning of a
Player Turn. As soon as the vehicle's MPh starts, the vehicle
changes from Motion (o Non-Stopped. If the vehicle doean’t
stop during its MPh, it changes back from Non-Stopped to
Motion at the end of its MPh, It then remains in Motion wntl
i tops, or until the start of its next MPh, whichever happens
firat,

Moving Target

In addition to being in one of the three states
described above, a vehicle is sometimes a Mov-
ing Targer (C.8 and C6.1), which makes it
harder to hit. A Motion vehicle is always a Maov-
ing Target; a Non-Stopped or a Swpped vehicle
may or may not be a Moving Target,

A vehicle is a Moving Target under the fol-
lowing circumstances:

& It begins a Player Turn in Motion.

® It uses Vehicular Bypass Movement or
moves to a new hex.

# [t ends the MPh in Motion.

& It gains Motion status in the opponent’s
MPh,

Note that a Moving Targel remains one for the
remaining fire phases of that Player Turn, even if
the vehicle later stops.

EXAMPLE: A Stopped vehicle makes a successful Motion
Antempl during the opponent’s MPh. It immediately becomes
in Motion and therefore also becomes 8 Moving Targer, 1f
later in the opponent’s MPh it becomes Immobilized due to
Bounding First Fire, it then immediately becomes Stopped and
thus is ne longer in Motion, but it remains 8 Moving Target
because it had been in Motion during that Player Tum,

EXAMFLE: A Stopped vehicle expeads a Stant MP during
its own MPh. It immediately becomes Non-Stopped, but is ot
n Moving Target. If it enters a new hex, then il becomes o
Masang Target, If the vehicle stops during its MPh either as
the result of an enemy attack or by expending a Stop MP, it
becomes Stopped, but remains a Moving Target since it has
entered a new hex during that Player Tam.

EXAMPLE: A Stopped vehicle expends a Stan MP during
its own MPh and immediately becomes Non-Stopped, but this
time it neither moves to a new hex nof stops, bal vses s
remaining MP o change its VCA, This does not make the
vehicle a Moving Targer. As soon a8 its MPh ends howewver, it
becomes in Motion and o Moving Targed.

EXAMPLE: A vehicle begins the opponent's Player Tum
in Motion, and is therefore also a Moving Targer. 11 it i
Immobilized, it immedintely becomes Stopped and no longes
in Motion, but it remains a Moving Target for the remaining
fire phases of that Player Turn.

Motion Attempt

A Mobile vehicle can be started during the
opponent's MPh by making a Motion Attempt
(D2.401). If successful, the vehicle starts and
can also change its VCA freely. The Motion
Attemnpt is made by making a dr < the number of
MF/MP expended in the vehicle's LOS by an
enemy unit. Any enemy unit, even an unarmed
Infantry unit or a dummy stack, qualifies for
triggering a Motion Attempt as long as the unit
started its MPh out of the vehicle's LOS, There
is, though, one exception: a vehicle may not
make a Motion Attemnpt based on the MF expen-
dirure of a Tank-Hunter Hero (G1.423). A vehi-
cle can make a Motion Attempt only once per
enemy MPh. A vehicle marked with any fire
counter, an Immobile vehicle, or a vehicle in a
Convoy (E11.24) cannot make a Motion
Atternpt at all, and a vehicle with Red MP must
also roll for Mechanical Reliability (D2.51) {and
a Panther G or Jagdpanther must roll for possible
Stall). If a vehicle Sialls after a Motion Attempt,
it simply fails to start, no Delaying-MP DR is
made. A radioless Platoon makes a Motion
Attempt with only one dr for the entire Platoon,
but is subject to a positive drm equal 1o the num-
ber of AFV in that Platoon (D14.21). A lone
radioless AFV need not pass a NTC before mak-
mg a Motion Attempt, but must add a +1 drm to
its Motion Attempt dr (I214.23).

EXAMPLE: A stopped PaKpfw IV] is in 24447 and a 118,
siquad carrving 8 BAZ is in X7, out of the AFY's LOS, During
the LS. MPh, the squad moves 1o Y7 and then to 27 where il
ends its MPh. The PzKpfw is afraid of the BAZ. so0 it makes a
Modion Attlempl. Since the squad expended three MF in the
PzEpfw's LOS, it succeeds and gains immediote Motion status
i s ofr s = 3,
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Mote that a ¥ofion Adempt can be made any-
tme during the enemy s MPh, [T an enemy unit
expends three MEMP in vour vehicle's LOS,
you can miake the Motion Attempt immediate]y
bised on this ME/MP expenditure, or you can
walt either untl you have seen the movement of
other enemy units, or even until the end of the
enemy MPh, and sull make a Motion Atlempt
based on the MEMP expenditure of the first {or
later | enemy units.

A Motion vehicle can make a Motion Atlempl
even though it's already in Motion, In additbon
to putting a vehicle in Motion, a successiul
Motion Attempt allows the vehicle 1o freely
change its ¥CA, which has several possible ben-
efits,

EXAMPLE: A Moton Panther s in 2317 with both its YO A
and TCA pointing towards JE/KR, During the U8, MPh o
Shermian maoves from A to [6 and then 1o 16 where it stops
alter expending 4 MP in the Ponther's LOS, hoping 1o get 8
rear shor Bather than turn and fire, the Panther chnoses
malesd oomake a Motion Atlemps, 1D mlls < 4, 0 suceeeds
and can then turn ils VOASTOA towards 1716, getling ics
elmsr invulnerable froncnd armor towards the Sheroan before
the Shermman can e, wathoar comimitting iesell o an wick o
ENgag e i Cium Due ] it may well lose, 1 fails its Motion
Atlempt, it can oy o fire then

EXAMPLE: A Motion Sherman is in 20M3 with its VCA
towurds LeiMa. During the German MPh o BU Panther
maves 10 L3 where ol stogs atler expendsng @ MPin the Sher:
ptan’'s LS. Althouw he Sherman has is Prontal armor
Biotvaarids Lhe Lher, vou know thal the Paniher will rrrl'-h|hl'.-
penetroig the Shermun’s armor, 5ot makes o botion Artempl
which sutomuotically sueceeds since the Panther has expeaded
G BF in the Shermar’s LOS The Skerman also vaes the
Bation Arempt e chatge s VOA lewands MING Druring
it% AFPh the Panther his o totl To Hil DEM of =6 (43 [Cose
C]#1[T 42 [1] -1 (P11 meaning thar it aill probably miss with
the shotl, In the L5 MPh, before the Panther gels another
shat, the Sherman con move directly e B4 which is out of the
Panther's LOS without havieg to change its VO A first, 5o that
the Panther does oot get the opportuny 10 Delensive Fire vs
the Shesman, 1 the Sherrnan Fud s \;hill'lgl,'lj s YiCA helomre
115 MPh, it would hove 10 expend sme MP oo change it before it
could move. This would give the Panther o Defensive Fira
Fire opporunity. with o high probability of hitting and
destroving he Shesman

Keeping Motion Status

Unlike an Infantry unit, a vehicle normally has
torexpend ol of its MP before i1s MPh s consid-
ered o have ended. You cannot say Vthat’s i,
I'm finished™ if the vehicle has MP left. This
doesn’t mean that a vehicle with lots of MP has
to keep on moving forward forever; there are
three ways of throwing away the "unneeded”
MP,

The first, Delay (D217, 15 used when the
vehicle is Stopped, The vehicle then expends as
many MP as vou want while it remains Stopped
i aes present Location, IF & Stopped vehicle
wants o end its MPh while it has MP remaining
it can do so, but is considered 10 be expending
these MP as a Delay in thal Location, Delay MP
cannat be used by a Non-Stopped Vehicle,
tnfess the vehicle is using Platoon Movement
(D421,

The second way of expending extra MP is
based on & sentence in F11.74, This rule savs:
“Since a vehicle 15 not protibited from expend
ing more MP to enter a hex than the minimum
requared, 1 may, as it enters a new hex, declare a
higher-than-necessary MP expenditure....” Ths
means that if you want vour vehicke to move to a
Location which requires one MP and end ifs

MPh in Motion there, but it has two MP left, it
must declare that it expends two MP as it enters
that Location, The third way of expending extra
MP is o irn the VOA hack and Torth a licde,
since ¢ach hexspine changed normally costs |
MP. This can be difficult if in Bog terrain and is
nit possible if currently in Bypass, since a vehi-
clein VBM can only turn its VCA as part of con-
fnuing YBM along another hexside (D2.33).

EXAMPLE A L5, 7-47 isin 1155, An Halian M1540 0=
L B wirh s MO A cowards RAS5S. 10 has 2 MP Beft and wants
o end s MFPh in the 7-4-T's Location w stop it from Gang al
nther fargeds (AT 202 butl doesn't want to stop since it will
then be more vuinerable 1o CC, The M1340 can accomplish
this by cupending 2 MP as it envers 85 instead of the 1 MP i
normally costs ooenter the hex, Alematively, the M13M0
could Tirsl expend one MP in RS by changing its VCA o
50586, before moving i 55,

possibilities, I the vehicle s not usimg YBM
and vou want it to remain Non-Stapped. it can
turn it's VCA back and forth until all MP are
expended, This should be harmless unless there
15 enemy ordnance on both sides waiting for a
side shot or the vehicle is in Bog tertun, 1
doesn't matter 1f the vehicle stops for & while,
the vehicle can pay a Stop MP, use Delay until
all but one MP are expended and then pay a Stan
MPF. This should also be mostly harmless. but
has two drawbacks, First, if there s enemy ord-
nance (other than LATW) at a one-hex or rwo-
hex range, it may vse the Point Blank {Case L)
-1 or -2 DEM when firing at vour vehicle. Sec-
ond, if there are enemy Infantry capable of using
CC Reaction Fire (D7,.21) vs vour velucle, they
no longer have to add the +2 DREM for a
Motion/Won-Stopped vehicle (AL1L31).

moves to 55, expending two MF in the Sherman's LOS. The Shennan may mak
sugceed omopdrof < 3, bt the Shermon chooses to wait since it can muke ¢

L M
Ly oise Mol

ATLEr| v, wh
Adtempr during a M,

[T the Panther uses @y Jast 3 MP o move 1o U3 and T3 and siop, the Sherman will now suceeed with the Mobon
Artemipl by rolling < 3. [F the Panther expends only cne ¥ in the Sherman's LOS, or dossn'tenter s LOS 2 all,
the Sherman may still make 8 Motica Atempt based on the squad's mipvemen

If vou want to end the vehicle's MPh in
Motion, vou can do so only if it is Non-Stopped,
and has expended all of its MP or has insufii-
cient MP remaining to enter the next hex it
wishes to enter (D2.4), in which case these MP
are considered expended in this Location (D2.1).
This constraint is easily overcome, however, if
wou remember to Delay or use the higher-than-
necessary MP expenditure earlier in the MPh so
that your vehicle has no MP left where it wishes
to end its MPh, 11 it has two or more MP lefh
where vou want it to end its MPh, the vehicle can
stop and then expend Delay MP until it has one
MP left before it stars again, If vour vehicle
starts 15 MPh in Motion and you want 1o remain
in Motion in that same Location, there are two

Another use of Delav/slow-movement is when
you want to move your vehicle into the LOS of
an enemy vehicle (o engage that vehicle ina
fight, It the vehicle moves directly toils
intended position and stops with some MP [eft,
these MP are considered expended in this Loca-
tion. With these extra MP expended in the
enemy vehicke's LOS, the enemy vehicle 15 often
guaranteed a successful Motion Attempt since
your vehicle may well have expended at least six
MP in the enemy vehicle's LOS, 1f your vehicle
uses Delav/slow-movement before it enters
LIS, it can expend a minimum number of MP in
the enemy vehicle’s LOS, The enemy vehicle
will then be less likely o succeed with its
Motion Ateempt.




EXAMPLE: A Swopped T-44 s bn 2306 with dts CA wowards
1545, A JgPz IV/T0 b5 i L with its CA wwards KSLS, Dur-
ing the German MPl, the JePe starts (1 MP), moves w K5 {1
MPY, and stogs (1 MP), deciaring is MPhoas over, [1s remain-
ing B MP is then considensd expended in K3, giving the T-44
mulomatic success with its Motion Atternpd. [F the JgPz insusad
started its MFPh by expending & delay MP in L4 before starting
{1 MP}, moving to K3 {IMPYL and swopping {1 MP), only the
las1 2 MP would be considered expended in the T-44's LOS,
Now the T-44 will only succeed with itz Maotion Attempt on a
drof =3

Fire During the MPh

Unlike Infantry, a vehicle may fire its
weapons during its MPh, This fire i= called
Bounding First Fire, Bounding First Fire may be
used both when the vehicle is Stopped or Non-
Stopped. If a vehicle fires one weapon during its
MPh, it must fire all of its weapons from that
same hex or forfeir their use for that Plaver Turn
(D3.51) [EXC: Multiple OVR: D7, 14], although
if the vehicle fires its MA and retains ROF, it
may later fire ils MA {only) from other hexes.

EXAMPLE: A Crocodile moves to 23F5 where it fires its
flamethrower before it moves o G5, A Hidden German BRLL
is then revealed in HS, but the Crocodile can oot fire any mome
wiapons this Plaver Tusn sance it has already lred @ weapaon
from ancther bes. 11 the Crocodile had also Ared its MA and
retained ROF in B5, it couled fire the MA again from G35, but
could stall ned use s OMG

A vehicle can normally not fire in more than
one phase of a Player Turn, but there is one
exception to this, too. [f the only weapon the
vehicle fired during its MPh was the MA which
retained ROF, it may fire the MA once during
the AFPh (D3.32). I cannol fire any other
weapon in the MPh nor the AFPh if it wishes to
fire the MA in both phases,

Firing on the Move

A Motion vehicle cannot fire any of its
weapons in the PEPh, since it has to expend at
least one MP during its MPh (D2.4),

The FP of all non-ordnance weapons {even
FT) of a vehicle is halved when firing from a
Non-Stopped/Motion vehicle (D2.42). This
halving also applies in Close Combat
{A1162)EXC: Nahverteidigungswaffe|, but
not during Overrun (D7.11). The FP from non-
ordnance weapons (except FT and Gyrostabi-
lized CMG vs an acquired target) is also halved
when firing as Bounding First Fire, even if the
vehicle is Stopped (ID3.31). Therefore, the FP of
most weapons on a Non-Stopped vehicle is
guartered due to both Non-Stopped and Bound-
ing First Fire (see the 02,42 errata in this issue’s
“Debriefing”}. If a vehicle is in Motion or using
Bounding First Fire, its ordnance weapons can-
not use the Area Target Type (C3.33) and cannot
gain or retain Acquisition unless equipped with a
Gyrostabilizer (C6.55), So after moving to a
new position whers you want to acquire a target,
itis often wise W wait until the AFPh to take the
shot. You lose the possibility to retain ROF, but
gain Acquisition since the shot is no longer
Bounding First Fire,

A Swopped vehicle tiring an ordnance weapon
a4 Bounding First Fire must add Case C, C', or
C* depending on how long it has seen the target.
Any vehicle (regandless of phase) which is Non-

Stopped/Motion when firing an ordnance
weapon must add Case C*. Also note that Case L
(Point Blank Range) is not available if the firer
or the target is Non-Stopped/Motion (C6.3).
Case ' is a linle confusing since it uses Case C
(and therefore Case B), and possibly even Cases
Clor C3,

Target Consequences

& An attack vs (or from) 2 Motion/Non-
Stopped vehicle never geis the benefit of Case L
Point Blank Range (C6.3), As soon as a vehicle
expends a Start MP or performs a sucecessful
Motion Attempt, it is too late for the adjacent
enemy Gun to get the -2 DRM vs the vehicle
since it is now Non-Stopped/Motion.

# A RCL cannol acguire a Moving Target (See
“Moving or ...” sidebar) or use previous acquisi-
tion against it (C12.24), Any previous acquisi-
tien counters from RCL are removed as soon as
the vehicle becomes a Moving Target.

& All To Hit attempts vs a Moving Target must
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nol yet become o Moving Targed, but the Tiger loses the bene-
fit of Point Blank Range since the T-70 is Non-Stopped.

o If a Motion/Non-5topped vehicle is attacked
in Close Combat, the attacking Infantry must
add a 42 DRM to its CC DR (A11.51). Infantry
may not attempt to capture any Motion/Non-
Stopped vehicle (A11.52), A Motion vehicle
does not hold enemy units in Melee, so the units
are free to move in their next MPh if the vehicle
was in Motion during the last CCPh (A11.7).

e If a Motion/Non-Stopped AFV is attacked
by a PlacedfThrown DC, there is a +2 DRM 10
the DC Position DR. If a DC is Thrown from a
Motion/Non-Stopped vehicle (See “Moving or
.. sidebar), the DRM for a Thrown DC is
increased from 42 1 43 either directly to the IFT
DR if vs an unarmored target, or to the DC Posi-
tion DR if vs an armored target (A23.6, C7.346).
An attemp (o throw a DIC into a Cave receives a
+1 drm to its Thrown-DC dr (G11.833) if
Thrown from a Motion/™Non-Stopped vehicle,

# A vehicle Hull Down due 1o Height Advan-
tage loses its Hull Down status (the HD counter

MG

CCPh - Motion
Motes:

172 FP

It Area Target Type NA (C3.33), Acqguisition is lost unless using a Stabilized Gun (C6.55)

2: To Hit DRM Case & NA (The CA must be changed by expending MP instead) (D3.51)

3: To Hit DEM Case L {Point Blank Range; C6.3) NA

4: This line also upplies to Defensive Fire during opponent’s MPh

3: Ordnance use Case B if the vehicle has not moved 1o a new hex during that Player Turn or
used WBM {C5.2). 17 it has moved, the vehicle uses Case C (05.3)

& Multiple ROF & Intensive Fire NA (05.2 & C5.6)

7 Enemy Infantry is not held in Melee (A 117}

4: The FP of Nahverteidigungswaffe (s} is not halved (A11.622)

PHASE AND MOVEMENT DEPENDENT FIRE MODIFIERS

FT Ordnance Notes

NA NA 7.8

add Case I, I' or F to the To Hit DR, 50 a Mov-
ing Target is harder to hit (C6.1). Cases I’ and I
can only apply during the MPh, while J applics
to a Moving Target regardless of phase.

EXAMPLE: A Stopped Tiger is in 23W7T with its
YCOATCA towards YI/WE. A T-70 which bas already
expended 12 of itx 14 MP moves rom W10 10 W9 where it
uses its last MP to Svop, IF the Tiger defensive fires a the T-
70 based on the T-70's Stop MP, it must pay To Hit Case
Fsince the T-70 bas expended only two MP in its LOS, If it
waits until the DFFh, it must pay Case J since the T-70 iz still
a Moving Targer. but not 1" which applies during the MPh
only. In both cases the Tiger gets a -1 IVRM for Foist Blank
Range since the T-70 iz Stopped.

Assuime that the T-700 s stall alive during its next MPh, and
expends a Start MP, becoming Non-Stopped, [f the Tiger
chooses to fire. it does nod pay any Case | since the T-T0 has

is removed) immediately upon becoming
Motion/MNon-Stopped (D4.221),

e If a Motion vehicle is overrun, the OVE DR
receives & +2 DRM (D7.12),

@ The Basic TK# of a MOL (A22.612) is
resduced by 2 vs a vehicle which is a Moving Tar-
get {see this issue’s “Debrieling ™).

& A Sighting TC vs a vehicular target receives
a -1 DRM if the vehicle is a Moving Target
(E7.3), so the vehicle is easier to see if it has
mievied (although it is still harder to hit).

Other Consequences

& A Motion vehicle does not have o expend a
Start MP in its next MPh before it moves to a
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new Location since it is considered Non-
Stopped as soon as its MPh begins (D2.4).
Only a Stopped vehicle may load/unload PRC or
(unjhook a Gun, The vehicle may freely expend
MP before or after (unthooking a Gun (C10.11-
A2 or unlonding Passengers/Riders (D6,5), but
a vehicle cannol expend any MP before loading
Passengers/Riders (D6.4) unless the unit that
is being loaded 15 the crew of a Gun that is being
hooked up (C10.11). Thus a vehicle which
begins its MPh Noa-Stopped cannol load any
Passengers that Player Tum. A crew thal wants
to abandon its vehicle can do so only from a
Stopped vehicle, and the vehicle cannot move at
all thar Playver Turn (D5.41),

& A Moving Target vehicle 15 neither a Hin-
drance nor a TEM to any fire unless using
Armored Assault (D9.31) or for units unloading
or Bailing Out from that AFV (DD9.3). This is
true even if the vehicle has become a wreck: the
vehicle does not stop being a Moving Target
until the end of all fire phases for that Player
Turn. Note that an Armored Assaulting AFV
remains TEM into the DFPh for the Infantry that
moved with it only if it is Stopped, Per the 95
Debriefing, a vehicle which is o Moving Target
but mot in Motion any longer doey become a
TEM as per D9.3 after the AFPh of thit Player

Tumn (Le.. il Swpped, a vehicle may be consid-
ered a TEM during the RitPh, APh & CCPh even
if it is a Moving Target). This can be useful
since the vehicle's Location will no longer be
Open Ground, so that friendly units can rout
through the Location without suffering Interdic-
tion, or Advance into the Location without los-
ing Concealment, (Per this issue's "Debriefing,”
it also becomes a Hindrance. )

# A vehicle which wants 1o use a Smoke Mor-
tar (M) must add a +2 DRM 1o its usage DR if it
is in Motion or a Moving Target (see D13.32 in
this issue’s “Debnefing™).

& A vehicle in Motion, changing its VCA, or
entering & new hex is treated as being within a
viewing unit's NVR atupto 1.5 tmes {2 times il
tracked ) the current NVR (E1.14),

e [nfuntry can transfer/recover a SWi/Gun in a
vehicle only if the vehicle is Stopped. If the
vehicle is Non-Stopped, only PassengersRiders
of that vehicle can do this (A4.431).

& A velucle in LOS of a Good Order encmy
ground unit loses its =7 1f 1t 15 in Motion or
expends MF for any reason. as does o vehicle
which chunges its TCANVCA within |6 hexes of
such a unit,

Conclusion

By focusing on how a vehicle starts and stops,
and what that means for the plaver duning the
course of the game, this article has tried to
enhance your understanding of how a vehicle

moves, Remember o pay particular anention to
the difference between Non-Stwpped, Motion,
and Moving Targel

There are lows of excellent scenanos involving
vehicles., [ hope this anticle will encourage you
oty some out, With a few more velicle sce-
naricos under vour belt, there 15 no reason you
Squad Leaders shouldn™t become Armor Lead-

ers as well m

= TII's FROM THE TRENCHES

é_‘:'-!'ll need tu get that 3PP SW up o the front
fast, use two MM, One MMC Double Times
with the weapon wnd then transfers 0o ihe other
MM dwher con maove jast as far withaal Dhabie
Time, not heing loaded downl &0 the stin of the
APh. With a leader, this sack can expend & MF
each MPh, Advance mio a building or woods, and
fire in the DFPh without saifering CX penaltics
This IIII“ [ ] Enx-j Time o qlrp-lm. ms HY have

\tuw I ms o squad. /

Cases 1, J' and F (C6.1-.12)
The third wse of “moving” is “Non-

This clearly means Defensive First Fire may only be used ve a unit currently

Moving or...

The definition of a Moving Target can be found in C.8, but unfortunately the word “moving™ does not necessarily mean “Moving Target™ when used in the niles.
“Moving” has at least three different meanings in the rules.
The first use of “moving™ is: “currently executing its MPh," This is the one used in A8 [EX: AR, 1: ", Defensive First Fire ... can be used only vs a moving unit(s)...”]
its MPh. More impartant, this is the meaning of the “moving” in lines 6-7 of
C.8 and the Non-Stopped Index entry. Thus a Non-Stopped vehicle is: “a vehicle [currently executing its MPh] thut has not expended a Stop MP since its last Start MF
expenditure” (Index), which s why Non-Stopped stares applies only during a vehicle’s own MPh.
The second use of “moving™ is: “Moving Target”, only thai the word “targ=t" is missing. This is clearly the meaning of “moving™ in line 5 of C.8 and in To Hi DRM

" As an example, look at the C7.346 DC Position DRM Chart. At page C13 it says "+ if Thrown from moving/Motion

conveyance” while in the chapter divider it says “+3 if Thrown from Non-Stopped™otion Conveyance.”

How does one know which meaning “moving” has in each place? Try to read the meaning from the context. The uses of the first meaning (sxecuting it MPh) are
easiest to pick out, Try to put “Moving Target” or “Non-Stopped” instead of “moving™ in the Index entry of Non-Stopped, and you'll probably find that nefther makes
any senwe. [t is much barder to distinguish between “Moving Target” and “Noo-Stopped,” however, Below i a list of the uses of “moving” where [ believe *Moving
Target” or “Non-Stopped” should be substituted, and why.

@ A22612 line 17 & C7.34 HE & Flame TK Table: This is clarified in this issue’s “Debriefing"”; “moving” here means “Moving Target.”

© C5.35 line 2: According w the C3 Firer-Based To Hit DRM Chart, Case C* applics 1o a Motion/Nan-Stopped vehicle, %0 the “moving™ in line 2 of C5.35 clearly
means “Non-Swopped.” Actually the rule would be clearer if one just changed the two firmt lines 1o “A Motion™Non-Stopped vehiche.™

o C6 11 line 2 & C6H.12 line 2: These are target-based DRM based on Case ], so “Moving Target™ makes most sense,

o C7.346; The second line of the DC Position DRM chart says “moving™Motion,” but this Is ¢leared up on the Chapter C divider, which says “Non-Stopped/™otion.”

@ C12.24 line 1: This is clarified in this issue’s “Debriefing™, "moving” here means “Moving Targer.”

@ D241 line 3; This says that the Cane J (Moving Targer) +2 DRM applies “to o Motlon/moving vehicle when amacked by DO (C7.346), MOL (A22.611), OVR
(D712 er CC (A115)." The DC and CC rules make clear that this applies to Non-Stopped™ation vehicles—not Maoving Targets—and the OVR DRM applies to
Motion vehicles only.

o D1332 line 10: This is clarified in this issue’s “Debriefing™; “moving™ here means “Moving Target™,

@ (il 1,833 hine 10 & Thrown-DC chart: The Thrown-DC dr has a +1 drm if the “Thrower is in moving™otion vehicle.” Since this is a dr based on much the sune
cuse us C7.346 discussed above, “Non-Stopped/Motion” is the meaning here, too.

v
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cxg

IPC: -1
CC: +1/-1

“Okay, these guys are gonna Double
Time,... "

It seems like nine times out of ten [ begin a
scenario in which I'm the attacker with this
phrase, Even in scenarios where my ottacking
force sets up onbeard, [ usually start with no
Prep Fire—I just pick up & half sgquad and Doo-
ble Time it into enemy cerritory. The guys |
play apainst never give me any decent Turn |
Prep Fire shots, so | might as well start off
moving rather than taking low odds shols at
concealed guys. Certainly, declaring Opportu-
nity Fire—in the hopes of blasting encmy units
that may drop their concealment (o fre al my
moving roops—is & valid tactic, Stll, | prefer
to use the threat of maneuver from alf of my
units to force some difficult First Fire deci-
sions onto my opponent. Should he shoot the
little half squad as it runs to a better forward
position? Or would that shot be better used
against the 9-2 which because it hasn't
Prepped looks like it's going 1o be moving?
Yes, having fallen victim to the Goetz Motion
Offense more than once, T can say that ASL is
# game of maneuver, [17s also, among other
things, a game of details and this article is
about one of those details: The result of Dou-
ble Timing—Counter Exhaustion (CX).

To bepin with, squads and half-squads on the
go aren’t the only ones whe can Double Time
and become CX. Crews (and other Infancry)
can use Lo push Guns o little farther than noe-
mal (C10.3). Horses and their Cavalry Riders
(A13.36), and Wagons and their Passengers
(D24 call it “Galloping.”™ Skiers and Bioy-
clists can also Double Time since they are not
riding a “form of convevance™ (A4.51),

Besides Double Time, there are several other
ways thal o unitl can become CX, Advancing
versus Difficult Terrain (A4.72) 15 one. One of
the frustrations faced by the Japanese in
“Cibik's Ridge™ is that if they want to get into
CC with the Leathernecks, they more often
than not must Advance uphill through the Jun-
gle, and a good Marine commander will seck
to maintain this arrangement for as long as
possible, Similar to Advance vs Difficult Ter
rain is the Infany Minimum Move (A4, 1 34)
which occurs during the MPh and not only

by Steve Petersen

makes the moving unit CX, but Pins it to boot.
A few other ways to get yourself exhavsted are
Climhing (B11.424), entering a Deep Stream
{B20.43), and Wading in Heavy Surf
(G13.447)

CX is used in ASL 1o represent the Jowered
combat effectiveness of g unit immediately
after it has performed o task requiring a large
amount of physical exertion.  After running a
distance, a soldier’s limbs are too tired and
he's breathing too heavily to steady his
weapon as well as he could, or dig as fast as he
could—ithat sort ol thing. The upside of being
CX is that your unit gol somewhere that it
could not have, or got there faster or safer (hy
taking the long route) than it otherwise could
huve vsing normal movement, The downside
i that as long as vour unit is CX, its perfor-
mance will be hindered in various ways.

The most obvious result of being CX is that
aunit must add a +1 DRM o any fire attack it
makes or directs, Something 1o consider here
would be whether 15 it worth CXing  squad in
order to get it into position to take an Advanc-
ing Fire shot. When making this decision you
have to weigh the amount of First Fire the vul-
nerable (non-Assault Moving) squad will take
against the reduced effectiveness of its
Advancing Fire while CX, Often it will be bet-
ter to move and then Advance into position
without CXing, waiting to take your shot dur-
ing the next DFPh, especially if the move can
be made out of enemy LOS.

A if the effects of CX status on a unit’s nor-
mal combat abilities weren't bad enough,
they 're greatly compounded in CC/Melee.
You should have a darn good reason to
Advance a CX unit into CC in a woods/build-
ing Location or {worse) va p concealed unit.
The -1 Ambush drm for being CX will put you
at a disadvantage right off the bat, You cer-
tainly don’t need to risk giving your oppo-
nent’s CC attack a “-1 by Ambush™ DRM,
capecially considering you'd already be giving
him a -1 vs CX" DREM. Since cach DRM on
the CC Tahle equals o one column shift, vour
impatience W jump inte OO may significantly
increase the chances of your getting whacked,
while also decreasing the effectiveness ol your
own units, For instance, a 4-4-7 attacks two
4-6-Ts at 1:2, nceding a 4 for Casually
Reduction; a CX 4-4-7, meanwhile, attacks 4
lone 4-6-7 at 1:1 (+1), still needing a 4 for

RUN FOR THE MONEY
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CR. Reinforcing a Melee with a CX unit 1s
mostly pointless or even detrimental (even
though the +1/~1 CC DRM only applies wa the
CX unit). Also, don’t be fooled into thinking
an enemy s Pinned status will negate the
elfects of your unit’s being CX, If vou don't
knvck him out i the initial CC, his Pin counter
will be removed at the end of this CCPh, but
wour unit’s CX counter will still be there at the
hepinning of the next CCPh.

Even of vou don't plan on jumping yvour CX
guys inte CC, make sure they re not in a posi-
tion where the enemy can close in on them.
Having a OX Marine squad in a jungle hex is
an open invitation to any nearby Tapanese
squad Lo gel up close and personal, since the
Marines” CX Ambush drm will negate the
effects of the “Advance into jungle” drm
Think about it; A 4-4-7 moves up next waCX
T-6-8 in the jungle, The Marines defensive fire
and reduce the Japanese to a 3-4-7. The 347
then Advances in. For the Ambush rofl, the
Japanese have a 0 drm (-1 Stealthy, 4|
Advance intoe jungle); the Marines a +] drm
(CX) Mo Ambush will cccur 64% ol the lime,
while the Japanese have a 2B% chance for
Ambush, with the Marines’ chances of
Ambush a mere 8%, This means 92% of the
time the boys of the Rising Sun will getwo
declare Hand-1o-Hand (and get their -1 CC
DRM) on the 1:4 column, which, in turn,
means the “weak™ 3-4-7 will only need a b
[42%] (or 7 [389%] af it gets the Ambush) o
wipe oul the poor exhausted Marines, Like
Root Boy Slim sang: “Tron’n let this happen to
vou.” Conversely, always look Tor opportuni-
tes 1o hit vour enemy’s OX troops in CC

RBule A4 .51 lists various other wavs thar
being CX atfects aunit. A +1 DRM is added to
any labor task (e.g.. attempting to entrench,
manhandle, or clear roadblocks) it makes or
directs. Likewise, a +1 drm is added to & CX
unit's search/recovery dr. Inherent 8W, such
a5 PF, MOL or ATMM, as well as SMOKE
grenades are harder to employ when CX, If
wvou only need one extra MF and want w0 usea
smoke grenade, make the smoke grenade
attempt lirst and then declare Double Time.
(This mctic may be usetul in avoiding the +1
CX DRM/drm on o Placed DC detonation or
recovery, too.) Along these lines, anytime you
only necd one extra MFE. wait until you've
cxpended all of vour normal MF allotment
before declaring Double Time, This way, if




you're Pinned en rowre, vou won't be CX, Of
course, one easy way o lose CX status is to
become Broken, but that™s not a recommended
tactic,

[n addition to receiving these various drf/DR
modiliers, being CX precludes a unit from
doing a few things, If it begins it's MPh CX, a
unit may oot declare Double Time. Likewise,
if it begins it"s APh CX, it may not make an
Advance vs Difficult Terrain, (On the other
hand, # unit may make a Minimum Move if it
is dlready CX.) Units can’t declare Double
Time to move beneath wire, and CX units may
not cross a Barbed-Wire-Fence hexside (P3.20.
Also, Personnel may nol Double Time if they
were or will be Passengers or Riders in the cur-
rent MPh, or if they are Wounded (A17.2;
though they may still make an Advance vs Dif-
ficult Terrain and become CX), or Berserk
(A15431), An apparently less obvious effect
of being CX is its effect on & unit’s normal 1PC
(three for MMC, one for SMC). More than
once I've caught honest opponents simply for-
gelting that being CX reduces their IPC by 1.
This has happened to me often enough that I'm
now in the habit of asking, “Are they carrying
any heavy weapons or stuff?" whenever the
other guy Double Times a large stack and
moves it the full six or eight MF. The same
goes for Inexperienced Infantry, People tend
to forget that these guys don’t have the full 4
MF that real soldiers do. But these are honest
mistakes; | know because it took me a heck of
a long time to get these two items stamped into
my brain when | was learning the system, Like
I said, this is a game of details and it's lirle
ones like this that get missed. S0 follow Rool
Boy's advice by not just watching
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RULES OF THUMB FOR MAXIMIZING MF

# Never Double Time a SMC without also Double Timing the MMC it is accompanying.

® Never Double Time two SMC; one SMC gets just as far.

® A single MMC always benefits from Double Timing if it is carrying < 2 PP; with 2 3 PP,
it benefits only if it declares Double Time at the start of its MPh (otherwise, it might as
well not Double Time).

® For a MMC with an accompanying Leader:
—Never Double Time only the MMC with < 4 PP

~ —Do Double Time only the MMC with = 5 PP, but only at the beginning of the MPh

—With < 2 PP, Double Timing both is beneficial throughout the MPh; with 3 PP it
is beneficial only at the start of the MPH; with 5 PP, it is detrimental

PP...." Only one unit may possess and thus
portage a particular SWoat a time.

To sum up, we play a game of details,
knowing and paving atention to the details of
being CX (as well as the many, many other
details that make up ASL) will allow you (o

develop and utilize tactics that will ensure that '
youcan give any opponenl a run for his money. Don't let this happen to YOU!

ASL

where vour opponent is maving to, but
by paving attention to how he’s getting
there as well,

The reduction of a unit™s TPC {one less
than normal; A4.52) is pretty straight Tor-
ward and it's usually easy enough to cal-
culate what 3 minus 1 equals. Where it

MF/PP CROSS REFERENCE CHART

OPP | IPP I’.PPISPP 4PP |5PF 6PF | 7PP | 8PP | 9PP |10PP

gets tricky is when vou throw an SMC SMC (1] 6 f

inte the equation. Per A4.42, an SMC
cun add his IPC to that of another
Infantry unit. Usually that SMC is a

Leader and he's adding his IPC to that of SMC w/SMC

an MMC, as well as giving the MMCa 2 |8
MF Leader bonus, too, Butif the SMC is |

CX, his IPC of 1 is reduced to 0 and he OX MMC 2] {o5 |65 |5 |54 a3z |lio]lao oo

can’l help carry anything, The decision
that requires the most number crunching |
is: "Should my SMC Double Time along

with the MMC that's carryving my cool CX MMC w/Hero

SWT The chart at right helps answer |3
that,

One seeming anomaly on the chart is
where SMC are trying to hump heavy
equipment around by themselves. |
Without an MMC 1o do the grunt work
for them, SMC aren’t going anywhere
carrying three or more PP, Rule Ad.42
savs, “A SMC may never porlage more
than two PP..." Although the next parn
of that sentence goes on o relate how a

The first unit in a row posseésses afl PP, The number in brackets, “[ |,” is the stack’s total [PC (SMC's plus
MMOC™s). The cross-indexed number is the number of MF for that stack; with split MF the first number represents
SMC can add his IPC to that of another the number of MF where the designated CX unit{s} declare(s) Double Time at the beginning of its MPh; the num-
unit, the fact remains that even if his | ber after the “™ is the number of MF when Double Time is declored during its MPh. All MF shown are one less

IPC is increased to more than two, “A | if the unit suffers Inexperienced penalties (A19.31),
SMC may never portage more than two

] netls o — —— e — —_ —
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For my fourth ASL Team Tournament, |
drew on scenarios featuring the British, who
have been with us for a while, and the French,
only recently available in ASL with the puhli-
cation of Croix de Guerre (CDG). The four
scenarios used in the tournament, vpdated
from scenarios originally published as part of
the SLACOLACODMGT system, cover a wide
variety of time and terrain, They range from
the debacle in France in 1940 to the hitter
fighting in [taly in 1944, and even include a lit
tle-known skirmish between the French and
British in Madagascar during 1942, “Faugh
A’Ballagh™ is a fine example of street fighting,
featuring a combined arms British force attack-
ing battered German troops tenaciously hold-
ing on to a pile of rubble that once was an Ital-
ian town, “The Last Defense Line” takes place
amang the fields of France. [t focuses on
weary German infantry, supported by offboard
mortars, assaulting dug-in French troops sup-
ported by a couple of infantry guns. By con-
trast, “The Long Road™ takes place amid the
forests of Madagascar., British infantry,
accompanied by a couple of armored cars,
bludgeon their way past a blocking position
manned by their former allies. Finally, *In
Rommel’s Wake" depicts a mobile German
force composed of armorad cars and infantry
on bicycles making a lightning grab for a pair
of bridges over the Meuse, either of which
could be wired with explosives. Despite their
small size, these four scenarios pack a ot of
variety.

Unfortunately [ could not be in two places at
once. Due to @ terrible result on my Calendar
Dice Roll, I had a family ohligation the same
weekend as Atlanticon "93. However, Win-
ston Forrest did a fine job running the tourna-
ment in my absence, Congratulations to the
winning team of Guy Chaney and Ray
Wolozyn, The number two team comprised
Jim Turpin and Kevin Meyer, The 1990 and
1991 winners, Perry Cocke and Chuck Goetz,
finished third in 1993,

Unlike the three previous vears, all four sce-
narios came out very even, so there was no
“OO0OPS” factor, and no need to perform a
post-tournament balancing act. These are the
scenarios as played in the tournament, They
will be a5 challenging for vou as they were for
the teams competing at Atlanticon.

" FOR ST. GEORGE AND ST. JOAN

Atlanticon 93 ASL Team Tournament Scenarios

by Jim Stahler

FAUGH A’ BALLAGH

This was originally published as Scenario N
in the General. A company of the elite Irish
Brigade, whose battle cry was faugh o ballagh
{clear the way!), supported by three British
tanks, are on the attack in Sinagoga, Ttaly, as
part of the offense to gain the approaches to
Monte Cassino. This scenario takes its unigue
aspect from the rubbling of the town from a
preliminary bombardment. The majority of the
town's buildings, chosen at random, are com-
pletely rubhled, and the rubble can even form
roadblocks in the streets, Since the pattern of
rubble and roadblocks are different every
game, every game is a unigque situation,

The German defenders consist of a weak
company, supported by a lone JagdPanzer IV,
In the initial playtesting the Irish infantry won
consistently and decisively. The Germans
needed help to muake this a balanced contest. T
kept the Irish force the same as in the original
scenario, except for requiring the MMG o
begin dismantled, To balance the scenario, 1
boosted the Germans with an additional sgquad,
a MMG, a PSK, and an elite HS which can be
used to fire it. Also, the vietory conditions are
now a bit stiffer for the Irish. Originally they
could win by either having a 3:1 ratio of unbro-
ken squads on the board at the end of the game,
or by controlling five of the seven multihex
buildings. It is much too easy for them to get a
3:1 ratio of squads, so 1 dropped this option
completely, T also required the Insh to capture
six of the seven multihex buildings. This is a
lot of territory to take in 8 turns, but with their
high morale they have the advantages of both
quantity and guality.

The British tanks in the original scenario
were Valentine Xls, which, according to ASL
Chapter H, did not appear until October, 1944,
I replaced them with the Churchill ¥I, which
made its appearance in Italy in May, 1944, the

very month of this scenario. The Churchill VI
mounts the same gun as the Yalentine XI, is
even slower, but has somewhat heavier armor,
Also, the original scenario has the Irish units
enter on southern hexes B10 through O10.
Unfortunately, hexrow [0 is at the northern
edge of the board, not the southern. Since the
Allies fought their way up the Italian boot from
south to north, 1 took the direction as being
correct over the hexes listed. The Irish entry is
now hetween Al and 01, on the southern
hoard edge.

Using the normal ELR in 1944 for both
sides, | assigned the Germans an ELR of 3, and
ELR of 4 to the Irish. The Irish have the mini-
mal SAN of 2, the Germans, heing defenders
in the remains of a town, have a more generous
SAN of 4. As a balance condition, to help the
British, remove the MMG that 1 added to the
Germans, To help the Germans, allow them to
use HIP for one squad-equivalent. If the PSK
is HIP, the British player must worry about it
until it is found, probably at the cost of a tank,

The scenario is otherwise very little changed
from the original. The board is the same, grain
is in season, and the buildings are sull single
story and stone, | retained the interesting S5R
that rubbles many of the building hexes and
allows roadblocks to randomly appear, based
on the pattern of the rubble, In the original
scenario smoke grenades were ruled out; [
eliminated this S5R and allow the Irish troops
o use their inherent smoke grenades, The Ger-
mans have a smoke grenade capacity as well,
but they are not likely to use it. OF course, the
PF counters from the original system are
replaced with ASL's inherent PF capability of
German units during this period of the war.

Analysis

In scenarios that contain armored vehicles, it
is important to determine how vulnerable they
are to the various armor piercing weapons that
threaten them. Let us begin with the Churchill
VI, Its hull armor is 11 in front and & in its side
and rear; its turret armor is 8 all around,
Armor of this strength need not worry about
MG. This tank must be concerned with just
three weapons: the JgdPz IV, the PSK, and the
inherent PF. Barring a dud, if a PF or PSK hits,
it kills, Since the Churchill is a large target, it
has a good chance of heing hit. These tanks
had best stay at least two hexes away from any
German unit, and at least four hexes from the
PSK, with some friendly infantry nearby to




FAUGH A' BALLAGH!

ASL SCENARIO A93

YICTORY CONIMTIONS: The British win if they Control six af the seven
multi-hex buildings (see 55K 2 and 33 at the end of any Game Turm,

TURN RECORD CHART

Scenario Adaptation! Jim Siaider

SINAGOGA, ITALY, 16 May 1%44: The Allied approach o Monte Cassino was ago-
nizingly slow. The communding heights gave the Germans superh observation and fine
positions, In e valleys, small reargumnd groups ensured thae esch hambed had 15 price in
htood,  For the Allies, the extreme parmowness of (e batefield ensured the maximuom
suppon Tor each assaull, The Irish Brigsde's attack om Sinagrops was preceded by a full &i-
visional bombardment. Do the thunder of the barmeee, mumy of the small stone houses of
the picturesgue village were quickly destroved. Sinagroga's defenders, however, were not.

