


THEGAMES WE GREW UP WITH.......

JUST GREW UP!

That's right! Multi-Man Publishing is proud te
announce that classic wargaming is backl
Remember those state of the art games
you started playing when you found
this hobby? Those same
games are coming back
with a bang! Slated to
reappear in the first
year of the new mil-
lennium is the most
popular WWII card
game ever, UP FRONT,
The YZK version of UP
FRONT will not stray from
the original design-no need
to ‘fix' something which isn't
broken. But, UF 2000 will feature
groundbreaking new artwork and
a number of medernizations includ-
ing no more chits! That's right,
UF 2000 will truly be the card game it
aspired to become some 15 years ago.
No need to worry though, UF 2000 will
still play the same way it did when it first
appeared. UF 2000 will also debut a Col-
lectible Card Game (CCG). This version will be
entirely optional. Some of thése cards are illus-
trated at left. The UF 2000 game cards will be slightly
larger than the original version, but will also accommeo-
date all of the information indicated by chits in the past-
and they'll also be full coler. The CCG will feature a vari-
ety of new cards, all fully compatible with the basic UF
2000 game. The CCG Starter Set will mirrar the non-CCG
cards but will feature one-of-a-kind photos for Vehicles
and Personnel {as seen on the PFC Gilfallen card at left).
The CCG also brings rare cards such as the Sgt. Stahler
and the Russian Sniper cards shown below. These cards
offer unique opportunities and provide variety of play
should you and your epponent agree beforehand to
incorporate them into your scenario. The possibilities
and fog of war created by these rare cards will make the
collectible version of UF 2000 truly unigue. American
officers wielding captured German SMGs, Fortified
Buildings, the lethal Automatic KIA Sniper, and more!
The possibilities are endless, and Up Front 2000 will be a
must-have for those that still play their original version,
as well as a great introductory wargame to finally per-
suade your buddy to become an opponent,
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Just about everyone at MMP cut their wargaming teeth
on Avalon Hill's Panzerblitz. Fond memories of a glori-
ous time in our hobby are called to mind by the mere
mention of this classic. Well it's time to shed the “classic'
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B label and stride boldly into the year 2000 with a new edi-
i tion of Panzerblitz and its companion, Panzerleader. A
2 ¥ dedicated group of gamers is hard at work to
E B rebuild this timeless mahsterpl:iece at?d I;MP is
= 7 f heping to bring yet another classic boardgame
8 . l‘ [} ln Saokaulo '_.Iourgh};hhy shop shelf! :
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Stay tuned for developments on these classic
games, and many other former AH tities, on our
website at www.multimanpublishing.com or con-

tact your local hobby shop and inguire about

3 H-TI their availability.
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Multi-Mun Publishing's ASE Sourmal 1s devoted to
the presentation of autharitative articles, tested sce
narios, and occasional game inserts for the
ADVANCED SQUAD LEADER pame system, hoard
wargaming’s premiere tactical simulation. Such
articles encompass, but are not limited ta, the strat-
egy, lietivs, varion, the design and historical back-
ground of the ANL senes of games. The ASE Journgd
15 published by Muolti-Man Publishing, LLC (PO,
Box 601, Gambrills, Maryland 21054-0601, USA )
solely far the edification af the serious ASL affi
cionido m the hopes ol improving the player's profi-
ciency and hroadening his enjoyment of the game,

While most of the marerial in the ASL Journal is
solicited by the editors, articles from the gencral
readership are considered for publication at the dis-
cretion of MMP"s staff. Materials may be submicted
either electronically {suhmission @ multimanpuh,
com) or by mail {see above address), and shoeald
enbrace the enets of comemon English usage. There
15 neo limat on word length, Photographs must have a
caption and credits an the back. Fejected materials
@111 be returned 1o the author ealy when sccompa-
nied by 1 SASE. Potential auchors are advised that
submitted material becomes the sale properiy of
Multi-Man Publishing, LLC. REenumeration wll
consist of a flat foe of ULS, 530 per 875 117 texl page
plus one complimentary copy of the ferrnal in
which the material sees print, payuble vpon publica-
tion of the materials. For further information, write
e ASL Articles ofo MMP.