BOARD CONFIGURATION:

A

N
BALANCE:

& The Germuns may use HIP for one squad-eguivalent
{and any SMC/SW stacked with i),

& Delete the MMG from the Germian OB,

oL

# GERMAN Sets Up First ©

) BRITISH Moves First [130] 1

213|4|5(6|7)|8 e

JBL
1R

Elerments of Infanterie Division 305 [ELR: 3] set up onbetween bexrows U and BEE: JSAN: 4)

P

- g -
E[T] Em
14 o124

erter on Tum | on'between AL amd O7: {SAN: 2|

Elements of the 38th (Irish) Infantry Brigade, and the 16/5th Lancers Repiment, 260h Armoured Brigade, T8th Infantry Division [ELR: 4)

©

4K B3 EIE BNt

10 2

SPECIAL RULES:

1. BC are Muoderate, with mo wind af start. Cirain is in season

LAl buldings are single-stocy stone structures, Connected Rowhouses are considered one
butlchmg for victory purposes, it otherwise are reated as Bowhouses,

3. Prioe o sefup, the Brinsh must make one DR for every building hex on/berwesn hexmows
[y and FE. A DR < 6 reduces that building hex 1o mubble; such a mubbled hex i still consid-
exed part of its building for victory condition purposes,

4. Place a roadblock on each road hexside thal commects two mom-adjscent rubble hexes {the
roadbslock. counter can be placed in either hex e the German plavers option),  EX: IF X6
and W are rubbled, then hexside WT-X7 his a roadblock: if only hexes BRI, BR2, BR3,
A, AAS and BBS wens rubbled, no roadblock wiould be placed. If only hexes BE 1 and

[ were ubbled, then there i no madblock.  IF only hexes BRS, DD, and DDS wene
rubbled, hesside OC3-CCH woukd have o moudblock

A The Germans may nol Boresight

AFTERMATH: Socn ofier the barmage Bified, the "Faughs” {so-callsd for thear bt oy
"Faugh a Bg Wb shoreed the shattesed villoge, The bombardinent had koecked vt all of the
wer's manes ond fined anticnnk weapons, o8 well os spilling monds of stones from Sina
gop's Buildings indo the inwn's namew streets, The Cenman roops and armoe, though, were len
unaltected, and their fire and the ubiquitsus piles of nobble sevensly sbowed the Insh sl
The atackers were thus held hack e the extent that 10 was more the orderly Cierman retirement
rather than the Allied advance which left Sinagoga in Insh hands o the end of the fighting




ﬂ LAST DEFENSE LINE
 ASLSCENARIOA94

j D i ¥ hﬂ PR S BOUVELLEMONT, FRANCE, 15 May 1940 By dusk on the 14th, the Germans had

extablished three bridgehesds soross the Meuse Biver. The | 5th brought the next stage;
The breaking of the last major elements of resistance which stood between them and the
great plains of France. One point in this st line of defense was the village of Bouvelle-
mont. Here, one regiment of the 15th Division was to "hold of all cost™ Being one of
France's finest units, the defense put up by the 1ith Division proved too much for the Ger-
man st Infantry Regiment and the attack soon bogged down. With mose than hall of
their officers killed aml muny of the companies at half strength from fatgoe as well as
losses, the regimental commander, Colone] Balck, realized that for the attack to continue,
he would have to lead the final assanlt himscif.

BOARD CONFIGURATION: I'

‘ |
N .

% L Eea L L T
1 g 4 ol R g
M R P R,
VICTORY CONDITIONS: Prior to play, game length and the German's Victory
Conditions are determined randomby.  The CGermans secrefly draw one chit or card
mumbered 1-4 {Ace-4) e determine the scenarios VO and game length (see below).
The chit (candy drawn need not be revealed fo the French plaver until the end of the

[Tl hexrowes A-P an noand
B, B.ALAN CE 4, and R-GGoon bl 3 are
.
Chit I: Amass = 12 Casualty ¥ictory Points by pame end. The game ends ot the ] playuble}

end of Game Turn &, © Delete the Gerrman §-1
Chits 2 and 3: Control any three of the buildings 353, 306, 3%3, 3Y8, or 3005 at v
game end. The game ends ar the end of Game Turm 9, #F Exchanpge the German 10-2 lesder for a 102,

Chit 4: Exit = |2 Victory Points off the west edge of Board 3, The game ends at
the end of German Player Tum 10,

TURN RECORD CHART

© FRENCH Sets Up First *

& GERMAN Moves First [120] 1 2 3 4 5 6 7 8 ; U END

ole " @

O Elements of the 152¢me Riégiment d'Infanterie, 15:me Division d'Infanterie [ELR: 3] set up onfwest-of any board 4 hex numbered < 3
[SAN: 3]
. INF | Faxhole
1 MME LME MTR . w0 -
nEnERENE .
&-5.7 2-2-8 11 | W | 65 oo | et i
8 2 2 2 2 2

L
b

Elements of Infanterie Regiment 1, Panzer Division 1 [ELHK: 3] enter Tum 1 along the east edge of Board 4; (SAN: 2]

-
-1

It I
T iy E [ 5 £4a
4 g7 i-é'- &" z"' ﬁ: | 34 EE fJ ’ '
12 2 4 "
SPECHL R[ILES: AFTERMATH: The presence of Colonel Balek carmed the day for the Germans, By nightiall, |

the Freach had ahandoned Bouvellement and were atling hack towards Rethel with the loss of

- B ! Mioclemats st ey wimd 2k st over g third of their men, For his lesderhsip that day, Bukk was wwarded the Riverkrenz

2. Gran 15 1n season, (Knpight's Cross), Even though the stiff resistance ar Bouvellemont did help check the advances

. . . . of the 1at Panzer Divisson. the 2nd Panzer Division amsshed theough the French 53nd Division

?;—,T:| I.'t.']L.i.rE'.‘ic:I:I[ the exhausted condition of their oops, no Genman unil may declare 0 imked with the LI Panger Corra at Montcemet, What isad 1o be three ksslsied
uble Time.

bridgebeads on the 149th becarms one continuoes. pocket on the 15t The moule wesbwand now
4. The Germunes receive one mesdube of 80smm battulyon mortar OBA, (HE and Smioke} lay open, |




keep the Germans from getting too close. In
this scenario, the role of the tanks is fire sup-
port, nol overrunning the enemy,

The JgdPz [V is slightly less lethal than the
infantry AT weapons, [is 75L gun has a basic
TK# of 17. Firing against the front of the
Churchill ¥1's hull, the target tank is wreckage
on a DR less than &, and against the side or rear
or turret, the magic number is 9. There is a
small chance that ACPR is available, which
would increase the basic TK# by 3 to 20. The
tanks must treat the tank destroyver with
respect, and they should not get in ils way
without some protection from smoke,

The German infantry in Close Combat is
another threat to the tanks, Don’t forget that
ATMM are available in this period of the war,
Thus, a German squad has a 50-50 chance of
having an ATMM in CC, and & squad with an
ATMM destroys the tank with a DR of 7 or
less, with a DR of B causing immobilization, A
squad with a leader is that much more danger-
ous. This is another reason for the tanks to
keep a couple of hexes between them and the
enemy.

The TgdPe IV is designed to keep its front o
the enemy, It is a small target with healthy
armor of 11 in the front, but the side/rear hull
armor factor is only 3, with the only slightly
stronger armor factor of 4 on the upper super-
structure. This armor is stll strong enough to
be safe from enemy machine guns; the JgdPz
IV must worry only about the enemy tank
guns. The 73 of the Churchill V1 has a TE# of
only 14, With a measly Final TK# of only 3, a
75 is not likely 1o scratch the front of the JedPz
I¥. The Germans will win uny face-to-face
confrontation, The Rritish tanks are a real
threat only against the side or rear of the Ger-
man AFY. However, as in s0 many actions in
World War I1, the Allies have a big advantage
in numbers, With three tanks, the British can
maneuver so as to get a flank shot it the JgdPz
I¥ is 50 foolish to be placed in an exposed
position.

At least as preat a worry lor the German
AFY is the Irish infantry, especially when led
by the 9-2 leader. The 9-2 with one squad in
CC can destroy the JgdPz IV on a DR of 7 or
less, and immaobilize it with an 8, Since it
doesn't have a turret, being immobilized
makes this AFV extremely vulnerable to the
tanks. Also, note that CC with armor is
sequential rather than simultaneous, and the
infantry get the first shot. On top of that, there
are lots of possibilities for street fighting in the
town, and if the Irish infantry catch the JgdPz
IV in woods or a building, they have an excel-
lent chance of ambushing it. especially with a
leader helping out. In general, the JgdPz IV
should keep away from the enemy infantry,
watch its flanks and rear, keep its front toward
the enemy, and be not ashamed to use reverse
movement o gel oul of o tight spot,

Having discussed the vulnerahilities of the
scenario’s armor, let us look al their assets.
The 75L gun of the IgdPz is very effective
against the British tanks. HE fire against the
Irish infantry is another story, because the gun
only has HET. It should get maybe a couple of
HE shots against the Irish squads. It also has a
smoke number of 7. Smoke is thought of as

mostly an offensive weapon, but a smoke
round landing amid a huge British fire group
can neutralize their fire in both their upeoming
DFFPh and also their next PFPh, encouraging
them to change their position before they really
want to. Since this is May, 1944, the JgdPz
does not vet have sN7, The JgdPz IV does
have a one-Tactor BMG. This is not enough to
strike fear in the heart of the enemy, but it does
void the -1 CC DRM for an AFY having no
MG, and it can discourage foolhardy enemy
infantry moving in the open, The main
weapon of the Charchill V1 is its gun. Unlike
the JgdPz IV, it has unlimited HE, making it
effective against infantry, When a location
becomes acquired by the tank’s gun, it is time
for its occupants to move on, The gun also has
a good chance of having smoke, with a deple-
tion number of 8. Smoke can be very effective
in blocking German fire, and allowing the Irish
infantry to close up to the German positions,
Unfortunately, it is one month away from hay-
ing WP as well as smoke, The Churchill V1
also has 6 factors of machine guns, which have
a small chance of affecting the Germans in
their stone buildings and rubble. The CMG
and BMG allow the tanks to overrun on the 12
collumn of the IFT, Of course, with the con-
stant threat of PF and the prevalence of build-
ings and rubble, the opportunities for overrun
are very slim in this scenario.

“When a location becomes

acquired by the tank’s gun,

it is time for its occupants
to move on.”

The Churchill ¥1 is unusual in thatl it has
both a smoke dispenser and a smoke mortar,
although it can only use one or the other in
each turn. The smoke dispenser can place
smoke only in the tank's own hex, while the
smoke mortar can place smoke up to three
hexes away, However. if the tank is in Motion
or considered a Moving Targel, it must add 2
torits amoke mortar usage DR this DRM does
not apply to the smoke dispenser usage, Note
that the +2 DRM does nol apply if the smoke
mrtar is fired before the tank becomes a Mov-
ing Target, This leads to the tactic of moving
1 a position three hexes away from the Ger-
mans, which is out of PF range. On ils next
turn, the tank holds its fire during the PFPh. At
the start of its MPh, it fires its sM. Even if BL,
which it should be with the German lirepewer
s0 close, it still places smoke with a DR of 7 or
less, IF it fails it can still move, or fire in the
AFPh with only a +2 DRM, and it can try to
use its sM on a later turn, The smoke dispenser
can be effective while on the move, For exum-
ple. on Turn 1 a tank can move up the 11-U7
road and try for a smoke dispenser. If the
smaoke is placed, it serves to protect the
infantry following behind, With three tanks,
the chances of getting at least one smoke
counter is very good, and the dispersed smoke
placed hy a smoke dispenser conveniently dis-
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appears in time for the next British tumn.

Before the German player can place his
troops, he must examine carefully the resolts
of the random placement of the rubble and
roadblocks. Only then can he set up his forces,
One very important factor to consider is the
effects of the rubble and roadblocks in block-
ing the movement of the British tanks, Fortu-
itous places for roadblocks are UT/VA, Wa/XS,
FArAaAG, and AAGBBG, Anv of these would
block the direct cast-west road and help to pro-
tect the last two multi-hex buildings. How-
ever, the rubble rarely falls conveniently, and
the German player must make the best of what
he pets,

Despite the variety introduced by the fall of
rubble, there are a number of general princi-
ples that guide the German setup, and that
apply regardless of the distribution of rubble.
Mote the importance of hex V7. 1t is an ideal
place for a machine gun. From V7, a fire lane
can be traced down the road towards 11, a
prime route for the Irish advance. Alzo, from
YT afire lane can extend south to Vi), blocking
the enemy advance once they capture the first
buildings in hexrow L.

It is almost required for the Germans to star
their MMG in Ul. From there it can place a
fire lane to K1, across the main Irish entrance
of the board. This fire lane can be partly
negated by smoke from the tanks, or by
infantry smoke, but it will force the Irish
infantry to either enter the board very slowly,
using Assault Movement and the APh to move
just two hexes on the first turn; or o risk a fwo
factor attack from the Fire Lane with a -1 DRM
due to FFNAM, Once the Irish infantry is
safely on board, this position had better be
abandoned, with the gunners falling back to
W1 and then W3,

Other key locations are the buildings in U3,
U3, and U6, These hexes are the Germany’
first line of defense, Building US/U& is the
most important, since it has a secure line of
refreat via W5, which also serves as a safe hex
o sit oul the enemy DFPh during the German
turn, A unit in U3 can be easily cul off by
enemy fire threatening V2 and V3. Note that
three machine guns can seal the approaches to
these buildings with three fire lanes, one from
Y3 to N3, a parallel fire lane from W3 to 01,
and a third from W3 to Q6. Also, if a German
unit with a LMG can sneak forward to the
stone building in T8, it can place a fire lane
right down hexrow T, further protecting the
positions in hexrow L,

When the buildings on hexrow U fall, a3 no
doubd they will, the second line of defense
lies along hexrows W and X, This position
can be covered by a fire lane from V7 to VO,
but it should not be expected to hold very
lomg, since the Irish infantry will be protected
by the stone buildings in hexrow U. With the
terruin even, the Irish have the advantages of
lirepower, numbers, morale, and leadership
with their 9-2,

The third and final defense line consists of
buildings AA4, Z6 and Z1, and the stone wall
between AA4 and Z1, Once again note thar a
fire lane from Z6 to 2 can cover the approach
o building AA4, Also, a fire lane from DD¥7 1o
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Y5 can inconvenience the lrish, as can a more
subtle fire lane from BRY to X1, At this point
the German force can expect io be very thin,
and the guestion is, will the Trish run out of
time before the Germans run oul of buildings
to hold and sguads to hold them?

As discussed above, even though all German
units have AT capability with their inherent
PF, the prime German anti-tank weapons are
the PSK and the JgdPz 1V, The JudPz IV
should begin play in a location that cannot be
gasily outflanked. U2 and U4 are fine candi
dates. Tt must also have a secure route of
retreat.  For example, from U2 it can back up
into W2, It can also position itself behind a
convenient roadblock, should one appear,
where it is hull down. At some point later in
the game it just has to occupy Y3, that delight-
ful hex completely surrounded by a wall. in
which any AFY is hull down to all fire. regard-
less of its source, The main mission of the
lgdPz TV is to keep the tanks away from the
German infantry, and to destroy one or two as
the opporiunity presents itsell. Since it has
such powerful Frontal armor relative o the
British guns, it can stand and trade shots with
the tanks, provided that the enemy infantry is
not too close, and the tanks cannot maneuver 1o
attack its vulnerable side and rear.

That is where the PSK comes in. Give the
PSK to the 2-4-8, accompanied by the 5-1
leader, and the British tanks must beware.
This little force can even become a hil aggres-
sive. Suppose that a tank is stopped adjacent (o
i building, The 2-4-8/PSK/8-1 can move into
that building, and fire at the adjacent tank dur-
ing the AFPh with a hit on a DR of 7 or less (9
To Hit # with a net +2 IXRM |-1 Leadership, -1
Large Target, 42 AFPh, 42 Case C3 to avoid
hackhblast]y, 11 the Germans are willing to risk
backblast, a DR of 9 is a hit. And with a PSK
firing on & Churchill, a hit 15 a kill.

Thus the role of the PSK is to protect the
Mank and rear of the JedPe IV, while the JgdPz
IV hunts, or at least discourages, the enemy
tanks. The PSK can also be deadly against the
tanks, with a good chance of a hit up o three
hexes away. However, the PSK operator is
vulperable to incoming firepower, and espe-
cially vulnerable to Close Combat with the
[rish infantry. It is generally best to stay in the
second line to keep the wnks from gelting 1o
frisky. until the end game, when everything is
needed on the line to make the last ditch stand,

The British force is very powerful, with lols
of assets. The Irish infaniry has the advantage
of numbers and high morale and ELR. Perhaps
its strongest weapon is 118 9-2 leader. The Irish
have infantry smoke and the support of three
tanks, which have guns and MG effective
against infantry as well as three ways to place
smoke. The main challenges faced by the
British plaver are the open ground that must be
crossed in the approach to the town, the strong
defensive terrain occupied by the Germans, the
rubble sand roadblocks that can block the
movement of their tanks, and the strength of
the German AT weapons, coupled with the
near invincibility of the JTgdPz IV s frontal
armar,

The lirst task of the British player is to get
his Irish infantry onto the board. There are
three practical wavs to do this, One is to head
up the road from 11 towards U7, Thas is certain
ter fuce enemy fire from Y7, probably with a
fire lane, and fire from Ul as well. The Ger-
man fire can be partly neutralized by smoke
from the tanks’ smoke dispensers, and the
squads can also use armored assault to avoid
FFMO and neutralize FFNAM,

A popular alternative is to enter the board
between Ol and L1 and brave any enemy fire
lane to reach the woods around P3. This
maneuver can also be protected by smoke from
tanks placed in Q1 and Q2. These tanks must
beware of fire from the JgdPz IV should it be
set up in either U2 or U4, both excellent posi-
tions for it to begin the game.

The third way is to use assault movement, or
even the advance phase, to enter the hoard
from O1 to I1. This tactic has the lowest risk,
but it loses a full tuen and hurts the pace of the
game. An alternative, entering the board via
the wonads east of hexrow 1, is not practical as
it will fake too long to reach the Germans in the
town, and it gives the Germans time to occupy
the buoildings in hexes QWRG/RT. There is a
lot of open ground in front of these buildings,
despite the hindrance offered by the grain,

Once on board, the infantry should head for
the P3 woods or the R6/RT buildings. Then
they must spend some time trading fire with
the Germans, with the tanks helping out with
their T35 and machine guns, When the German
defense i softened up a bit, it becomes time (o
attack, This 1s where infantry smoke, as well
s smoke from the tanks' guns, smoke mortars,
and smoke dispensers, is crocial to give the
mfantry some protection in the open ground.
The Irish must trost to their own high morale,
broken Ciermans, and profection from smoke to
get across the Killing ground. They can also
use the hindrance of the grain to work their
way wward U3,

Once they take buildings U3 and US their
task becomes much easier, since they too get
the +3 TEM from the stone buildings. From
there, it is o matter of taking building after
building. and maneuvering to trap the threat-
ened German units by blocking their retreal
routes as their pasitions become unlenable,

The handling of the %-2 leader and the tanks
are the key to victory, The 9-2 leader should
be used to direct a fire group of three squads,
with the two LMG or the MMG, or both, This
resulls in @ dangerous fire group of 16 (or 20)
lactors, with only a net +1 DREM when firing al
a target in a building, The 9-2 can also lead an
attack through smoke on g German position or
against the JgdPz IV, but only if it becomes
cxposed. Don't carelessly risk the 9-2; he is
ton valuable to throw away,

I'he tanks use their smoke and hindrance fo
protect the advance of the infantry, They
should plant themselves three hexes from the
Germans (in range of their smoeke mortars), or
even two hexes away (vielding a -1 TH DREM
for point blank fire), but still out of range of
the deadly PF. Always keep at least one open
ground hex between the tanks and enemy-held
buildings, and make sure that this open ground

his plenty of firepower on it to keep the Ger-
man infantry from being oo aggressive, Also
beware of the PSK and the JTpdPe TV, Expect
te lose a tank or two during the course of the
game, but also expect the tanks to lend some
critical help to the Irish.

LAST DEFENSE LINE

The Germans have crossed the Meuse and
their spearheads, though exhausted, have
reached the French “Last Defense Line.” This
scenario was originally published as Scenario
205, part of the “Series 2007 packet, shortly
after Crescendo of Doem came oul, This is the
only scenario of the tournament withoul vehi-
cles, and it is the only scenario with OBA, [tis
unique in that it has a variable game length and
wvariable victory conditions, known only 1o the
German player,

In the early playtesting of this scenario, the
Germans had the worst of it. They couldn’t get
near any of their victory conditions. They
were stopped dead by the French. To tarn it
into a fair contest, [ weakened the French,
strengthenad the Germans, and eased up ona
few of the three possible victory conditions,

To weaken the French, [ removed one sguad,
one 9-1 leader, and one LMG. To strengthen
the Germans 1 promoted one 8-0 leader o a 9-
I. The Germans are also helped by some of the
changes from SL to ASL—their MMG and
LMG are more effective than in the origiaal
system, and OBA tends to be more effective in
ASL than it used to be because an FFE lasts
two player turns and the two-level height of a
SR and FFE makes it much easier to direct
artillery onto its target. In ASL, smoke and
harassing fire are QOBA options that may be
wery useful in thas scenario, However, OBA s
muore risky than in Squad Leader because of the
Battery Access card system, which allows the
Crermans as many as 8 fire missions, or as few
b none.

The tirst victory condition was originally the
elimination of seven French squads without
losing more than 6 German squads, plus taking
ong of the five objective buildings. This is
very hard, especially in only 8 turns, [ trans.
lated the 7 French squads to only 12 CVP, and
| removed the requirement that the Germans
keep their losses down and take a building. It
is difficult enough to eliminate the French in
this scenario.

The second victory condition is the same as
in the original scenario, simply taking three out
of five buildings in nine turns. [t is not easy,
but it is helped by the fact that the French don’t




know if the Germans are going after French
troops or the board edge.

The third victory condition originally
required the Germans to exit 6 squads off the
board in ten turns. 1 converted this to 12 CVE,
This actually makes it easier for the Germans,
because their leaders also count towards the
C¥PF exited, and the Germans have 9 CVP
worth of leaders. Note that captured French
units that are exited also count double towards
the German victory,

There are a couple of rule changes from
COD o ASL that directly affect the French, In
ASL, only one squad can occupy a foxhole,
while in the original svstem, an Entrenchment
counter could hold as many as three squads.
This reduces the number of French units tha
can start in foxholes, In another rule change,
guns in ASL can set up HIP. Thus the two
French infantry guns with their crews begin the
game hidden, which should help the French
cause significantly. To man the two guns, [
replaced the two COD crews of the original
scenario with two ASL crews, Their resulting
increase in morale should benefit the French,

| assigned both the French and the Germans
their standard ELRE of 3. The SAN are low, 2
for the Germans and 3 for the French, higher
because they are on the defense, For balance
provisions, allow the Germans (o promaote the
10-2 toa 10-3 (0K, a0 1 am trying (o get Major
Stahler included in another scenarin), For the
French halance provision, delete one German
-1} leader.

The rest of the scenario is unchanged from
the ariginal. This includes the boards and all
the 55K, Note that even though the Germans
cannot Double Time, they may still becoms
CX, allowing them to make a Minimum Move
or advance versus difficult terrain.

Analysis

The Germans have the edge in numbers and
a small advantage in range. The support
weapons of both sides are about even, counting
the French mortar and infantry guns. The Ger-
mans have a big advantage in leadership, with
their 10-2 directing the battle, Also, their OBA
is extremely important, The biggest French
advantage is terrain, The Germans have to
cross open ground to get to their objectives,
and for the most part, their best defensive ter-
rain is merely grain and woods. The French
hald the high ground, and they have a mortar,
machine guns, and infantry guns to place there.
In the low ground, there are a lot of alleys
between the trees suitable for French fire lanes.

The Level 2 hilltop in 3DD2 is begging for a
foxhole with something in it. 1 like to put the
martar there, perhaps with i -1 leader, where it
can fire at most of the woods hexes on board 4,
and do lots of damage with its air burst and
multiple ROF, Other alternatives for this posi-
tion are & MMG or an infuntry gun. [ prefer,
though, to place the infantry guns where they
can use their HIP benefit, and (0 position the
machine guns where they can put down fire
lanes.

Speaking of fire lanes, there are many oppor-
tunities For them in this scenario. 1 like to

place the second foxhole in 4P3 with a squad
and an MMG, This position can place a fire
lane to 4E9, slicing across the front of the Ger-
man advance., Other good fire lane possihili-
ties are from 4H2 to 4N5, 4K2 to 4P4, 4M2 o
4B7, and from 4G3 to 4A6. With four machine
guns, the French can take advantage of most of
these possibilities, and seriously hinder the
Grermans’ movement.

The Germans are most vulnerable on board
4, where they have lots of open ground to
cross. The French squads should be in the
wonods on board 4, picking off the Germans as
they advance in the open. The French should
make maximum use of concealment, leaving
one squad to gain concealment while another
squad contests the German advance, and then
switching roles on their nexi turn, The French
must avoid German defensive hire by leaving
the Germans' LOS in their MPh, and returning
in their APh. The French had better warch out
for the enemy OBA and a strong fire group led
by the 10-2. The French should avoid stack-
ing, and if threatened, the French troops can
defend the front somewhere else.

Eventually, the Germans can be expecied
reach the woodline near the edge of hoard 3
and 4. The French survivors can fall back o
the four wooden buildings between 351 and
V1, but these can be dangerous, The Germans
have a protected approach through the woods,
and it is too easy for broken units in these
buildings to be cut off and forced to surrender.
It 15 safer to retreat across the road to buildings
A53. T3, and V3. Now the Germans musl cross
the road 10 reach the French,

There are g lot of possibilities available for
the placement of the two 65mm infantry guns,
They can be placed in the woods on board 4 1o
help with the initial defense, The problem with
this is that they can be captured fairly easily.
and each captured gun is worth four CVE to the
Germans, important if they have chit 1. Also,
the longer the guns are HIP, the longer the Ger-
mans must be careful about running into them.
I have seen them placed on the ridge of Hill
522 on board 3, but this was not 1o successiul
because their LOS Trom thens 15 not (oo good,
I prefer to place them farther back, for exam-
ple, in 3¥6 and 353, where they form part of
the final French line, and can open fire at the
Giermans when they least expect it. The gun in
A% 6 is especially well-placed, since it has a
LS all the way to 415, and can discourage the
Ciermans from using the road between 413 and
3¥5:

Playing the Germans in this scenario gives
the ASL player a new appreciation for the ben-
efits of using Double Time. Tt sometimes leels
like the Germans are crawling through mud,
This is especially true if the Germans draw chit
4, requiring them to exit 12 CVP off the board.
The German plaver must be constantly aware
of this, and plan to reserve more turns than
usual at the end of the game for movement Lo
the edge of the board.

The strongest German assets are the 10-2
leader and the radio. The biggest challenge is
the open ground on board 4 that must be
crossed. The biggest threats are the French
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mortar, if placed on Hill 498, and the French
fire lanes. The fools on the hill can be best
dealt with by the (0BA. Give the radio to an 3-
(¥ leader. who advances onto the board into the
building in 4110, Get the radio working as
guickly as possible, and either place HE or
Smoke on 3DD2, That showld nevtralize the
fire from anyone on that hill. Then shift fire to
the woods between 3L0 and 301, You have
your choice of smoke, HE, or harassing fire, all
of which are useful in allowing the infantry w
advance. When the targets are all gone, this
leader can serve (o rally units in the rear and
speed them back to the front,

The Germans have three possible axes of
advance: left, right, and middle, The advance
o the left crosses the most open ground, but it
is unexpected and may face the fewest French
defenders. Move one squad at a time, avoid
residual fire, and halt before reaching a fire
lane. Use the advance phase to enter the
hexrow of the fire lane, and then move out of 1
on the next turn, For example, if there is a
potential French MMG in 4M2, move only as
far as hexes C8 to G6. [n the APh advance one
hex, and the fire lane is defeated.

The route up the middle is very popular, I
has the protection of the grain around 4)7 and
then the woods around 416, The grain and the
woods do not offer a lot of protection, but they
are better than open ground. From the woods,
the Germans can advance to the northwest,
where there are more woods, or to the north-
east, or hoth,

T the right les the safest errain, but it has
narrowest front, it is slow going, and it is likely
to be the best defended, The first objective is
the wooden building in 4P6. From level 1 of
that hex, a fire group can see over the grain in
PS5 and P2 and fire away at the French in 4P1.
Once building 4P6 is reached, there are some
woods and open ground to cross, and then the
town has been reached. Howewver, there are
bound to be lots of French contesting this axis
of advance, and they can move laterally faster
than the tired Germans can move forward,

Whichever route the Germans choose, they
will have to use their leadership and form large
fire groups to break the French before it is safe
to cross the open ground. This scenario
requires classic fire and maneuver tactics. The
10-2 should lead three squads with either three
LMG or o LMG and the MMG, comprising a
force that attacks on the 20 IFT column, The
9-1 should lead & similar fire group, One or
two of the other sguads should deploy into HS
that can draw fire or infiltrate the French posi-
tions, The remaining sguads are the mancuver
clement that will absorb the brunt of the
French fire. The remaining two leaders will
have key rally responsibilities.

If the French are concealed during the Ger-
man PFPh, which is likely, it is a good idea o
use Opportunily Fire for the large Ore groups.
while the squads and HS serve to draw the
French fire, If enough French units break, it
becomes fime for everyone to move forward as
fast as their exhavsted legs can carry them, to
gain their objectives,

The variable victory conditions are the spice
of this scenario, During the first three or four
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turns they are not of too much importance,
The Germans struggle to get across board 4
regardless of their victory conditions, and the
French fight to stop them, If the German
attack bogs down, it doesn’t matter what their
victory conditions are, for they cannot achieve
any of them., Conversely, if the French ling
shatters, the Germans win regardless of the
details, However, if the game is close, the
exact victory conditions are crucial. The
French must decide whether it 1s worthwhile to
sacrifice a unit or two to slow the German
advance. It could be a game winning ploy if
the Germans have chit 4, but it could cost the
game if the Germans have chit 1, Do the
French pull back into a compact perimeter (o
reduce their casualties and hold three of the
ohjective buildings, but at the risk of allowing
the Germans o rush off the board i they hold
chit 47 Do the French spread out and block the
Germans from exiting, but at the cost of allow-
g them to grab three of the objective build.
ings and risking defeat if the Germans hold
chit 2 or 37 In a close game, the German
plaver must not tp his hand oo seon; he must
keep the French guessing. The French player
must guess right,

We think of the British and French as being
Allies, and indeed they have been, more or
less, for most of the last couple of centuries,
However, from the Battle of Hastings in 1066
Lo the Battle of Waterloo in 1815, they were

bitter enemies more often than not. In World
War [, they fought on the same side for mosi
of the war, but there were notable cxceptions
once France surrendered and Vichy France
was established. They were enemies in Syria,
where Moshe Davan got his eyepatch: at Dakar
and Casablanca, where the Royal Navy
attacked French ships in port in Qpercation Cal-
apult; and in North Africa, where British
troops landing in Algeria wore ULS. uniforms
in hopes that the French were less likely to fire
on Americans than on British, The [ormer
Allies also clashed in Madagascar, where the
British wanted (o secure thewr long supply line
around Africa to Egypt and the Middle East,
One action of this little-known campaign is the
subject of this scenario.

The British landed initially on Madagascar
on May 3, 1942, and seized the port of Diego
Suarez in the north of the island, which they
converted inte a major air and naval base, On
September 9, the British made another landing
at Majunga on the west coast, and advanced on

the capital, Tananarive. On September [, yel
another landing was made on the east coast, al
Tamaave. On September 23, the British took
Tananarive, Thev spent the next month com-
pleting their conguest of the island, with the
fighting ending on November 5, The British
handed over the island to the Free French on
Tanuary 8, 1943,

This scenario was pretty well balanced when
[ started updating it: it didn’( require nearly as
much tinkering as “Faugh a'Ballagh™ and
“Last Defense Line.” 1 subtracted one turn
from the game length, to put a little more time
pressure on the British. However, I felt that
the British troops needed a little boost in
strength so | gave them an additional LMG,
and promaoted an B0t a 9-1.

The MH-T armored car had to be translated
inte ASL terms. The closest equivalents are
the MH-I11 ME and MH-IIT ME, both lightly
armored and both with ATR as the main arma-
ment. Since the MH-III ME was the more
common, and was used in Madagascar, that is
the armored car that the British drive down
"“The Long Koad.”

The French are virtwally unchanged from the
original scenario: only the sniper counter is
replaced by a relatively high 5AN of 5. Also,
the original S5R that reduced the breakdown
number of the Vichy MMG to 10 was replaced
by the Ammuenition Shortage S5R that afflicts
the entire Yichy force.

The ELR of both sides are low, with the
British ELR being 3 and the French ELR only
2, The ¥Wichy French forces were isolated and
discouraged at having to fight their former
allies, The British were not using their best
forces, and they were not happy to be fighting
the French. The British have the minimal SAN
of 2.

To help the French, upgrade one of their
MMG to a HMG, Tts higher ROF and fire-
power should shift the balance toward the
French, To help the British, lower the guality
of one third of the French squads from first line
to green, This showld definitely boost the
British chances.

The Tast two of the original 55K are dropped.
There are no scouts in ASL, so there is no need
Lo limit them 1o two. Since the British enter
from offboard, bore sighting is automatically
allowed: no SS5R is needed. Also, in ASL,
armored cars are allowed o enter wire hexes, 8
change from the original system that is impor-
Lanl for this scenario,

Ihe Victory Conditions are still stated in
terms of units exited from Y10 and its two
adjacent hexes. However, instead of requiring
the British o exil five squads, one leader, and
one armored car. 1 put the victory condition in
terms of ASL Exit Yictory Points. The British
have a total of 35 victory points worth of units
in this scenario; they must exit 16 VP 1o win,
This is slightly less than half their rotal, which
15 about the same ratie as in the original sce-
nario, Mote that the British cannot win by exit-
ing armored cars alone, but to win without
exiting an armored car the British must now
exit about two thirds of their infantry,

Analysis

Since this scenario has armored cars, both
players should be interested in what can harm
them, I their crews prudently botton up, there
are only three likely threats (assuming that the
armored cars don’t do anything stupid like go
charging through the woods): the machine
guns, the infancey in Close Combart, and the
Wire., The frontal armor is a puny 1, but the
Basic Te Kill # of a machine gun is merely 4.
It is possible but very, very difficult for a
machine gun to take out an armored car from
the front at a range of 7 hexes or more. A DR
of 3 15 required to do damage. However, if the
range closes 1o six hexes, the chance of a hit
increases, and a TK DR of 4 is needed. If the
armored car is adjacent to the MG, the required
DR goes up to 5, which starts to get dangerous,
If the shot is against the rear hull from an adja-
cent hex, the magic number goes all the way up
to 71 The armored cars can deal with them
head on from a distance, but they must avoid
getting too close or presenting a rear shot to the
French machine guns.

In Close Combat, the armored car 15 just as
vulnerable as the Tiger, and less valnerable
than the mighty Elefant! A leader with a squad
immobilizes an armored car on a DR of 6, and
eliminates it with any lower roll. It is even
more dangerous if the leader 15 the B-1 or if the
armored car is CE. This is the biggest threat to
the armored car, but it can be countered by
keeping some distance from the French
infantry, and by keeping some British infantry
nearby,

It 15 very likely that the armored cars will
have 10 negotinte some Wire o el the boand,
They would then have to fsk Bog, with modi-
fiers of +1 for having normal ground pressure,
+1 for not being fully tracked, +1 for moving
as a truck, and +2 for entering wire. With
madifiers of +5, an armored car bogs on a DR
of 7 or greater when entering Wire, making
Wire truly dangerous. However, the risk must
sometimes be taken to win the game, Also,
Bogging does not necessarily mean immobi-
lization. A vehicle has a much better than even
chance to remove the Bog and continue on its
wiay ina lum or two,

Mow that we have seen what the enemy can
do 1o the armored cars, let us see what the
armored cars do 1o the enemy, Nol much,
They have three weapons, their ATR, CMG,
and AAMG. Of these, the ATR is practically
useless against infantry, having only 1 fire-
power. The AAMG can only fire if the crew is
exposed, and only through the rear turret cov-
ered arc, exposing its vulnerable rear (o enemy
machine guns, This leaves the CMG, with its
fircpower of 2. Since the French are most
likely to be in woods, this results only ina 2
(+ 1) attack, which is hardly impressive, Given
enough shots it should produce a morale check
before the gun breaks, but that is the best that
we can sav for i, If the French dare to move in
the open. the armored cars can attack with a 2
(-2), which spells danger, If the French are
caught in the open or in a non-woods gully, the
armored cars have overrun possibilities.
Unfortunately. they only overrun with a mere
five firepower factors, unless they are CE, in




which case their AAMG ups their firepower to
11. An overrun can be effective against enemy
in the open, with the -1 DRM for open ground,
but it would be foolish against enemy posi-
tioned in the woods or a building, since the risk
of Bog is so great and the chance of doing
damage so slim,

The armored cars can be used indirectly to
get behind the French lo prevent rout, make
broken units DM, and to encircle French units,
This can be a bit risky since they must distance
themselves from their infantry escort, In an
even more risky move, an armored car can be
used (o enter a French location, generally using
bypass, and ending its move in Motion to pre-
vent the defenders from firing out of their loca-
tion, while the British infantry move up unhin-
dered. The infantry moves adjacent (o the hex
and uses advancing fire 1o break the defenders.
If that doesn’t work, they can advance into the
hex and engage in Close Combat. The problem
with this approach is that the defenders can use
Reaction Fire against the armored car, and in
Close Combat they qualify for Street Fighting
advantages, which includes automatic
Ambush, However, if the defenders are
pinned, or if the British just have to take the
chance, this can be a very effective tactic,

The French force is small and of medium
guality. They have two MMG, which is a lot
for only six squads, but they are restricted by
Ammunition Shortage, which negates the use
of fire lanes. They must prevent the British
from exiting 16 VP via either X10, ¥ 10, or
Z10. Ivis almost required that the French use
three of their four Wire counters to block these
three hexes,

The French must set up to halt the three pos-
sible British axes of advance. The British must
enter the board within two hexes of one of the
three north board edge roads, either 11, Q1, or
Y1. If they enter on 11, they are forced to use
the road from I1 to Y10, This can be blocked
by the fourth Wire counter in either Q& or Rb.
Of these two hexes, | prefer R6 since it can be
covered by fire from a number of locations 1o
prevent the Wire from being cleared too easily,

If the British enter on Q1, the armored cars
are almost certain (o use the gap in the woods
in U4, The fourth Wire counter could be
placed here to slow down the armored cars, but
would be useless if the British use either of the
other two roads, Squads could be placed along
the northern edge of the woods in Q4, R4, 54,
and T4. Squads in these hexes can cover all
the British entrance hexes with fire, and they
can also be moved quickly to block the road
should the British enter on 11, Also, the woods
ter their rear form a comvenient escape route,

The last possible entrance is Y1, Wire is not
useful here because there is lots of open
ground and the attack is not channelized as it is
along the other roads. On the other hand, the
open ground makes this route deadly for
infantry, Good locations to block this attack
route are crest units in the gully Y3, AAJ, and
CC3. Unfortunately, these units cannot setup
HIP. An alternative are units in the woods in
W3, to block a thrust through the woods, and in
Y4, to cover the open ground approaches to the

gully. The problem with these positions is that
they can easily hecome traps, with only open
ground through which to rout or retreat.

Itis a good idea to place a squad with a
MM and the 9-1 leader in the stone building
in FFG, Not only does this position have excel-
lent protection with a +3 TEM, but it has a
good retreat route through the gully in FF7. It
can cover the open ground approaches (o the
gully, and in the end game it can cover the
three exit hexes, X110, Y10, and Z10. The only
trouble with this position is that it doesn’t have
very effective LOS to the west, and cannot hin-
der an advance from either 11 or Q1.

An alternative approach for the French is to
let the British come on the board, but to oppose
them near ¥ 10. They can set up Wire on the
bridges in Y8 and 9, and in X10 and Y10 1o
block the British exit. They can put units in the
woods from T8 (o Z8, in crest status in the
woods/gully hexes. This will keep the British
player worrying about where the French are for
the first few turns of the game,

In general, the French must oppose the
British advance by firing at the British when
they are vulnerable, moving in the open.
Because of their ammunition shortage, they
must shun low odds pot shots, especially with
their valuable but fragile machine guns. The
French squads must avoid becoming cut off,

“A bypassed enemy is
almost as good as a dead
enemy.”

and pull back when the British can amass a lot
of fire against them. They must make their last
stand in the woods and gully near ¥ 10, and
halt the British advance with a combination of
firepower, Wire, and guts.

The British have a much larger force, with
decent leadership, some LMG to boost their
firepower, and armor support, Because of the
high French sniper number, they must shun pot
shots as much as the French and only shoot
when there is a real chance of doing damage.
The British have just one mission: exit the
hoard. It is not necessary to eliminate the
French, A byvpassed enemy is almost as good
as u dead enemy,

The British have three roads to enter the
board. The French setup, being entirely HIF,
does not give them a clue, They must decide
based on knowledge of the French player and
the British player’s style of play. 11 is the most
cautious approach. The British units are guar-
anteed o safely enter the board, but they have
the farthest w0 go (o reach the objective, Using
leadership, Double Time, and the Advance
Phase, a platoon can enter K1 and reach (4 on
the first turn. The other two leaders, with three
squads each, can reach N3 and M3, One tail-
end-Charlie squad can only make it to L3,
using the road bonus, The armored cars can go
as far as they dare, probably only to O4,

This move should awaken a flurry of French
activity, as they reposition their HIP units to
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deal with the British thrust. The British force
must then battle through the woods, removing
any Wire on the road to allow their armored
cars to move forward. The game will probably
end after a long struggle with the British fight-
ing along the woods from 5% to W9, and then
making a dash for the exit on the last turn or
tw.

An attack in the middle is very dangerous if
the French have prepared for it. All five possi-
ble entrance hexes are open groand, and there
is nowhere to rout if units should break. This
approach can be taken by a risk taker. Start
with a couple of HS, and deploy another squad
or two, and use the HS as scouts. If the French
are present in force, the squads can enter using
assault movement, armored assault with the
twor armored cars, or they can even wait until
the advance phase and enter safely. The first
task is to place a strong fire group in the build-
ing in R1, and spread everyone else out. The
first goal is the woodline, and then the clump
of woods in U6 and V5. Then head for W7,
and the gully in W9 and X8, Finally, the board
must be exited via Y10

¥1 is the trickiest approach. If the French
have deployed to block the other two avenues,
this can be relatively safe. The armored cars
can enter along the road and overrun any
French at crest status in a gully hex. The
infantry can move through the woods by enter-
ing at W1l and X0. Alternatively, thev can
make 4 mad dash to the gully and advance into
crest status, where they have strong +2 TEM.
Thev can afford a turn or two to trade shots
with the French in the woods. With their supe-
rior numbers, leadership, and TEM, the British
can expect to win this exchange. With a few
French squads broken, the British can move
out. Most likely, they will make for the woods
in X4 and Y4, and then the woods in U6 and
V5. Their next objective is the trees in WY,
Finally, it 15 across the gully and off the board
at Y 10.

Although the armored cars do not have any
type of smoke (other than Vehicle Smoke
Grenades [F.10]), they can offer protection by
placing themselves between the infantry and
the French positions, Also, they are mobile +1
TEM, as effective as the forest, and they can be
usefully positioned in exposed hexes such as
X3 and W4, or W5 and W6, to provide a cov-
ered route of advance,

A crucial element of this scenario is the
Wire, which will inevitably be placed so as to
be as inconvenient as possible for the British
player. He may wish to have his troops to
remove it. To remove Wire, a unit must first
be beneath the Wire. The good news is that
Wire removal can be attempted during both
player turns, and is not hazardous movement,
This can be a surprisingly quick operation.
Suppose that three squads and a 9-1 leader
move beneath the Wire. On the next player
turn they can declare a Wire removal attempt
during their DFPh, becoming T1. At the end of
the turn, provided that they are all Good Order
and unpinned, they have a -6 DRM, which
removes the Wire on a DR of 8 or less. If that
doesn’t work, they can remaove it on their sub-
sequent turn on a DR of 9 or less. If thar
doesn’t work, they can remove the Wire on the
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following French wen on a DR of 10 or less,
and that is the best that it gets in this scenario.
Wire is not forever, but it definitely gets in the
way, and can significantly slow down the
British journey down *The Long Road.”

IN ROMMEL’S WAKE

“In Rommel's Wake™ is a scenario with sev-
eral unusual elements. In fact, it is plain weird,
It is the first ASL scenario (and the only sce-
nario of the original system) to include bicy-
cles, Tt is one of the few ASL scenarios to
include bridges over anything wider than a
canal, stream, or gully. To complement “Last
Defense Line,” which has variable victory con-
ditions, “In Rommel's Wake™ has a variable
French order of battle. Both scenarios also
have the Germans attacking the French in May
1940,

“In Rommel's Wake" was originally pub-
lished as Scenario 29 in COD. The Germans
have a company of nine squads mounted on
bicycles accompanied by two armored cars,
facing a variable French infantry force. As the
French get stronger and stronger, the Germans
have more and more time to win the game,
The playtesting indicated that this was a bal-
anced scenario from the start, and the results of
the tournament confirmed this, All of the orig-
inal units translated directly into ASL units,
Ewven the vehicles, the PSW 2225, fairly com-
mon at this stage of the war, exist in both COD
and ASL.

I assigned both sides an ELR of 3, which is
standard at this period of the war. The Ger-
mans have SAN of only 2; the French, being on
the defense, have a higher SAN of 4. The
game length is the same as in the original sce-
nario, ranging from five to ten turns, depend-
ing on the draw of the French chit.

In the original scenario, the Germans had to
have five squads on the south bank of the river
to win, with at least one bridge intact, with an
armored car counting as two squads. | con-
verted the five squads to 12 VP, Each armored
car with functioning main armament is worth
five VP, as in the original scenario, the two
armored cars are not sufficient to win the game
alone. Some infantry must cross a bridge for a
German victory.

The French halance provision is the addition
of two one-squad foxholes, This gives the
French some needed extra protection from the
German firepower. To help the Germans, one
of their LMG becomes an MMG, giving them
some extra range and extra firepower.

The SSR are virtually unchanged, [ added

the standard S5R giving the environmental
conditions as moderate with no wind. [ also
added a few rules clarifications on the detona-
tion of Set DC, which can be critical to this
scenario, and are not clear from A23.7. 1
removed the S55R dealing with bicycles enter
ing the board sequentially. This is not needed
in ASL because of the rules regarding board
entry (A2.5), which solved a lot of problems
and eliminated the need for a lot of S5R that
existed in the original system.

Analysis

Let us begin our examination of this scenario
from the German point of view. The Germans
must g through the woods and over the river
{they must be going to Grandma's house!).
Basically, the Germans must secure a small
bridgehead over the Meuse to win the game.
The only way across the river is via a bridge
and there are two bridges to choose from. The
German player can either put all his strength
on one bridge or he can split his forces and
threaten both bridges. The danger of splitting
his forces is that neither half is likely to he
strong enough to force a crossing by itself, and
this strategy guarantees that all the French
forces get into the fight from the start. The
danger of concentrating everything on one
bridge is that that bridge could be the bridge
that is wired with demolitions, and if it blows,
the Germans have to backtrack to change
bridges. They would have lost a lot of time
and would be in real trouble. Worse than that,
while they are attacking one bridge, the French
could be setting their other DC to blow the sec-
ond bridge: if both bridges blow, the game
would end right there,

However, it isn’i as bad as all that. There is
only a 50-30 chance that the French have an
order of battle with a set DC, and even if they
do, the German player has o 50-50 chance of
picking the wired bridge. And if the French do
have a set DC, and have wired the bridge that
the Germans are attacking, the French leader
must still pass a NTC, which can be easily
failed (28% of the time), and there is still the
slim chance that the set DC is a dud or fails to
destroy the bridge (on a DR of 10 or greater, or
one chance in six). This amounts to a 15%
chance that a wired bridge will actually blow
up, provided that the German player makes
sure that the leader with the plunger doesn’t
get a second chance.

The good news is that if the French have a
set DC, the game is at least 8 wrns long, and
the Germans have time to switch gears and try
for the intact bridge. To make sure that this
bridge remains intact, one armored car should
be sent there to prevent the French from selting
a DC or becoming adventurous and sallying
across the bridge to cause trouble in the Ger-
man rear, In this situation, a lone PSW 222
should be safe because the only weapons that
can hurt it are the machine guns, which have a
Final TK # of only 3, and the infantry, who
must be very close to do damage. The machine
guns and IFE of the armored car can sweep the
length of the bridge. The French won't get
close,

Omnce the Germans pick their bridge, they
have two tasks. First, they must gel on board
and get to the desired bridge. Second, they
must cross the bridge and remain alive and
unbroken, The Germans are required to enter
the board via hex 5Y 10, which is out of range
al all French weapons, Since it is more than 16
hexes away from the French setup, the German
units den’t even lose their concealment if in
LOS of French units, The only French
weapons that can reach the Germans in their
first few hexes on board are MMG placed on
the ridgetop, in hexes 214 or K5, They can
reach the road in hexes 3Y8 and X7, but their
firepower is halved due to long range. Since
they are firing at greater than 16 hexes range,
Mandatory Fire Direction comes into effect,
and their firepower is halved again. Also, an
MMG must have leader direction at this range,
and since it sets up in non-concealment terrain,
it may not setup HIP. Consequently one MMG
can get only a 1 firepower attack; it can possi-
bly nail one wnit, but it cannot leave any resid-
ual fire. Two MMG can get a two firepower
attack, leaving one factor of residual fire, but
they would have to give away their MMG posi-
tions on the first turn, and don't even get two
MMG with chit 1.

If the French set up a few concealed units on
ridgetop hexes 2J4/K5, the Germans can
counter by using the smoke dispensers on the
armored cars to mask the bicycles from the
machinegun fire. The bicycles can also take
the safe route to 559 and then the troops can
march through the woods in 38 to get on the
board if they are heading toward the eastern
bridge. If they have chosen the western bridge
as their objective, they can accept an attack on
one unit, and move the rest around the residual
fire.

Assuming that the French units are all out of
sight and cannot interfere with the German
entrance, how far can the bicycles get? Units
on bicycles cannot advance, but they do get
leadership benefit, road bonus, and (per this
issue’s “Debriefing™; A4.5) can Double Time.
Thus a stack of three squads on bicycles with a
leader can get as far as 5K3 or 551 on Turn 1.
The bicycle troops can reach the western
bridge on Turn 2, and the eastern bridge on
Turm 3.

Of ¢ourse, the speedy armored cars can
reach either bridge on Turn 1. Itis a good idea
to send one armored car to each bridge to keep
the French off the bridges. Meanwhile the
infantry pedals as hard as it can to reach a
bridge. Either bridge will do; the castern
bridge, being shorter, is easier to capture, but it
consequently is more likely to be wired with
the set DC, and it is also farther to reach than
the longer western bridge. The objective
bridge is your choice; they are both likely 1o be
defended.

When the troops reach the bridge, the bicy-
cles can be abandoned; they have done their
job. A half squad or two can cross the bridge
to scout ahead and draw French fire, while the
remainder of the troops form strong fire
groups, using the armored car as protection,
After a turn or two of trading shots and break-
ing all the French in sight, it comes times to
cross the bridge. Here again, the armored car




can be used for protection via an armored
assault, or it can move ahead and fire its smoke
discharger. Either way, expect the French to
still have a few surprises left, and be prepared
to accept some losses, [f your troops are brave,
they can make a strong attack in the AFPh, and
a stronger one in their DFPh. With luck, they
will break the remaining French units, and
clear the way., When the Germans reach the
south bank of the river, they should take up
defensive positions and await reinforcement
from their fellows who have provided support-
ing fire, or who have broken and rallied to
rejoin the fight. Once the bridge is secure, and
you are sure that it is not wired with a set DC,
it is time to move the second armored car to
your bridgehead.

When the Germans have committed them-
selves to a bridge, it is certain that most of the
French troops defending the other bridge will
rush to the defense of the threatened bridge. It
behooves the Germans to interfere with this
movement as much as possible. Most of the
length of the road between the bridges is pro-
tected by trees, but three hexes—2P1, 2011,
and 2R1—are vulnerable to fire. Note that a
LMG squad or two in TQ3 can place a fire lane
straight across the river to 201, forcing the
French to make a detour over the hills, and
slowing them down enough to cost them a turn
or twa.

The French player has the duty of halting the
Germans at the bridges. He has four possible
orders of battle to do this. Since most of the
French forces set up HIP, the German player
does not know what he is up against and how
much time he has, and the French plaver
should keep him in the dark as long as possi-
ble. One way to do this is to carefully select
the Bridge Guard (i.e., an 8-0 leader should
generally be selected instead of an 8-1,
because an 8-1 cannot be available if chit 1 is
picked).

The French can make the more aggressive
defense by placing a MMG or two, if available,
on 214 or K35, to fire at the Germans soon after
they enter the board. This fire is not likely to
be oo effective, and il exposes your troops at
the beginning of the game. Also, the armored
cars, with their long range IFE, can fire effec-
tively against exposcd units on the ridgetop.
This is an interesting tactic, but I don't think
that it is too likely to be effective.

I believe that it is more effective to set up as
many units HIP as possible, and for them to
remain HIP as long as possible. 'With luck, the
German player will contract a bad case of HIP-
phobia and spend a couple of turns firing at
empty locations that he fears contain hidden
French troops. With more luck, a sniper attack
or two will result from this misguided fire,

The French units must be split between the
two bridges. If the French have chit 1 or 2, the
forces should be split about evenly, because
you don’t know which bridge the Germans will
attack; they could split up and go after both
bridges. There should be a DXC at each bridge.
If one bridge is ignored, a squad should set a
DC there and blow the bridge, (0 make sure
that the Germans can't backtrack and take it.

Meanwhile, the rest of the defenders of that
bridge rush to help out at the bridge under
attack.

If chit 3 or 4 is picked, either bridge can he
wired with the set DC. Generally, the shorter
eastern bridge is considered easier to cross,
and therefore is the most popular bridge to
blow up, but it doesn’t pay to be predictable.
Whichever bridge is wired, be aware that it is
not guaranteed that the bridge will blow up.
The leader can easily fail his TC, and the
bridge can survive the explosion. This bridge
must be defended as well, but the troops should
be positioned to reinforce the other bridge.
Also, be careful that the leader with the
plunger is set up where he can see the Germans
if they attack the other bridge, so that he can
blow his bridge regardless of which bridge is
being artacked.

Let us examine the defense of each of the
bridges. The western bridge is only two turns
away from the Germans' entrance hex, but it is
seven hexes long and therefore more difficult
to cross. The most obvious position to defend
this bridge is 213, from where a unit can fire
straight down the length of the bridge. Since it
is a level one location, a machine gun here can-
not place a fire lane. Any unit crossing this
bridge must enter 719 as it leaves the bridge,
and this hex can be made most deadly, Good
defensive positions are the woods in TG 10 and
HI10, with the building 2G1 as a rally point;
and the woods in 7110, K10, and L9, with good
places to hide during the German DFPh, The
best place is the wooden building in TK9, with
its +2 TEM. The worst place is the wooden
building in TD7, which is too easy to cut off,
and too far west to reinforce the eastern bridge,
There is a very subtle LOS from 7G10 w0 5DD1
and EE2, A MMG here can surprise some Ger-
mans on their bikes on the way to the bridge.

In general, French units should remain HIP
until the Germans start crossing the bridge.
They should only fire at the Germans when in
their normal range, they should attempt Lo
place residual fire on the bridge, and they
should attack the Germans when they are mov-
ing in the open,

The eastern bridge is shorter but farther; it
takes the Germans one more turn to reach this
bridge, but it is only three hexes long. The
most obvious location to place a machine gun
is 2AA1. From here a LMG fire lane can
extend all the way across the bridge to TAA4,
This is so obvious that it is certain to be fired
upon even if it contains no counters on board,
Other good locations for defenders are 7210,
2BB1, and 2CC1. Machine guns in 7210 and
2CC1 can place alternate hex grain fire lanes in
TAASR and AAY. Of course, 7YY and Z8 are
prime spots for the bridge defenders, but they
too are so obvious that they are likely to be
attacked even if apparently empty. A unit in
TV0 has LOS to the bridge, but more impor-
tant, it has LOS to TAAS unhindered by the
bridge, and can interfere with the Germans
before they even reach the bridge.

There are a lot of places to put the French
units defending either bridge, The kev idea is
to mix it up, and nol put units in the same
hexes all the time. Also, avoid the obvious
locations, but not all the time, Keep the Ger-
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man guessing as long as possible, both as to the
French strength and the exact locations of the
HIP units,

Depending on the chit, the French have one
or two demo charges to use as they wish, In
this scenario, the best use of these DC is to
blow up bridges. Of course, this is not easy,
First, an infantry unit, say a squad, would have
to move to the desired detonation hex on the
bridge, On its next trm it would attempt (o sel
the DC by rolling its US# or less, The besi
chance to set a DC requires a squad directed by
an B-1 leader; the DC would be set on a dr of 4
or less, If it fails it can try again on its next
turn. Labor status does not apply, and it cannot
be set during the enemy Plaver Turn, There
had better be no Germans in sight, because set-
ting a DC is Hazardous Movement. [f the DC
is set, on the next turn the unit moves away, to
a location between two hexes and six hexes
from the set DC, and in sight of it. The DC can
be detonated in any subsequent friendly fire
phase, presumably the AFPh of the tumn that it
moves away. The earliest that a DC can be set
and detonated is the French Turn 3, and there is
lots that the Germans can do to prevent this.
The unit can be fired on when it moves to the
bridge hex, as it tries to set the DC, and as it
moves away. It can also fail its NTC and not
detonate the DC when it should, However, if
the Germans ignore this threat, a bridge will
soon be blown and the French would have to
defend only one bridge.

The demo charges also have a couple of
other uses, They can be placed against the
German infantry, but this is not likely in this
scenario. With the strong German firepower,
the French infantry is not likely to stay in good
order for very long if adjacent to the Germans.
However, the DC can be thrown and detonated
during Defensive First Fire. For example, a
HIP squad in 7Z8 with a DC can throw it to hex
TAAS against a unit crossing the bridge. This
could be 8 nasty surprise.

The DC is also the most effective weapon
that the French have against the armored cars.
If the armored cars cross the bridge without
infantry support, they can be very vulnerable
toa DC. For example, suppose that a DC is
thrown by a HIP unit s the side of a moving
CE PSW 222. The modifiers would be +2
(moving) +2 (thrown DC) +1 (CE) -2 (OT) for
anet +3, Ona DR of 2 it is optimally placed
and resolved against the aerial AF with a To
Kill # of 16. On a DR of 3-5 it is successfully
placed with a To Kill # of 15, which is just as
deadly. On a DR of 6-8, the armored car itself
is unaffected, but there is a 30 factor attack
with a 42 DRM resolved against the poor crew
of the armored car. This is just an example of
what a DC can do. It is even deadlier if the
armored car is not CE, or if it is stopped, or if
the DC is placed instead of thrown, or if it is
placed/thrown through the rear target facing.
Of course, the German player is extremely
unlikely to move an armored car adjacent to a
French unit with a DC, if he knows thal it is
there. That is why it is important for the
French to retain HIP as long as possible.

A combination of clever placement, good
fire discipline, and good shooting can turn
back the Germans and hold the key bridges
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over the Meuse, But the French player must be

careful that “In Rommel's Wake™ does not A Nﬂtﬂ me The Edjmrs
become a wake for the French, JASL
Time marches on, as do the ranks of those editing this magazine. With Gary Fortenberry logging
ASL OKTOBERFEST

As many ASL players know, last vear was
the tenth anmiversary of the ASL Oktober-
fest (ASLOK), that annual gaming weekend
where ASL fanatics meer, compete, and
sleep on their feet while playing the best
game in the land. During ASLOK ‘95, it
was announced that Bill “Fish® Conner
{a.k.a., the Grofaz) and his loyal assistant,
Darryl “Action”™ Burk, were stepping down
after ten years of running this event and
turning the reing over to Mark Nixon.
Mark has forwarded a flyer for ASLOK 96
to the Annual staff and we're pleased to
pass on this information fo the greater ASL
commmnily.

ASLOK 06 will take place over October 16-20, 19946 at
the Holiday Inn in Middleburg Heighis, Chio (4 suburb
of Cleveland). Open gaming will actually begin on
Tuesday, October 15, when Mark has arcanged for a
large muite 1o be avallable for early arelvals 1o gather for
pre-tourmey action, Mo tournament events will be
scheduled for Wednesdny, Dotober 16, although 1he
fotal "8 mijor ballroom will be avallable 24 howrs a day
slarting at 800 am unil] noon on Monday, October 21,
The sctual wurmaments will star on Thursday, October
17, with the retrn of the Theme Tournaments (Special
Forces, Winter Wars, DASL, Night, Paratroops, Gen-
ernl “T" Serles, Bliizkrieg Years [1920.41], and 1943},
Players whio opd not o play in o theme iournument may
open game or ploy uwp o two games in GROFAZ, the
main tournament (named in honor of ASLOK's
founder). Saturday, October 19, will festure additional
theme tournpments focusing on the Far East. Mediter-
ranean, Bast Fromt, and Norb-Wesl Burope theaters of
the war. The GROFAZ trophy will be presented late
Sunday, October 20, of early Monday, October 21,
depending on how the wurney plays oul,

The registration fee for ASLOK 96 i $20000 ($15.00 if
regisiored before July 1, 19960 As slways, T-shirts sre
available s $10.00 for sizes M-XL, $12.00 for XXL.
Checks should be made payahle to Mark Nixon and
mailed with & registration form to: ASLOK 96, 1419
Willshine Road, Lyndbarst, OH 44124, The botel moom
rate s $69.00 o one 1o fowr people provided reserva-
tions are made by October 5, 1996, Call the Holiday
b ot (2162434040 and specify “ASL Olaoberfest™ to
get the special rate. A complimentary airport shuitle
(from Cleveland Hopkins lniernational Airport) is
available 24 howurs o day for air travebers, phus Mark has
arranged for Noble Travel (ROM332-4882, o discount
travel apency, 1o handle sarfine reservatons | guaranieed
3% discount off kowest Tare and 10% off full fare tick-
s}

Any questions should be mailed to Mark ot the address
above. Altemmatively, you can call Mark at (218)442-
9127 or email Rick Troha st ikt @ mwsup, com

Thesa of us here on the Annual stall can’t say enough
about what a great lourmament ASLOK has been in the
past—good gaming, knowledgeable und friendly sup-
port stall, Tam for all. We know ihat Mark will continue
thia tradition and encourage every ASL player i sitend

time working on the historical module Kampfgruppe Peiper I, Avalon Hill has contracted us,
Multi-Man Publishing, 10 work with Gary 1o produce and edit the Annual and some other pro-
jects. Multa-Man Publishing (MMP) consists of Perry Cocke, Chuck Goetz, Sieve Petersen, Cunt
Schilling. and Brian Youse. Having started out as playtesters for Avalon Hill, we had lately been
producing a fanzine, Backblast, when the opportunity to work on the Annual for Avalon Hill
appeared. With the six of us (Gary and MMP) working on ASL. we hope to be able to increase
the flow of ASL products. The near future and beyond look well tuken care of with a lot of excit-
ing projects in the pipeline.

Although they were not involved in the publication of this Annual, Bob McNamara, Charlie
Kibler, and Rex Martin remain the primary influence on our ASL lives. While any problems in
this issue must rest squarely on our shoulders, much of the credit belongs to them, as well as o
the coniributors listed on the masthead and 10 others too numerows 1o mention. We stand on the
shoulders of giants.

As Gary promised last time around, this Annual concentrates on playing the game rather than the
hastory of WWII. We at MMP agree that this is the direction the Annual should take. While the
occasional history article will appear, our hope is that the tips and tactics found in the Annual will
muke you a better player. We would have liked to have published some leners but couldn’t find
any in the vault, so please be sure to drop us a line about what's on your mind and we'll catch up
next time out.

One thing we know that has been on ASLer's minds is that many would like to know who
designed the scenarios they are playing and want to see designer’s names printed on the scenario
cards. Some of the scenarios we publish are mostly unchanged (except for formatting and minor
balancing considerations) from the version submitted to us, while others undergo radical changes
(such as using different boards and units (o tighten historicalness) before being printed. To seco-
modate both this disparity and the requests we've received, we are using the terms “scenario
design™ and “scenario concept” on the scenario card to indicate, respectively, which scenarios
underwent lesser or greater changes during development. A third term, “scenario adapiation,” is
being used for scenario updates from the old SL system.

The comprehensive Index Gary mentioned in the last Anrual is in the works, while Selitaire ASL
and KampfGruppe Peiper I are already in the stores. While we have plenty of ideas in mind, the
projects we are sure of right now are the HASL module Pegasus Bridge, the coup de main attack
by the British to secure the north flank of the Normandy invasion by capturing this vital bridge
over the Caen Canal, and a scenario pack centered around boards 42 and 43, Both of these are
slated to appear in 1996, Add to this the continued coverage of ASL in the General, and Joe
ASLer should have plenty of new things to keep himself busy, Other HASL possibilities include
Tarawa, Amhem, Stonne, and Central Stalingrad, all of which are in various stages of submis-
sion. Work continnes on the elusive Armies of Oblivion, containing the vehicles and ordnance of
the Allied and Axis Minor powers.

We want 1o encourage designers o submit their scenario and mini-module designs (with histoni-
cal references) for possible publication; we know there is plenty of talent oul there. We'd also
like our readers 1w consider playtesting. If you have a group of knowledgeable guys who can reg-
ularly playtest scenarios or campaigns, drop us a line. As longtime playlesters ourselves, we
understand the importance of playtesting 1o a quality product. Finally, article submissions are
always welcome.

In the meantime, you can be assured that MMP and Gary Fortenberry will be working hard 1o
bring ASL fanatics around the world well-written and informative articles, interesting yet bal-
anced scenarios, and modules exploring new battlefields and nationalities,

The Editors




THE LONG ROAD

ASL SCENARIO AY5

VICTORY CONDITIONS: The British win immedistely wpon exiting 2 16 Vic-
oy Poings (excluding prisoners) off the south edge on/sdjacent-to Y 10,

TURN RECORD CHART

Scenurio Adaptation: Sim Srahler

AMNIANA, MADAGASCAR, 16 September 19%42: The Nyasalanders of the King's
African Rifles, with o detachment of South African armored cars, had worked their way
fromn the port of Majunga halfway w the Madagasean capital, Tananarive. The Vichy de-
fenders were handicapped both by the limited means at their disposal and the mixed emo-
fions of many of their men. The Commonwealth ooops simulianeously represented both
the best hope for a revived France and the invaders of French soil. After a number of false
starts and a series of minor demolitions, the Vichy decided 1o block the mujor road to the
capital a5 a matter of honor,

BOARD CONFIGURATION: ‘

BALANCE:
() Exchange one French MMG for one French HMG.

€} Exchange two French 4-5-Ts for two 4374,

() FRENCH Sets Up First
8]

(&) BRITISH Moves Firgt [100]

2

END

3(4|5|6 |7

using HIP it in Concealment Terrain {see SSE 31 {5AN: 5]

0 T W

fix (s | fe|do| o

467 o e HETI Il
6 2 4

Elements of les forces de 1" Afrigue Orientale Francaise [ELR: 2] set up onfeast-of hexrow () in hexes numbered = 3 with the option of

Elements of Company C, 1/1 King's African Rifles Battallon, 22n0d (East Africa) Brigade Group, with support elements of
Squadron A, 1st Armoured Car Commando [ELR: 3] enter on Tum 1 = 2 hexes from any ewe north edse road hes: (SAN: 21

«28
™ '
- - s i %’“"
& s
45T ﬁ a - % i I'I ETI Ty
10 3 2

SPECIAL RULES:

1. B are Modesate, with no wind at start,

2 Mo bridges exist

A, French units muy also st up HIF TN non-woods mullies, but are placed on board con-
cealed immedistely upon any British unit gaiming LOS INTC their hexies),

4. The French sufter Ammmmition Shostage (A% 1310,

AFTERMATH: In the face of substantial five froae Vichy positions w the left und
to the right the Commonwealth troops aitacked “with gusto.” Gusto notwithstand-
ing, the combination of hastly constructed shatises and fire from the European and
Senagalese defenders forced the K.AR. into a series of flanking assaults.  As ane
platcon attempred to flank the left Vichy position, its leader, Licutenant K. Frae-
er, was killed by heavy machine gun and rifle fire, An African platoon serpeant,
Sgt Odilo. guickly ook command and continued the flanking maneuver, eventually
copturing the machine gun position, A second platoon, under Second-Lieutenant
Pulmer, simultancously seized the Viehy position on the right.  Afterwards, the men
i the K.AR. had fittle rouble mopping up the remaining enemy twoops, With the
wiy cleared of defenders, the Commoenwealth troops continued their advance to-
ward the capital the next moiming.



IN ROMMEL’S WAKE

ASL SCENARIO A9%6

Scenarin Adaptation: Jim Swhler

ON THE MEUSE, 17 May 1940 In the confusion following the Tth Paneer Davision's
breakout, isclated French units still held crossings across the Meuse while the Cerman in-
funtry struggled to catch up. Now elements of X1V Panrergrenadier Kompes, on the hasis
of Fieseler Storch reconnaissance, hoped w grab another bridgehead into France from
what appewred 1o be a platoon strength puard hetore French reinforcements coubd arrive.
In this heavily wooded region air recommaissance reports wese unreliable, but nme was of
the essence,

BOARD CONFIGURATION: 0
N~
- BALANCE:
VICTORY CONDITIONS: The Germans win if they have = 12 Victory Points o
(calculated as Exit WP and including broken units) south of the river at the end of &) Add pwo 15 Foxholes w the French OB,
any Crame Turm and at least one hridge is stll intact .
# Exchange one German LMG for one dm German
MG,
TURN RECORD CHART
B FRENCH Sets Up First + = == O — 4N
) ( } Y \} | END
# CERMAN Moves First ™ rj i J o W R, 2
- o " © @

Elements of the 12éme Régiment, 3éme Division d' Afrique [ELR: 3] set up south of the river with the option of using HIF if in Concealment
Termin [EXC: o Bridge Guard, consisting of of one squad, one SMC and one SW, must set up unconcealed]. See S5R 3 and 4: [SAN: 4}

CHIT 1: CHIT 2:
1 MM LME ot 1 M LMG e
i 3 - | s e | syt
At HFCAREAR iy (s Re |y | e
6 2 2 2 ¥ 2 2 2 2
CHIT 3 CHIT 4:
1 MME LG [ 1 L LME o
= E b !m a
%’ ﬁ s m S *E—E :“r:'"i B.ﬁ 457 m o M 2 *EE :l‘ 2% Etﬂ-‘\
T 2 2 2 B8 2 2 2

AufkEirungs elements of Regiment 71, Panzergrenadier Division 29 [ELR: 3] enter on Turn | on 310 with all Personnel as Riders; see SSR e

ir [SAN: 2}
AT T | 3
A6 i" i* t* ::-.Ulj ﬁ.ﬂ* n} l;!!
9 4 2 9

SPECIAL RULES:

1. B are Moderate, with no wind at start. The miver b deep with 2 Moderate carrent flowing west
Al marsh keses are mudflat hexes (BLG.T),

2 A Ome-Lane (B6A31} stone bridge exists in hexes 712-718 and o One-Lane wooden bridges exists
in bexes TAAGTAAN, Each bridge hex is considered Inherent Terrain (B.6) [EXC: A LOS
intevthrough a bridge bex does pot meur that hex's bridge HindranceTEM if 5t crosses only the
rousd hexaidels) (exchsive of vertices) of thut hex]

3, Prior to plny, the French player randomly draws ooz chit or cand, numbered 1-4 (Ace-4), w de-
rermine game length und French OB; the chiticard drown need pot be revealed until game end,
which is at the end of the Came Turm thar containg a circled rumber on the Tum Record Chart
equeal po the pamber af that chitoand,

4. If the French player drws chits 3 or 4, he also receives o second D which must be Ses (AZLT)
prior 1o play in a bridge hex, This Set DO may only be detemated by an 8-0 that has been seoretly
predesigissted by the French plaver, and a detomation attermpa canrs be made ol that 8-0 has bad

LOS w = | enemy unit, A detonation attempt is noc 8 conceatment loss activity, bat if HIF the
leader must be placed on board comcemled, A detonaton atemgt may be made during any enemy
%P as First Fire, as well as during any friendly DFPh, PFPh, or AFPh, bur cnly ome detonation
witempd may be mede per Player Tum.

5. The: French may nol Bore Sighl,
6. The Ceezrman cyche counters represent bacycles (105 5]

AFTERMATH: Ouly French command Blunders had prevented the bridges from being blown
eartier, Certain French elements remained north of the rver and thene was a question as o ex-
pctly when the beidges should be destroved. The bridges were held very lightly doe 1o the pres-
erce of heavy reserves nearby, bul even so the bridges were in the process of being wined for
demalition when an andackous rush by German scout cars and o lewd platoon of ey be-mounted
infamiry captured a wooden bridge intact. Supported by Geemian machine gun fire from the north
gide of the Meuse, the Cerman toops held the bridge until divisional reinforeements amved




ASL SCENARIO A97

TASIMBOKO RAID R

TASIMBOKO, GUADALCANAL, § September 1942: With the US. Mannes now
firmly established on Guadalcanal, and with the catbier failure of the lchiki Detachment st
Alligmor Creek, the Japanese landed more troops at Taiva Point, 18 miles cast of the Ma-
rine held Henderson Fiehd  The Japanese commander, Major-Ceneral Kawaguchi Kiv-
otake, planned to siteck the Marine positions (excesding his orders o simply reconmoiter
the airfiehd) after having his engineers cut & trail through the dense junghe 1oward Hender-
som Field. Mative scouts had reported this busld op o the Marines, who discounted this in-
fiormuation in fuvor of previous reports indicating a small Japanese contingent in the Tasim
boko area, Colonel Edson was dispatched with the reorganteed forces of the 1st Reider
Battalion to eliminate this supposadly small enemy force, [n the ewrly morning, the firs
wave of Ruaiders came ashore st Taive Point where they found signs of recent landings.
Edson quickly deployed his men o aftack with two companies along the coast while a
thind curved inland o stnke the Japanese flank from the south. At mid-morming the
Randers made contact with the defenders near Tasimbokn

BOARD CONFIGURATION:

VICTORY CONIMTIONS: The Amencans win st game end if they Contral all
- Blizing hut hexes on board 35,

TURN RECORD CHART

7 Delete the 37* INF and its crew from

BALANCE: ‘

the Japanese OR, P
@ Decrease the gume length from 8 172 N g
Turns to B Tams
St vE

e

@ JAPANESE Sets Up Fiest [154) 1 2

T AMERICAN Moves Firsi 1285]

3(4|5|6|7|8 END

Elements of the 35th Infuntry Regiment " Kawaguchi Force” [ELR: 4] sct up on Hinteriand hexes, hetween the printed paths that rn
ITME-PS-X5-GG6 and MTS-06-P5-15-Hiv-Af: | SAN: 5]

LAb Ak HE HE I RE N

H 4 | Sievee
8 e 2 4 2

St up on board 35 Hinterland hexes, with each Gun set up < 2 hexes
trowm ol beast one other Gune: all CA must face niwth-west (w22 SSR )
Enter on Turn 2 along the south edge of boand 15

B m‘,'%i.t'.- i q/i 2|

2248 75" 448

8 x

3 3 3

T
%
%

Elements of Companies B and C, 1# Robder Battaion [ELR: 5] enter on Tum | along the east edge of board 34: [SAN: 1)

.! =
|"ve

0-2

L SRR IR SR IR SILR

W | g
15 2 2 3 2

Elements of Company A enter on Turm 3 along the west'south edga() of boand 37 onhetween 6311 and GG6

k= |

5

1 rJ Rl L A
SPECIAL RULES:

1 BC pre Wet, with no windd ab start. PO Terrun (€0 bs in effect, Beach Slope is Shight
Wl X321}

L Place overlays o follows: G on 35P6; Bel with hexes 101102 on MLUT-U2; Bel with
2000 -2 om I50))-L02: Bed with 300-302 on 3TMI0ME: Ocl with 1000- 1002 on 23k231;
D2 worth 000 - 200 on 328-329 O with 302-30008 on TX2-323: 1| on IENE-NG: and D2
o St b
A The Japuncwe 75 INF Ciuns may o st up Emplaced (they may, hinvever, utiiize HIPY,
e (s gy nol Hoae '\II.'!1' anid may not ;'h_,r._:._' CA il they bave LS o2 ) Snemy

o umt. The 4-4-K lapanese renforcements are Assault Engineers (H1.222)

4. The Marines mosive Adr Support, which amives sutomatically on Tam 4 in the form of

une FE wilh po bommbs, Al Marine 5-5-85 may vse Assaalt Fiee and all Manne amis are
Slealihy

AFTERMATH: 5o the Muanres felt the concussion of mucele blasls aguins thew faces. and
beard the whizeing "Tuny whistle” of skells ux the field guns fired fnom posnt blank range. As the
bmilk of Kewapucfd Foroe conlimoes] wesiwand, a half-company of infaniry and o battery of held
gura femained o meel e Manoe rasd. The Seld peeces had st arrived the previows night and
wety ael ki fecw eapocind atscks from the Mamine podabodna o the seal.  Thew moslal blasts billed
rorp Wannes end severely woumded a vhand i'h-q\-rm thin milal shock, the Rasders presaad they &
tack indo e Japaisswe posaieon. Having Menked the coemy, Comgpany A of the Raiders bural upon
the Japaness from the e leaving Slumps of defenders sprawded around thes fickd pasces. and ms-
chne pums. [y 1230 boure, opposaioon ocssed and Bdwms men entered Tastesboko o find 2 de-
settod. Wy 170 homrs, Bdwon had his comarsnd re-embarked. This most sucoessfil rmd oo vas
Marines killed asid win womnded: Inpanese dead sumbered tweniy seven



CROSSING THE GNILOI TIKITSCH

ASL SCENARIO A98

SEEE

YICTORY CONDITIONS: The Gemmumns win if they Control bailding 2208 by the end of
Tum 3. or at game end if they have exited 2= 16 VP (excluding prisoners) off the nonh edge of
Baoard a0 e there is a continuwowss path of mad bexes running from the south edge of board 22
o the porth edge of board S0t has oo Good Order Russian MMChehicle onfadiacent o i
The Germans lose immedaately vpon the Russans amassng 2 43 t".u.\uul!_v VI |1|i:m:||.'ns il
count double during play

TURN RECORD CHART

Scenario Concept: LI Frazer

LISSJANKA, UKRAINE, 14 February 1944: By 28 January, the First and Second
Ukrainian Fronts had succeeded in surrounding X1 and XLV Korps through a senies of
bl maneuvers. The encircled force, centesed at Korsun, was placed under the comimand
of Lieutenant-General Stermmermann and directed to break ot toward Field Marshal
Manstein's I Paneerkorps which was slowly working its way toward the pockers from the
southwest,  After two weeks, doring which Stemmermann grew increasingly low on fuel
and ammunition, it became apparent that his surrounded army would not be able 1o effect
i breakout—II1 Panzer's relief effort would have to break through o im, Cn 14 Febm-
ary, after three days of hard fighting, the 15t Panzer Division was within half o mile of
capturing the bridge that crossed the Goiloi Tikitsch thirty miles southwest of Korsun,
Stemmermann's relief was near,

BOARD CONFIGURATION: 2

A

N R
BALANCE:

o Add one 51 and one Russian HMG 1o the Russian O,

o Increase the game length to % 1/2 Tums.

W RUSSIAN Sets Up First [152] * 1 2 .

# GERMAN Maves First [ 198

3/14(5/6|7)|8 END

L20GH-Y6-57-86-P2-12-A6 road: [SAN: 4]

Elements of the 6th Guards Motorized Rifle Brigade and the 22nd Guards Tank Brigade [ELR: 3] set up on board{s} 22 north of the

fik |05 | |4 s he kel A0 PR | 0L

3 4 9 2

2 4 2

%o

% 1 AT | Foxhole | Readblack
Ll

i s |

1 wiris 4511 g >
10 2 2 6

—I L.- Elements of Kampfgruppe Frank, Paneer Division 1 [FLR: 3] enter on Tum | along the south edge of board 220 [SAN: 2]

E i o i g Lug PEL in WTH
1ar ﬂf ke & i'-' R'-‘ x‘? atem | Y eO _Tt:T. itm K
g3e |4gs | 467 S K3 | X5 | K2 Ty | INag |15 | 1 [ s
4 8 4 2 2 | 2
! 1=
o err | 8 wE <3 !g. 1,“3
ah | | | | R B¥ A
i 1] g | TOLL aha | THL O as | e -.a Enter on Turn 3 along the south edge of board 22; all
a 2 3 > Personnel must enter as Passengers:
5 16 16 L B =l
LG ik [ 4 ! 5, s *
T E (] L: " ! i;% i - [ * % -
g%f & = :‘[:-: et | B TS e | wima 0 | e TS| e
4 2 4

SPECIAL RULES:

1. Weather i= Mud (E3.6; A24.6), with no wind ug start. The nver s deep with a Heavy
current o the east, ‘The board 22 stream is Dy,

2. A siome bridge exists in hexes 002-003.  Each beidge hex is considered Inherent Terrain
(B.ay [EXC: A LOS intthrough a bridge hex does not incur that hex’s brdge
Hindrance/ TEM if it crosses only the moud hexsidels) {exchisive of vemices) of that hex]. All
roacds are paved.

3 The Russian force 15 Elite (082}, Russian vehackes muy ignoce any Recall effects, a Re-
call due o atack effects (05.341- 2420 suffered by 2 Russian Inberent coew is always treated

as 1 Sun result only. The Russing receive one mocule of [00+mm OBA (HE oaly,
& Mo Quarter i in effect for both sides.

AFTERMATH: Following deys of frustration as their tanks chumed through the thick Ukrain-
an miukd, panzmer crews were finolly able i engage the Bussins. Aller a solid day o hand fighl
g with no mercy slown on either side, German armor rolled acrass the: Gindlod Tikitsch and,
with the wd of a Pioncer platoon, secured u bridgehend. The village of Lissjankn was in nins.—
burmed-our hulks of Geran tanks and Russian guns lidered the stects. Bur as two mone major
Soviel defensive positons blocked the way o the beleaguered pocket commarded by Stemmer
i, the 1st Panzer Divigion geepaned itself o continue slogzing through the ubiguitoss mud




i

TO CLEAR A ROADBLOCK
ASL SCENARIO A%

i

Scenario Design: Bob Me¥amara

16 miles east of CAMPOBASSO, ITALY, 5 October 1943: As the British XIIl Corps
advanced up the eastern half of the falian peninsula past Foggia, it was opposed only by
small pumbers of Germun fallschinmidger conducting delaying actions, Omne such group
of puratroopers, holding a blocking position astride o mountain road, drew the attention of
lzlian partisans led by Nicola Semia, a former NCO in the Frontier Guard. Determimed to
help rid their country of the hated Mazis, the partisans decided that they must attack the
Germans 1o clear the way for the British.

BOARD CONFIGURATION:

4]

A
N

{Omly hexrows Qu00G o playeble)

ke R BRI BALANCE:

VICTORY CONDITIONS: The partisans win immediately when the roadblock ¥ Add one 2-3-8 to the German OB.
has been eliminated and the road in hex V5 (from hexside V5V4 o V5-Ub) is
devoid of mines (via Clearoncef0OBA), or when there are no unhroken Crerman
MM in play

TURN RECORD CHART
& GERMAN Sets Up First T
BE PARTISAN Moves First [72] 1 2 3 4 5 6

Elements of Fallschirmjiiper Division 1 [ELR: 4] set op as indicated (see 558 2 and 33 [SAN: 2}

B3 Add one 740 to the partisan OB.

END

=
r

Within 4 hexes of V5 no MMC may set up with/adjacent-to another non-Crew MWC and all

J
3

g
entrenchments must contain = | MMC: W ye
Faxhole
LM (13 Radla . Minefinld
R; &g e[ ltm {-.JI;L'. ﬁ'mm:li @
g'-4-8 2348 3 124 ] Ther: 42
4 2 3 4 12 factors
Hex 59 o H Hex TS “ H Hex V4 Roadbluck
(CA:TT) g | 3~ CA: UT) rj:,-tk (hexside va-vs) | it
228 | ~40LL 228 | ~40U -«

48 H8 SN

12 3

=

Italian partisans [ELR: 5] set up = 3 hexes from all German units and ous of all German LOS, andbor enter on Turn(s)
142 along any edge(s) of the playing arca (see 35K 5 and 6); {5AN: 2]

SPECIAL RULES:

L BC are Dry, with no wind at stan.

2, The Germans muy not place ™ prior o the Tum 1 German Plaver Tum, noe may the AT
Giuns use HIP (although they may set up Emplaced). The German 9-1, 840, and Radio must
sel up stacked with any German MM, but may set up using HIP regardiess of whether or
e they do so in Concealment Terrain,  The minefielkd in ¥5 s a Known mincfickd
(B24,74), The AT Guns may Bore Sight,

X After German setup, but prior to partisan setup, the Germans must secretly and mndomly
draw, ome ot a time for each Location containing German MMC, one counter from a pool
that initially contains 5 Final Fire and 5 Pin counters, Bach Germuon anit begins play either
Pinned or having alresady used Subsequent First Fire (no Residual FP counters anre placed)
acooeding to the counter drawn for its Location; regardless of their determined status,
however, Germun SMC begin play Hidden,  Each counter drawn is placed bereatk all units
of s Location and need not be revealed o the partizan plaver until @ unil in tat Location
conducts an attack, or the beginning of the OCPh, whichever occars first.

4, The Germans receive one module of B0+mm battalion mortar OBA (HE and  Samoke)

with scarce ammo; Radwo Contact may oot be anempted prior to Tam 2.

5. Partiszms use Hahan LMG bt are not sabject to Captared Use penatties when doing so
Partisans may neither Deploy [EXC: AX05] nor form mult-Locaton PG, The parisan 10-
2 begins the game Hercac,

6. Althowgh not in play, hexes west of hexrow Q) are considered w contain thedr terrin
featares as printed for purposes of partisan offboard movement/sntry,

7. Mo Quaarter 15 in effect for both sides,

AFTERMATH: At dawn the partisans crepl as close o the German positions as they dared,
Then they artacked, catching the Germmans by suspoise, and vicious close-gaarter lighting ensued.
Sernia became wounded it fought on. Eventuslly he and his comgutriots got the better of the
paratroopers and began clearing the mines from the rosd—bug by now the position was being
pounded by mortar fire, and Sernin. assisting in the mire-clearng even though wounded, was
kilbed by an exploding mortar round.  He wouald never see the British advancing peacefully
along that moantain road. and they would probably never keam of the sacrifice he and his
partisans had made for them.  Nicola Sernin was postumously awarded the Wedaplic o Chro
(Gierked Melal—Ralv's highess devoration for valor) for his deeds on this day



DORSET WOOD IN THE RAIN

ASL SCENARIO A100

i

YICTORY CONIDITIONS: The Germ

-

ans win immediately upon exiting = 25 VP
(excluding Prisoners) off the south edge of board 10,

TURN RECORD CHART

Scenario Design: Pat Jonke

TRIPSRATH, GERMANY, 19 November 1944: Despite days of infermittent rain, by
the evening of the 18th the Allies” XXX Corps had completed the encirclement of
Geilenkirchen with the British 43rd Wessex Division to the north and the U5, Bdth
Division to the south, As the Gls attempted to penetrate inw the songly held city, the
Wessex's 214th Brigade moved (0 secure its northern subuarbs, with the 151 Worcestershine
Bamalion gaining the village of Tripsrath by nightfall. With the 15th Panrergrenadier
Division nearby, however, o counterattack was expected.  The [%h dawned soggy,
overcast, and generally miserable—more of the same. The poor ground conditions had
prevented any hot food from getting through o the men of the Worcesters and mone
importantly had held up the battalions antitank guns, Nevertheless, by 1100 hours the
WicesIErs wene in position o support the American action at Cretlenkirchen as a prelude
to advincing on Straeten and Waldenrath.