The ASE JOURNAL is produced by Multl-Man
Publishing, LLC, which consists of Russ Bunten,
Perry Cocke, Carl Fago, Curt Schilling, and Brian
Youse,

COVER ART: David Pentland
MAF DESIGN AND ART:  Don Petros

ASL SCENARIO DESIGN: Chas Smith, Dan
Dolan, Murk Bretherton, Yie Provost, Roger Besr,
Curt Schilling, Pete Shelling, Jim Stahler, Tim Vano
Sant, and Brian Youse.

SCENARIO PLAYTEST: Iim Stahler, Brer Hilde-
bran, Randy Yeates, Guy Falzetti, Bill Heyward,
Mike Conklin, Jelf Thempson, Lee Tankersly,
Michael Libens, Rohert Wolkey, and Ted Bleck
(Special Thanks alsa to the Windy City Wargamers,
the guys at Bounding Fire, the Paddington Bears,
Chuck Goetr, and the Yousehouse Irmegulars: Kevin
Yalerien, Ken Dunn, John Slorwinski, Steve
TPetersen, John Appel, Bob Lyman, Jefl Evich, Matt
Deuber, Wuyne Hadady, Tom Meier, and Darren
Emge)

QUESTIONS: All questions on the ADVANCED
NOUARD LEADER syzrems must be based on the
rules of play {not hstorical or design matters), on the
current rules edition, must he phrased in the form of
a yes or no question, and should be accompanied by
any appropriate diggram. Postal questions shoold be
submitted to MMP {address above) and will not be
answered unless accompanied by a self-addressed
and stamped envelope. E-mail guestions an ASL
may be submitted via our web site 81 www omulti-
manpub.com ar directly to asl_ga@ multiman-
pob.com

Copyright 2000
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A V’Ew F ROMTHE MOUND

Well here we are, almost a year to the day
after our first release under the MMP-Hashro
aeais, ASL JOURNAL #1, and we could not be
huppier. Last vear saw the release of four offi-
cial ASL products, five counting the second
edition of DOOMED BATTALIONS. Believe
me, there were times when we didn’t think we
could pull it off.

From day one the folks at Hasbro Games
have gone out of their way to welcome and
assisl us in every way possible, Gale Steiner,
Phil Jamison. Phil Jackson, Mike Hirlle, Mark
Foster, Mark Stark, Mike Craighead and even
Hasbro®s President Alan Hassenfeld have gone
wiy bevond anvthing we ever dreamed of in
the way of support,

Along the way, we've had our rough spots,
some fauy pas, and just plain old mistakes,
This will probably never stop entirely, but
we've made tremendous strides to correct the
problems we can control, and we will continue
to try to eliminate these. Our goal from day
one has been very clear—first rate customer
service, While sounding narrow in focus, cus-
tomer service encompasses everything we do
here at MMP. From filling orders in a timely
fashion, to handling phone calls in a polite,
courteous and professional manner. to the his-
torical research, development, playtesting, and
presentation of the actual game itself. guality
customer service is behind every product and
gvery decision at MMP,

Ower the past three months ¥MMP has taken
an even larger step into the wargaming hobhy
through our recent agreement with Hasbro that
will allow MMP, via license, o wark on for-
mer Avalon Hill titles many folks thought
dead. Titles such as PANAERBLITE and
PANZER LEADER, U'F FRONT, BREAK QLT
NORMANDY (and the area movement series],
and Great Campaigns of the American Civil
War are only the beginning. Reprints, updates,
expansions, we are contemplating all of these
and more. In some cases we are working with
the pame’s original designers, and on other
titles we have teams of highly respected
gamers submitting already-designed expan-
sions and vpdates, or we are assembling such
teams to pick up where others left off, UF
FRONT is a perfect example. Don Hawthorne
is heading up a small team of designers and
players for the reprint of &P FRONT, You
might remember Don as a former managing
editor of Avalon Hill's The GENERAL maga-
zing, or perhaps as o well-known name in UF
FRONT. We have seen this team’s work and
can only say that it will be nothing short of
breathtaking if we can pull it off. Can you say
full color personnel cards?

That is a lot of action on a new front, but
ASL plavers out there need not worry. ASL
will remain MMP's focus. There has heen
guite a bit of change taking place in the ASL
world. The time of non-support from the offi-

cial source of ASLis truly over. ASL will now
tand for as far as our eyes can see) have a
highly motivated official producer—MMP.
We have been eagerly working out agreements
and arrangements with Tormer publishers of
third party ASL produocts, This Journal 15 an
example of our desire to work with creative
and talented ASL people throughout the
hobby. Chas Smith and Sam Tyson, formerly
known as Bounding Fire Productions, were
enthusiastic about working with us and submit-
ted some of the articles and scenarios seen
here, The three scenarios (“The Merzenhausen
Zoo”, “Inhumaine”, and “The Guns of Naro™
from the 2od Armored Divigion (Hell on
Wheels) and two armor articles are all good
slufl, as are the five brand new scenarios cov-
ering the Herman Giring Division and the sce-
nario analysis of “Maro.” Look for more of the
same from these guys. Awvstralia’s Paddington
Bears have also been highly receptive fo dis-
cussions ahoul this very same thing and vou
will find two of their high quality, wournament-
sized gems inside these pages, We also feature
two scenarios from the Bunker dudes out in
western Massachusetls, Not lo mention our
other contributors, Along these same lines,
MMP has engaged the services of Mike Reed,
plavtest chief of the former Kinetic Energy,
Mike will head up the thankless job of playtest
co-ordinator for MMP, We are currently try-
ing 1o strike a deal for the entire body of
Kinetic Energy work, some published, some
not. There was never any question about KE's
commitment to gquality ASL, and such an
apresment would be a win-win for MMP and
ASL.

We are happy to provide some insight as o
what's on the horizon. The 2nd edition of the
ASL RULEBOOK is next on our List, and we
are already hard at work on this. This will he
one of the most important ASL products we
publish. We hope e have il on store shelves
and available to you sometime this spring.
Then there is ARMIES OF OBLIVION, How
long have you waited? Too long would be the
near-unanimous answer, and we would have o
agree, Work on Ao s well underway,
[riends, It's going 1o be o massive project, one
of the largest ASL modules when all is said
and done. Plans are for 5 geomorphic map
boards, 12-16 scenarios, and extensive cover-
dape of all the axis minor nations, as well as
completion of the German and Russian Chap
ter H vehicle notes, along with additional
counters. Armored trains mighe finally make
their appearance. The more we get into this the
more it seems this product might not be ready
until December 2000, Mo matter what it takes,
however, we plan on the release date having
the year 2000 on it.

Another product that might make its initial
appecarance this year is the "ASL Histerical
Study Series.” The brainchild of Brian Y ouse.

by Curt Schilling

this potential line of prodocts finds its roots in
the HASL series. but with some major differ-
ences: geomorphic maphoards with accompa-
nying scenarios as well as one or more HASL
maps wilth scenarios and Campaign games and
d historical booklet. Counters are certainly a
possibility as well, The first battles to receive
this treatment look te be on Guadaleanal, with
HASL maps for Edson’s Ridge and Hell's Cor-
ner, based on a submission from Nadir EL-
Farra, the brains behind Baraque de Fraiture.

On the horizon for 2001 we can see Intro-
ductory ASL making its way (o the forefront
feomplete with electronic ASL rule book), as
well as the long-awaited and highly-antici-
pated Central Stalingrad HASL from Tom
Morin and the Bunker dudes. Another SASL
module to round out that svstem is also in the
works, and a HASL module covering the bartle
for Ortona (“Ttaly's Stalingrad™) s preiy far
alomyg in design by Canula’s own Jim MeLeod
as well, We also hope (o work ool something
cool with Virtual ASL (VASL) on the com-
puter.

This is by no means an all-encompassing
list, as we have plenty of other irons in the fire.
{Hang in there, guys.) We aren't lacking for
ideas or submissions, bul il vou have an idea, a
concept, or a design, by all means please con-
fact us, MMP has yvet 1o design an ASL prod-
uct completely in-house, and we may never
have the time to do so if the outside submis-
sions keep flowing, That's a good thing, as
much as we would love to take the fime w do
some of our own ideas,

We'd he remiss if we signed off withour
thanking a couple of people. First off, 10 the
big guy upstairs for blessing me with three
healthy kids, & beautiful wite, and a right arm
that works on a different level than most others
when holding a baseball. Secondly, to L Ann
Youse., If you've ever placed a phone call w
MMP, or received an order from us, you've
been witness 1o one person's tireless efforts 1o
maintain customer service and support,. What
she has accomplished for us has been nothing
short of amazing., Hats off to Lu Ann. Lastly,
to John Hill, Don Greenwood, Bob McNa-
mara, and Charlie Kibler. Without these guys
nene of us would be plaving ASL, and that
would truly be a shame. [t has been a major
part of my life, and some of you out there can
certainly say the same. It seems ironic that
MMP sold the last copy of the ariginal Squad
Leader module on December Tth, 1999,

On behalf of myself and the rest of MMP—
Russ Bunten, Perry Cocke, Carl Fago, and
Brian Youse—Here's to a happy and healthy
new millenmium.