10 24

BOARD CONFIGURATION:

BALANCE:

@ Add one 4-5-7, which may ener as Infantry
(having already cxpended 2 MF), and one Brtish
LMG we the Briush reinforcement groug.

() BRITISH Sets Up First [108]

2

& GERMAN Moves First [160]

o Incresse the pame length w9 12 wms,
L0}

3456781‘@4“

Elements of Company C, Worcestershire Battalion, 43rd W

‘ezzex Division [ELR:4] set up on boards 10024, < 5 hexes from 24N3: [5AN: 4]

all vehicles have their printed MP allotment halved, and all FR(

MTH
HE MME LNE FIAT NTH % wll
e~ - B3 E ] l"l't m 1; " 3 ? E .‘1"
.57 | 228 ﬁ - ﬂ s “ 2 ey | ez | |21 83 n} #0 | Tews | TBTpemu
10 2 2 8

Elements of the 5%th Antitank Regiment enter on Tum 3 along the south edge of board 14, Guns in tow and all Personnel as PRC;
* have 2 MF, during their Tum 3 MPh:

m_»;\.ﬁl
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2

15 TA W | O 16
s | B a8 (8,
2

2

Elements of the 1idth Panzergrenadier Regiment and Schwere Panzer Abteilung 506 [ELR: 3] enter on Tum | along the norh edge of
board 10; all vehicles have their printed MP allotment halved, and all PRC have 2 MF, during their Turn 1 MPh: [SAMN: 3}

&% 1
fhe 2 3 | o | B | [ o
e by iy 3 m ]
4" x " x - * : i - ]mﬁ ﬁ-l 2 | 124 5L —we
16 2 2 5 2 2 2
SPECIAL RULES: purpase). at which time its T1 counter is removed, allowing it to fimction normally;

1. Weather 15 Overcast (E3.5) with Wet EC, and a Heavy wind from the northeast at
start. The valley does not exist; other terrain in these hexes exists nommally at Level ()
[EXC: non-gully cliffs do not exist]. All buildings are single siorv.  All rosds are
paved,

2. Ground is Soft, and all vehicles must pay 12 MP extra per non-road open ground
hexside crossediraversed,

3. Should Rain (E3.51) start, at the end of the fourth Player Tum in which rain has
fallen (these Player Tums need not be consecutive), S5R 2 is cancelled, and Mud rules
(E3.6; A24.6) are in effect until game end.

4. All British units that set up on board must set up TL  Esch unit retains TT status
until it has a LOS o a Known enermy unit (free LOS checks are allowed for this

during the CCPh of the firt Player Tum in which > 1 unit has thus removed its TI
counter, all British units may remove their T1 counters.

5, The inherent HS of each Carrier is a 2-2-8 Infantry crow,

AFTERMATH: When the u]\::;_'l,rd Crerrman coundernttack I.'.I1Iﬂlt:l,'l.| Tromn the wosds i the
west of Tripsrath, it demonstroted forcibly that the Worcesters were in an exposed position,
Seemingly unaware of C Company'’s presence in Tripsmuth, however, the Germans advanced
sowth toward the suburb of Rischden. The Germans opened up with machine guns and
mortars, sripping off the infantry, but withowt AT guns to stop them the Genman tanks
mmbled onwards. Fortunately, the hartalion's six-pounders and some TDs had just anived
in Rischden and they immediately opened fire—3 tanks went up in flames. As a wounded
Tiger limped back into the forest nicknamed "Dorset Wood" by the Worcesters, it was
obvious thit any Allled advance would have o walt unil those dismal, dripping trees wene
im British hands,



THE DRIVE FOR TAIERZHUANG

ASL SCENARIO A101

.

TURN RECORD CHART

VICTORY CONDITIONS: The Japanese win immediag
Exit Victory Poants (excluding prisoners) off the south edge of board 11,

ely upon exiting = 50

Seenario Design: Kevin Meyer

Morth of TAIERZHUANG, CHINA, 23 March 1938: The Iapanese offensive in early
1938 was designed to link their northern force from Beijing with their central force from
Manjing. The two forces were (o meet west of Xuzhou, thus severing the Lunghai corridor
and the railroad which ran from the coast v Xian, Alert to this threat, Chinese leaders
massed their forces in the Xuzhou area to counter the coming Japanese attacks. The
offensive steadily ground forward, with the Chinese delaying the enemy us long as
possible and in some places resorting to guerrilla wetics to harass the advancing armies,
In mid-March, the Japanese 10th Division, commanded by Lisutenant-General Rensuke
Isogai, launched an attack from Yihsien to take Taierchuang in preparation for the
sonnthward drive on Xuzhou, Suppored by armor and bolstered by their earfier successes,
the Japanese pushed on toward Taierzhuang expecting an easy victory, Standing in their
way, however, was General Chih Feng-cheng's 3151 Division.

BOARD CONFIGURATION: 2
BALANCE: ‘
©Q In the Victory Conditicns, change "z 50" to N

"= 58",

@ Exchange ane 371 for a second 37% ART.
{Cnly hexrows A-Y on boand 11 and
TG0 o b 19 are: plagiahle)

@ CHINESE Sets Up First [124]

@ JAPANESE Moves First [264]

234567“EW

Elements of the 31st Infantry Division [ELR: 2] set up onfsouth-of any boand 19 hexes numbered < 6 [SAN: 3}
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Elements of the 10th Infantry Division [ELR: 3] enter onfafter Tum 1 along the north edge of board 19: {5AN: 4]
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SPECIAL RULES:

1. EC are Moderate, with no wind al start.
2. Place overlay X11 on 19AAS-Z4,

X All buildings are wooden,

4. The Chinese may use HIP for = 3 squads (and any SMCSW stacked with them),

AFTERMATH: lsogai's men encountered the dug-in Chinese line nomth of Taeicrzhunng,
Armed with Cerman Pak 37 antitank guns, the Chinese ook & boll on the lightly armored
Tnpanese tanks and prmosed cars, Repulsed the first day, the Japaness tried again the next day,
successfully bresching Chih's Tine and ocoupying three-fourths of Taershuang. Acting on plans
developed by their German advisors, the Chinese conducted an envelopment obtuck severl diys
later, which encircled the Japanese 10th Division, Exhavsted from a week of beavy fighting i
and arcard the rubble of Taierzhuang, the Japanese attempted o break out from the
encirchernent and retreat to the northe The Chinese did not pursae their enemy, having already
destroved the majority of one brigade of the 10th Divizion, along with the some 70 tanks and 40}
wrmored cars. The lailed drive for Taberzhuang marked e firsg tme in modern history that a
.I|||:|||rm0¢ Army had sulfered a greal malitary disasher,



ON SILENT WINGS

ASL SCENARIO A102

Scenario Design: Rick Troha

South of CANEA, CRETE, 20 May 1941: L Alfred Genz's 13t Company had two
objectives in the airborne assault on Crete, Fimst, 10 neotralize the anti-gircraft battery
located south of Canes and second, o caprure a nearby wireless station. Losing one glider
over the sen, and with three more landing at Canen itself, the rest successfully touched
down near their first target, One ghider, in fact practically landed on top of the guns of the
234th Heavy Anti-Aircraft Battery, The Germans swifthy scrambled from their gliders and
rushed towands the gun positions.

BOARD CONFIGURATION:
@

BALANCE: ‘ =

L Add @ 54-8 and a Glider to the
butlding 1 116 and all four AA Guns are capturedeliminated, German OB. N

@ Add one Carrier A to the Tum 5 s

reinforcement group,
TURN RECORD CHART
() BRITISH Sets Up First [0 * Q o]
END

# GERMAN Moves First [130] 1 2 3 4 5 6 7 8 9

Elemsents of the 234th Heavy Anti-Aircraft Battery [ELR: 2] set up in non-road hexes = 3 hexes from 19Y6; see 55K 30 {SAN: 2}
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Elements of the 1st Welsh Regiment enter on Turn 5
Ad hoc elements of the Mobile Naval Base Defense Organisation, and the 1t N e Wew SR SCIRIEE Rt
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FLIGHT SCHOOL

Glider Scenarios Made Simple

“This one?™

“Nope, that's a night scenario.”

“This one?"

“No way! That's in the desert,”

"OK. How about this one?"

"Abxolutely not! Caves.”

“00 yeah, right. OK, how abour this one?"
“lts pot pliders for crvin’ out lowd!”
“What's wrong with gliders?"

“They're in the same chapter ax night staff. "
“Oh veah. Too difficult to learn, huh?"

“We wouldn 't finish Turn I of a glider sce-
nario tonighs, "

Iz this an all too familiar situation for you
and your playing buddies? Delving into new
areas of ASL such as Caves, Night, Desert, and
Gliders can be a very trying and frustrating
experience to new ASLers as well as old grog-
nards. The key is to keep it as simple as you
can. So we are going to learn, as simply as
possible, how to fly, land, and shoot at gliders.
No more, no less, We don’t need to deal with
the other Chapter E rules, just parts of pages
El4 to E18. That's it, barely two total pages of
text. Add a little bit of effort and you’ll be
piloting gliders (or shooting them down!) as
smoothly as any other ASL action you’ve mas-
tered before,

The planned course of instruction will take
you through the pre-game steps of assigning
oecupants to their corresponding gliders (E8.1)
and determining wind direction (B25.64).
Next we'll deal with placing the glider in its
Intended Landing Hex (ILH; E&.2), and then
on to making the actual Landing DR (ES.22),
followed by the Crash dr (E8.23)—the two
determining factors in whether or not your air-
craft lands safely. The next step will be resolv-
ing Defensive Fire against your gliders (E7.3-
S51-.511 & 8.21). Within the Defensive Fire
section we'll also cover Evasive Action
(E8.211), Final Fire (E8.3}, and Damage
(E8.41). Lastly, vou will learn how to unload
gliders (E8.4) once they have landed and sur-
vived Defensive Fire, and how to bring glider
passengers back into play if they land offhoard
(E8.5 and A9.41). There will also be periodic
examples for you to set up and simulate. (In all
examples, the following assumptions apply:
you are the glider player; the glider player is
moving first during the scenario’s initial
Player Turn; the wind is blowing south; north
is the direction of hexside 1; the glider is not
Damaged; and the board configuration has the
board number in the lower left hand corner.
Since a glider must land against the wind
[ER.1], any landing performed will face hex-
side 1.) So let's get going. If you follow along

e

closely, the Chapter E glider rules will be yet
another section of ASL rules you can play with
confidence and, hopefully, some success.

PRE-GAME PREPARATION

Barring any unusual S5R, there are only two
pre-game preparation steps to take in a ghider
scenario: the glider owner must assign his
units to specific gliders and the playvers must
determine (even if there is no wind force at the
start of a scenario) the at start wind direction
using the Chapter B rules (B25.64),

Each nationality's glider is represented on
the generic glider
counter by that
nation's symbaol,
with the Portage
Point capability of
that particular glider
listed nmext to the
symbol. Rule D6
provides the portage
point  values of
squads, half-squads,
crews, and SMC. Incidentally, there are only
three nationalities with glider capability:
Americans, British, and Germans. For those
playing DYO, the "90 Chapter E Clarifications
state that German gliders become available for
DYO use in 5/40; U.8, and British gliders in
7/43 (EB.11). Only the U.S. and British gliders
may transport vehicles and Guns on 5/8"” coun-
ters, using U.5. Vehicle Note 31 to compute
the portage point cost. Infantry support
weapons on 1/27 counters must be loaded on
gliders in their dismantled state, if possible
(ES.1), using their normal portage point costs,
The recommended way to keep track of glider
contents is the Cloaking Counter Display
boxes on the Chapter E/K dividers.

THE APPROACH

OK, you've loaded your gliders, determined
wind direction, and your opponent has set up
his stalwart glider defense. What's next?
Since all of your forces are glider borne, you
will not have any Prep Fire and we’ll move
right inte your Turn 1 Movement Phase,

First, place each of your gliders (with the
blue side of the counter face up) in the hex
where you want it to land (the glider's ILH).
Your glider must land against the wind (E8.1),
e.g., if the wind is blowing south, yvour glider
must be pointed north.

Second, at the moment you place your glider
in its ILH, you've determined that glider's
Avenue of Approach (E8.2)—"the five hexes
that directly precede your glider’s ILH." For

»

by Curt Schilling

example, on board 4, one of your gliders (fac-
ing north) has hex 54 as its ILH, Hexes 85, 86,
87, 58, and 59 thus constitute that glider’s
Avenue of Approach. Since the number and
height of obstacles in a glider’s Avenue of
Approach detrimentally affect the glider’s
Landing DR, a lot of foresight is recommended
when selecting an [LH. Simply put, you want
the clearest five hex path possible for your
glider’s Avenue of Approach so it has the best
chance of landing in its initial ILH and not
crashing when it does! Your glider is consid-
ered an aerial target at this time and will con-
tinue 1o be so until the resolution of its Crash
dr (E8.23).

Now your opponent has an opportunity to
conduct Defensive First Fire vs your gliders.
The mechanics of Defensive First Fire against
gliders are discussed below in the section enti-
tled Firing At Gliders.

LANDING YOUR GLIDER

Let's assume your glider has made it through
all Defensive First Fire unscathed. Now you
have to set it down. To land your glider (even
if it is landing outside the playing area) you
must make a Landing DR (E&.22), followed by
a Crash dr (E8.23).

The Landing DR

For a glider to land in its ILH, it must make
a Landing DR (A) and roll <1 on the Final col-
ored dr. The colored dr of the Landing DR is
maodified by -1 for each consecutive hex count-
ing back from the ILH along the Avenue of
Approach that doesn’t have an obstacle whose
topmaost height is = one level higher than the
hase level of the ILH (half-level obstacles and
SMOKE don't count). Basically, this means
that to claim a -1 colored drm for & hex vou
must be able to trace a path of clear hexes from
that hex to the ILH, and you'll receive a -1 for
each hex that can do so.

The colored dr is also modified by +1 for
each full level above the Base Level of the ILH
of the highest Obstacle within the Avenue of
Approach. MNote that only the single, highest
obstacle affects the colored drm, and only if
that obstacle is at least one level higher than
the ILH (so walls and hedges don't count).
Thus, if there are four obstacles along the
Avenue of Approach that are one level above
the base level of the ILH, the modifier is still
anly +1.



Example: A glider's [LH is 454, making its Aveaus of Approach 59 1o 35, The final colored drm is -3 {-1 Tor each of the five consecutive clear hexes along the Avenoe of Approach)
fy the way, that -5 puarantees an nocusate landing. If the glider's 1LH was instead 4R2, with an Avenus of Appronch of R to B3, the final colored dem is -1 (two consecutive clear
hexes, R4 and B3, connestesd to the ILH [-2], and & Level | obatacle in BS [+1]) An ILH of 4R3 with an Avenue of Apprisch nuaning B3 to B4 has a colored dom of 0 (-1 for Ra
since it is the only chear hex and +1 for having at least one Level | obsacle along the Avenue of Approach), IF the RS woods hex was on o level one hill, the net drm woeuld be +1
since the highest obstacle along the Avenue of Approach would be two levels above the base level of the 1LH,

If you cannot trace five consecutive hexes on
the mapboard along the Avenue of Approach,
the terrain on the edge of the playing board is
used in a mirror image to generate the terrain
in the offboard hexes of the Avenue of
Approach.

Example: A glider's [ILH is 4H8 so its
Avenue of Approach would ke HS, HIO, HI1
{which in reverse order is represented by H9J,
Hi2 (represented by H8) and H13 (repre-
sented by H7). The Landing colored drm
would be O (<1 for H9 and + 1 for H10),

COne important tip to remember aboul
reverse terrain: when choosing an ILH for a
glider, pay attention to clear hexes near board
edges. By landing a glider on or near a board
edge hex, you can open up a landing zone
that appears constricted and, perhaps, surprise
¥our opponent.

So what happens if your glider blows its
Landing colored dr? It doesn’t land in its ILH,
instead landing short (white dr < 3) or long
{white dr 24) by one hex for every number > |
on its Final Landing colored dr. This isn't an
immediate disaster, but does give your glider a
+1 drm on its Crash dr (see next section).

The Crash dr

Upon the comple-
tion of the Landing
DR, flip the glider
counter over to its
green side, roll one
die, add all appropri-
ate modifiers (E8.23),
and you'll know whether or not your glider
made it down in one piece. The Crash dr must
be <6 to avoid a crash. A Crash dr of 7 results
in Damage (destroying a previously Damaged
glider), while a die roll =8 means the glider has
crashed, eliminating all passengers (replace
the glider with a truck wreck counter).

The Crash drm table lists the conditions
which modify the Crash dr. These conditions
are cumulative (EXC; vehicles, wrecks, and
other gliders only add +1 no matter how many
are actually present in the landing Location).
For example, landing under gusty wind condi-
tions in a Location containing a building, a
wreck, and a tank would incur a 45 drm (+3
building, +1 tank and wreck, and +1 for gusty
wind conditions), All hexside terrain in the
landing hex (such as hedges, cliffs, bocage,
walls, roadblocks, and crest lines) only modify
the Crash dr if the terrain is located on the hex-
side the glider crossed when entering the hex.
Gliders that land in a Wire hex land benreath
the Wire counter (E8.232, p. E26™), with all
passengers exiting beneath the Wire counter in
the AFPh. A glider landing in a minefield hex
suffers an attack as if it were an entering truck.

Example: A glider landing in 427 adds one
1o the crash dr only if it crosses hexside 3, 4 or
5: crossing hexsides 6, 1, or 2 dees not incur
the +1 hedge modifier. A glider landing in
4BB7 suffers the +1 hedge modifier if the
Avenue of Approach traversed hexside 1, 3, 4,
or 6, but not if it runs through CC7 or AAS.

Don’t forget that additional Crash dr modi-
fiers are found in Chapter G. A brief summary
of these include:

® Landing in a hut Location incurs a +1

Crash drm and causes that hut to collapse
(G5.43)

® Landing in a swamp receives a +4 Crash
drm {G7.32).

® A glider landing in a paddy hex lands IN
that paddy and receives a +1 Crash drm if it
lands across a bank hexside (GB.22).

® A glider landing across a covered hexside
of a Panji Location suffers a +1 Crash drm;
surviving glider passengers unload beneath the
Panji counter (G9.47).

# Landing in shallow OCEAN is treated as if
landing in a fordable river (.., +1 drm, plus an
extra +1 to the Crash drm if Heavy Surf is in
effect in that hex) (G13.492); wading rules
apply to unloaded passengers (G13.447).

# Landing in a tetrahedron hex adds a +1 w0
the Crash dr (G14.51).

If your glider lands in a Blaze or a non-ford-
able waler obstacle, it and its contents are
eliminated. For vou glider pilots trying to
assault a bridge, you can live on the wild side
by making your glider's Avenue of Approach
track the roadway entering the bridge and
attempt to actually land an the bridge itself. It
also must be a normal bridge—can’t land that
tub on a foot bridge, fellas, In general, as long
as your glider landed in its ILH, isn't Dam-
aged, and isn't landing in bad terrain, it should
land safely.

OK! You've made the Landing DR and set
the glider down. You then made your Crash dr
and survived that, too. What next? Well, now
you have to sit tight as your opponent fires at
your gliders on the ground during his Defen-
sive Fire Phase (see next section).

FIRING AT GLIDERS

A glider can be fired on during both your
MPh (Defensive First Fire) as an aerial target
and in the Defensive Fire Phase (Final Fire)
after it has landed. Duwring both phases a con-
cealed unit firing at a glider does not lose con-
cealment to any glider or to the contents of any
glider (E8.21, p. E26"). These phases are dis-
cussed separately as they differ in a couple of



ways. Also reviewed in this section are Eva-
sive Action and the effects of Damage.

Defensive First Fire

A glider is considered to be out of range until
it 18 placed in its ILH (E7.51). In addition, a
glider can only be attacked while an aerial tar-
get by Light AA weapons that have an Aerial
LOS (E7.25) to it, which include the follow-
ing:

® An AA Gun with IFE (exam-

ples include the German FlaK 30

[German Ordnance Note 23], the

Russian 25mm ZP obr. 40 [Russ-

ian Ordnance Note 24], and the

American M1A2 37mm AA Gun [U.5. Ord-
pance Note 23]);

# An Infantry-manned HMG (prefty self-
explanatory, though leadership DRM is NA);
#® Vehicular AAMG (the crew must, obvi-
ously, be CE); and
® AA-capable Main Armament
and Coaxial Machine Guns
iexamples include, for MA, the
German 37 FlaK/Pz IV [German
Vehicle Note 87], the Russian
Z15-42-AA [Russian Vehicle Note 44], and the
French Ac de 25 CA [French Vehicle Note 22];
CMG examples include the French AM
Dodge(a) [French Vehicle Note 15] and the
British Humber AA [British Vehicle Note 62].

Any weapon used versus an aerial target
must be placed under an AA ROF -1 counter
{except vehicular AAMG which fire at both
aerial and ground targets without consideration
of AA mode) to show it i5 in AA mode. An
AA counter can or must be placed on a weapon
under the following circumstances:

® An AA capable weapon can set up in AA
mode;

® An AA counter must be placed on a
weapon that attacks an aerial target while not
in AA mode; and

® An AA counter can be placed on any AA
capable weapon al the end of any fire phase
{not MPh) that weapon is eligible to change its
covered arc (see C3.22 and A9.21 if you aren’t
clear which units meet this requirement).

Conversely, an AA counter can/must be
removed in these situations:

® An AA counter must be removed from any
weapon that fires on a ground target while in
AA mode;

® An AA counter can be removed in any
friendly fire phase {(except during the MPh) in
which that weapon is eligible to change CA
(see above): and

® An AA counter musr be removed if that
weapon gets (or becomes) (un)limbered,
pushed, hooked up, dismantled, portaged,
loaded, removed, or scrounged (basically if
you use a weapon in any way other than shoot-
ing at an aerial target it loses its AA counter),

An AA marker's major effect is to reduce a
weapon’s ROF by one for the initial AA shot
only (EXC: a HMG loses its multiple ROF
capability when it fires at an aerial target).
Some other limitations also apply o AA fire,
You cannot Opportunity Fire a weapon already
in AA mode, although an AA capable weapon
marked with an Opportunity Fire counter can
be placed in AA mode by removing the OF
counter and placing an AA counter, You can-
not fire Light AA at an aerial target from
within a building or pillbox. Firelanes, Subse-
guent First Fire, Intensive Fire, and Sustained
Fire are not allowed vs aerial targets, nor are
any of these firing methods allowed against
ground targets during the Player Turn that the
weapon was marked with an AA counter, You
can form a FG vs an aerial target only if such a
FG is mandatory (A7.55). AA fire never
leaves residual fire nor can it affect more than
one aerial target with a single shot. A unit that
exhausts its ROF while in AA mode is marked
with the appropriate fire counter and retains its
AA marker,

OK, now that we've golten you into AA
mode, how do you actually shoot something
down? Light AA fire vs a glider is conducted
on the % Vehicle line of the IFT. No TEM or
hindrance modifications apply other than
SMOKE and LY (Dust, Night, etc.). The glider
does receive a +1 modifier as indicated by the
| contained in the small black star on the blue
side of the counter. Aerial range is double the
normal range in hexes to the target. Thus, a
target four hexes away would be at an aerial
range of 8. A weapon can only fire at a partic-
ular glider once in each ILH—a glider must
maove 1o a new ILH (generally because of Eva-
sive Action [see next section]) before a
weapon that has already First Fired on it as an
aerial target may do so again. Therefore, if 5
different weapons fire at one glider, and all
five miss but retain ROF, they cannot fire at
that same glider again as Defensive First Fire if
it stays in the same ILH.

There are four possible results when firing
on an aerial glider:

® A Final DR = 2 more than % number is a
miss;

@ A Final DR one greater than % number is
still & miss, but the glider must take Evasive
Action after all other Light AA against it in its
present ILH is conducted (8.211);

# A Final DR equal to the % number results
in Damage—place a Wound counter on the
glider and roll for Evasive Action at the end of
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Defensive First Fire vs the glider in this ILH (a
glider Damaged a second time is eliminated);
and

® A Final DR < the % number eliminates the
glider and all occupants.

Evasive Action

Evasive Action is no more than a random
location DR to determine a new ILH for the
glider. Remember, though, that the Evasive
Action DR is not made until after the resolu-
tion of all Defensive First Fire vs that glider
while in that particular ILH. Once the glider
moves to its new ILH, any weapons that
remain to be fired (including any that have
already First Fired at this particular aircraft but
retained ROF) may now do so. A glider makes
only one Evasive Action DR per ILH, regard-
less of the number of near misses a glider suf-
fers in one ILH (in addition to any one Damage
result), Evasive Action can result in a new
ILH that is not within the playing area. A
glider that lands offboard (and the reentry of its
pecupants) is dealt with in a separate section
below,

Defensive Final Fire

Once landed, gliders can be fired on during
the Defensive Fire Phase by any unit eligible
for Final Fire that has LOS to the glider. The
41 aerial modifier no longer applies and the
glider has no TEM (if destroyed, replace it
with an unarmed truck wreck which has its
usual +1 TEM). The glider is still attacked by
small arms, MG, or IFE on the % vehicle line,
but now if the glider is eliminated all passen-
gers make a crew survival DR with a cs# of 7.
(See Rules AT.308, D5.6 and D6.9 if you're
rusty on how crew survival works,) Note that
any attack which fails to eliminate or Damage
the glider can still affect the Passengers on a
NMC or PTC result. Ordnance treats a landed
glider as a stopped truck (Normal Target Size)
using the Case J To Hit modifier (Moving Tar-
get) and rolling on the appropriate unarmored
TK Table for Direct Fire and the % Vehicle
Line for Indirect Fire. A landed glider is elim-
inated on a Final DR < the % Vehicle Kill
Mumber and sustains Damage on a Final DR
equal to the % Vehicle Kill Number (and can
be Damaged infinite times during Defensive
Final Fire, as opposed to outright elimination if
Damaged a second time while an aerial target
or a5 a result of a failed crash dr). Each Dam-
age result does, however, incur the Casualty-
Reduction/ Bogged-vehicle/malfunctioned-
weapon/NMC result during the AFPh when the
occupants of the glider are placed onboard
(discussed in detail in the Damage section
below).

Damage

As previously noted, you place a Wound
counter on a glider that is Damaged. If Dam-
aged as an aerial target, the glider also takes
Evasive Action after all Defensive First Fire in
that particular ILH is finished. An already
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Damaged aerial glider is eliminated with all
accupants if Damaged again, as is an already
Damaged glider that makes a Crash drof 7. A
Damage resull inflicted in the Defensive Fire
Phase never causes an outright elimination of a
glider {even if Damaged two or more times),
but each Damage result causes the glider's
occupants to undergo another Damage effect
during the AFPh.

Damage results are resolved at the beginning
of the AFPh, before glider occupanis are
placed onboard. All SW/Guns aboard a Dam-
aged glider are considered to have malfunc-
tioned (subject to normal repair), or are elimi-
nated 1f incapable of repair. Any vehicle in a
Damaged glider is Bogged and can subse-
quently become Mired or immobilized. The
occupants of a Damaged glider undergo Casu-
alty Reduction (based on Random Selection),
with all other passengers taking a NMC (ELR
failure possible), Inherent AFV crews are
immune (o both of these effects,

Example: A Damaged glider containing two
4-5-8 squads, a 9-1 leader, a LMG, a DC, and
a PIAT hax landed during its MPh and in the
ensuing Defensive Final Fire is Damaged
twice move, Since it is not an aerial farges, i
is mot efiminated by the subsequent Damage
results, During the Advancing Fire Phase,
though, the glider's occupants musi undergo
three different Casualty Reduction results,
plus the concurrent NMC and SW/Gun mal-
Sfunction results,

EXITING THE GLIDER

After resolving all Damage effects at the
beginning of the AFPh, all occupants (even if
Pinned, but not Vehicles/Guns and PRC/man-
ning-Infantry) must be placed on board in the
glider's hex. Eligible onboard glider units may
conduct Advancing Fire (but Opportunity Fire
is NA). Such units also may advance oul of the
glider's hex during the Advance Phase if able
to do so (broken units can rout during the Rout
Phase), Vehicles and Guns, as well as their
PRC/manning-Infantry, may not exit until the
next friendly Movement Phase, and then only
by following the unloading rules set forth in
U.S. Vehicle Note 51 (i.e., unloading a vehicle
COsts one movement point to start and 1/4 MP
plus COT to enter the glider's hex). Over-
stacking movement penalties apply only if any
vehicles have previously exited the glider and
are currently in the hex (i.e., the glider itself
doesn't count). Overstacking targel penalties
apply 1o any ordnance shots using the vehicle
target type, with the glider as a possible target
(D2.14). Unhooked Guns are unloaded as if
{un)hooking a Gun from a towing vehicle
(C10,11 and .2). A Gun may be {un)hooked
from a vehicle while both are still in the glider,
with the (un)hooking MMC suffering applica-
ble TI penaltics. While not technically related
1o the exit of glider occupants, this is a good
spot 1o mention that the Sniper counter for
glider troops may not attack until the Game
Turn that side starts with Infantry onboard
{usually the Game Turn aller your glider
troops land).

OFFBOARD LANDING
AND REENTRY

As mentioned above, a glider and its occu-
pants can land offboard, and undergo the nor-
mal landing procedure when doing so0. Assum-
ing the glider lands safely and one or more pas-
sengers survive, how do vou get them back
into the action?

Rules E8.5 and 9.41 govern glider units that
land offboard. Use reverse terrain to deter-
mine the terrain in the Avenue of Approach
and landing hex for any gliders landing off-
board., Passengers that survive an offboard
landing are placed onboard during the AFPh
using an extra map board butted against the
playing area. Offboard units can only move
one hex per turn during the friendly Movement
Phase. An offboard unit cannot advance,
unless that advance would move it onto the
playing area, Thus, once an offboard unit
reaches the “live” board edge in a friendly
MPh, it has the choice of advancing or waiting
until the next friendly MPh to move onto the
playing area. Units that are broken while off-
board may rally normally, but may not move or
rout uniil rallied, SW/Guns that land offboard
may be recovered normally, but only by units
that also have landed offboard. Units that
remain offboard do not count toward CVP
unless eliminated by the glider landing.

CONCLUSION

Well, there yu go. Those are the basics 1o
flying. landing, and shooting at gliders. A few
tips from your humble instructor on strategic
and tactical considerations might be in order
here before you head out to the wild blue yon-
der.

Choosing yvour initial ILH can decide
whether you will win or lose before a scenario
begins. Make sure you choose the clearest
possible Avenue of Approach allowable by
both board terrain and defensive setup—if you
can get five clear hexes for your Avenues of
Approach, you'll have a 100% guarantee (bar-
ring Evasive Action) of landing in the hex{es)
you've chosen, Scout the board edge for ILH
possibilities that allow your troops to land
safely, yet get into the fray ASAP. Board edge
hexes can be the most surprising tactic a glider
can use—your opponent can't defend every-
where so if he misses a board edge [LH that is
clear, take advantage of it. Similarly, make
sure the terrain inside your ILH is not detri-
mental to your Crash dr. If you think you may
over or under shoot your ILH, try to arrange it
so you have safe landing terrain in the two
hexes surrounding each ILH.

Of course, you have to balance terrain con-
siderations against possible defensive fire from
your opponent’s units. So review beforehand
what weapons in your opponent’s OB are Light
AA capable and either avoid them or make
them change CA to get a shot st your gliders.
Take notice of any weapons that set up in AA
mode as well as those that do not. Make sure
your apponent pays the AA -1 ROF penalty on
any weapons that do not set up in AA mode yet

do conduct AA fire.

Pay attention when you allot your forces to
their gliders. Do you stack your best leaders
together in one glider and bring that glider
down where your opponent can’t hit it, but
where your leaders are perhaps separated from
the men they should be leading? Or do you
disperse your leaders over several different nir-
eraft where more of them will be vulnerable (o
fire, but where they can start to lead their
troops right away? German Gotha gliders can
only carry one squad %0 having more than one
leader in a glider might not be a useful tactic.
The British Horsa, on the other hand, can carry
two squads {and a bit more) so grouping two
leaders might be more viable. Tt all depends on
personal preferences, the scenario Victory
Conditions and OB, and vour grasp of the
glider rules.

| hope this article has given you some help
in that last aren. Good luck and many safe

landings. ASL
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* you need to do is to subscribe, There are two versions of the list. One is real-time, the other
is a digest. The real-time version pives you 35-plus messages daily, at about the same time
a8 they are sent to the discussion list. The digest version sends von a compilation of rbughl}r
2# hours orso of the 1ist. You'll receive apprnxunatehr ane digest mailing per day, contain-
u@ the 35-plus messages that the real-time folks receive throughout the day,

To subscribe to the ASL discussion list. send either of the following messages in the body of
h email message;

subscribe advanced-sl or subseribe advanced-sl-digest

. Email the message to:
majordomo@list.pitt.cdu

| You will receive an acknowledgment via email. Once subscribed, address messages to;
advanced-sl@list.pitt.edu

What does this cost you? Only what an email sccount costs. There are no fees or dues to pay.
If you aren't hooked up for free at work or at school, the costs of using the Internet-—most
- likely through some bulletin board, or commercial on-line provider (like GEnie, AOL, Com-
 puserve. or Prodigy), or one of the direct Internet providers that are springing up all over the
place—are still fairly nominal considering the wealth of information at vour fingertips.

| Details such as costs, equipment required. and regulations for usage differ from board to
 baard and provider to provider. A quick trip through the yellow pages or your neighborhood
computer store should garner you the information needed to hook up to the Internet.

| 1f vou have full Internet access and a web browser, the World Wide Web {WWW} opens up
o you, Try the original ASL homepage at

http:/faccess.digex.net/~jappel/ASL.html
A and go from there. There are more than 4 few ASL web pages and several archive sites con-

taining archived discussions and various player aids. There is lots of neat stuff out there,
~ Don't be bashful, dive right in.

Still confused? MNeed help? Send email to:owner-advanced-sl @list.pitt.edu

-ASL

BRITISH
AFV CARDS

The British AFY cards, similar to
those for the Germans, Soviets, and
Americans in STREETS OF FIRE
and HEDGEROW HELL, are now
available. Not part of a DELUXE
ASL module, they may be ordered
direct from The Avalon Hill Game
Company and cost $5.00 (plus the
usual shipping and handling fees).
Each of the 24 cards carries all the
pertinent information {game stats,
notes, depiction, etc.) for a vehicle on
each side. Here are all the common
British vehicles—the Churchills,
Matildas, Valentines, Crusaders, the
many American-built tanks in British
service, and the supurb armored cars.
The AFV cards represent the easiest
method of keeping track of the many
special rules for the most common
vehicles in the ASL armory. The
German, Russian, and American sets
of AFV cards can also be ordered for
$5,00 each,

Oops, it seems that some gremlins have been busy with our
newest product, KGPIL. While it was too late (o get these
entered in the Comprehensive Q&A insert, we wanted to let
our readers know about these as soon as possible. Initial
reports indicate a great deal of satisfaction with the play of the

Counters Maps and Chapter Divider
The German PSK should have a FP value of  CH MAP:
12 not 8, and a range of 4 not 5. * Dielete the slope in hex FFR on the FF&/FF9
The US 5-4-6 second-line squads should hexside,

have a broken side morale of 7 not 8,

The US M4 18-Ton High Speed Tractor
should have a towing value of “T-4" not
*T4".

* Hex AA 10 should contain a Steeple Loca-
tion, making 14 LYP on the map.

= Hex Al0 arrow should be green, not hlus,

* Hex 529 arrow should be green, not blue.

LG MAP:

= 5529 isa Pine Woods hex,

= Hex K57 Arrow, entry time should be
“19PM™ not *19AM."

* Hex RO Arrow, blue half should be grey,
should read 19PM with a German cross,

* Hex RO Arrow, the 23AM half of arrow
should be brown (tan), not red.

* Hex El Arrow, blue half should be grey,
should read 19PM with a German Cross.

Scenarios

KGPS: The Jeep with the 4FP AAMG
should have a ROF of 2 on the scenario
card.

KGP6: Replace one US dm MMG with a
US dm HMG in the US OB,

KGP10: The German SAN for KGP10O
should be 2.

KAMPFGRUPPE PEIPER II ERRATA

game, and we hate to see anything detract from your enjoy-
ment. On behalf of evervone involved with ASL here at The
Avalon Hill Game Company, we apologize for these errors
(and for the slight purplish tint of the German counters), A top
quality game remains our primary goal.

* Hex El Arrow, the 23AM half of arrow
should be brown (tan), not red and should
contain a US star,

DIVIDER:

* L.G Hex RO, Kampfgruppe Peiper should
have entry time of 19PM not 19AM.

= LG Hex El, Kampfgruppe Peiper should
hiave entry time of 19 PM not 19AM.

Rules
8.53 In the “INITIAL-SCENARID VIC-
TORY CONDITIONS:" replace “bridge
Location R46™ with “hex R44."
B.61421 After “<4, that SW™ add “or
mounted FT' of a manned, mobile AFY."
B.6198 Add ‘and “HW"™" after “I" in
description of Objective Hex.
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“Where are they?"

This question must have been at the forefront
of the American commanders’ minds as the
aerial reconnaissance al places like Iwo Jima,
Peleliu, and Okinawa failed to pinpoint the
location of the Japanese defenses. Preliminary
reports at all those battles were vague and
uncertain, and in the last analysis gravely
underestimated the strength of the enemy. As
the war progressed, the Japanese became mas-
ters of the cave complex as n means of obscur-
ing their strength and defending a fixed strate-
gic location against a foe that generally had
them outgunned with overwhelming naval,
land, and air support.

Avalon Hill has done an admirable job of
incorporating this unique Japanese strategy
into the ASL system via Cave rules (G11).
This article attempts to outline some basic
premises for constructing a defense that uses
these fortifications effectively.

An Overview of Caves
and Cave Complexes

In any scenario that uses caves the defender
is usually terribly outgunned. For example.
take a look at the respective OB for ASL Sce-
nario 72, “Seca of Tranquility.” The Japanese
OB, consisting of a total of 10 squad equiva-
lents with marginal leadership and ordnance, is
set against |2 Marine squad equivalents (7-6-
Bs, for goodness sake!l), o ton of 3W, great
leadership, and four M4A 1 tanks. How can the
Japanese hope to withstand this blistering
attack? Simple: caves,

In game terms, caves/cave-complexes are a
form of fortification that combines many of the
features of pillboxes, trenches, and entrench-
ments, with some added features as well.
Caves offer many advantages over these other
“traditional” forufications, and when used in
conjunction with them (particularly pillboxes).
comprise the most difficult defensive obstacles
an attacker can face. As you read through the
cave rules, though, it becomes apparent that
caves and complexes have their own distinet
set of attributes (both advantageous and other-
wise) that must be considered when you use
them in a defense,

Caves are always considered to be Conceal-
ment Terrain, regardless of the actual terrain
present in the hex, and the units within them
always set up HIP, Any HIP conferred on your
forces by being within a cave or cave complex
is in addition 1o the 10% of Japanese forces
allowed to set up HIP via G1.631. Further, a
cave in jungle/kunai/bamboo is not revealed
unless the enemy successfully searches its hex,
or if the units within the cave perform some

concealment loss activity while in the LOS and
within 16 hexes of a Good Order enemy
ground unit (G.2).

Caves can “see over” the crest (but not ¢liff)
hexside of their entry bhex to take advantage of
any LOS conferred by their elevation and any
continuous slope that may exist, making for
some nice fire lane opportunities.

Another advantage of caves is the formida-
ble TEM: +4 versus direct fire, +6 versus indi-
rect fire, That's nearly as good as a concrele
pillbox! Better yet, units inside the cave com-
plex are completely immune to enemy fire,
Finally, upper cliff caves are perfect for estab-
lishing & machine gun base that is beyond the
reach of infantry (unless that infantry wants to
risk climbing up after you).

A cave complex (G11.2) is a network of
caves connected via sublerranean passage-
ways. You can specify up to 25% (FRD) of the
caves in your (OB as primary caves (and thus,
may have that many cave complexes). The
number of cave complexes you decide to use in
your setup is largely dependent on the objec-
tives for your defense (usually defined in a
large degree by the scenario Victory Condi-
tions). In general, however, several cave com-
plexes that are adjacent will provide more flex-
ibility with regard 1o how you place the caves.
The siacking capacity for a cave complex is a
number of squad-equivalents equal to twice the
number of caves that comprise that complex.
Remember, all caves in a complex must be
within two hexes of the primary cave,

Perhaps the most distinet advantage cave
complexes offer is their ability to hide your
forces from the attacker—ideal skulking ter-
rain! You can avoid a big Defensive Fire
altack by moving your expaosed units from a
cave to the complex, then advance them back
to the cave during the APh. They'll get hit
with the big Prep Fire attack, but at least
they'll prevent the firing units from moving
that turn,

Cuave complexes also hide your movement
from the enemy. You can move 1o and from a
complex and its caves in the MPh/APh without
giving up HIP. You can move (bul not
advanee) units between adjacent cave com-
plexes and into or out of pillboxes connected 1o
the complex via tunnels. Units entering a cave
out of encmy LOS from within a cave complex
retain their hidden stats. Also, caves offer a
way lor an onboard vnit to gain HIP status
once play has started: when you move a unit
into a hidden cave outside the LOS of all
enemy units, remove that unit from the board
and place it in the Cloaking display box that
corresponds 1o that cave. Instant HIP!

In addition to the HIP aspect of cave move-
ment, cave complexes are a fast way to tra-
verse terrain that is difficult. You don’t need
to worry about counting MF to get up a crest or
through jungle.

You can place many caves in a single hex,
each at a different level and/or with a different
facing. A sort of multi-level pillbox with mul-
tiple covered arcs, if you will. Caves in the
same hex and within one level of each other are
termed “Accessible caves” (G11.6) and allow
you to move or advance units from one to
another without having to leave the caves or go
through the cave complex,

And another, perhaps minor, advantage of
caves is that Japanese units in them tend o
keep their heads a little more. Any Heat of
Battle roll that would normally result in a
Berserk unit (an all too common occurrence
with Japanese) causes Battle Hardening
instead (G11.97).

Caves do, however, huve several limitations,
Fire against units in caves is not halved for any
concealment those units may enjoy and
Infantry Target Type acquisition against a cave
can be maintained regardless of the presence of
infantry within that cave.

Although you can have several caves ina
single hex, doing so incurs some risk. A
flamethrower attack affects not only the units
in the cave that is its target. but also any units
that are in Accessible caves (albeit at quartered
strength), even if those caves are hidden,
White phosphorous placed in one cave will
expose all Accessible caves, plus all caves and
above-ground tunnel entrances/exits connected
to the same cave complex, provided they are at
a higher level than the cave in which the
grenade was originally placed (G11.851). And
{perhaps the mosl severe limitation of caves) it
is possible for units in the cave hex to attack
the cave without being subjected to defensive
fire from that cave.

Upper cliff caves offer a relatively inaccessi-
ble location for your units o shoot from, but
they come at the cost of two additional caves
from vour original OB. This is an exorbitant
price, and upper ¢liff caves should be used
only if there is a distinet and overwhelming
advantage to doing so.

If you keep in mind the weaknesses of caves
and cave complexes and take them into
ACCOUNL 45 you prepare your selup, you can
establish a defensive zone that can withstand
attacks from a vastly superior foe.

T ——
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Cave Complexes in a Defense

Ax the defender in a cave scenario, your
setup is crucial. You need to set up to take full
advantage of cave benefits, while minimizing
the disadvantages. Your setup needs to be
comprehensive enough that the enemy can't
void your defense by taking an unexpected
approach, but strong enough to inflict punish-
ment without being overwhelmed picce by
piece. Definitely a challenge!

The most important thing to remember in
constructing a cave complex defense is that, to
be most effective, caves must be set up in
mutually supportive positions. The attacker is
going to need to get direct fire (lots of it) on a
cave to be able to effectively reduce the units
therein. The DC artacks he describes involve
placing the charges from the cave entry hex or
dropping it in from above. Naturally, the for-
mer method works best when the cave occu-
pants have been suppressed. The latter,
although less likely to result in the desiruction
of the cave, is immune to defensive fire from
the cave. Therefore, in order to really make it
tough for those DC-toting Marines, your caves
should be set up such that they can not only
protect their own entry hexes, but the hexes of
other caves as well,

Due to their static nature, cave complex
defenses require very careful consideration
when you set them up. You have to be sure
that you have at least some coverage along all
possible avenues of approach. If your oppo-
nent chooses an attack path that is unguarded,
you will be forced to come out of your caves to
try and stop him. If this happens, you're usu-
ally in trouble,

When defending from caves, choose your
shots carefully. You're usually outgunned.
Try to be sure that your target is something
worth shooting at before you give up HIP. In

most cases, vou're better off letting your

encmy get up close before you reveal yourself.
If he stumbles into the middle of your “kill"
area, a well-timed ambush from several angles
could be devastating.

Although caves are stationary, your units in
the cave complex are not. Keep vour forces
moving from cave to cave. Movement is easy,
and, as long as you don’t move into a cave in
enemy LOS, you retain HIP status. Try to
anticipate where your enemy is going to move,
and position your troops in caves that cover his
approach. Once revealed, don't stay in a cave
and try to slug it out with the assaulting forces
unless it is absolutely necessary. Use the cave
complex to back out of a bad situation and pop
up somewhere else.

If the Japanese OB includes pillboxes (as it
does in “Sea of Tranguility”) place them in
hexes where they can provide flanking fire on
the enemy as he attempts to approach cave
sites, or where they can target potential enemy
rally locations,

Remember that units in cave complexes are
completely immune to enemy fire. If you have
a leader that's not doing machine gun duty,
keep him inside the complex where he’s safe
even from snipers.

In order to illustrate these points, let’s take a
look at a specific example from ASL Scenario
72, “Sea of Tranquility.”

In *Sea of Tranguility,” it’s a little more dif-
ficult to obscure your forces since board 25
doesn’t have a lot of Concealment Terrain.
But you can still set up in such a way as to keep
the Americans guessing.

Figure 1 shows a partial setup for the Japan-
ese fortifications, The goal is to prevent the
American from controlling hex 25BB3. To
achieve this, the Japanese employ two cave
complexes in conjunction with some pillboxes,
mines, and two single caves. These caves are
set up so that the American player can’t “see”
them from his setup area. This keeps him
guessing as to where vou've placed your mus-
cle.

The cave in Y8 15 vulnerable, but this is an
important position to the defense of the hill: it
covers the northern approach through the
Y&/Y7 gully. Since this is a single cave, you
should view the unit vou place here as sacrifi-
cial, Don't put a big MG or leader in there.
The Americans will wax this unit eventually
with that awesome firepower, but if the cave
unit slows down the assault, it's done its job.

Cave K also covers the northern approach.
But this cave has the added advantage of
retaining HIP, even when the Americans gain
LOS to its location, This cave is part of Cave
Complex A. Leave this cave unoccupied until

“Caves do, however, have
several limitations.”

it becomes apparent that the Americans will
use that approach. Then, move a unit (prefer-
ably with a machine gun) into it, to give them a
nasty surprise as they jump off from X3 or W5,

Cave E (part of Cave Complex B) provides
another opportunity to greet the Americans
coming from the north as they climb out of the
gully in Y6. This cave also helps protect the
pillbox in Z4.

To protect the northeastern approach, open
up with units in cave A (the primary cave for
Cave Complex A) as soon as the Americans
come off the minefield in Z2. This cave pro-
vides possible flanking fire on American units
working their way up the slopes from the AA3-
AA4-BB3 area and may also be a good posi-
tion for a Gun, since tanks coming from Z2
would be subject to a side shot at one hex
range. The mines in Z2 will slow the enemy
advance, but probably won't do much in the
way of casualties, The pillbox in Z4 can add
some fire to hex AA4 and also support the
caves in AAS and BBS. Don't put a Gun in the
pillbox, since the tunnel connection to Cave
Complex B won't allow you to reposition it,
Don't reveal the pillbox until you get some-
thing juicy to shoot at (broken Americans
looking to rally in the AA4 crag would gual-
ifyl,

The southeastern approach seems 1o encour-
age an advance up the CC3-DD2-EE2 gully;
Cave D IN CC3 (Cave Complex A) will make
this a little less inviting, Start with a unit in

this cave, since any Americans entering from
the southern board edge could reach this posi-
tion on Turn 1. Caves I and C (Cave com-
plexes B and A, respectively) support Cave D.
Collectively, these caves will nullify any
respite the American hopes to gain by exiting
the gully into CC2, DD1, DD3, or EE3, The
single cave in 36E2 can also offer some long
range shots on the Level 1 hexes of the south-
east slopes.

The southwestern approach is probably the
most vulnerable in this setup. Cave J (Cave
Complex A) guards the EE6-FF6 gully and is
supported by the pillbox in FF7. Both of these
positions should be manned at start to slow
down any entering Americans, Mines in bam-
boo hex EELD will also blunt the American
momentum along this route,

Hex BBS contains a total of four caves with
CA that cover all adjacent hexes except CC3
and AAS. These caves are all positioned so
that their HIP status won't be lost solely due to
the American setup. Cave H covers the adja-
cent crag hex and, when the Americans reach
the top of the hill, should probably be the last
stand for your big MG and 10-1 leader. The
ather caves (B, G, and F) cover those hexes
with the approaches that are otherwise the least
covered. Be wary of loading up these caves
when the Americans get close. As previously
noted, FT attack all Accessible caves in the
hex, and it would be a terrible thing to lose all
your units to a single DR. There will probably
come 4 time when your aliernatives are nar-
rowed to the point of a last desperate stand,
come hell or high water. The IJA can only
hope that the Americans will be whittled down
by that point,

The key to this scenario (like most cave sce-
narios) is to keep vour forces moving within
and berween the two cave complexes: taking
those shots that have good potential, then
skulking back into the complex to reappear
later.

In Conclusion

Caves offer a unique and effective method of
constructing a defense in ASL. In fact, there is
simply no better terrain for employing the infa-
mous “skulking” tactic. However, as the
defender in a cave scenario, you usually face a
vastly superior foe. Remember, avoid a toe-to-
toe slug out except in the last extreme. Use
your advantages: stay hidden, skulk, and get
yourself into positions that offer chances o
SUrprise your enemy,

As the defender in a cave scenario, the
biggest challenge you have is constructing a
comprehensive defense. Make sure to cover
all your bases. If you're successful, the actual
play becomes an exercise in anticipating where
your opponent is going on his next Movement
Phase, then putting the right units in the right
places to meet him,

The enemy may have vou outgunned and
putnumbered, but he still has to dig you out of
your caves, With some careful decisions about
when to give up concealment, when to fire, and
when to skulk, you can make him pay as he
tries to do so.
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VICTORY CONDITIONS: The Americans win immediately when they have at

lesst twice as many Good Owder squad-equivalents (excluding American vehicle
crews) as the Japanese in either building 0C3 or aG2,

L]
W
TURN RECORD CHART

MANILA, LUZON, THE PHILIPPINES, 16 February 1945:
Manila, many bitter battles ook place throughout the city, One such contest occumed

Scenario Design: Rick Troka
In the conest for

ughout the medical complex ar the University of the Philippines. In large, well-

fomified buildings the Japanese defenders fought desperntely o stem the American tide,
After several days of fighting around the Medical School, the Science Building and the
Murses’ Dormitary, the Amenican 148th Infuntry Regiment had made linde headway. On

Ifh, the 143th's 2nd Batalion once again prepared (o cross Taft Street and ke the

university,

BOARD CONFIGURATION:

<< N

(Oinly hexrows A-H on boands o & b, mred H-C on boands ¢ & d are plivable)

BALANCE:

Add one 2-4-8 HS and one Japanese LMG to the Japanese OB,

Exchange the Japanese 10-1 for an 3-0.

@ JAPANESE Sets Up First

b+

¢ AMERICAN Moves First [112]

112

Elements of the Manila Naval Defense Force [ELR: 3] set up onvnorth of Hex Grain oL 5-dL0; [SAN: 5}
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Reinforced elements of the 2nd Battalion, 148th Infantry Regiment [ELR: 4] enter on Turn 1 along the south edge of board ¢ |SAN: 2)

I T4F [#3[4=] %= [4= [T [5] 52 o [ ot
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SPECIAL RULES:

L EC are Wet, with no wind at star,
L All Ovchard hexes are Palm Tree (Gd.) hexes.
3 Rooftops (B23.8; 0.5) are in effect,

4. The Japanese may predesignate = 2 building Locations as Foetified (tunnels ane
NAL Contrary to Japanese Multi-Applicable Ordnance Note D, the Type 96 Tuwin
may not sef up in a Fortified building Location.

AFTERMATH: Although they wene ill-trained for ground combat, the men of Admiral lwabucli's
Mamila Maval Defimse Force (consisting of various units, incloding the lar, 2nd and Sth Nl
Baltalivns) made pocd use of the heavily fortified buildings and the mondinate amount of automatic
weapons al their dispesl.  Apainst this the woops of 2nd Batalion wene pressed into building-io-
building and room-to-room fighting i orler W foree their way inlo the hospital-university
strongpoint. Despite the abundance of close-support shellfire used agninst the Japanese defenders,
clearing individoal buildings coukl omly be done by riflemen who found famethrowers,
dermolitions and hand grenmdes b be essentinl for success, But saceess was dended 1o the men ol
the 2nad Battabion as they were forced 1o withdraw from a weak foothold they had managed 1o gain
o the Scaence Building. By the end of the day, the 2ad's only achievemenl was o oooupy &
umall part of the Murses' Dormitory—a disappointing achievement in view of the 45 casualties
suflered during the day's fighting, 1t woubd not be until 23 Februsry that the 5th Cavalry Regiment,
huving relieved the 148th, woald clear the last Japarsese from the University of Manila



IN FRONT OF THE STORM

ASL SCENARIO A104

"

TURN RECORD CHART

VICTORY CONDITIONS: The French win at gume end il they Control hexes
4H1, 12, 13 and 14,

Scenano Concepl: Card Nedhilling

AESSAN, FRANCE, 1 MAY DM The blitgheeg mothe West had begun, German lormes,
Follewwving muwssive serinl bombusdnsents and strategically planned abr drops, were pouring into Frisoe al
breakneck speeds. Mrdges—soma destroyed, others held intact—were the ohjecis of the duy. Many ol
these key poanis had 1o be held o albow ihe onmashing forces access beyond the rivens they crossed
Bridges on the Mosclle had been captared undamaged and the advance dlements of the 3dy Infustry
Division stanod 1o cross o soon @i the obsdacies mstalled on the bridiges had been removed. One such
brudge Loy on the ounskins of the French wan of Arsan, The job of holding this key alyecine was
gven i Oherleuinant Womey Hoddersch amd his spocially wmined snd oquipped ghider roops
Laflandekomunans Neddderoh Lndod o Acwan with the obyoctive of holdeng the neartyy bridpe while
avating e vwrmaattelung (advanor haflalion of the Ath  As thse smved, Hoddench's proap was
Jomd by clements of Vormpabasing A whech had brosght op 3 7Tmm at-tank pan. As the srborme
roops &2 dhos  cidashlishing & defeonive ponmeter. civilians hr;gm 1) __t,nhrr iamling svuss] ke
ptive oursls, walchang wihel |h'5. weTE P D, whik the Geomans wt up ther machine gum
evecied rowd blocks amd wrwed mises nght befone their cyes. At madday the 4th Spahis Repment
supported by Hotchkass H-33 anka, counborsitackod the brudge ar Aeisen

BOARD CONFIGURATION:

1Adign boards such Mal ks
4301w hex A1 anly
erows A0 we playahle

A
N

BALANCE:
‘ Add one 4-6-7 1o the Germuan OB

@ Exchange onc French 8-1 for 2 9-2

& GERMAN Sets Up First

QO FRENCH Moves First [120]

o

END

3|4
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Elements of Luftlinde Kommando Hedderich and Yoraos Abteflung A, Infunterie Division M [ELR: 4] set up cast of the 42A6-D6-Cid-0u

road; see SSR 3, [SAN: 2}
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Elements of 4éme Régiment de Spahis with armor support [ELR: 3] enter on Turn | along the westnorth edgets) on'beteeen 42A6 and

42010 [SAN: 3)
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SPECIAL RULES:

fricadly, and the Genmans in a hostile, country.

1 EC are Wet, with a Mild Breeze from the nonhesst af start. The niver is deep with a
maxclerate curment flowing o the south.

2 A One-Lane stone bridge exists in hexes 4002-13. Each bridge hex is considered
Inherent Terrain (B.6) [EXC: A LOS intovthrough a bridge hex does not incur that
hex's bridge Hindrance/TEM if it crosses only the rond hexside(s) (exclusive of
vertices) of thut hex|.

A, No mines may be set up in road hexes,

4, All French MMC [EXC: crews) have thelr broken-side Maorale Level increased by
e,

8. Civilian (only) Interrogation (E2.4) is allowed. The French are considersd to be in a

AFTERMATH: Early on, the 37mm proved tmely and valoable os Panhand armored cam of
the 3nd Armored Cor Regimeni issauled the bridge. The lead Panhard was knocked owt by the
AT gum, while the secomd was disabled by the newly planted mines. Hedderichs' group had
untu.':lFuu.-d the early French FeRponse bat Mprrr{'d the action 1o shifl pway from their secior
after ihe nitial rebuff. When the Spahis’ sitacked again, proving thai the French were intent on
reclaiming the bridge, the small groap of Germans fought doggedly, with the 37mm Hnding the
hides of Hotchisses much thicker than the earlier Panhards'. Despite the stubbom resistancg
offered up by Hedderdeh's kommandor  and the men of the 3abh Diviskon, by the emd ol ihe
second oounteraitnek, the bridge had been rewnken by the French, As the German foroe was
pushed back, Hedderch Mosell, along with four survivoes of his groap, fed through o nearby
wood, The Spahis would continue thest sdvance that day, only 1o fod German foreand s
massod with troops and tanks—an unmistakable sign of the coming siomm



Some things cannot be rushed!

Third Reich PC covers the entire war in Europe.

“ - All six years of the war are covered
%@& from the invasion of Poland to the fall
| of Berlin, You can campaign across
c the breadth of Europe—from Portugal
to Moscow and from Norway to
Morth Africa. The game includes all
air, ground and sea forces of all the
historical belligerents plus the forces
of Spain and Turkey. Players are free
to pursue many strategies—this is a
perfect game to explore the many
“what ifs” of WWIL

GAME FEATURES
» Faithful adaptation of our popular
WWII Strategy Board Game

= Can be played by two players or can
be played alone against the
Sophisticated A.l

* 4 Scenarios simulating the Strategic
situations in 1939, 1942, 1944 and the
entire Campaign 1939-1346

* Includes a huge 15" x 22" Full-color
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All major sound cards supported
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Many of my most enjoyable hours with war
games have been while playtesting for various
ASL products. Croix de Guerre (CDG) pro-
vided 1o be no exception. As a playing mem-
ber of Rick Troha's group, [ was able to sneak
in my “two-cents worth™ during playtest (PT)
while leaving those bothersome chores of
record keeping and communicating with “The
Hill" in Rick’s capable hands. Dwuring such a
PT, each scenario travels a ritual path of
repeated play in the hands of many diverse
groups across the country, which is an
absolutely vital process for a quality product
since there are various styles of ASL play; dif-
ferent PT groups play in distinet ways and each
will discover peculiarities of each scenario
which other groups overlook.

With such divergence, the pace and direction
of scenario alterations can become controver-
sial. For example, during this PT I found
myself applauding most changes but not happy
with alterations to “Encounter At Cornimont™
and not pleased with how sluggish improve-
ments were in coming to “Strangers In A
Strange Land.” My opinion on “Cornimont™ is
that it alone of these eight scenarios emerged
from PT in worse shape than when it entered.
“Strangers In A Strange Land™ was a case of
never enough changes coming to help the Ger-
mans,

Another scenario, “Fratricidal Fighting,”
was s0 disliked | have yet to find a playtester
whao voted to keep it in the final production run
of CDG. Forget the issue of balance, none of
the plavtesters 1 have met seemed to enjoy
playing this one, absolutely the most powerful
criticism possible, However, instead of
playtesting at least two extra scenarios, as was
the custom, CDG included only one extra,
“Swan Song.” eventually published later in the
ASL Annual. “Swan Song” went through more
changes than most scenarios and our local
group put a lot of effort into it as well, yet by
the end of the CDG PT this one was still not
ready to run. Rather than print it despite some
problems a decision was made 1o withhold it
and continue to make improvements, which
meant “Fratricidal Fighting” was in for CDG.
Maybe that rendered the selection process all
worthwhile if you feel “Swan Song” is now a
waorthy piece,

So far most of this must sound negative, but
now [ have exhausted my only gripes. They
are actually insignificant compared to the hun-
dreds of hours of enjoyment derived from this
PT, from these published scenarios and even

de Guerre Scenario Review (
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by Mark C. Nixon

from writing what [ollows about these scenar-
10s. Heavens, [ even enjoy plaving those sce-
narios 1 may not happen to particularly enjoy:
this game is simply thay much fun! Though 1
would list none of these eight CDG scenarios
among my top ten of all time, as a group 1
believe they are a solid assortment and equal to
those of any other module.,

In an attempt to retain some of that PT flavor
in the articles which follow, [ have added a
MNOTES section to each which briefly lists
changes made during CDG PT as well as some
of my own thoughts on these. An EXCITE-
MENT RATING is also given for each sce-
nario. Especially with these EXCITEMENT
RATINGS, keep in mind these are merely my
own personal opinions. Another new section is
labeled ERRATA which should be self
explanatory. However, I do recommend vou
make copies of those original scenario errata
from the ASL Annual, cut them out, and tape or
glue each onto its respective scenario card.
That is what I have done and is the best way 1
can imagine to always ensure when you select
a spenario for play you are not missing some-
thing important,

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

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

For example, | certainly do not recommend
the only way 1o set up the U5, in "Play Ball” is
as I have shown. Rather, I am suggesting
something which can work, but which I bet
many plavers have not considered. Maybe it
will work in some other scenario, too, The
setup, defense, and attack plans are completely
incidental elements of these articles made nec-
essary only to enable us to consider in a recog-
nizable environment what is importani—the
whys and wherefores of ASL play.

ATTRACTION: A very quick playing con-
flict with all the action keved into one victory
building, French Legionnaires rush in against
an outnumbered and outclassed Gebirgsjager
contingent clinging to faint hope of timely
relief. A solid display of elan threatens a
sweep to victory ahead of that relief and
therein lies the appeal: ¢an these German
invaders delay that French attack long enough
Lo matter?

NOTES: There is just not enough here to
jiggle my excitement rating above “poor.”
Germans defend a building and overwhelming
French troops rush in to take it. Legitimate
yes, exciting no. Nevertheless, many other
players seem to like this one and because of
size it sees plenty of activity.

My initial playtest rating was 75% French;
obviously something has happened to entice
my rating closer to “balanced.” MNumber one
on that hit list is the addition of the second sen-
tence to SSR 5 which limits initial French MF



and MP. That brings German reinforcements
almost a half turn closer, time-wise, Number
two changed the VC from “Good Order™ 1o
“unbroken” (it is a big difference). All other
changes lend aid to German chances: they gain
HIP (replacing six ? counters from the initial
version); a 9-1 and 8-00 in place of one 8-1 at
starl, while the reinforcing 9-1 ook a demotion
toan 8-1; added one LMG at-start and one DC
1o the reinforcements; added SSR 4 and 6; and
deleted one French 4-5-8 and 8-0. German
Balance fails 1o address the ineguity of French
numbers.

German Advantages:

HIP: MMG: Wooden Buildings;
Scaling

In this situation HIF is nice to have, although
I will argue the reality of an overwhelming
number of French attackers will soon enough
force these Germans to open up with all
weapons at their command Lo try and stop or
slow the enemy in open ground, Add to this
the fact that these French know where the Ger-
man defense must be centered, most likely
with their only key weapon—that MMG—in
huilding 22F4 itself, and no defense will fool
anvone for very long. Early success or failure
of that German MMG will be as 3 measuring
tape for German chances in this battle and it
will prove quite Tortunate the defenders can
fend off hostile fire with the +2 TEM ot
wooden buildings while the French must suffer
an ahundance of -1, -2, and even some -3 fire,

Scaling capability may be something never
used in play, but thanks to the A7.72 Debrief-

ing in the Y34 ASL Annual this can occasion-
ally void Upper Level Encirclement lor Ger-
man defenders in building 22F4, Nothing out-
standing, but not to be averlooked in this situ-
ation where the defense is counting anv visible
blessing,

German Disadvantages:

Outnumbered Initially: Pinned Down
To Building 22F4

These Germans are brutally outnumbered as
this action begins, The French would easily
dispatch them were there not fourteen hexes
separating their starl line fromm building 22F4.

Onee in range, however, French FP might
just blow away any defense despite +2 TEM
for wooden buildings, for their at-start FP
advantage contrals a tremendous 71% of initial
FP, Itis the combination of this French power
and VO which must give the German pause
should he contemplate defending building
22F4 from anywhere other than that building
itself, There are two ways o prevent a French
win: keep French infantry out of building
22F4 or maintain at least one unbroken Ger-
man MMC therein. Obviously, any defending
Germans too far from that building 1o make a
run back into it it needed could seriously jeop-
ardize German aftempts to maintain at least
one unbroken MMC in building 22F4. The
next section will examine several “cute”
remote defensive locations, butl the German
playver must ask himself whether these buy him
more than he could gain merely by moving
such remoale units into the bastion of building
22F4 itself.

ATRANGERS IN A STRANGE LAND GERMAMN SETUP AND INITIAL FRENCH MOVE, All Germizns are HIF and
the MMG has Bore Sighted 15009, All Franch enter concealed. Same wnits may still retain that conceulment, French posi-
doms shawn are after French Tum | Advance Phase. Note one HS was booken in bex 1RCC9 and Rowted,  No other French
mfantry moved through that Besidual Fire, Other French infantry might have broken elsewhere bt are not shown in thal stae,
The tanks failed their Vehicle Smoke Grenade (VS pttempts and w0 Butioned Up again, Lesders remain stacked with full
squsds te deploy more on French Torn 2. The French dght wing is witheut beaders sooone may have 2 move there Jazer it onits
are broken
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GERMAN DEFENSE:

A conservative approach will often provide
the best defense, Begin with the 9-1, MMG
and 4-6-8 in 22F3,2; a 2-4-8 in 22G3, 22F6 and
22E4 cach; put the B-0 and 3 4-6-8 with two
LMG in 22D5.1. When French infantry enter
[ECCO they will first take a hit from a LMG
Firegroup 2 (-2} and face a | Residual Fire
counter in that hex, A 1 (-2) ateack might be as
much a weapon of psychology as any real
threat, but I have faced plenty of opponents
bullheaded enough to run their entire armics
through such locations and suffer severe casu-
alties, so why not offer that chance here? Of
course this is just a warning shot, after all, for
it notifies vour opponent you can throw FPinto
his favorite avenue of approach without even
showing vour big hitter yet, that -1 directed
MMG. Mot only does this leave open a threat
of a 4 (-3) attack vs any moving target, but
somewhere someone 1s facing a 4 {-5) attack in
the Bore Sighted (BS) location, making this
the equivalent of a 36 column attack in terms
of obtaining a K or 1KIA result. This is the
value of using those two LMG to lav 1 RFP in
[BCCY, Had vour MMG been used right off
the bat to hit this bex and missed ROF, the
French would have been able to run their tanks
forward to void MMG SFF and follow with
their infantry moving freely, The threat of thal
4 (-3) or 4 (-5) shot still lurking, however,
ought to prevent any French from moving Tor-
ward at will in stacks with leader assistance. 1f
they insist on trying it anyway. you will geta
chance to make them pay for it, Not a bad
deal, actually.

Some careful
thought about
S8R 5 tells us
exactly how far
French Inf-
antry can move
on Turn | and
might reveal an
optimum loca-
tion 1o BS the
MMG, unless
obvious 18-
CC% is chosen
afrer alls
Notice how
S5R 5 curtails
only Inherent
MF. but not
CX/Leader
Bonus MF.
Put this all
together and a
sguad has 2MF
an its awn,
4MF moving
CX and 5MF
when CX and
moving with a
leader ¢(limited 1 SMF because that is all o OX
Lesder could move), Turn 1 “hot” locations
SMF away from the board edge where we
might expect French infantry are: 18AAS,
BRE, BB6, CCO and DDG. Bore Sight any of
these and vou will have a fair chance your BS
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{-2) will see some use, but to reach any of the
latter three the French must move through
18CCY anyway so that location would proba-
bly remain the best choice. It is pretty much a
guessing game and any of these locations
might prove worthwhile, One word of caution:
planning a BS advantage for use in later turns
runs a risk other game events might render
your MMG unmanned or inoperable by the
time French units reach that BS target location.
It is usually better in any scenario to plan an
early BS. Also, any BS capable weapon usu-
ally needs to be firing early and often, even
when HIP, Be assured, the closer French
infantry get to building 22F4, the more fire that
MMG will attract,

These Germans plan to fight during French
Movement Phase and pull back out of the line
of fire during their own Movement Phase (the
popular and devious “back & up” or “skulk-
ing” defense), We have seen it plenty else-
where; delay is the name of the game, for rein-
forcements arrive on Turn 4 if only those
French can be held off that long. A quick
French win is a serious enough threat should
they manage to slice tanks into your rear and
impede your reinforcements, Those two tanks,
however, will not be able to completely block
vour relief but will require support from both
flanks of building 22F4 to keep fresh German
troops away. This is why your ability to stop
or slow enemy infantry will be the decisive
ingredient of the early battle even if those
tanks do make it into your rear. Preserving
your own infantry during enemy Defensive
Fire Phases so you will be on hand in forece to
fight during their Movement Phase is the surest
way to keep their squads off your flanks and
away from the victory building. With their
meager 4FP MA attack and 2 CMG, the French
AFY aren't likely to break many, if any, of
vour elite units, Moreover, thanks to that spe-
cial provision of SSR 6, you need not be overly
concerned that the tanks might actually harm
your cause by driving into your troops’ hexes
to lock their FP. Expect those tanks, instead,
to attempt to thwart your reinforcements as
mentioned, bring Encircling fire on you, and
position themselves to deny Rout. While these
actions might cause you concern, they also
ought to leave you free to concentrate on
enemy infantry.

Make no mistake: it is the enemy infantry
you must defeat. Inconvenient and irritating as
those AFV might be, any temptation to go after
them is usually not worth much effort, Oh
sure, that ATE might crack off a shot now and
then and there are going to be times when
Reaction Fire might work, but normally you
will be better off using your strength (o stop
opposing squads, for those are the lads who
will have to enter building 22F4 and out slug
your own squads for victory. The fewer of
them who get that far the better, whereas those
tanks will be of only very limited use to the
French at game end.

Though [ do not recommend placing units
away from the victory building. there are a few
spots you may wish to contemplate if you
would like to try something different. The
most obvious must be that ATR in 22G1 where
it can draw a bead on any tank crossing the

wall for a possible Underbelly Hit, Well, not
much advantage is gained even on such a hit,
but I bet you will see it tried if you play this
scenario against enough different opponents,
In my opinion, 22G1 would be better for a HIP
unit o wait and see if French infantry move in
a stack through the gully into 18AA] where
your Point Blank (-2) fire might cause some
real harm. One very devious {meaning [ like
it!y spot for your S0*mm MTR is 22P5 where it
enjoys LOS to both 22H0O and 22J0, just miss-
ing a +1 bridge hindrance to the former. Bore
Sight 22H0 and you are practically guaranteed
targets. Once discovered the French will no
doubt decide to avoid this key jump-off loca-
fion or maybe they will even spend energy to
nail this mortar, bul you must ask vourself
whether or not it is worth leaving this 2-4-8
beyond the immediate defense range of 22F4;
much as | like this slick location, overall 1
think it is not worth it.

Also, it seems Level 1 locations of building
22M2 ought to be useful for some sort of Fire-
lane onto Level 1 hills (like a LMG firelane
from 22M2.1 to 18Y 5 covering 4 hexes of that
hill) but I just do not see it as worthwhile, Sure
it would catch the French by surprise but then
they would simply move around it and here
would be another of your MMC out of position
and isolated from building 22F4. Finally, 2216
would be a good spot to HIP a squad with the
intent of trying to use Reaction Fire when
tanks roll by. Despite low odds, such an attack
could be effective (pass PAATC and roll 4 to
Immobilize for a 6% chance, or roll 2 or 3 to
KIA for another 6% chance). This position
also offers a nice view down the I row of board
22 and ¥ row of board 18, while stll allowing
access to building 22F4 for any squad placed
here. Personally I would still choose to use
this squad to fire at attacking French infantry
rather than leaving it HIP until Turn 3 for such
a low odds attack, but you will find players
doing it and need to consider all possibilities
when setting up your defense, especially when
repeated play calls for some variation vs a
repeat opponent.

French Advantages:
Firepower; Tanks: 9-2 Leader

1 These French begin with a
é tremendous advantage in Fire-

power (71% at start). This is by
design, of course, since they will

arE e g
spend most of their first few

turns moving and not firing. By the time build-
ing 22F4 is gained, however, there still should
be plenty of punch left to carry through a solid
attack. Exactly how much French FP gets in
close will depend mostly on how well the Ger-
man player makes use of FFMO and FFNAM
DRM, how crafty the French are moved for-
ward, and the luck of those DR.

Two H39s are about as immune to fire in this
one as they come in ASL. Keep them in
Muotion and it is nearly impossible for the ATR
even Lo manage a Deliberate Immobilization.
One enemy DC seems the single most frighten-
ing German SW but there is only slim chance it
could be brought 1o deliver an effective attack

vs an AFY. On the minus side, these tanks do
not pack much punch and cannot charge into
building 22F4, so their role seems limited
mostly to running interference on German
reinforcements, denying Rout, and so on as
mentioned previously. Okay, that is not so bad
I guess, and they can also draw in close to
enemy units during the MPh to cut their SFF
capabilities against infantry targets. That
alone is no small advantage since it can mean
the difference between taking or not taking
another 4 (-3) SFF shot from a 9-1 directed
MMG and squad.

Mot much to be added here about that 9-2
leader. He is the ultimate weapon in ASL,
King Kong of the battlefield, mighty warrior,
and all-nite guru. Mine always seem to die fast
and painful but, no matter what, a 9-2 is a
heavy weapon and a thrill to employ. A 9-2
always seems to be a tiger whenever my oppo-
nents are blessed with one; | suspect my own
must normally do more for me than I credit
them. Loss of a 9-2 is valid justification for ten
seconds of level B whining,

French Disadvantages:
Open Terrain; Ground Snow

There is the matter of those fourteen hexes
from board edge to victory building. Running
at full speed, no French infantry will reach
building 22F4 until Turn 3 and those speed-
sters (with bullseyes tattooed on their fore-
heads) will be the most inviting targets. The
faint of heart might try some Armored Assault
Movement in conjunction with Platoon Move-
ment (legal, but sure to bring out a rulebook or
two when tried), but this will slow the tanks
and can be used for only a couple sguads.
Muost troops will be moving singly in the open
or in platoons with leaders behind hills and
through gullies. All those who do not take a
direct route across the open will take longer to
reach their destinations and thus play into the
hands of the enemy wha is watching the clock
bring those reinforcements nearer while
French infantry dawdle, All movement over
hill and dale will be slowed by Ground Snow
just enough to prove mighty irritating for the
French, though admittedly not really a very
large problem.

FRENCH ATTACK:

Ome of the best friends any attacker can have
is smoke and you do not have much chance of
it. Still, why not run those tanks out to 18CCH
and CC7, pop them up CE and try for VSG? It
is a low odds chance but will work sometimes,
To benefit from something which will work
only sometimes you must try for il quile often
s0 [ would give VSG a go most of the time
here. On Turmn 2 you might pause a split see-
ond to acknowledge that crossing the wall at
CC4-BB4 provides a chance for an Underbelly
Hit (LIH}, but there is no need for alarm here; a
UH would still resolve with an AF of 3 to yield
an ATR Final TK# of 3. ASL players who
evince immoderate concern over numbers such
as these tend to find their AFV failing to per-
form wp to spec. On the other hand, a smart
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ployer must realize when he does not need to
drive over this wall because he can reach his
destination via a more circuitous route through
an open gate, and thereby minimize his risk
while still driving his tanks into position,
Common among French tanks, these H39s
offer excellent side armor, making them a lot
safer 1o twist and turn around a battlefield than
most other AFY, Among the faults of these
taniks, their armor is a delightful luxury,

Before charging onboard with vour infantry
there are three things to do. Most important is
to determine which hexes are out of LOS from
Ind level locations of building 22F4. Does
[8X19 look safe? It is not; 22H4.2 sees it and
your 9-2 and three 4-5-8 stack might take a 2 (-
3) hit there, Hex 18V9 is safe but cannot be
reached except through U0, W10, or bypass
in V10, thereby exposing yourself to the same
fire from HIP locations, although movement
theough the V10 woods would be out of such
LOS, Of course, once the location of that sin-
gle MMC in building 22F4 is revealed you will
also know which of these hexes are now safe.
Ormaybe not. Be wary of one extremely devi-
ous German trick using two HIP leaders to man
that MMG from 2nd level. The German fires
off a squad and LMG from 22F3.2 and then,
when you think it is safe and move your 9-2
stack through 18X9, out pop two leaders with
the MMG at 2nd level to hit vou with a 2 (-2)
with both leaders manning the weapon or a
1{-3} with his 8-00 manning it and directed by
Mr. 9-1. Well, this is actually a fine trick and
might totally thrash a big French stack. [ will
give it a try if | believe my opponent might be
canght off guard by this trick. In future turns,
once the surprise is gone g 4-6-8 will be able 1o
reclaim that MMG easy enough.,

Your second pre-game decision is whether
of ool Lo bust down inte a flood of HS for a
charge at building 22F4. This scenario is ideal
for such a tactic since you already have more
sguads than German defenders can engage and
vou are throwing yourself at him in a situation
in which vou will likely not be able to harm
him those first few turns anyvway, That is, loss
of one hex in range (from 4-5-8 to 2-4-8) will
not amount (o much of & detriment for vour sea
af bodies running east since enemy infantry
will be in buildings covered by +2 TEM during
your own plaver turns when vou will be mov-
ing anyway. This momentarily forfeits some
of your *1" smoke exponent which you were
not planning to use anyway and gains the
advantage of so many targets your opponent
cannot hope to contend with them all. In addi-
tion, any KIA result will eliminate only a HS
instead of a squad while any K will still elimi-
nate just one HS and not also have any chance
to break {and possibly ELR fail) a second HS.
And, of course, any time a HS fails a MC or
Pins means somewhere the other hall of its
ofiginal squad is still pushing on towards vie-
tory. This HS swarm attack can be so devas-
lating against an outnumbered opponent there
ig no good reason to forego it here unless the
French player feels he already has such an
overwhelming advantage he simply does not
want o bother with it {for it is true such an HS
attack does take careful movement of those
leaders to initially deploy the squads and,

tougher, 1o recombine them later on once their
destination is reached). These inconveniences
do not amount to much in this battle, however,
for the game begins with three HS, four more
can be deployed freely, and those three leaders
can trv o make six more HS offboard during
the French Turn | Rally Phase, If successful,
the French will swarm on board with 19 MMC
(6 squads and 13 HS) instead of merely 14
MMC as listed on the OB. An additional
advantage occurs on Turn 2 when you manage
to deploy your 14th and 15th HS, for then you
will be forced to buy another French counter
sheet from Avalon Hill; the Parts Department
will surely crack a smile at that.

Snll working in pre-game, the third consid-
eration to dwell upon is use of your 9-2. This
“cat” can rip through +2 wooden buildings and
first thought is to sel him up somewhere with
those two MMG and challenge whoever shows
themselves in building 22F4. Stacking with
twao squads in a building or behind the stone
wall would allow Mr. 9-2 to hit Germans in the
2nd level with 8 (even) or 12 (even) shots
depending on the range, but the trick is getting
to such cover. A brave/foolish player might
triot him straight up the 18CC row using
Armored Assault and risking a 4(-3) BS hit at
CC9 or CC8 in an attempt to reach the wall. 1

“Loss of a 9-2 is valid justi-
fication for ten seconds of
level B whining.”

would not do it but there are players who
would try, and threat of it is exactly why vou
can usually expect a MMG BS location in one
of those two hexes.

I think it is much better (o set up the 9-2 1o
enter a1 AALD, run evervone else at the Ger-
mans first and then determine how that big hit-
ter will move. Al this point, the defense may
have already spent their fire and you can pick
from three avenues leading to building BR7
(HINT: Pick the one with no Residual Fire in
it!). Your coming DFPh will still be spent
reassembling MMG, but come Turn 2 Prep you
will be able to hit any Germans braving your
fire in 2nd level. Because of 4-5-8 and MMG
ranges building 18BB7 offers an interesting
array, for you can hit units in 22F3.2 with 12
(even}, 2204.2 with 8 (even) and 22H4.2 with
4 {even). Any German player who thinks
about it will be in H4.2 though, so this whole
firehase option 15 probably not of very great
value, Making it to the wall at 18BBS, which
offers 12 (even) shots at all three German
Level 2 locations would obviously be prefer-
able. No matter what, if you are going to form
this FG, the +2 cover of either BBT/BBS is far
better than simply moving up onto Y7 or 27
and challenging the enemy at 2nd level with no
TEM of your own, not to mention risking that
CGierman Turn | Prep Fire in which your own
dm MMG cannot even return fire vs a potential
& (-1} (plus ROF) from building 22F4,
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An alternative approach with this 9-2 uses
him to hustle a platoon of squads with dm
MMG to 18X7 and then into 18V3 (Advancing
CX on Turn 2} with MMG already assembled
to threaten 12 (+1 for CX) attacks on all three
prime 2nd level hexes of building 22F4. Here
Mr. 9-2 and his boys are exposed for a & (even)
return shot, although your opponent might
have reinforced his upper level positions by
now and be able to put additional shots on your
9-2 FG, Just as imporiant, however, the mass
of French infantry have by now moved within
effective range and defenders who expose
themselves will be threatened by one of the
smartest attacks in ASL: massive multi-hex
firegrouping from individual squads/HS in
adjacent locations. This might be enough to
convince German defenders to continue hiding
during their Player Turns rather than face such
a sea of fire (take a good look—vyou can reach
the 30 column) as well as your 9-2 killer stack.
In the meantime, you have moved that 9-2
stack as far forward as possible before expos-
ing it to fire and then when it does show jtsell
you have assured the enemy will likely pay il
he shoots at it or else will actually run away
froun such g powerful threat.

Maybe that seemed a lot to think about in
pre-game, bul that is enly an illusion created
by having to read so much; this amount of
thought is probably a mere two or three min-
utes worth of actual game time and represents
thoughts each player considers as he begins
every game, Eventually the whistle blows, two
H39s roar into battle, and French infantry rush
forward. German defenders lay out their small
amount of fire and all following French conve-
niently avoid the scant Residual Fire, With
everyone pushing forward singly and as HS as
much as possible there simply will not be many
casualues to sparse German defensive fire,
French leaders sweep up from the rear (o col-
lect hroken stragglers, while the favored 9-2
pulls glory duty again leading hand picked vet-
erans to their pre-selected firebase position,
Forward pressure is what this attack is all
aboul. The wall, the gully, crest status, and all
TEM available will be utilized to its fullest, but
the strength which pulls these troops up close
to the victory building is their strength of over-
whelming numbers. German defenders simply
will not be able to handle them all. While a
few VS0 here and there and that 8 morale will
help, it is the large number of attackers which
allows the French to take all hits and still
swarm into building 22F4 with enough to
knock three and one half German squads oul.

There is another clear path forward. A
leader led platoon can bypass 18510, pass
through 1889 (LOS from 22P1 just clips the
hill in 18R2!) and jump into 1858 for an
Advance out to 18T7 on Turn 1. Coupled with
another platoon is 18X7, this move could put a
lot of French strength in this area behind the
hill. As French commander, you merely need
to ask whether or not this is what you want,
This angle of approach leaves you further from
building 22F4 at the end of Turn 1 than if your
infuntry started the game offboard adjacent to
IRCCI0, although from a safer route, Germans
HIP in 2201 might even try to come forward to
slow vour next MPh, although any such enemy
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moves might be welcome since you could
merve on an individual squad/HS and take it out
casier here than later in building 22F4. To sur-
prise any such German move from 2201,
whenever my lead tank makes it to 1BCCS
{which it will on those occasions when both
tanks fail to get V5) I leave its TCA facing
direction 5. Even while in Mation the CMG
can hit a bypassing German in 1851 witha | (-
2} shot, sure o draw a call for LOS check, but
one which you can count on being clean, A
squad with LMG stationed at 18Y7 also helps
curtail enemy moves behind that 1814 hedge.
at least until the German MMG knocks this
guy off the hill,

When German reinforcements enter on Turn
4, there should be two tanks between them and
building 22F4, as well &s French infantry in
that building and on both sides of it. Any
lesser result for the French suggests their
artack was lacking resolve, If those reinlorce-
menls are allowed easy access into 22F4, the
German will have escalated his chances of vie-
tory to near EVEN, French infantry asked to
gject seven and one half squads from building
22F4 might wonder 1o themselves (or even
alond ) why their commander had not pushed to
reach that building when it was defended by
less than half that force, for preventing fresh
troops from entering the backside of this build-
ing would be a lot easier than forcing them out
ance there. That is what it will come down to,
after all, for those German units in upper levels
will not simply go away. It will be Point Blank
fire and CC time 1o rid this building of unbro-
ken enemy MMC. Locking them in Melee will
e no answer for they are still unbroken at that
point. Those Melees must be won, which
means you must enter them with time enough
to resolve them and with troops still able 1o
hold off any later German charges from oul-
side since victory is determined only at the end
of u Game Turn and the Germans move last,

=== TIPS FROM THE TRENCHES ==

4 h

Try not to invoke Mo Quarter ot the begin-
ming of the game: not only is Mopping Up
now MA and the enemy no longer surrenders
via the Rout Phase method, but that final
“127 HOB DR now sends the enemy
Berserk instead of Disrupting them, Dun't,
however, tiuke Prisomers right before that Tas:
crucial CC o cuptlure the Victory building,

ATTRACTION: A lead-off AC duel isa
real hit, The Home Nine (leaders) iry Lo stay in
this hallgame for nine innings, with visiting
power hitters entering play in the top of the
third. It is a ¢lash between French leadership
and German firepower at that point during the
middle innings. In the bottom of the 8th,
French leaders can make a run for Home or
remain on the field of play to score more,

NOTES: This scenario took a fairly clean
ride through playtest. Most testers seemed o
feel it would be pointless and dangerous 1o
tamper with a design already in such fine shape
and in which any changes might damage an
exquisite balance between such highly con-
trasted forces. Two French 7-0 leaders were
changed 1o 64+ 15, French SAN changed from 2
to 4, and the HT were changed from two 25071
and a 250/sMG to one 251/1 and one 231/sMG.
A casual glance might scare off many but give
this one a try—you will be deighted. Be cre-
ative with those French leaders. The AC con-
test alone is a must, French Balance improves
this one to 60% German.

French Advantages:
Leadership: HIP; Stone Buildings

Wine French leaders with a total -6 DRM
available make this o most unique scenario.
Those leaders are fighting amongst themselves
to direct the actions of a mere five 4-3-Ts and
one crew, and in some cases mighl even opt to
fake matters inte their own hands 1o use vari-
ous SW themselves., HIP will keep their Ger-
man adversaries guessing and probing, and
might even be nsed to keep some French lead-
ers hidden until game end when they could run
offboard for Exit VP, Once HIP is lost, their
stone building +3 TEM ought to help these
French stand tall long enough to hurt, or at
least slow, the German attack.

French Disadvantages:
Number of Squads; Game Length

[t is true that squads do not count for VC
purposes but also true that your shortage of
squads limits your options considerably. The
range of what you do have is your biggest

problem, provided these Green boys endeavor
to remain siacked with leaders o cancel Tnex-
perience shortcomings. However, even leader-
ship does not cancel Disruption for ELR fail-
ure and a few Disrupted squads might guickly
place your leaders in desperate shape. It all
amounts o a problem for vou only because this
strange combination of high class leaders and
low class troops must survive the final 7 turns
during which German infantry in overwhelming
numbers are on beoard. If these guys get into
your rear areas it will become impossible to
exit and without that option the German player
will know you must play for building 41V7,

FRENCH DEFENSE:

Because il is an intriguing and rare little
beginning to this scenario, the majority of what
is most interesting aboul this battle involves
those two AC forces, so let us spend extra time
on this portion of “End Of The Ninth.” The
AL battle which kicks off this scenarie will be
a fairly EVEN cat-and-mouse affair. Your
four AMDA5s are outnumbered & to 4, but hold
several advantages which ought to give the
German PSW commander some reason for
caution, Your plus side includes better armor
with a frontal 2 AF and boxed sidefrear 1 AF,
better MA with a 7 TK#, a chance to roll for
HD status during setup, and you get to Bore
Sight (BS). Here the hope is those PSWs will
tool up the road and come straight onto your
HD positions to offer a chance for you o hit
their frontal turret and roll for a Final TE# of 6
tor 7 or 8 if close enough to gain Case D Range
Meodification). You get first crack in this case
and can at least gain Acquisition on the enemy,
Intensive Fire (IF) is not out of the question for
vour quality-made French Guns malfunction
on a 12 (10 with IF) unlike those poor, unfor-
tunate German AC commanders with B11
Guns.

That, however, is the extent of your AC
advantage, for German PSW 231(8R)s have
better speed, ROF, sD6, IFE (9 FP when cou-
pled with the CMG, and that is 18 FP PB. 27 at
TPBF), and even Low Ground Pressure thrown
in to help near marsh. Both AC types get Mul
tiple Hits (MH), although coupled with that 1
ROF o PSW might gain the singular advantage
of both MH and ROF on a roll of “2.2.7 Also,
German PSWs have radios in them, an advan-
tage your opporent will be guick to mention
when Four PSWs gang up on one AMD and
you attempt a Motion Roll rather than fight
(see D14, 23—there is a +1 drm).

What it all means is that you can expect your
initial HD positions to deny some lanes of
approach to the enemy or, it they choose to
confront vou, allow you a good chance to draw
first blood. You cannot expect a face-to-face
duel with yourself HD vs PSWs stopped and in
the open, for no competent enemy commander
would drive into that situation. Instead, your
first shot opportunity will most likely be at a
moving PSW's frontal AF—hopefully in your
BS lcoation, IT that first PSW gets through
unscathed it might be best to wait till it draws
up adjacent (or at least until it stops) before
tryving an [F shot. Withholding IF altogether is
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END OF THE NINTH FRENCH SETUP AND GERMAN INITIAL ATTACK (after entry of German Turn 3 reln-
forcements): All French Infantry are HIP, AMDs AB.C, and D have Bore Sighted, respectively, 4116, 17%6, 41T3, and
1797, The HMG has Bore Sighted 1766 and the MMG 1779, German Infantry have entered concealed on Tum 2, although
French moves or setup might have forced some of their concealment 1o be removed. This Turn 3 depiction is merely o very
broed generalization, as there may have already been o large AC batile with losses 1o both sides.

7

also legitimate, although if a PSW positions
itself for an adjacent/rear shot T would not be
able to hold my fire,

If nothing else, do not overlook the
absolutely vital tactic that with such an IF shot
vou can take the opportunity to change vour
entire VCA in order to face your frontal armor
against the worst threat. You also can (but are
not ferced to) change YCA on a CMG shot.
These are vital defensive moves to employ in a
fluid armor confrontation, often more impor-
tant than gunnery., When facing an adjacent
PSW, a rear hull hit on your AMD would enjoy
an & TK# (T TK# on the turret), but only a 6
TE# on any frontal AF hit, Generally this
means that an AFV commander in this predica-
ment who manages to align his AF to his best
advantage will save his vehicle about 20%
more often than a commander who fails to
appreciate these finer points of armored war-
fare,

The initial setup shows one possible AC

deployment; there are certainly other worth-
while locations. Of the eight available setup
positions which offer hill crest HD possibility
the three shown seem best. An AMD in P7 is
another good one because it covers the rear of
those other two AMDs in this vicinity, but in
this particular setup a HIP 37*mm lurks ready
to take advantage of any PSWs skirting around
in that area. Take note that as a SW this
37*mm can neither BS nor gain acquisition,
Fortunately, Mr, 9-2 can direct its fire from a
stone building with 2 ROF and a 7 TK#. From
41N6 it can fire east or west and also covers
the | 7THE region where German infantry are
expected to appear. Stacked with Mr, 9-2 this
weapon is a lot tougher for those PSWs to deal
with than your AMDs and ought to prove a
rude awakening should a strong contingent of
enemy armor park itself in LOS, An 8-0is HIP
nearby to provide assistance should the
unthinkable happen, as it usually does in ASL,
and this 9-2 goes down.
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It is unlikely these AMDs will be moving
much, Some games will see those PSWs con-
tent merely to hide around a corner and allow
both AC forces. or at least parts of them, to
effectively check each other during this hattle.
While these AMDs began CE in order to
improve their pre-game HD chances, they will
take their first opporunity o BU in order o
avoid that potent PSW IFE. This does not
mean feregoing Prep Fire at any target in order
to BU, for CE risk is not deadly enough to miss
such a chance to wreck a PSW. Best hope for
these AMDs is that HD status was gained, will
force a few enemy missed shots, and that a few
ROF and MH will assist superior Gun and AF
numbers to overcome PSW numerical and
other superionties, I your 37¥mm and MG
SW ocun help out as well, good. Those MG
positions, though, will probably be better of T
retaining HIP until the German infantry arrive
{other than the 10-2 and HMG in 41%7. 1
which might open up since that positon is so
obvious).

Two 641 leaders do not expect to survive or
contribute much to a battle and so have aligned
themselves to exit for points, On Turn 2, units
in 41 AAT plan a move to 41 BEE where they
command western approaches to Hill 513 and
around the north side of this hilll as far as 1716,
This detail cannot hope to hold this position,
but its mere presence facing German Turn 3
entry will at least slow some of their infantry,
Sould they enter in force across the west flank,
[ may even move that MMG over from 4127,
although more likely these lads will either sit
tight to hammer enemy troops as they emerge
at the top of Hill 513 if minimal force appears
to be coming in the lead, or will withdraw if
Cermans are coming across in strength, These
twn 9-1 lead stacks will Keep their eves on
41¥5 and 4174 for this anticipated retreat,
positions from where they will be able te ham-
per the flank of German attempls (o move on
building 41V7 while still keeping their own
option o exit offboard. Another option would
he for these units to move 1o 41V7 itsell in
search of those douhled VP—what France
really wants o see, after all,

Having arranged those contingencies (o
delay German moves west of Hill 513, T am
actually most worried abowt German infantry
heading straight for [7IR and then busting into
Le Catelet at 41X9, which explains why my
heavy weapons are aligned to plaster hexes in
this area, We begin with a LMG in 41Y8
guarding the road o [TIL Take a hard look
at LOS from that MMG in 4177 10 1719 as well
as the HMG in 41%7.1 to thot same hex. They
both hit it without wall or tree interference,
They both hit 17110 and 17J8 as well, while
that 37*mm in 41 N6 can nail 1719 in the open,
That last one may not sound like much but a 9-
2 directed 37*mm shot at infantry moving
FFNAM and FFMO here will score a CH on a
DR on 7 or less (TH# =7, DEM = -4, s0 an
Original DR of 7 vields a Final TH DE of 3 for
a CH! and then resolve on the IFT as an 8(-2)
attack, That is a 16% chance for at least a K.
If German infantry simply charge right at you
here they just might sustain severe casualities
for their effort,

However, [ do not really hope for that to hap-
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pen very often. A wise German player will
first lay in a smoke FFE either in this 17110
area or directly on 41%7 itself. He will also
come in across a front from about 41BB6
through 41T10 and may even run all his HT
around the east flank 1o hit from that side as
well. Such an eastern attack would work only
if he had already resolved your AMD and
37*mm threat, though, Should those HT
attempt this run, it would make the sort of situ-
ation deserving an AMD foray (depending on
positons of any remaining PSWs, of course),

Omnce HIP is blown you will stand naked and
revealed before vastly superior enemy
infantry. Only +3 TEM, high morale, and
leadership DRM will be left to pull you
through at that point. Abandoning building
41V 7T would be a wough decision to make, but if
Germans are pouring in and it looks hopeless,
you should get out if you have a path. If there
is no reasonable escape path availahle, it
would be better to go down fighting than go
down while minning away. Before you get this
desperate, however, look for a flank where you
might counterattack in order to throw the
enemy off balance for a moment in order o
make a good escape. Try to anticipate this—
not an easy task,

Also, when enemy FFE smoke comes in,
turn it to your own use as a screen and make
your escape before German infantry run in to
nail you, Sometimes it might be necessary to
leave a SPP 8W behind in order to get away.
Avoid the mindset of becoming married to
such a SW. At the point where hauling it
arcund will get your 10-2 KIAed, it has
become a liability, Drop that W or leave an
MMC behind with it to cover your withdrawal,
but save your leader points and head for an exit
road instead. Make this move before it is too
late, Because of the bizarre nature of your
force, you have strange options such as simply
running away from a fight or throwing all your
MMC at the Germans in order o save your
leaders. Remember that combination of a -2
leader directing another leader in CC vs a
stopped PSW need take no PAATC, wields a
CCV of 3 with a -2 DRM, and make that -3 if
Street Fighting and -4 if also CE. Leaders are
all thal matter, so play it that way.

One interesting French option which might
seem a bit novel (or extreme?) occurred 1o me,
perhaps it was on a sleepless night. This goes
back to a tactic which was guite common back
in old SL days when high quality leaders were
often stacked together. In fact, I did play "End
O The Ninth™ at Oktoberfest several vears ago
with both -2 leaders working together in one
location. Actually, there were six leaders in
one location! The HMG was manned by two
G-1 leaders and directed by the 10-2 while the
MMG was manned by two 8-0 leaders directed
by Mr. 9-2. Evervone loaded into 41Y7.1 and
dared the Germans to knock them out, Of
course the point was any MC on this Location
would first have to be taken by Sir 10-2 who,
after passing on anything less than a final 10,
would help everyone else pass their own
MC. Ewven if “Sir” failed a MC or Pinned,
“Mr.” would be there (final 8 or less to pass)
and then at least help the two B-0s with his
own -2 support,

Well, if you are going to try something to see
how well it works you should do it against an
able opponent and in this game the Germans
were handled by an excellent player and good
friend, Robbie “Warboy™ Weissbard., Warboy
shot everyone he had at this French “Death
Star” to no effect but, of course, all the while
was working to angle in one weapon ideally
suited for neutralizing this tactic, an FFE
smoke concentration. All French eggs lay in
that one basket which make it a very tough bas-
ket indeed. but once smoke hit, Warboy was
able to rush in with his superior infantry, push
aside a few leaderless Green French squads
and resolve the matter in CC where impressive
French leadership DRM were insufficient to
convince enough German squads to go away.
My SMC gambit worked well before smoke hit
{and before French 5W rolled malfunctions—
whine!) but the peint is, it was that very thing
which made this such an unbeatable stack
(mutual support combined to generate nearly
unbreakable strength) which also proved its
own undoing when Warboy solved the riddle
and nullified LOS from that location. There
was nol enough in the French arsenal outside
that perimeter of smoke to stop his German
infantry surge which followed and those
French leaders failed o bail fast enough when
it was obvious what was coming., Mavbe try
this against an opponent who has yet to dis-
cover the advantage of smoke.

German Advantages:
Firepower; OBA; SPW251/sMG

I have called the AC duel EVEN but if you
manage to arrange enough trades to dispatch or
confine all four AMDs and end with a free
PSW or two this would give you another big
advantage. Each PSW freed for use against
French infantry enhances your already impres-
sive FP edge (a massive 68%}, but more
important allows you to block those exit roads
and circle behind French infantry to cut their
rear area movement and rout, Remember on
Turns § and 9 a PSW parked in ¢ach of those
road exit hexes 4111, Q1 and Y1 precludes any
French leaders from moving through those
Locations 1o exit during the MPh.

One of the most devastating weapons in ASL
to often go unused, OBA in this situation is
best brought in as smoke in order to get the
main German strength, those 11 squads, across
some fairly open terrain. Value of that FFE
smoke tactic in this scenario is high for a rather
unusual reason; simply because there are so
few enemy squads out there it would be
unlikely any FFE HE Concentration could be
placed to harm more than one unit or stack. In
addition, most French units either have morale
of &, 9 or 10 or else enough leadership DRM to
get them there, so chances of breaking them
with 16{+3) FFE attacks ar¢ lower than usual.

Make no mistake: PSWs are fun and OBA
might sometimes be lethal, but to win this bat-
tle those squads are the men for the job. Still,
the single most valuable piece in this attack is
that SPW251/sMG. Gel it to cover fast and
keep it protected from a possible AMD raid.
Notice that ERRATA for D6.631 has clarified

that a passenger on this HT can remove the
AAMG as part of normal D6.5 unloading at a
cost of merely 4 MP, a procedure which makes
unloading this weapon one ton of a lot easier
than many of us used to think, Officially now,
it does not require Abandoning the HT which
would consume a whole MPh to extricate this
weapon. Strange as it seems, let us just verify
one more time here that ves, it is the AAMG
which removes as a dm HMG and leaves a 7
FP CMG on this vehicle. This is why an
SPW251/sMG is so valuable: it supplies two
HMG {and do not overlook the special 16 hex
range of its ChMG),

German Disadvantage:
Open Ground

Nothing should stop German infantry from
getting into town, There might be a few casu-
alties out in the open but everyone moves indi-
vidually to preclude any low French DR from
causing too much damage. Otherwise there is
nething which puts these Germans at a disad-
vantage. They have the muscle and time to get
the job done and need not even worry about
their own casualties, There are some minor
deficiencies manufactured into those PSWs as
discussed previously, but nothing substantial
enough to brand the AC confrontation
weighted against them. After all, German
armor gets to pick where and when to fight and
have only themselves to blame if they choose
poorly and find themselves cutnumbered afier
initial exchanges, Even then, it is unlikely the
AMDs would charge out to counterattack any
remaining PSWs, for deing so would relin-
quish most of their own positive attributes such
as HD and defensive first shot opportunities,

GERMAN ATTACK:

The AC attack can develop in many different
schemes which I will generalize into three
types. First, and most fun, is a direct con-
frontation with enemy AMDs in their initial
setup locations. This allows the advantage of
knowing where they are and, therefore, know-
ing how to approach and engage them there,
denying their own freedom of movement, It
yields advantages of first shot (o the enemy
and allows them any HD status benefit. One
thought on this subject though, at least their
HID status is a known commodity since ASL
rules specifically state “the owner places an
appropriate HD counter™ (D4.22), thus avoid-
ing any thought of “secret” HD status. Look
for positions which can hit those HD vehicles
from outside their HD hexsides. For example,
if the 4 IN5 AMD is HD on hexsides 6/1 you
can hit it non-HD from hexes such as 41THG, F6
and E7, The vehicle could not be HID) across a
non-crest hexside. Not much is perfect in ASL
(a5 in war), and this is one example of it. How-
ever, you might expect a cagey French player
who knows you are aware of this gap in his HD
cover (o BS one of these hexes!

A brave way to engage this AMD is to run
one PSW right up the road to take position in
41M2 or 4103, Well, LOS from 4103 10 41T2



is blocked on my board but is so close it may
mean a dr on yours, The former provides HD
status while the latter provides LOS to both
AMDs in this area across non-HD hexsides
but, of course, both enemy vehicles can return
fire as well and, in Tact, would enjoy first
shots, Both these locations assume this PSW
survives any AMD MA and CMG fire on its
charge in, but if it does not you can then swarm
in with two or three more PSWs and try to
make the enemy pay for their good shooting.
The biggest problem with a swarm attack in
this situation is not loss of that initial sacrifi-
cial AC but the risk your opponent may get hot
and take out several PSWs once you park a
fleet of them in his LOS. There is also danger
of other HIP enemy units nearby, and in this
case we know that French 37*mm is set up and
hoping for 4 chance to engage as many PSWs
as we care (o park in the area. Also, because of
French AF superiority, there is no guarantee
even a single AMD will be destroyed on Tumn 1.
Nevertheless, the best way to find out how all
this works together is to do it yourself. There-
fare, even if for no other reason than to g0
through this sort of confrontation as a learning
experience, | encourage you to go after that
AMD a1t 41N5 with at least 3 PSWs in a
friendly game. In a tournament game, take one
of the following two options instead,

Second choice for these PSWs, and an
improvement aver Option | above (though not
a5 much fun}), is to move into blocking posi-
tions and lock those AMDs in place as a means
of clearing a path for your infantry and HT to
getinto battle free from their menace, This can
be something as simple as stopping jest around
a corner from an AMD and waiting for it to try
g move. In the meantime, bring up some
imfantry to close on that vehicle for some CC
action, or simply ignore it so long as your
opponent is willing to accept status quo.

Third choice, and maybe best of the lot, is to
pour these PSWs into battle right where your
infantry plan to follow. Parking a few PSWs in
that open region around 1719 will ensure your
infantry need not cross those hexes as Open
Ground. Firepower support and sD6 will pro-
vide valuable assistance while infantry and
armor in mutual support will find they both
enjoy the company of one another.

In fact, a combination of Options 2 and 3 is
what will usually occur in games following
that initial playing in which Option 1 was
probably too tempting to resist. This is what is
illustrated. Following some general romping
around during Turns | and 2 in attempts to
bring those AMDs out o fight and assuming
oo PSW losses in the process, two PSWs have
pulled “AMD watch™ near 17V8 while all
other AFY park around 17HS to help usher for-
ward a German infantry attack. That sMG HT
has already unloaded its inherent 2-4-7 with
dm HMG.

Turns 4 and 5 will bring this infantry assaull
into town. Omnce this infantry storm passes
beyond their AFV park and into city TEM, all
8 vehicles will be freed to penetrate throughout
Le Catelet. A Smoke FFE will be called in for
eover, followed by direct and heavy infantry
pressure on building 41¥7. I[f OBA fails, these
Germans will not sit around waiting for

another try—they go for 41¥7 right then and
there. PSWs will go for encircling positions
and bypass moves into enemy locations to lock
their Defensive Fire. German losses are mean-
ingless provided they are spent to vield French
losses in return. Four locations—three road
exit hexes and building 41¥7—are the only
things which warrant any worry,

German infaniry and PSW strength must
mike itself felt during Turns 6-8, This is when
all French positions and all of Le Catelet must
be completely infiltrated and overrun, Al
three exits must be covered and building 41V7
ought to fall. These turns will set up the end
game and should see Germans in command
across the battlefield. At this point French
hopes should be limited to attempts to run off-
board through hexes containing German units
or running into building 41V7,

Any French escaping offboard on Turns &
and 9 should have 1o involve elimination of
German units in that road hex, survival during
the following German Player Turn, and then
moving offboard in the French MPh, Not
likely! However, watch one desperate trick in
which a French leader mounts an AMD as a
rider and drives through your units 1o get off-
board in his MPh. Careful reading of D6.2
does state “...a vehicle not otherwise granted
Rider capability can always carry one SMC as
a Rider....” Sure, that rider will have to survive
your fire, some of which will be TPEF, but
because he is a rider it will be unmodified fire
and this guy is likely to be a 9 or 10 morale
SMC. A desperate but viable tactic.

Also, watch building 41V7 in order to pre-
vent French from charging back into it for dou-
ble leader ¥P. They do not need to control this
building for these double VP, merely to place
Good Order leaders in it at game end, To pre-
vent this, both ground level hexes should be
occupied by German units. If there are still
HIP French leaders make sure vou have
checked nearby buildings as well, especially
those upper levels of 416 and 41V T

ATTRACTION: Those three s1G 1Bs
seream for action against stone buildings hid-
ing tough French troops who seem to have
enough men and material to make life difficult
for the attacking Germans, for once.

NOTES: I rated the initial version of this
one 63% German and most plaviesters must
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have been in agreement for changes were made
to help French forces, Game length changed
from 10 to 7 1/2 wrns (1) and five French 4-3-7s
changed to 4-5-7s. French additions included a
HIP squad-equivalent, a CVP ceiling in VC
ithere was none at all initially), one LMG and
four ? counters. Germans gained one 2-4-7
and their MMG switched to a HMG, 1 call this
one a playtest success for it all has come
together well to vield a scenario which is pop-
ular, balanced, and fun to play,

French Advantages:

Stone Buildings; Concealment; MG
HIP; Fortified Hex; Time; Roadblocks

This lengthy list of advantages might read as
though the French have plenty enough to hold
their enemy at bay indefinitely, but let me clar-
ity why that would be an unfortunate infer-
ence. No doubt we are all familiar with their
inherent advantages, but HIP and a Fortified
Hex are limited to only one squad-equivalent
and one hex respectively, concealment is but
an evanescen! strength, Roadblocks can be
avoided once seen, and French MG are under
Ammo Shortage (AS) restrictions in addition
tea Bl base (B10 after AS) for two of them.
French troops must certainly maximize these
flecting strengths while they last (a recurrent
theme in many an ASL scenario), for otherwise
those stone buildings and the time limit of this
encounter are about all they have o carry them
through. Nevertheless, the sheer weight of all
this is enough to give the French an even
chance for success.

French Disadvantages:

Ammo Shortage; Anti-Tank Weapons;
Space; Number of Squads and Leaders

Ammo Shortage is one of those things which
might mean a little or might mean a lot,. No
doubt most of us have plaved games with AS
when there was not even a single occurrence,
or al least none perceived by the combatants.
Nevertheless, with four MG desperately need-
ing to rattle away at approaching Germans,
chances are high AS will hamper these French
a little and at the very least it does preclude any
use of Firelanes, by Good Order definition,
Lack of specific anti-tank weapons is a more
substantial limitation and the practice of
employing MG in this role will not only draw
some firepower away from German infantry
targets but also contribute to the likelihood AS
will come into play due to the volume of fire
normally requried to hit and harm even thinly
armored vehicles with such light weapons.

Lack of room to maneuver or retreat com-
bined with a meager French squad allotment
arc the most consequential problems for this
defense. It is true even though a quick glance
might suggest those 10 1/2 squads ought to
stack up nicely against 12 142 attacking Ger-
man squads, In actual practice, however,
French set-up is necessarily spread a bit thin
whereas the German attack is free to concen-
trate and close quickly to hit one spot hard
enough to immediately begin mangling French



ILE HERRISON INITIAL SETUPS FOR BOTH SIDES: Both Readblocks and the French 2-3-7a in 20V 7T and 20CCT wre HIP. Hex 20FF6 s Fortified. The French show 11 of 12 Con
cealment Counters, but thit double HS position at 2022 s a Blull as well, The German attack igrores the southeast initially (will thas pay of 1), Check how the LOS from the HMG in 20FF6

covers the northern board edge Trom G2 e 2244)

infantry. Here is the great inherent advantage
of attack by mobile forces in ASL on display as
French defenders can readily become trapped
and destroved in burldings swarmed by encmy
troops who control surrounding streets, Three
French leaders might seem plenty for the num-
ber of squads involved here, but if that 9-1 s
planning to direct HMG fire we are left with
only two leaders 1o keep all other troops in
Ciood Order, Put one on each side of the Y row
road and it is easy o see neither of these lead-
ers can adequately supporl troops dispersed
amongst all these buildings and divided by
wide open streets which will often enough be
controlled by German gunners.

FRENCH DEFENSE:

All those stone building positions, especially
Level 2 locations, can be used along with
French Concealment to inhibit the German
attack, Showing a wealth of initial targets
notifies German infantey vou can hit them as

they move on you. In addition, the more tar-
gets Tacing that opening German Prep Fire the
safer vour key MG posts will be; aveid the
temptaton to always locate your best units in
the utmost advantageous posiiions where vour
opponent might expect them. A few Dummy
stacks scattered amongst yvour solid front line
in Level 2 ought to discourage much German
Prep Fire in any case. Should your Dummy
positions altract attention from any of those
s1Ga or the 10-2 you can laugh o yourself: dis-
trocting such fire would be an outstanding little
achievernent, For that matter, such fire even m
your concealed real units probably would be
no catastrophe, for that relisble ASL adoge
applies: “Al leas! enemy units who fire al you
will not be moving closer 1o you.” Stacked one
squad per location. concealed, and in +3 TEM,
your men are as safe as you can make them
while in LOS of German units.

L'sually the setup shown in these articles is
merely one of a myriad of feasible options,
However, in this case 1 believe my suggested
setup is a hit unigue i that either it or some-

thing nearly identical to it, must surely be the
way to go, based mainly on all those units in
the strong front line of this narrow battlefield
who are there 1o slow the German atack
Those Level 2 stone buildings and several
hexes for the enemy 1o croms almost dictate this
defense. The alternauve of allowing Germans
into those very same stone buildings without a
fight hardly bears mention,

Whenever | have things like Roadblocks,
HIP and Fortified locations, | begin developing
my defense based upon how | intend to use
these statie items, They cannot be moved, so
let us see where they might be placed such that
mobile defensive units might gain the greatest
advantage. OF course, Roadblocks are useful
for their obvious effect on enemy AFY move-
ment but can also be used in a spor Like
20EE2/6 to throw a screen across this road o
provide cover and allow initial defenders in
building 20FF1 o escape across that street free
of FFMO/Interdiction once things get too hot
in that building.  Elsewhere, mayhe it would be
wise (o interrupt that long LOS from 20V 10w



1216, A Roadblock at 20Y4/1 seems ideal and
is probably the spot chosen by many, myself
included on occasion, along with the second
Roadblock at AASS2,

However, consider & Roadblock at 20Y9/1
with an MMG in 20°Y9 commanding the delib-
erately open road, Although hindrance from
the s1Gs and their smoke potential might even-
tally provide enemy cover along this clear
stretch of road, a Roadblock here would, in any
case, draw their altention away from the build-
ings for a linle while. More likely, the hattle
will evolve into a struggle for those six mulii-
hex buildings in the northeast comner. A Road-
block deployment as illustrated may hold those
slGs out of this region and also screens French
rear areas from German fire prior to the time
when enemy units finally gain those Road-
blocks themselves. To help solidify this line
and to maximize the Fortification advantage, |
would like to Fortify all three locations of hex
Z7 but because this is not a VC building, 1
would relinquish the advantage of using a For-
tified location in one of those buildings to
physically keep Germans out, and so, instead,
will Fortify FF6, Other hexes could be chosen
just as easily.

I generally avoid using HIP for things 1 hope
i use a lot such as HMG andlor good leaders.
These weapons need to be pounding enemy
troops, nod hiding and forfeiting their fire-
power and modifiers. Instead, 1 will HIP two
HS in abnormal locations in hopes of catching
some worthy enemy units moving adjacent in
the open (one 2-3-7 at 20DD2.1) or of hiding
till near Turn 7 when they might pop out to
grab back some building control (2-3-7 at
W71 can reach any of all five VC buildings
douth of the ¥ row road in one MPh). If my
apponents begin to grow accustomed to this
manner of subterfuge, then T will occasionally
HIF a killer firegroup just to keep them on
their toes, but the rule will be to HIP lesser
forces I can afford to leave out of the main con-
test for several turns.

This plan calls for those Level 2 positons (o
throw as much caution into and bring as much
harm as possible on the enemy assault in the
early going. while maintaining eénough
srength in Good Order to eventually retire into
the NE stronghold for a final stand. A Tot has
been written 1o guide every ASL attacker away
from moving his units in stacks but each
defender 5111l must show enough strength to
preclude an alerl opponent from optimizing a
MPh with several leader-led platoons charging
8 or 9 hexes around a Mank, In the situation af
Hangest, the threat also exists of the entire
hidy of German squads possibly charging for-
ward in & line to close a gap which a better
defense would have forced them to waste two
or three turns crossing. French troops must be
on the front line, Even though the German
knows they are there, dispersal, concealment,
ind stone buildings make a tough veneer 1o
penetrate; your front-line troops will get the
job done.

Buying a few turns in this manner should
consume enough game clock that vour final
positions in the NE will have a [air chance o
hold onto the four buildings needed for a win,
When it comes right down to controlling build-

ings, the defender with Good Order squads in
those buildings has a remarkable advantage
over an attacker still facing the challenge of
crossing a streel, knocking out those defenders
and controlling the building. It will consume
some effort for Germans to control those build-
ings lightly defended on the southern half of
this battlefield as well, so here is another wel-
come, though small, drain on German man-

power,

German Advaniages:
10-2; SMOKE; Firepower; s1Gs

I wrote earlier in the analysis of “Strangers
in a Strange Land™ about the benefits of a 9-2
leader, Well, the same goes for a 10-2, only he
is even just @ wee bit superior to Mr. 9-2. Him
we can call “Sir.”

Three vehicles with s% are destined to come
in mighty handy, although the temptation to
use them to launch 30 FP column shots in liey
of smoke might denote a tough choice, Still,
smoke is more dependable than trying for hits
on stone buildings: smoke lasts longer, is a
mare reliable way to usher ground troops for-
ward, and, above all, if you deplete 9 you can
still try for HE (whereas this convenient selec-
tion process does not work the other way
around). German firepower advantage is most
conspicuous at 70% of all FP so long as those
1530mm Guns are included, although it dips to a
pittance al 31% without adding in three 30 FP
attacks from those Guns. This emphasizes
how vital these vehicles are for the Germans:
the s1Cis must either blast French infantry into
oblivion, screen an attack well enough with
smoke that German infantry can clear some
French at low cost to themselves in order to
gain 8 manpower advantage, or else use some
combination of their vehicular attributes (like
providing Hindrance or Armored Assault, dri-
ving into French hexes to lock enemy fire,
moving behind the French to deny Rout or
inflict DM status, etc.) to generate favorable
vonditions for German infantry to win this bat-
tle. All told, these German advantages are less
numerous but vastly more meaningful than the
advantages wiclded by the French troops,

German Disadvantages:

Open Spaces; Building Control; Low
Ammo B@

About the only tactical sitwation in which
your French opponent can expect to have a
lighting advantage is when German infantry
MUSE Cross open areas and streets to press their
attack, COhnce into those stone buildings them-
selves, +3 TEM returns German infaniry atop
this battlefield sitvation. Howcever, those
streets must be entered again and again and
this disadvantage is only at its most meaning-
ful when brandished by French infantry whao
wisely withdraw across each street before
enemy infuntry put it into their sights, At that
moment there will be French infantry control-
ling that same street from buildings on the far
side denying German infantry the same ecasy
stroll across ils crosswalks.
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Even once across those streets, these Ger-
mans face a sometimes daunting task to Con-
trol buildings, familiar enough o all who play
ASL. When the French win in Hangest it will
usually be while Germans are in the midst of
struggling to wrest Control of those last few
buildings needed to claim a win, Even having
more 1roops in those buildings does not turn
the trick; the Germans must knock the French
completely out to gain Contred, and that is no
casy task at the end of a tough scenario against
adetermined and skilled defender.

Low Amma BE for the s1Gs is indeed a
bother, but | suspect that is why we have three
of these beasts featured in this scenario. How
often have we seen a scenario with some rare
and exciting vehicle represented by a single
unit which, sure enough, falls victim to some
sleaze-ball Sniper shot or Gun Malfunction or
other disgraceful event? Too often, 1 bet we all
agree! “Le Herisson” demonstrates how to
mitigate that eventuality, Here we have not
just one, but three gangbuster building crush-
ers—have at it! When all three remain in ser-
vice throughout the duration of this scenario it
will likely be a German win. However,
between combat losses and the Low Amma sit-
uation there will usually be less than three sIGs
available throughour,

GERMAN ATTACK:

The German setup area is cleverly defined
on this scenario card to deny stone buildings
and 2nd level locations For opening Prep Fire.
No matter, the French have little to pester Ger-
mans who set up fire bases in lesser terrain
and, after all, there is probably maore to he
gained by moving forward on Turn 1 than Prep
Firing. In fact, when the whistle blows, only
those s1Gs are going to fire with all three trying
for smoke to screen an infantry rush along the
notth MNank, Targets for initial smoke are
22181, 22C1 and 22D1. These ought 1o provide
plenty of cover for an immediate assault on
building 20FF1 {57% chance for all three
smokes to land here), destined to become the
German toe hold and avenue of access into
Hangest. After this smoke lands and those two
German platoons with the 10-2 and 7-0 sweep
up through it imoving singly of course, not in
leader-topped, platoon-sized, bullet-attracting
stacks), wise French troops in building 20FF|
might best simply pull back across the street
rather than face what is coming.

Meanwhile, 6 1/2 squads with an 8-1 pres-
sure their way up to the hedge line before them
to begin a duel with French infantry in build-
ings 20443 and 2002, No one moves in the
open; at the worst single units might be seen
moving adjacent to the hedge itself to suffer
some unmodified fire. After gaining the hedge
during the MPh, single units will be able to
Advance into street hexes E2, F1, G2, and
maybe even H1 1o threaten the next step—
accupation of G1 and 20AA1 with all the con-
trol of the sireet out to the NE behind building
20FF1 that promises. | expect French retalia-
tion here and we will likely see some hroken
Germans. Okay, so some German may break,
but they will have succeeded in Forcing French
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defenders to drop concealment 1o fire at non-
moving targets and/or targets moving in cover.
Three sI1Gs roll forward, the 10-2 speaks, we
see more smoke and Germans crossing more
streets and soon enough there are plenty of
broken French units as well. There is no big
secrel here, just plenty of hard fighting on both
sides,

The end game will find these Germans push-
ing into the northeast corner of the batlefield
to claim as many buildings in that area as pos-
sible. This attack has undeniably allowed
French units in building 2002 to remain unmi-
lested in the early turns and will have to even-
tually send some of the 8-1 led force that direc-
tion not only 1o deal with these troops but to
grab some of those buildings as well. It will be
a hard fight; these Germans are relying on
those s1Gs and their 10-2 to pull them through,

BALANCE RATING: 65% pro-German
EXCITEMENT RATING: 5
SCENARIO ERRATA: Nooe

ATTRACTION: An entertaining layout of
terrain is a big hit with Germans charging into
Comimont from a unique angle and aided by
some interesting Armored Cars. Meanwhile,
French infantry are tough in even tougher ter-
rain while three bizarre 75mm Gun Trucks
offer touch-and-go fire support (touch them
and they go away .

NMOTES: This was my favorite in playtest
but the majority of playiesiers kept rating it
strongly French and their opinions won out.
CGermans were strengthened continuously dur-
ing PT and French were depleted to such a
degree 1 now must rate it strongly German. |
have not a clue how those other playtesters
were calling this one pro-French in the first
place. Maybe they were running their roops
into fire while mounted on motorcyeles or
were challenging those 75*mm Gun trucks
head-on with PSWs, Germans are too tough
oW,

This is unfortunate, and this unbalance gen-
erates my lowered Excitement Rating above. |
believe this scenario should have been at least
a 7 and had a shot to make it to B or better.
However, playtesting deleted five French
squads, an 8-0 and 3 Foxholes. Two of four
PSW 221 were exchanged for three PSW 222s!
Other German additions were one 4-6-7, two
ART, and one MMG. The German ¥YC
requirements diminished from 18 o 14 stone
buildings, while the CVP cap increased from

22 1o 35 and reinforcements moved from Turn
3 to Turn 2. Game length went from 9 to 9 172
turns {so the French no longer move last!),
There was also a change made in S5R 7, for in
the original those Autocanons had to take a
Recall NTC when they first gained LOS to any
Cierman unit instead of the published version
based on Germans reaching hex 203,

Overall 1 thought the original scenario was
aboul EVEN before these changes, After all,
my Germans had won that original playtest
version while mistakenly playing with only
three PSW 2215 in lieu of the four on that orig-
inal OB; now the Germans have a total of five
PSWs, three of which are superior 222s! In
fact, the Germans won all three PT games in
which [ participated, While I would be willing
to listen to argument that mavbe some slight
adjustments were advisable, there is no way
the wholesale changes which did occur should
have come to pass, MNevertheless, though I
believe playtesting did “Cornimont” more
harm than good. even in its current format 1
recommend playing this one because there is
still plenty to enjoy. Though it does not really
mean anything, had Cornimont published in an
improved format this scenario card (with “For
Honor Alone™ on the flip side) would have
been in the running for best ASL scenario card
of all time, front and back. Give French Bal-
ance with no concern; it will not be enough
anyway.

French Advantages:

TEM;: Stream: Concealment; 75mm
(uns

As often happens the greatest French
strengths in Cornimeont are little more than pre-
vailing virtues common to many defenses:
ability to perch in high TEM locations, univer-
sal concealment, and a seemingly impassable
natural barrier (the stream) astride the swath of
attack. These meager attributes must be made
to count for all they are worth in order (o stop a
vastly superior German fighting force moving
on Cornimont.

I bet those antique 75mm Gun trucks have
outlived the Frenchmen who first dreamed
them up, Perhaps their original design which
envisioned use against biplanes was an
astounding development some 25 years earlier,
Regrettably their role in this land battle cannot
be expected to be decisive: these Germans are
nol attacking in biplanes, These vehicles are
so fragile they cannot even face-off againat
German infantry, which often makes them, in
this role, basically “one-shot” cannons, (The
original SR which called for their NTC was
probably a valid reflection of this fact.) Nev-
ertheless, having three 75mm Guns is better
than having none and some careful infantry
screening and avoiding confrontations ought to
kecp these weapons around for a few turns. 1f
you get a chance to move them, try to find a
spot which offers TEM (behind a wall, in
woods, Hull Down, etc.) where they can sit and
wait for targets to present themselves, Ini-
tially, though, they are desperately needed to
control German opening assaults. Even though
such placement likely ensures their carly

demise, there is nothing else a faithful French
commander can throw into his front line to
intimidate his opponent.

French Disadvantages:
Range: SW; Green Troops; ELR

Perhaps the story here is surprise at what are
not French Disadvantages, There are some
solid infantry, leaders of mixed ability, and
plenty of room behind cover as well as time w
react to German moves. While not enough to
be advantageous, the French can rest easy
knowing these would be sufficient to get the
job done if only they enjoyed a bit more sup-
port. Unfortunately, lack of W, inferior
squad inherent range, and 53% Green squads
are crippling problems which cannot be recti-
fied. Toss that 2 ELR slap in the face into this
equation, plus a slight SAN handicap, and it
becomes clear there is trouble waiting to reveal
itself in the French camp.

FRENCH SETUP:

This French defense will be fought in four
stages: control of opening German moves;
defense of Cornimont south of the stream;
defense of the stream crossing; final battle
north of the stream to hold onto seven stone
buildings. Priority number one is to cover that
stretch of road leading to 2Y2, Just to be cer-
tain we are all on the same book, Hill 538 has
become overgrown with woods yet remains a
hill as well, so it blocks almost all LOS from
Hill 621.

French defense centers on that HMG in 4108
directed by an B-1 leader. These hit the first
unit into 2DD3 with 2 FP and leave | Residual
FP (RFP). That first target will likely be a CE
PSW (infantry would take a 2 (-3) shot and
motorcyeles a 2 (-231), but | will shoot a 2 (+1]
rather than allow this AC an opportunity o dis-
charge its sD6 to screen my shots at following
infantry and/or motoreycle riders. | want RFP
on that road and a 1 (-1) vs pesky enemy troops
on motoreyeles might break some and then
Casualty Reduce some on Bail Out MC. If,
instead, the German is clever enough to mave
his BU PSWs through here to spots such as
2Y2 and 41Y 10 and then pop out CE to use his
sD6 (or try it while stll BU) he will get away
with it (nice move!), Once smoke shrouds
French fire, RFP is out of the question and
German infantry will storm forward, hence the
urgency in hitting that very first target through
as a means o lay RFFP,

There are also two 4-3-Ts aided by an 8-1 in
41V7.1 ready to lay 2 FP into both 2CC3 (rhis
one leader directed) and ZBB2 to leave | BFP
in each, excluding Cowering on the non-leader
directed shot. As above, these shots will be
taken immediately in order to be sure of RFP.
One LMG in this location is with that leader
directed 4-5-7 and will bide its time for a juicy
target moving through 2EES or bypassing
2EE4. A 1 (-2) shot here just might get lucky
with a killer DR. Hex 2Z2 is covered from
2U1 and 2Y2 covered from 2V 1. There will be
no free moves up that road!
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Of course every German commander will
immediately infer what that cluster of 5/8”
concealed counters threatens around 2W1
Like it or non, bere are all three 75 (o suppor
this defense against an outright Turn 1 romp by
enemy AC, If enemy units are serous about
forcing this road, well, here is a message which
communicales how serious these French are
sbout defending it! This actually signifies a
challenge 10 the German communder: will he
hold back in the face of fire from all three
Timm Guns or will he defy them and charge
forward regnrdless? If he comes, there will be
ample chances for 75mm gun play, as we can
always hope for ROF and even expect Inten-
sive Fire from French Guns which anticipate
oo tomorrow. Who knows, perhaps those vehi-
cles in 41V 10 and 41U 10 might even burn and
hight some woods afire to create a blazing bar
ner to impede Crerman infantry

Additional French infantry are scattered
ground as can be seen in the illustration.

skip ack across the strcam o ke morth

Because this road leading 10 2Y2 is the only
immedine avenue of German attack, this sort
of a detense 15 bound to be somewhat standard
fare, However, once faced with such a block
we, as conscientious French defenders, would
be foolish to actually expect German
infantry/passengers to obligingly tool up this
road into so much fire. Instead, all we have
done so far has been 1o provide a pike upon
which a foolish German might impale himself,
but one which a clever attack might easily
avodd, although possibly to our benefit in the
expenditure of time required to do so, In other
words, o smart German will either enter his

PSWs BU in order to deny uny laying of

French RFP, or will leave this road and cut
through the trees towards Hill 513, spending
an extra tarn but avoiding needless cusualties
proffered by that road.

Initinlly, it is mostly just a matter of how
well those 75mm Guns and the German sDo
fare. If those Guns fail while sD6 succeeds

ol boh sides pre mitallv congs

abed and all PSWs are )

The French agusds o 41 VT will eilbe

there will be Germans pushing 1o cross the
stream uround 2W1 as early as Turn 2 and the
Gun trucks will pull out in French Turn 1,
although they cannot get far and those in
wokls are not moving at all, 1 s0D6 fails, the
Guns win oul, or the Germans decide to cut
across lowards Hill 5313 without even trying
that road, there will be Germans pushing to
cross the stream around 41T by Tum 4. There
15 not o great deal of difference between these
if we consider both game turns and relative
positions painted across a backdrop of an
ample 9 1/2 wrns for German aggression. | see
an attack strabght up the rood as quite transpar
ent and predictable (65% German win) and
would rather spend our time here considenng
the more interesting attack through Hill 513
which 1 expect 1o bring German victony just as
often, roughly 65%, though withow tha reck
less AC challenge vs those ganged TSmm
Guns

With that board 2 road under heavy fire, |
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expect German infanury o sometimes choose
the option to filter up onto Hill 513, through
41210 and also along the 41 AAS road if per-
mitted. In the case of this latter, it is possible
1o move the French HMG into 41N6 10 help
control that road should German infantry make
a strong move upon it. There are also positions
such as 41R3, 55, and 54 able to hit that road
leading up to the bridge, Nevertheless, there
will not be a strong light offered by French
troops south of the siream, merely a delaying
Betion by a few units supported by long range
fire originating from north of the stream. This
decision to not fight hard south of the stream is
not due to any inability 1o defend there, it is
just that defending from the north bank will
offer such a superior position | am not willing
to sacrifice too much strength before that par-
ticular confrontation develops, No need to
jeopardize my defense of the stream itself in a
gamble o defend the city while my troops have
their backs to the stream, Tor it will be so much
better to defend that stream when enemy
infantry attempt to traverse it. Therefore,
those lads in 41V7.1 will extricate themselves
immediately, having succeeded in their initial
assignment 1o slow any German assaull up the
board 2 road. That leader and LMG, in partic-
ular, will prove useful later on. They beat a
hasty retreat across the bridge or stream, as
allowed by enemy positions,

Cn about Turn 4 the main battle for the
stream will begin, Oh, some enemy units
might already be pressing across the 41V 10
area but those have & long way to travel yet and
plenty of French troops to fight before they
might threaten Hill 520 or the other stone
building clusters needed for a win. | expect the
big push from building 41V7. the bridge and
graveyard area. A casual glance at this event
may appear to feature a German assault into
the teeth of a stout French defense but these
French will not be fooled, French squads in
stone buildings make for un imposing defense,
but it all pales in comparison when this Ger-
man contingent pulls its muscle into a tight
knot on the far bank, A certain German 9-2
leader is still dishing out murderous fire and
still too many of those PSWs are throwing sDé
all over the place; these Germans will find or
make a soft spot and begin o pour through.
The only thing to do about it is to hang tough
and continue to make them pay as high a price
as you can demand. Hope that once they are
across the stream (and they will get across)
there will be too little time or oo lew Germans
remaining to grab those 14 stone buildings.

Normally those front 11 buildings south of
row P will be first to go and the final acts of
this onc will find Germans Irying for 3 more
buildings on Hill 520, Al this poini minimal
French manpower should be able 1o block any
moves towards 4 1M1 and the enemy must
throw all their strength into moving uphill and
into buildings or else moving in the open in
their assault on Hill 520, French squads will
also be badly depleted by now and it can lead
to a very exciting lust ditch effort 1o hold onto
that last building or twao,

German Advantages:

Leaders; Armored Cars: Truck Killing
Capacity

They don't call it Squad Leader for nothing:
having a force with betier leaders is one of the
greatest advantages any player can field. With
squads nearly even in numbers it is no surprise
to find five good German leaders opposing two
good and two not so hot French leaders, Of
course, Mr. 9-2 commands his due respect,
needless 1o say,

Without & commanding FP advantage (only
54% German) there has 1o be some way for
these Germans to carry out their attack and
those 5 PSWs in conjunction with what | have
called "Truck Killing Capacity” provide an
answer. [n a typical tum, these PSWs will flit
around Cornimont’s city streets firing off their
sD6 to create a screen for what follows, an
infanery attack—what a surprise! With 33 and
34 MP available, even bypass movement uphill
i5 a possibility for these fleet vehicles, In addi-
ton, their FP is nothing to sneeze ol and once
they start parking in these city streets there will
suddenly materialize a covered avenue leading
across the bridge for German infantry. These
PSWs are vastly superior 1o those French
Autocannons 5o it may seem odd | mention
how important it is to avoid a direct confronta-
tion with those antigues. The reason should be
obvious; the only way a French 75mm Gun
could harm a PSW (one in working order, that
is) would be if the PSW came at it in such a
munner the 75mm had first shot. There is no
need (o allow that chance; let the infantry han-
dle those relics,

Another big potential advantage offered by
these PSWs will be utilized only after some of
that Truck Killing Capacity has been
employed. Everything in the German arsenal
is able 1o knock out those French trucks. My
weapon of choice is infantry packing MG and
ATR, preferably with some negative leader-
ship aid. Those enemy 735 might threaten 1o
break seme infantry, but it is plenty clear what
[FT shots against trucks on the |2 and higher
column threaten in return, particularly with
some negative DRM. As those Gun trucks
begin 1o crumble, two things happen. First. we
see how termbly inflated was French FP at stan
as loss of 75mm HE from this equation reveals
Germans with a 65% FP advantage. Second.
the remaining PSWs are suddenly freed of
their biggest worry and can become even more
aggressive, Finally, though not really a signif-
want advantage, it 15 worth noting that o Ger-
man SAN of 4 is better than a French SAN of
2, A bit odld for the attacker, but sure 1o come
in handy on occasion,

German Disadvantages:

Slow Entrance; Tough Victory Condi-
tions; Motorcycles

There is a fast way to get into this battle and
there is a slow way. I believe a good French
defense makes a fast approach dangerous
{depending on initial 75mm shots and sD6
luck), thereby ofien convincing the smart Ger-
mun player to choose a slower path through the
2FF3 woods and on across Hill 513, Tt will

devour some game clock, but it is better than
taking killer losses on that road when the
smoke fails, Even after working through all
the terrain and enemy delaving tactics plus
negotiating that troublesome stream, these
Germans still face a bit of a chore to capture 14
stone buildings. It is always ough winning
such terrain from good troops and coming at
the end of this nine and one half tum torture
test it will be the most common reason for any
French victories. The other end of this VC
forces the Germans to monitor CVP losses,
sure o work against their desire to allow those
PSWs free reign on French positions (although
this CVP level is so high there is probably no
realistic need to worry need to worry much
about it}. These PSWs have little 1o fear from
French MG (with only two present) and not
even too much from Reaction Fire so long as
they remain in Motion when that threat is
nearby. However, there is no need 1o expose
these valuable AC to fire from any 75mm
Guns. As | said before. let the infantry handle
that menace,

As Tor those motoreyeles, they can offer
guick passage o Valhalla. Here the scenario s
affering every German plaver a chance to
skewer himsell by riding these death machines
into the face of enemy fire, but those choppers
cannol harm you if you refuse to ride them,
which is what | recommend. Purisis might
suggest (whine!) those Motorcycles must be
ridden on board because Rule AZ.5 demands
all “forces™ must enter (groan'), but none of
them could point to an ASL definition which
concludes the word “forces™ must undeniably
include equipment such as Motorcycles
irouche!). Back here in the real world | think
an option 1o ot ride in on those Motorcyeles is
a valid one which any commander ought 10 be
permitied 10 choose for himself. Any player
who insists they must enter will delay the
attack by a half wwm while German personnel
are forced to dismount and cancel plans for
Double Time movement on Turn | or, more
likely, simply convince the German to go up
that board 2 road no matter what, Even if sD6
fails, he can still get on board. dismount and
make a highly successful assault up the road:
sides on foot. The one thing we will not see is
Germans niding motorcyeles into RFP and/ar
the face of enemy live fire. No way., There is
no time crunch at Cornimont which would
require such recklessness,

GERMAN ATTACK:

By now 1t must be clear my German infaniry
would rather pursue an attack through Hill 513
and so will not be moving up that board 2 road,
Of course, this is assuming a strong French
defense of that road. Il your opponent has
failed 1o strongly defend that road, it would be
honorable 10 ask him whether he might rather
play something else. Right off the bat let us
also toss aside any thought of sending troops
through or around the west of Hill 338, Sucha
move would consume too much of the game
clock to be of any practical value in an attack
on Cornimont proper, and would be seen from
afar by French units easily able to move into
blocking positions should they even care @




spend their time doing so. Oh, a move in this
direction and on towards 205 might pay off by
chasing those Gun Trucks from the field, but 1
do not favor such an enterprise for several rea-
sons. First, those trucks are already easy
enough to deal with. Second, there is no guar-
antee any Germans would actually reach 205,
Third, I believe all units will be more useful in
the main assault. Fourth, with all attention
directed on Cornimont itself, there may
develop an opportunity at soeme point to dash a
single PSW up to 205 in a single MPh and gel
the job done in a bit of a coup.

Since my attack will go through Hill 513, the
turn my reinforcements arrive is not critical.
Wherever they enter they will do so on foot
and follow along behind the initial push.
Those trucks and the Kfzl will simply hide
their inherent CVP on the southern board edge
unless by some unforeseen miracle the French
have neglected to cover their telegraphed
approach, which might actually see these
trucks hauling passengers forward, but that
would be very rare.

This version of attack on Cornimont opens
with PSWs charging up the road but cutting
across al 2CC2 and DD, To avoid enemy fire
while on those two hill hexes (check that
“gool” LOS from 2U 1L especially!), these
PSWs could instead opt to cut through via
bypass of 2DD2 and 2EE2; with s0 many MP
available it would not be oo lerrible a restric-
tion. The infantry leave their motorcycles off-
board and enter on fool, heading to positions
shown in the illustration, French fire which
manages to do any harm this [irst MPh will
have to be lucky fire, for nothing more than a
few long range shots at CE PSWs are offered,
After reaching those positions in the illustra-
tion it may appear there is plenty of opportu-
nity for a French counterattack or at least for a
French forward push to move their front lines
southward. Indeed, | would not discount such
g move by the French but neither would 1 be
overly concerned by it. Any French who
choose to defend south of the stream are doing
the Germans a favor by coming to meet troops
who otherwise would have faced another two
tums hefore any significant French forces were
within range to be dispatched. It would be no
more difficult and likely even a bit easier nail-
ing them here than while crossing the stream or
in those final stone buildings.

Beginning on Turn 2, standard operating
procedure will send all five PSWs forward to
lay sD6 smoke and usher forward my squads. 1
am after the staging area uround building 41V7
from where the surge o cross the stream will
be mounted. All along this advance every
opportunity to put fire on those Gun trucks will
be taken, for they are the easiest enemy units of
value to eradicate. Likewise, that French
HMG is a prime target for Mr. 9-2, while all
those other French units in stone buildings
ensure the effort to cross the stream and grab
VO buildings will be no tiptoe through the
tulips,

At some point, the French might weaken
their defense of the 41V 10 area. German
infantry and PSWs will be quick to turn their
attention that direction, particularly if this

apening allows a couple AC to make an easy
sweep across that bridge. Any of those Gun
trucks which came into LOS should have been
eliminated and the time for some rampant PSW
action in French rear arcas must be near, A
couple uncontested PSWs in the late stages of
this one will be big trouble for French infantry.
Pity the French player facing four or five of
them at this late hour,

[ The second half of “Vive La France!" will
be presenied in the next ASL Annual, Eds. ]

0l
=== TIP5 FROM THE TRENCHES ===

Amariginal 12 To K07 DR s o dud “regandiess of
ammunition or Target Type.” But don't get foaled
inter thinking that your Original 12 1IFT DR 2n the
3 FP column following a hit with 150mm HE i=
ME_ it iz still a IMC! Only a PF Criginal 12 TR
om the IFT results in a “dud.”

ASL AREA NEWS

by Russ Gifford

Many tourneys have fewer than 10 people.
Only a handful have more than 50, and only
one or iwo tournaments push past the 100
player mark.

The listing vou are looking at is the result of
another competition. This one, however, has
over ELEVEN HUNDRED participants!

There are currently over 1100 active players
in the ASL AREA ranks. As each report the
results of their games, win or lose, their rating
changes. When they win, it moves up. Some-
times only a little, because how much your rat-
ing changes depends on the quality of your
competition.

The big difference in this competition,
though, is it is open to everyone who plays
ASL, no matter where they live. So, whether
you're an East Coast player with humdreds of
nearby opponents, or in the more sparsley pop-
ulated regions of the world, vou can belong o
ASL AREA and report all your games for
AREA rating. Just as the real value of a tour-
ney is not to see if vou can win, but to give vou
a reason o play numersus other people so you
can learn new insights, And, just as a tourney
provides you with feedback so you know how
you faired, AREA provides you with a results
list everytime you play—if you report your
games for rating.

If you think AREA promotes competition,
well, you're half right. Of course, so does the
NFL, the space race and the Olympics. Let's
face it—100% of the people involved in ASL
want 1o win, and only 50% of them will in any
given game. However, there is more to ASL
and 1o AREA: Let competition be the spur tha
promotes an effort not just toward winning, bu
better play, Mot just toward vewr success, bul
a shared success becanse in playing more peo-
ple. both vou and your opponent share the
tricks you've learned in vour other games.
And as you seek oul new opponents, you create
new opponents for other plavers as well. T see
the successes of the various groups that report
their games. and the growth in the games they
play, Massachusetts, Minnesota, [llinois,
Winnipeg, Quebec, South Dakota, New
groups, new players and new tourneys. This is
the goal of AREA,

It must be working. At this time lasl year, we
had the names of 169 AREA players. This
year, we have over 1100, and the numbers con-
tinue to swell, Since last year, monthly game
reports have grown from 20 a month o 120,
with players all over the world,

Obviously, it has taken time 1o deal with an
increase that huge. And I still have a ways to
go. But it is growing, and it is succeeding.

The prototype of the WWW

AREA Top 25 Active ASL Players

As of April 1996

Rated
Rank  Wame

. Bendis, Bob IL

7. Cocke, Perry MD

K, Tielemans, Yves BEL
B, Dra

16, Chaney, Guy VA

I7. Crawley, James ALB
1B, Robin, Andrew PA
1%, Givler, Eric PA

20, Banozic, Roben 1L

Diff  MNoof Py
Rating Games  Opps PRieiM  Rank

AREA page is being tested as you
read this. This page will have
automatic AREA chit filing, leed-
back on your current rating, and
articles on organizing and running
tourneys for ASL. Someday | hope
te also offer a search service for
players seeking nearby opponents,
and PEM/PBEM opponents. But
for now, that’s all in the future.
Thanks to the tremendous interest
in AREA, its all I can do o keep
up with the games you file!

If you'd like to join ASL AREA,
just send me wyour name and
address—preferably with a game
to be rated. You can also send
your infomation via email:

Shangri®pionet.net
or

Shangri®@genie. geis.com
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CHRONOLOGY OF WAR

The Scenario Survey

To dute, over 300 “official” scenarios (including those printed herein} have been
published by Avalon Hill for ADVANCED SQUAD LEADER. To act us a checklist,
the following is 4 complete listing of these—by date, location, tide, number and
combatants, By spending a few minutes with it, a plaver can readily spot any sce.
nario that may deal with a particular campaign, region or people he s inlerested in.
The survey can even be used 1o give an ASL tournament & unified theme or provide

the hasis for a "campaign™ of scenarios,

Lhate

10 Mar 3?7
5 Mar 38
24 Mlar 58
5 Jul 39

1 Sep 39

I Sep 19
7 Sep 39
A M 19
M) Nav 39
9 e A%
12 Dec 39
13 Do 39
2 Jan 40
9 Agr 41
3 Apr 20
4 Apr
10 May 40
L0 Mgy Al
[0 May 40
10 May 40
i1 Muay 40

Moy 40 Flvegardsmoen, Mocway

13 Moy 400
B3 May 40
E5 My 40
i#uqlﬂ
17T May 40
1% May 40
21 May 40
23 May 40

Luocatlon
Brihuega, Spain
Taierzhuang, Ching
Chinn
Moo, Manclvkus
Kruasily, Prodixl
Mlaws, Poland
Praemyst, Poland
Kuhme, Finland
Artatuhita, Finleod
Aok, Finlinsd
Talvajarvi. Finland
Faate. Finlanid
Wetko, Finlard
Elvenam, Narwsy
Balberkamp., Marway
Dhermbans, Muoreas
Witry, Belgivm
Gennap. Haollard
Coevarden, Halland
Asszan, Frunce
Brind Belgs

Hoesas, Belgiam
Janddrain, Bedgivm
Sweme, France
Bouvellemoe, France
Ch the Meuse, France.
Le Caselet, Franoe
Besauraics, Fraoce
Boulogne, France

15 May 40 Calzis, France

249 My 40 Villers-sur-Mareni, France
Les Sep-Planeses, France

3 Jun 40
* Jun 40
5 Jun 400
L& Jun 40
20 Jun 40
20 Jun 401
1} Amg 40
& Dhec 40
T Feh 4|
% Mar 41
31 Mar 4]
T apgrd]
TAmdl
Y Apr 41
5 May 4l
20 May 4l
20 May 41
20 Mny 41
) Moy 41
30 May 41
20 May 41
11 Mlay 41
28 May 41
Tt Jund]
I Jun 41
4 Jum 41
28 Jum 41
25 Jum 41
28 Jum 41
3 Jul 4l
ERITET]
11l a1
12 lal 41
12 Aug 41
17 Aug 41
25 Aug 41
25epdl
22 Sep 4l
14 Mow 41
19 Mow 41
19 Niw 41

Hanges, France
Camide-Falie. France
Mezvel Ghirba, Lybsa
Carnimont, France
Sanmiar, France

Tiag Argan, Somaliland
Bir Enha, Bgype

Snd Sadeh, Libva
Brialesi. Albania
Mdersa el Brega, Libya
Derna, Lityn
Adibusaca, ¥ ugoskavis
Habbaniya, frag
Canea. Creie
Kazzelli, Crete
Profitilias, Crete
Muleme, Crens
Maleme, Crete
Maleme, Crese
Muleme, Crete
Babuli Hami, Creve
Damascus, Syria
Zhabinaki, Russio
Seirijsi, Lithuania
Bresi-Laovak, Hussin
Ragsiia, Lilisiiin
Leipaja, Latvia
Lipici, Ruszin

Shklov, Rassia
G, Russa

Yasnaya Palyana, Russin

Pamikivo, Russia
Grigerevks, Rissia
Peipak, Rusaia
LCinhr Saleh, Libva
Bir el Giul, Libws

Title
Tenlian Rrodhers

The Dirive far Tolershuang

The Girand Canal
Eed Star. Ked Sun
Imte the Fray
Rattle of Sakres
Ape-Oild Foes

The Barders mrz Huming

O ihe Bonderline
Salent Dieath

Surprise Encounter
The Raate Rrad
Hakkna Panlic

“The Cauntlet
Action il Balberkinnp

O e Road 1o Amlalsnes

Taupurs 1 Audace
Piercing the Peel
Taring Up the Gums
I Fromt of the Swem
Birds of Prey

Stranged i & Strangs Land
The Dinanl Bridgehead

The Maaled Fisi

Coumienaroke ai Somne

In Ransmel's Wake
End of the Ninth

A4 Moo ar Beaurmins
Seznd Fast che Guards
The Crax of Calais
Swan Song

Bridge of the Seven Planees

Le Herissom
Chateau de Cuesnoy
Acrres the Wire

m:w

For Hanor Adoae

Showdpwn, Tag Argan Pass

i Mibeiwa

i Arnencianw
Muomastery Hill
Tarning ke Tables
Escapé from Dema
The Profesalomals
Rude Awakening
Habhamiya Hesghts
Om Rilent Wings
Revenge ot Kasteldi
The Akrotin Penlasuls
Tavgomiris Bridge
Bofors Bashing
Dhescent ingo Hell
Crambit

Probing Layfane
Frutricide! Fighsing
Red Packess
A Mew Kind of Fre
The Citadel

Farst Crisas al AG Norh

Commande Schenke
Land Leviathans.

Bilocking Action ut Lipki

Shkloy's Labora Los
Timoshenko's Adlack
Bridge o Mwhere
Slamming of the Docr

Min Comnes (o Mobhsmimed

Fighting Withdrmwal

They Fired an Ohdessn,,,
The Hedgenag of Fiegak

Blazin” Charieta
Half a Chanes

Mumber
B5-ATL
-4 1L
G- ART
ASL-6E
ASL-41
B Adh
ASL-50
#e-al0
Al
BeeAdl
A ARR
a93-A%

Comnbatanis
Tialian v ladion
Jnpunese va Chiness
Jupunese vs Chiness
Jupanese vs Bussion
Gierman vs Falish
Gierman vs Palish
FRuissian ve Polish
Finnish va Russinn
Fennish v Russin
Finnish vs Bussian
Finnish vs Russian
Finniah va Bossian

GEMN-G17 Fennigh vs Russian

ASL-3
a1
ql-A3]1
ASL-48
ASL-=0
GEN-G7
LT
ASL-46
ABL-75
U3-AGS
OaD]3
LA
AT
645
ASL-Te
02 Adi)
WrAlS
AT
93452
ASL-TY
ASL-TT
93 Add
93-AB1
AL
ASL-E2
I2.AT

German vk Morwegian
Csermum wx MonBritish
Crerman vs Morwegean
Crerrnian vs Helgian
Crerrinn va Duch
Crerenan s Duich
Cermnan vu French
German vi Belgian
Cemmam v French
‘German v French
Gierman vx Prench

“German ¥s Prench

Germans va French
Uermian vx French
{aerman vs French
{henman ¥s Hrtish
Geerennn s British
Crevrnian vx Bridish
German v French
Germm ve French
Germen vs French
Crerman vs French
Trakinn ws Batish
ﬁ“nm
Bnﬂh
Jeallan va

GEN-GI0 lealian va Iirll.uh

ASL-58
LIROE
ASL-30
ASL-3H
91-A28
ASL-EY

lezlian vs British
ITealian vs Greek
Ceerenmm s Hritigh
Grerenan vs British
Grerman vs Yogoalay

Crermam v Yugoslay

GEM-G2Y Trngi v Brivish

G- A L2
ASL-45

Crernan ve Brigish

Grenman vi Grick

GEN-T1S Genian ve British

#0-A1
BO.A2
B-A3
GEM-TIL4

G2Adl

ASL-8]
ASLs

A%l
ASL-10
GEN-M
95 AH0

AOEND
az-Ad4

GEN-TH
GEM-GI
ASL-54
Ro-AY

German ve British
Crermian vs British
Germman vs Britigh
Crermman vs British
Germuan v British
French vs Rritish
Cierman ve Russian
Crenman vi RusFan
Crernsan v Kussian
Crerman vs Russian

Crerman vs Russian

Giernaan vi Russtan

et ve Russtan
Crerman ve Russian
Cerman vs Russian
ltakinn w5 Rassian

Crerman ve Russlan

mﬁmm"m

'95 A1

GEN-I
ABL-35
ASL-56

Finnlsh vs Russian
Humanian vs Russian
Ciermam ve Russian
Chevman vx Britigh
lralian we Brlish

[bnte

23 Mo 41
25 Mow 41
1Dec 4l
15 Dec 41
19 Drec 4
22 Dec 41
I7 Decdl
X Dec 41
1 Degal
2 Jan 42
11 Jan 42
16 Jan 42
22 Jun 42
1 Peb 42
2 Mar 42
s Mlar 47
T Mar 42
29 Mar 42
29 Mar iz
& May 42
13 Jun 41
4 Jul 42
3% Jul 42
T Aug 42
T Augd2
B Aag 42
@ Aug 42
1% Aug 42
20 Aug 42
213 Aug 42

B Sep 42

12 8epa2
4 Sep 42
16 Sep 4l
M Sep 42
i Or 42
Bikral
§0a 42
7004 Salingra,
IT Ot 42
20Oy 42
22 0ex 42
25 Dt 42
25 Ot 42
26 O 4
27 Ocx 42
27 0t 41
27 D 42
3 Ot 41
B Moy 42
4 Nov 42
4 Mov 41
11 Mav 42
14 Nov 42
SDecd
13 ez 42
1 Jan 43
12 Jan 43
12 Jam 43
I8 Jami 43
4 Feh 43
& Feb 43
i Feh 43
1| Feh 43
15 Feb 43
17 Feb 43
20 Fiels 43
26 Feb 43
16 Mar 43
22 Mar 43
20 Apr 4]
20 May 43
27 Jun 43
5 Jal 43
9 Jul 43

4 Jul 43
11 Jul 43
10 Juil 43
1l 43
11 Jul 43
12 Jul 43
16 Jul 43
|6 Jul 43
16 Jul 43

Tl 43

H Aug 43

13 Aug 43

Locatinm

Bidi Resegh, Libya
Shdi Lty
Burzeve. Riassia

Cora. Bussan

Hallava Puss, Egvpi
Baunng, the Phalippines
Maagan, Norvmy
Staricea, Russia
Buliung, the Philippines
Cmbova, Russin
Menade, Celebes
Morong, the Philippines
Koepuay, Timar
Hoebang, S -

Pavagye, Burma

ﬁulln‘grzd Russin
Sanlingrad, Hussin
Salingrad, Russia
Stalingrad, Russia

Russin
Sanlingrad, Rusala
Sdalimgril, Bussia
El Alamemn, Egypt
Stalingrad, Kussin
Senlimgrad, Russin
Sealingrad, Russta
 Vekne-Kumaky. Ry

Tirle
Paing of Mo Rewarn
Senduy of e Dead
Hurawo

The Rl a Geea
{atting Ot a Sromgpoinn
The Car Has Jumped
Vaagsn Vesture.
The Desd of Winiee
Highrwiay 3

Lirah m Ginbavo
Adrboree Sanursi
Ramsey's Charge
KF 167

Fighting Sparw
Defeat in lava
Bumgle in the Jungle

Toungua, Burma The Tiger of Toungoo

Ehedapes, Greeps Ambuash!

Tonmges, Burma Toxday We Arinck

Tohruk, Likya Khamein

Rasrov, Ruasia Penetration ol Rosio

Howoy, Ruasia Storming the Factary

Cawstu, the Salomons Crrabhing Gavurn

Tanamhega, the Salomees  Tanemboge Mﬂm

Tunambega, the Solomons Take Two

Dreniki. New Guinea O the Kakoels Tﬂl

Yarenpeville, France Commirancdi Raid a Dhieppe

Cuadalcamal, the Solemons  Alligaior Creek

Ischbuchenskiy, Russia Boveaa!

Stalingrd, Russia I Skghe af the Valga

Anjinjea, Madogascar The Long Rosd

Timor, the Lesser Sumdas  Comisancky Huni

'ilnliuulml ?.uwin The Goards Counlersiock
The Tractor Warks

mm The Stwels of Suliagrad

l'.lnr Dowen, ‘T\wn [ G:L
Pavloa's Houge

Blood & Guls

Berserk!

Brend Factory #2

Tothe Rescue

Cirvev'a Headquarters
Fire oo the Valga

Here We Damned Well Scay
Gbosts im the Rubinle

Play Ball

The Commissar's House
The Commiisand s House 1]
Tha Lt Rid

Tamed Away
Detusiow

m@.mu,mm.-

L,rmngmd Russa
Velikiye Luski, Russia
W, Paland

Malchik, Russin
{hesmichevn, Rissia
Sadi Bom Zad, Tumisin
Skeita, Tumdsia
Weiraaw, Pl
Medje el Bab; Tusisia
Mareth. Tunisia

Wsch Zigraou. Tunzsia
Takriuna, Tunasia
Chichagoed Harbar, LISA
Leskovic, Alhania
Chrerkassoye, Russia

 Poyri, i

Ponyri, Russaa
Svracuse, Sicily
Gela, Sicily

Prokhoeonkn, Rossia
Favara, Sicily
Pori Empestiocle, Sicily

Th: ind’d‘r l‘||)ﬂ
Escape From Velikiye Luki
Mlila 18

Back 1 School
Beachhead u Crereyka Bay
Avnlanche!

Tiger. Tiger
Coumeraniack al Sudl Bou Zid
Sheitla Probe

Paole Zem

A G Party

A Bridgehead Too Wt
The Taking of Takroana
First Bapgal

Besst-Lald Plans

With Flame sk Shelt
The Schoalhouse

Hill 2515

A High Price i Pay
Cirupepar Mabsle

Clash Alomg the Prel

Sicitian Midmighs
Recom in Force

Mew Georgia, the Spdomaons Muanda Mash

Regalimia, Sicily
Cerain, Skely
Kharkow, Raseis

Regalinina Ridge
Alsde ok Ceanen

Daeonian Measiros

Mumbser
ASL-42
GEN-O%
QEN-R
Ot a4
U3- A1)
U3-AS55

Combatamis
German ve British
Chrerman v Pritish
Geermnmn v Russim
Finnish v Russian
Cernan ve British
Fapanise Vi Amendn

GEN-G27 Germen vs British

CEN-TE
AT

Crermzn v& Russion
iy ;

GIEM-CH0 Crermmn ve Russion

U5 AN

Faguaowne vi Dhatch

GEN-G213 Japamese vs American

ASL
A5 AR
LAl
ASL-H2
o
ANL-IR
ASL-69
ASL-SE
ASL-3T
KEALT
DASL-S
a3-H1
a3-H4
93-H3
ASL-t)

Japanese vs Amencan
Tapanese ve DuschiBirit
Tapanese ve DuschBrit
Japanese vs Brinsh
Tapunese vs Chinese
Bulgarisn ve Parizin
Japrasseae va Chisrse
R .
Clerman vs British
Crerman vs Kussian
Crerman ve Kussion
Tapamtse vs Aanecan
Japarsse va Americin
Japarese vs Ametican
Japuarese vs Brit/Part

GEN-TIY Germans vs Bricish
GEM-G G Japaness vs Amencan

BO-ALT  lralinn ve Bussian
W-ANT  Taparest v American
ASL-64  Jupaness v Partisan
ASL-S  Cerman v Russian
S0-AU5  French vs Brtish
92-Adl  Japanese vs British
GEMN-A  German vs Russian
GEN-B - German vs Russian
GEN-C German vs Russion
DASL-4  Cerman va Russion
HE-1 German va Fussian
GEN-T  German vs Russian
RAB-Z German vs Russinn
DASL-2  German vs Russian
RE-4 Gierman vo Russian
DASL-1  Cerman vs Rusgian
91-HI German vs Russian
G2AS0 German ve Brinsh
ASL-B0 Premch v American
ASLA Cerman v Russdan
Wwi-H2 Cherman v Busgian
RRB-5 Crerman v Russiom
ER-4 Cierman vs Russian
RB-T Cermai vs Russian
95-A70 Q-uuum
GEN-GI m
GEN-F e v Fosstan
GEN-H  OGerman vs Russian
ASL-2  German vs Patizan
A1-A%  Rumanizn ve Russian
GEM-G12 German ¥4 Russian
GEMN-(714 German va Fusgian
WeANE OGerman va Amensan
S-AlE  German vs Amencan

‘German v Porisan

- Cerman vs British-

German va British
Gierman v Brinsh
Italiam vs Bricish
lapanese va Américan
German va Pastsan
German va Russian

" Oerman va Russian

Gierman vs Fussian
ltaliam ve Rririeh
aliam ve American
Cerman ¥4 American
Italism ve American
German vs Russian
Finleas va .\n'i:ricnn
Ciendi v Amenican
lapanese v Americans

Cherman va Britiah

- Nalisn v American

Cernuan va Russian




Ll Sep 43  Persanc. lialy
14 5ep 42  Salerno, lnly

i dwn 44 Kanua, Buarma

i Pelr a4 Mewaya Fuds, Bussia
Feit-Apr 44 Angio, Imaly
§Mw M Walswhum, Burma

GAprdd  Buchach. Russin
17 Apr dd Mawlu, Burms

Miul 44 Foeei de Moni Castre, Frunce

IThlé4  Le Lorey. France
i.ﬁu

.'ﬂu.
M Aug 44 Foom, France

Aals, Holland
19 %ep &4 Schijncdel, Holland
195

2 Sep it

Ll May 44 Sants Marla lnfanie, Il

flundd  Sie Mere-Eglise, France

Renger Stronghold GEN-T?  German v Aserican

Lisst Copporiaalties

Mot Out of he Woods Yl 95-AT3  Cerman vs American

Bloody Red Boock ASL-TS  Jupaness va American
‘Barkmann's Carnar DASL-15 Clerman vi Amencan
Counterating he Vimila 90-A21 m'unll.uln

Bone of Costention GEN-G15 Gavman v Parnass

00-438  Clerman v Biritish
Lash Out 01-A34  Oerman vs AmenBy

GEN-TID v ‘

Rokdiers af Destacrion CHEN-N Oerman vs Russian
10 Okt 44 Hardenburg, Germany Tanks m the Stseets ASL-28  German vs Amenican
Adshen's Pall

UHN U-I Coermae v *.mtn
19 MNov 44 Tripurath, Germuny Dhoreet Wood in the Rain 96 ALK Crerman vs Brilish
ASL]  lapanese vs Americas

 LaQisiey, Bolglum  Probingthe Vilka  NOMS
20 Dec dd Cheeux, Bd'linum Carnage in the Nighn KP4 Germam ve Amencan

'y R u —y 1 - "
21 Dee 44 Troki Posts, Belgium Anengd 1o Rebeve Prper OGN T11 Caevmnae w3 Amevaces
12 Dec 44 Cheneus, Belgiom Kowket's Eed Glare GEN 6 German v American

Wanche, Gormasy
W, Paland T Cerman ve Russian
S, Joost, Hollond ol Cerman ve British

Tiwaalst a8 Thesmas bl D12 Cherman v
A Vierw from ike Top GEN-GH ) Caerman vy American
¢ aerman v Favasn

Valhalla Bourd
Hitddond o the Rhine

Tana Velvis, Rosss Dndicss Seruggis

KEY
Date: The date of the action depicied in ihe scenario,

Location: Many of the scemarios place the sction “near™ a city or wown, or on 8 specific island
m o chatn  To simplify maners, and since this colomn is meant merely 0 place the sconario
within the context of the war, we have noted the most recognizable peographic location men-
tiomed in e historicsl commentary.

Title: The name of the scenario,

Number; All scenarios listed have appeared élther in the modules (denoted by the prefix ASL,
DASL. RB, or KGP) or in the pages of The GEVERAL (denoted by the prefix GEN) or the ASL
Annuc! | denoted by the prefin showing the year of publication).

Combatants: This mformation has bees provided so that readers can determine which coun-
termix, may be neocssary 1o play the scenario. Note that the Axis Minor encompass Crost,
Hungarian, Bulgerinn, Rumsnien, Iranian, and Iragi units; and that the Allied Minors encom-
pass Polish, Norwegian, Duich, Belgian, Yugoslay and Groek unbts, Note also that all Com-
monwealth and Free French units are listed as British; Filipino and Breilion units are Hated ax

T




The world’s at Men—
and ya are in com

gr sail again...

tep aboard Avalon Hill's new WOODEN SHIPS & IRON MEN® and take
ﬁv‘?ﬂ" S command of the mightiest American, British, French and Spanish war-
ships deployved during the American Revolution and Napoleonic Eras

3‘ Oubmaneuver your opponent and rake himwith your long guns and carronades. Then
i close the range, grapple your ship to the enemy’s and capture him by boarding action.

Lead Admiral Nelson's fleet into battle at Trafalgar in his beloved Victory.
Take on the Serapis with John Paul Jones’ Bonhormme Richard. Choose from
18 historical ship-to-ship and fleet scenarios or Design Your Own! Also included is
“The Campaign Game” which tests your mettle and tactical acumen in
realistic naval engagements that shaped a glorious new country,
A.wash wlth naval drama and suspense, WOODEN SHIPS & IRON MEN®
; can be pl-l:.-'Ed solitaire, “hot-seated” with a friend on the
same computer, or played via E-mail against an opponent oceans away.
— And when you take command, just remember
S ..Don’t Give Up the Ship!

‘Ne captatn can do very wmng :'fhepfaws s ship
alongside that of the eneny."—Admiral Nelson

WUGDEN SH@ & IRON MEN® “ ‘|_|rpl[|l|_|!_1 g|s‘ %
can be nghh.!d at leading | AUBBLIT

ks ma Wl
jer game stores. i,_ , ‘
dér infors - wu"ﬂ.
- .~ '..1‘ ; “‘

ETASLEY
e tn LUN KLY N ]

e -Comi;:any

ﬁ'\ I'\l



DEBRIEFING ‘96

Comprehensive ASL Q&A/errata

Ouestions & Answers und Addendn

AULE Riee the M sl DETS see considered coe phase
har Delaisive Fi

s, can an AFY e ep) in
: Firs Fine aol later fine ils MLA in ihe

A Wes Gand iF 01 chasged OA b fire the MO, the appr-
prisle Came A DEM would sill apply woie MA shon
Tidly, | 0%

ALY Txa leader withinn o functioning 5% woosidersd
“armed” T all purpuses?

A Tes, omiess be o caromily bomyg beld as g prisoner.
I

ALEL & ALOA If 2 Vamane HS Heo
that is mint famatic, 1 the resulmn souisd Famal
A Mo | Y]

AN NN g e sel v mop Ball-hes heiween tan
Ribomed Toanls, ties o coun againe senanc-speci Ao
seiup limiations oo baid of tuse o

A Yew | W21

ALK The ruke saye thai a leeler on one leeel canmn
atfecr e perbermance of units o5 wether evel, bt [am
ot sure what (s memst by “performance” since AR 1
Tl gIven as an eRcepon 1o niles ATIRE, ATL21, ALG,
ADES, ALY or 415,41 This it o leader is o ane
level al o depression hex and ihere is @ MIMC on sioiher
lewel aof that hes, cum the kader Assisn the MEC with o
MOCTE: canse the MMC 0 mke o LLMUOLLTT case
the: MMC o becme bersere. mihy the MBL I 7 fepaks
I e Dheprension aned she lesder 15 al Cres level?!

A Moemall |2

AL® & ARIL M his side sts up
check the L3S from his units os e
ing for Bore Sigaeed/Pre-Regons
Wieart if he ses wp secoral. of sp
A, LOS may b thesly checked oziy by & Soenare
Diefender wie solx up first [EXC: the player who seis up
Tirsk iy alwass check LUS S Bore-Sighted Pre- Kegis
tered Hex puifuses]. |11

Ad b2 & ALY May 8 Cavalry leader prvide 5 MF
by i Infairy in his Locanon? May @ leader wi o
4 PassenperRider?

A Yen o long as the proviskos of A4, 12 ang no victal
el Howeever, since the beader ansd Isfaniy must mave as
b stmck the lewder i the second ciss woukd lees b b on
n AFY using Armored Asank with that Iufentry, {503
A4IT & AAT Tweee o loscder's boms B apply in the
APE et

A ¥ed, |%3h)

A 1M & ALTS Cuz e M arl Mires b peasd by a
MM o conduct an INF OYE agrinst an adjaent ST
A Y (2205

A4 13 Bupposs 4 sgend iv camying six PR lzeving o
wiit i MF, | wsrs 3 Mliminmom Move 1o meve inio
i adjaceil i hex, For Diefensive Fsi Fire por
pose. i i enesiderad I hive spent only one MF ot
braiding hesar two METY

A Twn MF | RY

ALDS & A4 1M REE FRHW BENTRY

131 10a SMOC = bemg mmackad by an INF (WR, am
il chocear the option of being moved 0 an Accessille
Laircsitim i i1 wroscty hee o Firs Fire coumer on ic?
apable ol nunpmen * {22005
ALREL IF g MM |5 mmacking s M by INF OVE and
e option e mose the SME 0 an Acoeadie Licalion i
chosen, can e SMO e mowed g the hex G which
the MPMC is cniering the SMOCs location?

A Yes, (2205)

ALTEL 17 MM citers s Lo plon expenchizg iwace the
momel MF a6 ook woeemluct an nfarry OVE s
Lelersive Firat Fige veraus it emareling from some other
L ationn combuicied b < afer ihe SMC enlers an
Accessible Locuson?  Belore ur alier the Infastry OO
wrack (i syl s resolved T

A Ale Before. (91

f,omay w player
teeaws, ingluil-
I Hia purpeeas?
imutanang?

AL Mo, —"elharwiae

Ad.Z Ha niack of units sre suving sogter, md a urm
in the mack expends MF
urin Becover 3 9 ilien
alear capurnd the same M i they ane % conrinue e mase
tingether e a stk

A Yes ('8
A1 Lan wn Infeity e dhal i
KL 10 plice a SMOKE presad: (422
while still in Bepass {as leng o 0 tas sl
learvr Ene henl?

A Yo [4H9]

AdA R A T i Recovens the 8% i the and of its
i ¢ expends o MF sfler grining possessinn of
The partage sl seearssnl

LT TR s, 3

Add s e PP oost bon o 5% dedicied Toes g unil's 19T
of the unit beging its BPh with the W and deps o agfer
expeading a MU in i bes (such i o place o SMOKE
grenade or 0 Keooeer a dilferens SW hat defere maning
ene hex with il?

A, Yew, | HE)

ALAT Muy twa BMC sapether porage a WP weapan?
A Mo, Ome SMO musl s the weapon and, tven
though he other MU raises the livats 100 by one, G
FOssessing SMO “may sever poetnge sons thin s PR
A443 1 an unbroken unit wishes o do aothing dwing
i MIPh e drom o SW, man 7 doso o the oot of e
MY

A B ocoukd doosr ar oo MF asi—tei it asald dhen
become the mon-nvingerge! of Defensive Fral Fine
L

Adldl Lo omies who mamsler SW perloom other
artiome 12, Reoombining, Bcrcungeg, eie | is the s
EPhT

B T e

A4 The: ruke permods W w0 be wanstered among,
Ritkers i e sane winelo while = = in Moden, Coe
8% mmilly be frreferned belween Biden of the same
mekcrsycle while 1 s in Motion?

A Yes 'S

Advdd & Ad4 SER PRIDE ENTRY

Ad M How mumy SWiChms may be Hecovered pa
e by g Chcsl Onler, izpinned SMIC fom = one unit
elisisigeld! sumenckernpireniing in bis Location?

A O, 3w )

Add & ALRG 17 0 5MU amempes o Hecover o SW
Trawms 3 bk MIMC = the BEFh, may anoiber leader soill
alternpd tis Rally that MMC?

AL Yes | W]

ALE I Irdaniry envers tencadn that reyuines "ALL o il
M allciment, way i ten dectane Deabile Time s gain
an eazrn MET

A, Mu. {92}

A4S My Bicyile Riders (DL5.EL and Skizis (E4.35
Dacnilile: Tim

Fyperes capend
[ B b
=0 MIF

A e, They wee sl risding 4 Toem of convesance.

fi The rile states Gal unils in Trsches e aot mib
ject i FEMAR, Wiaakd wnits tha are pracked os they
mowe Troan outside the Trench e insidke the Troms be
considered "nres inoa Teench™)!
& Ma, [2372]
AdAY & ATR43 Can p borserk unil use 3 Dash monee o
Ener m enemny cocnfued hea?

A Yes—prmaded i meeis all the roguirsmos for heih
Drash and Berserk moverrenm, | "85

AdiS May o Duashing vne vspend an extrz ME @ the
pe g, b Bovoeer a 5W'0 and sl receive
il therwize qualdfies for them?!

A A Diashing anil ey expeul 2 M in the road beyvond
the minimoes requined woemer il 91}

AdBL IF 3 unil Dashirg aeross o el besoses herark,
does 7 charge in thal same MPR!

A, Y, using eight M idwee MF O woadadd minus
whateerr MIF il has already expended |41

ALEI & BT M owounil dechimne a Dot in ondes o
ereas & rumway o "ol s hes?

AL Hu. |"938]

AAnd & D31 Moy Infesuy use Dazh snd Ammoeed
Acsaulf simulanscusly

A Mu, 5w
AdT & AdLZ SEE FRIDH ENTRY

A4.7 May Infanery achasce i they wie meked with u 05
cvumer, or il they have no eeailuble MF alter deducting

e PR = iy TPTT

M P oo bath, HSw |

AS T & AMS] When delermimmg the closast in ME]
taildingtwikk VL A rot o, T e
MF o8l Be ettering i overstacked hes melnded m the
MF caleulitien
A& Yes W0
AS,132  Suppose Gorman vchiches have escealal e
g himirds in oo hes whoch alss comalns o
Rzsizm T-42, IF & Rpssan weapon other than the T-48
firea 4re o Carrman sanges in the hex bon misses, does this
smzan fheal e Bussian T-54 can te b as 4 secondary mr-
gt even thoagh it is o marmieked ¥

A Yes, |

ASE & A 1% Can Bameliek Inzp
scenarss when one side has ks thai
tha ten squad-2qunabkents ¥

A Yes, IR0

Ab1] & ALY SEE PRIDE ENTRY

Ab2) & ABA Does g oo at Level 2 huve o LOS avi &

Ll | 142 obmacle six hexes away 0 a2 enemy s a1

Lesel |in the hes sdinsctly behind the obamcle!

A Yen [93w)

AT2l s the F¥F oof MG andwr 5W ATR doiblial

ieriphal 1 for PEF (TPRE) atiacks?

A Wes

ATINE W a awts Lo v iv serupiod by an enems

uranmened wehicle, it Trer f irack othor mrgen.

I mhls i e 07 the echick: iy volmoble PROCT

A No [225)

ATZND I Bypassing nencty AFY occupees & hea that

<unhing an enemy umes i 2 higher Jevel, & the fring

memicimy of thos rule apply wothar eremy unit?  Du

ey wpply sFa B riemilly AFY, regredbess of whether o
in Ay pass o ia OT, cacopees a Location this oon-

1 uni

A Only If che AFY 18 CEXIT. Yes, | 020

AT I the aacking unil is fining & SW. s tha 5%

FP lalvel®

AL Yes, unless the W s a FT, D, o B, or is heing

fired as ordnance, | %ia|

ATHN 104 beea comtarinimg a MY, & kroken squad and an
e unil is attscked and the IFT result is TKEA, aip-
s Randiom Sehaction nesphs in the elimineos of te
HE. Do the beokeen spual sl pmarmed un saffer Uesu
uhty Reduction, jud Tike heracrktheroic units would?

A Yes, ("0

AT & O IF Random Selection dugs 10s CH on
mulliple unifs chooses = one ol diese unils, bul fSwer
units than the KLA# for that O} FP and Final IFT DR

mus! Random Sclection fe used sgee moong S r
CH wnile. in erder wo bring the ramber of UH omes o o
e KA s 67

A Mo—ihe numer of unifs chosen by i onging! Ban.
doze Belewtion i the oumber the COH iy resolved agnnst
A lal

AT & A2ZA How 15 a K resat resolval v skiack
af thres: Personnel wmits, men of which possess o FT7
Wihal if all o possersed o FT

A Back of the FUbeading unils sulfers a 1E1TA and ihe
thand unit soffiers ihe K. Each of diess waould sl o
1KIA, The -1 FT DEM 35 mique i thet Tor ailsck s
on purposes T oapplies In this sepanne, adivideal
menmeT e cach possessing unin. (90|

ATMZ 10 a SMC i wounded by 3 KW resuly, must e
alsn ks the szulling MY

Ao leg- see the A% exomgle). | 93h)

AT & ARED May Spraying Fire he wed weois twa
adicent “empty” bewesLocations dufing e enemy
BiPh (g . i erder oo plece Reschual FP thersa)

A Mu—al leasl eng of Ihase hesesLocations must oo

Lin o mering enesg unil, 1915

ATIEN & A2000 1T a HE Tai%s o MOL chiek Jr daring
the Defersive Firm Fire, can 4 still use it inheremt FF for
Subszguen Fira Fire in thar same phase?

A Ve, Balved. (2205)

ATARL & AR 1 a HE macs o EMG dimng Deferssve
Firs: P, cam il e fd the LMET and i sbemmi FP
thring Subsageers Firn Fire®Faal Protective Fin in the
sams phasc?

fel itk

-

w rules b usial in g

ik an

Al B lecen use 8 LMO or i inherest F'in 5o
quent Firs: Tare; for FPE, & must use s MO sad can
usg s inhezend PP, {89

AT W m aibsck w2 Melee fina?
A The side than dat ant | Wih|

ATAD & A0S | mulnpie mindweapass in the e
Lawaiion wish v use Sprsing Pee s o FU, musteach of
them etk the mme tun Locatons of s 0 safficiest G
the darge Lewations i merely overap such thal each
e shanes e farges Locoiion with = oo other fine?

[

kit et allsck

4 ol wazapens firing noes srack the same fwn
[iwl

IG5 in Defensive Fird
phase can he Greo & FG @ which s
Subsequerr Frrst Fire and sime an: i
Fire?

A, Dby il ll the uraea!5W' myvedved are the same cnes he
Bad Errctal in thal previcus Fine Fime attack. |'B3|
ATELEN & AVLT2 These semn o imply that kesiler
direction anil e application of & kele's DRM on b
decloeed independenily of eoch ciber. 15 this ue?

A Mg e Ten ane syrampmene in @l cases, Bowever, it
brnder dirgiten @owed e @ atisckdwlion fo whose
DRdr A7 applies, that kader s DRMAdm camol spply
ot DR | U2

ATEM & A1524 I b osquad is ATDIACENT s u friel-
I hero and thise twoe oo e oo PO, say 5 Good
Chvder leader eacked wis the squad derect e ansaci?
A, Wo—hecwee the hero s not i the sime Locrtion e
e bemler, (90|

ATT Can ar
[EE

Drelexivine: Firs!

tngnie hil o ihe A Targel Yype be

hit Ter Enemdemen parposes | ooposed

i ez i the Tafaniry Terget Topei©

A Yes, ER)

ATT [heregard the secord A7 7 CQEA in e Adinsal B9
chricfing (An awsck cenno causs Encwclesient

the ML, {01k

ALY Does the afe lewel drog m merale suffered oy

encirched Persoaned agalngl sy wtacka also apply for

miber purposes. eg., PAATL, Rally. ex.?

A N

ALTE Iall the stmewells of @ mubi-siors beilding have

been rubhbed, ooe un the: upa kv ¥ thai buils-

ing Enorcles!

A, Yes—excopt for unees Emmune 10 upper-kevel” Encir-

oo (50h |

ALTI & BXIA Taa pmn with Scabag ahilivy imenune

10 "ugpper-level” Engrclemene

A Yes, provaded the uri S in Dol Crder sl woald i
tave oo Beale st a Locstan corm
enbroken, smed, meoncealal meny usit | 93]

ATE L a hmken unn ever become pinesd By my
wause othes than Imerdiction (e g., via minefiekd or FFE
allscks]?

AL Mo, aml Seen dursy Intersheliom the condinon only
asts wnnl the el of the RoPe

ARL ALY, COAS & CR4 I oitnance Defenaise
Fini Fires W ai & Location thar conteins mevieg and
miay eniie hoth Inendly and memy, shich ol
e can be wlTecial by a hil?

A, Unly rhese thal are both mesing and ki, S regml-
less of wheser they ore friesdly o meny. |10

ARLL IF the DEFENDER declines o use Defenese:
Firsl Fime s o wmit afier it mosves 1o o cenas Sex anl
the ATTACKEER sutesquently announces thar hs has fin-
ished meving thae unil, can the DEFERDER then changs
his mind and s Defenvive Firg Fime (hefore anpezer
i o ptgsically neeal i

A Yes, 'S

AR BT 5 unn expersts i BUF o enter @ Licsten dur-
ing ite MPh s 15 Earst Fired om by 6 s, mustivm the
|ndter ure Suteocuent ['md Fme v thar urger Bedfive asy
st DEFENDER wnit mus use Fesi Fire o)

A The amlber o8 sich aitscks woap o ihe DEFERDER.
el |

ARIE & ALY Would o unil placiog @ DO acries an
e Comsal hescsicke b subiect ur @ Sans Sho®

AL B | HU

ARIS Muy & Snap Shor be made v s ust ol o




exiling e playing aea'!

A Moo |

ARELE I heses GF, BT, and 17 in the illusratios coi-
prmd u Level | Tl waould Buth Seap Shits described m
the exmmple be suhiect be Height Advanizge TEM?

AL Yew | U2

ARIS & B2TEL ) befaniry 15 moving Goin Pescah tae
Trench coumer oo dimeily Soneith in aljecenl o, doe
Trerch TEM appiy i any Smap Shot v !

A ¥rs, {50

AT & BIATYL Dwes o asack From ouisdde a Faslory
w4 Location of i Pociory lerve ihe seme Resical FP°
st bk ol the same nvpe and strength made from
within the Facwory, considering the diffrmn) TEM spplic-
able in e mmacks” Winch TEM appliirs b Residual FP
wmack in A non-pocfiop Faclory Lotation?

A Yes, Duilding TEM appies if the merving unn'siack
= enbering fh Locstion by crossing o non-beidding hex

ade or Bypersing in the hey otherwise, Fasory TEM
applics. [EXC: JL2L] (95w )

AHIZ A CE APY minves and 2 sipad hesssam o atlack
il psing Dedensive Find Fre. Acconling to thas nile, e
Lieneral Collmeral Atiack leaves nn Revadbinl FP—ro: of
P

A, Fabaz, The Small Arms Aleck is soinally made ver-
wims the entine Laovadion, and does kave Bosdugd FTL The
wcompanyng General Collateral Alsck (v, the PRO)
sl vy thar aniack does mot e Residal FR see the
ligt semence of A 140, B2

AR Resideal FF with e Air Aurst is increased by one
codumes b when 1 i resolved versus Infanery, doss the
=1 TEM fur wonds apply leo?

A e e - | TES for dr Blurst s alreedy acoounied Tor
Ty the incnzase of Rescdual PP oy one column. (%90}
ARG 1s Residoal FP lomeved by one TFT cakamn il the
vt is UX of being direcied by o 641 lessbis?

A res WL

ARY & AR 1T s MOTs resmoed LA prevems il from
parteipating in il squad s Subssquem Pt Fire maack,
s i use be forfeied as per AL37

A Mo, becouse the MG was sl "usisble” in i Sutee-
quers. First Fiee sitack, |%5w}

AEA] & ATAS3 SEE PRIOR ENTRY

AR IF 6 B of 2w uniis rodls e Oging 2 oor 125
Tor (s PPF aitnck does pach of Sioss units didke § B
o Batile DR Cor suffer 3 Canmliy MCT

A, Mo—use Randn Sclectisn. (91|

AHILE Daees “imeedimely” mean before sy Residial-
FRiminefickdORA aneck v S ATTACKERY Befen:
wy DFFENDER in anctier Location firs W sl
ATTACEER? Refnse any aisck ve any ATTACKER in
annfher Leazatiog @ the Ingulse?

A Mo Ten Ter |Wi|

A%Z1 & ARY SEE PRIGE ENTRY

ARIY Mae a MO coisier sefTering Fum Ammuornes g
Ehorage creale s Foe Lane?

&, Mo, ahiwce &30 stotes thai i must b in Gueod Deder
wa ko g0 (e2e the definition of Thesd Omler” in the
indexy |}

A92Z Mav o Froe Lase be placeal along ais Alisrmaie)
[ Dirm thal gt e e ol placemssim conbmms o moy-
ing mmermy unis?

A Oy i per EL 71 (Blore-Sighial Fee Lane i nights
I}

ARE & CAM I Spravnp Fiee (regurdless of ils soumaey
ar canister wed v = one Open Geoend Location yiekis o
1KLA rrsnll, tkass the TKLA spply separmely in each
sich Losen?

&, Mi—use Random Selection onoe for sld fangess eligi-
i I peceive the LKLA in those Locatiss, (Badt such
targel e Randem Selecion exempls fom the TKLA
selTos a hoeak resuh), | 95|

AUE & ATEL SEL PRIOR ENTRY
AREl & AT M SEE PRIOR EKTEY

AETE & DI85 Cana MM oremp o Bepair o 5W wal
Sirvenge & vehicle @ the sime KPh T

A Mo, aee AL {150

ARE May even ond SMO dismanile or assamble &
weapun

AL Yes, [Wiw)

ALBE I an atlack results in o 1W0 and this causes the
alimingtios of & leader, do e other s in ibe farget
Losastiors tske the 1MOC befops iaking e requined
[AMC?

AU course. | ENS|

ANLY Seppose m atteck that coses @ leader o break
akat couses. his moraledeadership modifer w be losered
hy one due (0 ELR rplscement 1419013} For purposes
of determining which siher Personsel units mast iske the
LLTC amel when DM [haset on the negeerse leadershop
maoihifier heing reversal) o de LLIT will be, s the
leader's “cumrent” morale leved asd leadership modifier
congiderad b he thes: he had  before  beng
Replasrddtwoursled?

A, Kz {150

AHLL Be the lasi seotenes of this rule: wookd & unit
suected too) LLMOLLTC mill e s Morale Level
raised AL, 2210 by an enbroken Commbssar (or Japan
wa lember | cursenily in s Location™”

A Yes, V3]

AAL 1N @ beserkmammed squsd or analeady
winmibal o solfens o Casualee MO, s e eliminabod?

A Ve |28

ATDIE TF an unteiken 467 sajusd seffers @ Cisuen
M il wleo excosds iy ELR, doss o mdeego Heplaoe
ménl hefee of afer Casualny Redoction”

A 15 s Bt Beplaced, then @ silfers Casaliy Reduction,
then i becomes Broken, |25

ANRED & ATDLR 07 an unbenken 6-5-8 55 wpuad {wilh
i pormal 5 ELR) soffers o Casuslty MO thee also
emends ite LR, @ 11 Replucal by & broken 548 53
H5?

A Yew, |255)

AMAl Cos 6 Hero wolmianly “break® o ke ahle
e during the RePh {such s w0 escape o Blaes heat?
M. Mo, that woulld smply noesll in a Woeind whech s 0
form of Reducton, 11 woeuld act leane It broken and
iherefore unahle o e, [2275] [ Se: B254 90

ANILE Assurme two hiokes enensy unns are ALNACENT
o the begening of the KiPh 1F the ATTACKER nnns,
musl the DEFENDEER ool even thogh il's s lonper
ALNCENT w0 an enpmy unilT

A, Mo, [TEN] (Mie, howeveer, that broken muire donm
Fomay ofheer wnils e oL |

AMLE 1 3 hroken it sans i Bk in Opem Grousd in
dne L0V, bui beyond she Boomal Bange, of o Koosn
enemy unil thal possmers @ feuctiosag SW or Gue is
atai broken wnit still Foreed o el i i s witin the Ner
matl Bange of thal Wi ?

A, Yes—pruvided the anil possessing @ oesther broko
ror i Meles, For the Guns Mool Basge. sev whas
AR, | Wha]

ATILE May a Minimum Move e male during the RIFRT
A MoLow Craed must be ueal | Ww|

ARLS] ROUTIMNG, = ey scenkrio, o broken uns
Forpad b ol Bl unidsle n reach & soodsbailding bes
in thay KU mary fedl oo any 2o tes consisient with
ANDEL bt i ool regemed e rool e the neanest
wonaluluikdiog hes, | FC pFIv)

AlDEL & A%1]1 SEE FRIOR ENTRY

AVLE] 7w TOM feaken wiit fhal i root 15 within six
MF of fhe nemarest woodsibuikdeg, most # atempl b
nzach the wocdsbuilding 2 a simple RiPBT

A Yo undess il uses Low Crnwl, Bl it neasd nin take the
shoriest roste {in henew™FT d0 die so. Bwen I ir uses
Lo Crawl, hosewer, 10 il sl do sn aeeared that
wondlabiiding Qe al8c ime may irincresse the hex
range betwers itsell sl thie seodsDuilding. and most
erad (hat KIPh eloser e i oan ic was ot the siar of &
phass}, |92]

AMLE] & ATILET Ao e rubbide Localions of 9 penfic-
4y rebhlend Building sill considered badding Locativns
Tor enetrally purposes !

A Ko |42]

ALOEI] Dars an Infisiry uss bose in 17 0 iC Asask-
o psmivanies i Open Cienugad (imo a bex deviid af
TEM amd SMOKE. with na inlersening Hirdrance and
1o Fleight Actepniages in the LOY el within 14 heses of
& Cesd Onbex egemy groend unit, even if beyoad the
nomal renge of & such enemy umis? Feen if all fase
cecmy umets are CXT diven o aut of the CA of &l
Ciumsd MY mramaed by those unilsT

A Yes inall The viewing wiir's Momel Range, CX sl
e ared Chun O wee erelevant "7 lossfgem, [ 27V}
AMLEIL May an Infantry unit in Open Groeml fin & hex
devetd of TEM and SMOEE, with no miersening Hin
drece and o Height Achentage) thes hess gway Trom
& &-2-R declare 2 Dash acmss an ADIACENT roed o
miniiher such Opem o hes seice, pir & 11511, daose
twer hzwes would be comsideenal nos-Cpes Geroued doe o
their being bevomid the & 7-RBe Mormal Range?

A Mo, The B-2-8% Morsal Bange is irekevam o
deierminaizon ol whethe or aol thase hexes ae Open
Croumsd. | 2700

AIBSRE Mav a MTR Interdict using Sposied Fire?

A N 92)

AMEIE 1 0 unit's'wrpen's FP e nalved in the pre
ceding AFPh, ks el it froin Lependioting”

A& Mo, sk lalving does mot carry aver into ke RIFE
ALDLEERD My nounit which hes per A7.283, 2,383 or
051 “Beal” its inhenent FP eand the CUFS dor the e of
the Player Tom il ingendact in the RiPh?

A Yew,

ARG & Addd SEL PRICR FENTRY

AlBAL & AINE] SFE PRUM ENTRY

A2 DFESPERATION MORALE: Units alsr brazome
M if they stan o KiPh in Opes. Ground m doe LOS sl
Mummal Range ol a Knisn enemy unil. {p. K203
AL I o squac’s Rally DR = an “Origiml 1, e
that DR (grves sulficiest nogetie: DRM) still rally the
sviviag HST

A Moo Oinginad 12 DR mever malles g unil. |Y2)
ARLTI May a dender who s ralled by anerer leader
then smemp W rally others in thix same RIST

A Yen, {Wiw|

A 1% TE & AT.5% 531 SEE PRIOR ENTEY

AIGH % ALIZ SEE PRIOH ENTRY

ALY 1 pwe SMC pombing the inhenenl FF (witieal
a MM im T, do they autboiatically defend wgether a5

A singhe stk ? O can ther apeonenis single ol ome of
fezm D an indaduel OO0 altack T

A, Trey defead mgether e a single shack . [2205)
AL & ATEEZ 1T e MM Bath amacks snd is aiiacked
i simmlianssus CO, sl 8 e own O seack o nells an
"Criginal 27 and creates o bzader, what edffecl does th
lesscker e oan thise rwn U0 amcks ¥

A Unless one or hoth sides Witlklnow =) due o Infilira-
Hon (ALLED, hoely aiincks must Be nesodvid wsing balh
of the sams Chriginal DR asd fh new leader's buherent
P lessdunship just ss if he hiad been peesent all aloag.
o that if ther "2 DR vhat ailowed leader crepnon was
musde for = one MM engaging in & combined amack,
Random Selesdso mua be weed w0 dewermme which
SAMIC thai leailer will defend with. |92)

ATLEIA I 3 pwso S8 anmck™fihdrew vogeibor, musl
hey delend wogether?

A Ve |Hw)

ATLI May & embs difeet the OF anmck of = one
wiher SMC only?

A Yew, (93w

ALLLS & BRAL I 3o have o coscesled wnit o the
wirmee uililing Lexzatien wedh an nany unil 150t in 00,

can the conceibal unit emer the sewer m that bes with-
vl sullersp Delemaive Fire (since it espods o MFIT

AL Ve, W

ALLES TF p sanazalin
syn 2

i Mlelee Location loses ils
Meisay
A&, Vs, alter rewalvisg all efecis of the action thal causnl
TR T TSR PR i ]

AL Do o Dismpied anrd m Mebes remain in Melee
of is (r eliminated for Failure in Rot?

A is elimingged For Faituee 0 Boul o still Disoupoesd
and in Melo: st B amd of thet CCFh. (92

ANLIT I o Seebly unil (pegardiess of iype or nalivnsl-
ity b Croandd Chedder suatus, i i sit] sieaisin?

A Hope., mod until 5 is in Guoasd Orcler againd. | %3]
All0E, AlSA & EILSY RERSERK: A tenerk unit iy
abwirve Lax (evien o degtise) b 18 T subject o Siray-
wg. |ELS33 pE3)

ATLZL ATLEL & ALRAD May o Disruphed it anesgr
10 Withdras from CCMeles?

A No |%2]

AILN & U157 Can a playor make his ATMM avail-
ahiliry dr fefore deciding te ooder of his O altacks wer-
s vehicke?

A Mo, (90}

AL & ARSAND IF o Russien Berserk MMT s inks
O in an enemyscupeed building Locanca diming it
WP, an Ruscean wses shn advance o dhe O Laca-
tocn thaet zame Plager Tum canse @ Ambush do possibly
it {ainee ey ane v reinfoenag o Melesl?

A, Yen |22

Alld AMBUSH: | whmewr e hidden s s paced
omboard as per ALD 1Y, an Ambush can cocur. [5G4
Pl

ALLAL I & e qualilies for an Aspbush, cm pan of
the Toree decling O Mo Ambush Wilhdrwwaly, while
part of the foree wmacks the enemy uress in 07

A Yeg, {2004

AlLAL Con' Ambods Withdrewal be made 10 asother
Eacitaon within e U hex thar s Acoessitle ¥

A, Yes, |

1141 & BRA May s cnncealad unii thee qualifies for
Anrhush Withdraw o a sswer Locatios!

A, i, becsuse withdrewal ocours during the COPh,
while seee movemem ooours ool during the MPh
{which miears that te sewer Location is ot Acessible
ie defined inthe [adex). {90]

AILEE Hms does Infaniry capburs Gn arted and
mennzd, urarmored vebo:le?

A Assuming the wchick is Slopped, the aiackiog et
applies 4+ Caprare Ameingn DEM o s OF DR (in
addition b pther spplicable DEML I 0 caphirss the
wehich, it may ma 0 i per AZL22 te wpwcol cnre
brcomies unarmed, g a prisooes 1 the caplor side can
Chuard it (17 thae vehicle 15 ool manaed, 1 m b cp-
tirml s e the second semence of ALLEY), {90}
ALLALZ May 3 unil being aliacked b o Bahveneidi
pengsaafle clam a TEMT

A& Moo [N

ATZIT I 2 concealed siack 53 alncady moan Open
Caroiisd B, and ms enemy unil Moees sqtain 16 henes
il ir and gore LUK, s that sisck sulnmatcally revealed if
it A Dummy siack?

A, M A 71" cen esist in Open Ground in LOS of enemy
unils proveitdal they peorm nn concealment-liss meivi-
o {0}

ATZIL & ALZD I & soenario OF gives a side & numder
wf "7 counlers, can ihe player chieee S8-inch *17 coan-
ters even if tae (8 picrores only & [ 2-mch 7 countes?
A Tes W]

ALZ AL M g coerilal stk compeising a° 7", MMG
anil MBAC splin inin pwo concealsd sacks, one aaniin-
inp the BIMC mul the cther the MBICT

AL Mo—on unpossessed W el prindein a Cos-
cealsenr comter, |9k

ALLID May o Dummy stk comprsing sheee 7 he
spelif i T armeks of o 70" each? B v, whet fap-

L iy il e

qore when they recnmibine inio one sack?
A, Tes One sk boses omo o im0 (18]

Al12.11 Whes ecne side Boging wiath all it Saices off
hoanl, dhe oppasent mey concel all Tes oo unils.
In this silustzm, say be ploace 1 7' on an Mready o
sralad units Cincludeg o Dummy seck?

A Mo, (90)

ATLLY & ALZIE I o Infaniry il posessig 4
Chm'Hone cmimer makes 4 Concealmeni dr. which
LISA—he Fafanirs’s of the Gun'Horse s—appies o= 8
!

A, The Guniborse’s. However, if the Infaniry is Siealihy
e Lax, thai dno would apply s well. | 91]

ALLEZ I o plaver's OR comeing & aumber of *F, may
e plae = one of them fenearh & Persnnelioehich meit
during ki mriup?

A Mo [k

ALLN2-020, ALZ2, BIAKE & BI4E |k o wiick S
wets up it & woodsoad Cor archaml-rnal) hex cossilered
n he in Cencealment Terrain®

A Yes, Tor the purpescs of placing O8-desiguned
1A 12120 and of using S5E-allooed HIE- e el
il e conaidered po be om the rosd (1331 and thus in
Open Groand o clear LOS iraced to i sloag the rosal.
| USw}

ATL1EE & A1212 5EE PREDRE ENTREY

A1E14 Can o Saiper stack cause oss of ponazalment o
all units 12 18 wrpel Locanon of jusl b the usilds) ac-
ally amacked therea?

A To the umins] weinally wracknl, sl ooy that bieak
dee fo n LLMC cansad by fhal sniper allack | 25%]
A2 14 This rule seys thal o plaver may remaove azy oon-
szl Frion a Triendly win's) ar ae fime |2 this con-
et wonkd it b begal for bios s reveal & hadden un in
wnbier b Veww ol & sailper ariack s otherwise would
lwwes cpcnmed ve. some other umil?

AL M0 A ounic may no e solamtanty revealal in the lire
berween when a Tergel Hiea DR (A14.2) 5 iniade and the
Sraper counier is relociad, {"01)

AL For the parposss of "7 |, 5 0 concostled unil
mereingmlvancing from one rehaouse hex 1o sssther via
"reawhinuse hypass' JB25.71 ) comsdemal b he in COpen
Ciroand & che venes

A Yo, via s cho LOG w0 el vemen | Yw)

ALLI41 B8 drnppeag o W or mkang 8 NTC jo desnate
& Bt DO 2 concealment-loss actieityT ks Placing o DO
(o atiempiing to plave SMOKE. proales) a ™" -loss
acnivicy even 1f the snit 5 weing Arsalt Muvemen!

A Mo, Yes, | 95w

ARLI5 & ANEAN Rippoe an Infarcry o aemps
erter o Liwslinn conlnitesg a hidden enemy ume sl iy
themelon: netumal o e previcusly ocoupied he, bl
then g herek duning Defeasive Pl Fiee. Can il
dhen charge Tack in the previcusly bdden une's B
aring thal MPH

A Wes—ai long a5 the it is suhpo 4 Defensive Fir
Fire 1 hes noc ended i MP5L 50 il can baxmie hererk
in the hex it was retumed woand csaquently contize
movemeni wits g remaining ME Y1)

AIL1E In a sight scenerin, would zero K¥R wfnz
deiecien T

A, dnly in thal whenever the moving ATTACKER's
MNVE = zoro fregarcliess of the concenlad DEFENDER s
WVEY, ther ATTACKER univsieck weald not be remumed
o s frst-xited Location—thius making it vulsersble o
TPAF fram that DEFENDER wnivsack. 17 attscked by
ihe DEFENTIER in the limer's Locason, tee ATTACK-
BR ustiaeck canscd leave Sai Logation in the cerieal
WP ik de wrees with 8 OF couneer], {04
ALZDEL B PRS2 0V o enithrack in Moread by Do
Thiom b Tt 0 this hess 1 weas ailempiog e, -
rece em s WP it by i g, e s i had Bypassed
& Forified building therss that coslaiie & hiddenicon
cealed enemy squad], what Topperes woa?

A&t i consitderssd i he in Byvpos on the lan hesside 1
Bypassd alung] in the Bes a2 is relumed w, and is there
whjrct I Delemvse-FiraResidual-Firefmines, oz, 7
any] in e sormal manner - aier shich Delecen
appibics sgain. Torcing i back vet imother hex, [%w|
ALZIE2 May aunii fa an &P monelickd Licotion ooi
et 3 Bearch

A Yo, hai the preseoce of e mineficld alloss e
DMEFERDIER w0 make & Cassaliy dr (412 058, [3502)
ATLIEL May a ume Searc o erwn hes?

A A Sparcs sulnmstically includes s ren hes, More-
uver, the Seancher's hex cansot be coumed as a hes tha
mary il b Ssarchal. | D]

ATLIS2 Lan Searching reveal tomned entrsces T

A Re | 205}

ALLIAZ & Owl 0T a buil
Searried from gruved Tevel,
cunsidens Sembed w?

A Yes, [93a)

AILIE3  Are unns amemprng o Mop Up a okding
required i be witsin ten heses af any compleiely s
Kled hewes of che bailding” OF any Rlicte henes af the
building?

A, Wi Mo [ZHEL |Ongsally lised as A12.53, b
iy 14 fea ke A2 |

ATEISA If & leader applies. his leacberdhip Gacto 60 &
Searrty 15 B vulremitic In the elfeds of & Seach Casu

g hex with a B8 cellar is
o Thal #H cellar Locatim



wiiy should dar Search revesd a Conceakad unn?

A Yes. |250]

ALLIS §f more than e Searchal Lissdion conlais
anvthing thal van cssr Sminch caauliizs, is ooe Seanch
Cammlty dr made S eack sich Licetan?

A Med ealy one such dr con be made per Search
|

ALED IF & Location comtaining a comeesied AFY in 108
of & Good Order enemy ground wnil = sebjecind ©oa
non-ordnance pitack thel mealis m oot least o PTC o6 the
IFT. does the AFY lose i ~17

A Oy if the annck iz CA. andor of the AFY is CLL
(R

A12.2 & ATL11 SEE PRIOR ENTRY

ALLL ARLAZ-12E, RS2 & Bid6 SEE PREOR
ENTRY

ALLE I a poncralnl schick becones fslonad, mas
il nain Cor bier g cscealinenl?

A s retain its 7" otherwise allowed in), et oncn
pecencealed canmot regain & "7 while ahandkme:d
5w |

ALLAN & BOED Siece LOS s recpoocel. P22 senms
I iemply fhat & Bidden enrenchment direealy ‘bebind 3
walkhadpe canset be seen acroee tha wallbedpe by
- admeail, saune-level it 1s this cormet 7

A Mot required LOS 0 she entrenchment'’s Lice
tion = all that is nocessary boreveal it | %3h)

ALY & A4.1T SEE PRIOR EMTRY

AN13N May lnleoy mount 8 Horse courer sl has
alrendy movet dunng thar MPh?

A Moo |91
A1AT May broken Iofeiry "leel” hoses Suring the
RiPh?
A Mo [w)
® 4040 For SAN purposes, which Player makes

ST Eniren bimem DR for proscaers T

A Ho Player 18 congideresd 1 control (e grisosers, and
mu Sniper Activation will cocie.

Al I somevall of the possble tepets of o smper
aleck in & Locwtion are concealed. how dees the sniper
plaver determine i0s sanges

A, First, if the ehgble possible e aclade Toth con
crabed and unconcealed units, weal the concealed stack
b ovie reibde manges Creguediess of how mam unms 7
actuslly contains) for Random Selection purposes. Then,
i fer wheneverd o ocomeesled sack i chosen as the
sniper's migel. the saiper players opponent musi declane
the mumber (omiv) of eligible posssble mrges the sk
comaing. i consaing nome (Le. 15 & Thomoy stack i, 11
is mnnmatically eliminaied (3430 il conlaine o, fthat
unf = aacked. 1F it contins bwo vr mom, e miper
pleyer rodls for Bandom Selection saomlingly, {923
Al I twn hilding bevslocation of Be wame
wonden or slme Gnslnction Cups: ane Squidbant poss-
Fle miper larpety het, gnkmeen 50 i siper player, one
wof them is Fertified, castemust te opponest declare tha
Foatilial sttes oo Eereise s TEMY

A Hemay doso, |92

ALY & ARFAT Sinie Benastk unids can't be pinned of
brcirm, s the il eligibile digess Tor Sniper ailecks!
A, Yes—they will ignore paa resuhs, b if broken they
will suffer Casvaliy Beducton inshs, (90}

ALED & AMS 1T 5 hero o an sl MM enies a
Frigidl Wisher Ofwdac b willionad o Beidge, soukd fis canse
il suller Casualty Reduction e such unis sever
ek ?

A Yes | 2IN0]

ARSI Maw a Hero roul wiih beoken treops®

A Oy oF il i alsds a leeder, (U1

AB5.2 This rule says a bero sevee goes bererk. Rule
AI5AL savs e when a leader goes benserk he st
amempe i chenge aep nendly unils m his Localion ko
berseri statms; end A25.203 smve thal of o Comimissar
nes besserk, ol rnendly Infuney @ the same Lisation
amomencally becomes berserk. Com any 1y of lizader
who goes berserk canse § bom i besme Bemnek T
A, Bir, Mor can they ciise any oer unit (inziuding
inbeenl and Tesporary crees) that b immune o Hee of
Battle s go hersede. {91)
ALSD & AIVIL IF an alresdy wounded Hene Gile o
MC, is he climinatal or cnly wounded again?
A He is elimineeed [ ]
ALSD H a pinned wnit creams Cor Becomes) s Fero, i
thai Hero pinmed!
A, N |92
ATET I o brok leader Becomes Herse, does e amo-
matically rully w0
A 'es—a Hero can rever be broken. [ 95w )
ALSIE & AIB2 [T a henadeader i cosnted from s Fans-
iz umil, is that SMC Faraliz wo?
A Yo B, howewer, tal & Hen of Bl DR thal
rennlen in heth e Bante Hardening of. ana the creanon
ul o heo from, & non-Fuuce MMO doss s creae 5
Fanstic Tere (because the hern was ot created from a
Fustntke uiit; rather, the Fanatcism and Hem Crepton
ioourmed simultmecusly). [ iw}

i ANAEY B ATTD Dhwes te A05.22 penadty (Bting Flainied
if wrmded dung s MPR afier having expeaded > 3
MFy apply o non-Herolc SMC?

A es

ALSX3 Daees o hero oaing a 5% that normally regomes
I mmien W operoe Dre 0 oal fall FP (aside from PREE
Leag Renge. ewc.)! I yes. could he metead opt o fire it
using Area Iire and tae - | Heric DRM bl sy the caim
+1 DRM?

A Yes, M [ U5w]

ALE Can e -1 Hemole DRM be used o mesdify o
FIIM amack?

A Ho. |92

AlE24 & ATAX SEE PRICE ENTRY

ALED Accanding w thes mile, o Finnesh B Loe S0 8
tan) Batks Handests Becomes nelther an 8.0 B mor Fanp-
sz whal (il aepthing} heppens o ir!

A, [ doess bescoimee Fanatic. (")

ALSE Dices 3 Bussian 426 Ratile Handen o oa 4227 af
45277 Does 3 Bussian 3-2-7 HS Banke Harden e a
&4-H orgoa 32487

A Toa 527 [since the 226 HE of g 426 Bamle il
gite by the 22227 HS of ihe 5271 To a 2-E-B, {"%h|
AR AILIE & E1LEY SER PRICR BNTRY

AI5A1 A 52, B and 4-6-7 are in the same Logation,
il the #-1 heoomes berserk. Whie happess o the oiher
uniis?

A The -2 muet mbe iz NTC nest. using e Benerk
Beaders - | DM Chut et his onwn =T YN A LT I ok
-3 bevommes bemark, thee st s fakizs s NTC using
his -2 DIEM I b dises e hegoamie herserk, the aquad
Sl G b T Teat s suilijecs o the IRM of the B
only. | 252}

A1EAT & ATTI Kole 41542 siates thal a bersers ar s
Sl Level is never koavened for anv capse; 4177 saos
Bl wounded SMC has his Mocale Level hrwpres by
one. [oes o herserk, womded keader ke & Morale of
10 or &7

A 1D (250

ALSAL & Al4.22 SEF PRIOR ENTRY

A1SA2 Begunding the last senleace of this mle, may =
ioad Dwnder leader direct the IFT aitack of a berserk
unn? Lwen if the latier 15 part of & seme-Locsian FU
ponimaing & Cood order unil?

A Mo mhah, |92

ALSAZ May o Lood Usder leader apply his lesdorship
draz o2 e Ambesh dr in conjunction with o berserk wmit?
Even if another Good Order friendly o is pon of S
Aanbush atbermpt?

A Moo berh %2

AN5AZ May & Good Onder seader appdy his lesdership
DREM w0 a OO amsck made 2 conjuncoon with a benserk
unit? Even if aacther Giood Urder foendly uni parlic-
puies in thar atteck!

A B oo bath, (902

ALEAY  IF o tenerk woubied leader and g frendy
perserk MBC hegin their MF he aame Licaline.
st hey meren Sogeiter a8 w8 nbimed slack even
Themagh the wemmided leader kas caly 3 BFT

A Mo, (23]

ANEAN & ALEY SLE PRIOR ENTRY

ALEAN & ATLES 5EE PRIOR ENTRY

ALEAIN IF o oerserk mit w already i Medos s e sar
of o frendly MPh. must = a1 that e drop all ez W
It possesses!

& N, |'92)

ALS432 & AlL4 SEE PRIDR BRTRY

ALEAIT Muw & berserk MMC comdust an Infaniry OV R
LAALEN

M Yen, aml A4 15T applics aucesatically. That is, the
ML in sashjous) s ngithes e MTC nor the increesed ME
capenchiere norsally mguired for en Infeniry OYE, sad
e SR Jhowsa i b the npion. b enter anither Loca
tod, 16§ ehinusanes the SMC, the MM reoarms 5o nor-
mal (A15.80) aml may continoe s MPh if otherwise
elde and allosal b do w0, [ *94]

ALSE I oonic s subject s Mo Quarer jand therelfoes
will met sumender wia e Ri'h methesd), what happens it
it radls a bleat of Beite Suronider neselt?

A N et beriek, (W1}

Al & AES SEE PRIOK ENTRY

AdsE Dioes the DEM for "Hnoppesal Armie of Adi
Suppert® apply iT e AFuinswll in question s under
Recall?

AL N, {Hw |

AITA1 & ALY SEE PRICR ERTRY

AIT.2 & AN5IT SEF FRIOR ENTEY

A173 & ANSAT SEE PRIDE ENTRY

ALEIZ & ATLLG SEE PREOE ENTREY

AR & AZEIZ Moy an Bl or 8- grmcnsed by Leader
Crpartiom b changed for 8 Commissar?

A, M |[91]

ALED & ALS21 SERFRIOR EMITRY

ATRIZ-0) 1 o Franish B0 lessdier suffers Replasment,
& i replaced by a German 7-07

A, B i Besomes disnapied. | Y|

ATRIL ATLD & A10.22 SEE PRIOR ENTRY

AT I w Disrupied Esfanis unil is ind ADACEMNT
ath enemy InfunirpCrealry and un ey vehicle, does
il surmender? Cin o Desupmed unil surfesder whoke
in Meke!

A Tes o unbess in Mele. Mo, | 92)
A1 & Al8I] SEE FRIOR ENTRY
ADRID & AJAAT Is an lintisz 4-4-7 Beplwed by o
347 or by o 5467 Is an Jalian 1-4-7 HS Replacal
byoldYoral-567
A Baa dd-b By s I-:6, (930
AI%13 Wher heppens oo squad wath uncherbmad
mnrake and 2 3 LLR I it rolls an "Ociginal 12° 1FT DR
while wfllicied by Ammunition ShorageT
A e s Replaced by s e unbokes HS. (93]
AR T o lene MM on ou oside sulfenag fom
Ammeniton Slaortege ks with enly o nos-capured
W el rells an Origianl 12 1FT DR, does the MBIC
eIl sefor Riptacemmen?
A, Wo—amly the 5W is affecied (ie., eliminaed)
[ H]
AR I duning s BiPhon broken Infamry wsin is
ALUACERT to & Known, ool Ovder and unnol ey
Infamtre Cavalry b Tor sy reason is mable % poul
awary From il, doi the broken uee surreader o 16 2 elim
inaied for Failure o B! Assiiine that Mo {uarier (s
nee in elfec.
A i sumenders. (9
ANED] When waack of unita mast durrender during the
RiF, din they t s simulimseously of one al & cme T
A Simulisnesusly, and they moss be acoepied or rejecl-
Bl ay asmck. W]
A IF Mo Cuarier i m effect and s Broken enil s
runk bul camnul, may The appnenl opd o sece i sur-
render?
&, Kiv—il is climmireital o8 Foloe oo Boul, | 9%
AZLE 1 a Truend Torces o prisoner %o aliesspt Entrench-
e or o cleir rabbleFlamesmadhlock, is the Gieml
autonatically corsdered m be TI7 Is the Gasnd auke-
matically comsidered m be using Haeardous Movsemani
it it 15 rorcing the prisoner o alempl B Sk
nubblefroadidock? Does the Guard have & sxpend MF
o force a prisoner 1o attempt mibble leamnce?
A Yes, Yes, Yex [2273)
ALE I o crew = copoured, s snpemed 1S counter s
subscimmed for . However, doing su makis il onpassi-
hie in rell whether the wnit is wonh ooe o twa VP
Shoukd en onammed HE connter's 10 b ol on a side
revred il it rpresmis @ vrow?
A Yes, |UZ)
ADSA & AISE SEE PRICE ENTRY
AMED H a Guand s its prisoner buth uisdenga o MU,
whai e the poeaible cutzorres of Fin results?
A, A it is ot ausect b pinning direcly. Howey
wer, il s Chuanl pina, thes the prisoser summancally
Fecomes pinmed Koo & son-privoner, manned umit is
aubjict i pinmisg in the sermal menner | W
ALESL I e unermed e aimcks in O and s rpel
waryhves e atieck b o differen: eremy unil is climinge-
ad in thal seme O (hy anocher sracser), = e il
e imomesdiaiety rearmed 7
A e, prosvided weother ey il o b i Lociceoa,
[l
AL CAPFTURED EQUIPMENT: [See EY p 2™ fur
L5 /BrinshiFree French applications's semmioms |
ALLM & AZZAI] For s FTMIOL smack vs an annonesd
gl thes T ATUEMOKEHindmacs TEMOAFPh use
wllizct the TE DREY
A Mo, 9w
ALLd & AT M) SEE FRIGE ENTRY
ATLA1] & AT.AE] SEE FRIOR ENTREY
AZLELT 15 a MOL TE ememp negared it the Origmal
ool dr of the TE DR s 2 7677
A Yesand the A2261L effecs of the 6" dr apply o,
| Y
AZLSI2 & A22.M SFE FREWR ENTEY

® AZZEIZ Tioes the -2 medostion 10 the basc TEA for
WO we o Mevirg™ntinn velcle apply m @ Sopped
bl Tl qualifies @i & Moving Target per CHY oo
Mrein-Sooppenl vehicle that is aor s Moving Targei?
A Yes Mo,
A23,1 When s DC dewosaies = a hex, does i anack iz
hex i ils Loraninn®
A hs Locadon, (902
ALY OF moplaced D is desonssed, does the TEM of 0
wall hexgidke in the tarpet Location affeor te anack?
A Mo, (V5]
ALLE & AB1E SEE PRICE ENTRY
ALdA [ 2 unil uperahly Places g THC, sl ifen decarnes
Dicuble Time jo gain one MF, does the 41 OX DRM sl
wpply 10 the T atlack? 1 DO 6 openbly placed on
 onerealnd segel, Bl Sl tanges Iosses s "1 peinr in
the DO detonamion, s e DO aneck soll resalvsd as
Arva Firs?
A Mo Yes |91
AESA & CT.M6 I a CX unil FlaceaThrows a DC ver-
mis g1 AFY, does the +1 CX DRM spply o the [
Poeieon o TE DRY
A, T thae Pogition DR saly. | W}
ARG If 6 DO i threwn across @ wall hexside, i the
wall's TEM affect the DR of the sitack on the bopel
Locatiom .. of the Theoeer i LocatzonT
A, W iz Bath, [2205]

AXMG May o DO be Thrown from ae appers bulding
keveel %o thi in- L0, groand level Lisation of - adjacen
mon? U cotsenbuth Bifecs DR for o Throrsen D0 coese
1is malfeniixn !

A Yeu Mo—only e firs mach DR | '93h)

AZ3e May a wnit Theow o TH i6io an agper-level Loce
tinm of am addjagen) beilding hex? Acmas a cidl hexside
io n higher Losaticon?

A Chily of ADJACENT. Poo,

A23.7 Anvoeme 1 squad, assisied b beader, Semoa DL
I thal leader qualified t detoraie it? 17 (ot squad lae
Depkoss, will bodh of nis 1S be qualified s deomaie i?
A Mo, No—when e sguul Deploys, record on side
recoed the T ol one of the HS that retains te shiliy,
142]

AELT Ts the FP ol 2 fel D0 Balved versis o concealed
unil?

AL Yes | 92]

AZLTY May a Sel DT be detonated during the opponeer’s
PR 1T yen, dkows 1 lreve Redidust FPY

A Yes, vmvus n mining mrget AR Yes
(W)

AZATE How doos s Se D oo inoa bridge Locatbori
affect an AFYT

A B domat aflect the AFY usell, i doss aack any
Viliwrble PRO don IL Chherwiss, il can affect the
AFY enly via Ribisle-creanon. |1

Add 1 & EERYE M Since SMOKE pronmle nuy he
pleced inin (and & B0 mie be Tommml with 1 uni in] e
ATIACENT Lacation, mey s siuesd o0 Wire ool of
in Crest stas place SMOKE gremsdes inko—e Sem 2
TG wrth g un in—an adjacent hex?

A, Yes, al o urol umder thid ware of LN a0 Depression
cowdad achani inlo tha mdjscem (aemally thus ALIA
CENT hea, [9h]

A3 Does this mule's probebinen o pre- 4 me of W
vy the Beritish apply only in grenades or uall Wi smmern?
A& Unly m grenasdes. {90}

AMAL IF 3 MMO ke 0 NMO dise 10 WP SBOKE
e in s Locarion and the MM cases & Heal of Ba-
e BR that creanss @ hens, does the hero hene 1o iake 3
WMC fod the W waT

A Mol W

AZ4AN, AR, T332 & U314 SEE PRIOR ENTRY
Al 15 comvesponel smoke ma -1 kel 3 bewel TLOS
Hindrance!

A Mo, beeel | e, dwu beeels g level 1) | 215
AR Daes Lot 27 (i pridlal on the cnisier) Smoke
phicod s Larved O rise (i.2., up oo bul eacludeag) Level £
o thrugh Lewel 2 (e, up o but exclading Level 517
A, Ll oo bt excluding Level 2. [%0a|

A4 Xince, as pert of the A28 QdA m the Annesl
"0 Debeiefing. Smoke plaved ai Level ) risee up & e
mod through Level & would @ LOS speed friom Level 2
« Level I 