Thanks and God Bless.

Curt Schilling
President, Multi-Man Publishing, LLC



Easter Sunday | April, 1945 dawned cool
and clear off of Okinawa, The officers and
men on the | 300 ships of the Central Pacific
Task Force couldn™ have asked for a better
day 1o launch what turned out to be the final
amphibious invasion of the Second World
War. They were about to assault the last bas-
tion of the Japanese Empire outside of the
Home 1slands,

Operation leeberg was the largest amphibi-
ous operation that American forces had
mounted (o date in the war, The distance from
the 115, mainland was one of the more daunt-
mg factors in the planning of this campaign. It
wigs 6,250 nautical miles from the west coast of
the LS. and it teok 26 days for a ship to sail
from there to Okinawa. Proper planning was
casential for this project to succeed. There was
adequate shipping for the initial landings but
after that the planners had to anticipate the
neaeds of the forces ashore a month in advance.

Cieneral Buckner would comimand the [0th
Army once 1L was ashore and knew the kind of
fanatical resistance that could be expeeted
from the Japancse defenders. The XXI1Y
Corps would land four divisions abreast south
of Hagushi and was expected to drive across
the island and then wheel south and push
toward Shuri. The 96th Division was initially
required to capture the high ground that com-
manded the landing beaches to the south and
southeast.

The invasion of Okinawa began at (E201
There was ne nitial Japanese response to the
landings. Within an hour there were sixieen
Banalion Landing Teams ashore, two from
each of the two Regimental Landing Teams
from the four divisions (6th Marine. 1st
Marine, Tth, and 9ath), The U.5. soon had
over 16,000 men ashore and ready to begin the
conguest of Okinawa. But the unexpected ease
of the landings caught the U.S. planners off
guard and a feeling of trepidation came over
the men ashore. Where were the Tapanese”?

Defending Okinawa was the 32nd Army of
Lt General Mitsuri Ushijima which consisted
of three divisions (9th, 2dth, and 62nd) as well
as the 44th Independent Mixed Brigade.

Totaling 31 battalions, this force was aug-
mented by two regiments of 150mm howitzers
and one regiment of Timm and 1 20mm guns,
plus one Heavy Artillery Battalion with
1 30mm guns and several platoons of large cal
iber (320mm} mortars. For the first time in the
war all of the on-hand Japanese artillery assets
{exciuding the divisional artillery) were under
unilied control—that of the 5th Artllery Com-
mand.

Dwe to the cxeessive length of Okinawa's
cowstline, the Japanese never planned to con
test the landings, They instead chose to have
several small (hattalion-sized) forces in strace-
gic strong points supported by light mortar and
artillery to harass the Americans as they
searched out the main line of the Japanese
defenses.

The first week was spent seeking out the
lapanese and fighting several small sharp
engagements against lapanesg outposts,  On
April 3rd, alter cotting the island in half, the
XXIV Corps wheeled southward and began its
drive toward Shuri. The two Army Divisions
ithe Tth & 96th } advanced with the objective
of attaining a line along the Urasoe-Mura, Hill
178, and Chuki Hill mass,

For the 96th Division, April 5th marked the
beginning of the fierce Japanese resistance that
would characterize the remainder of the Oki-
nawa campaign. At one point on the Ginowan
Road, the men of the 3rd Battalion of the 383ed

Regiment had 20 machine puns and a slew of

mortars firing at them as they tried (o move
foward Kakazw Bidege, This was a portent of
things to come for the 96th.

After the capture of Cactus Ridge later that
week, the 96th Division was faced with the
Japanese defenses in the Kakazu Ridge area.
Intelligence had failed to realize just how
extensive the lapanese preparalions were on
this insignificant looking little hill. These
positions had been well prepared and were
manned in the most part by the men of the 13th
Independent Battalion who were willing to die
in place fighting for their Bmperor and their
homeland, The final curtain was ahowt 1o go
up.

Historical Background

and
Designers Notes

by Dan Dolan

The Japancse use of the Independent
Infantry Battalions to slow the American

advance from the beaches to the main ling of

resistance had succeeded in delaying the
Americans for a week, Using a series of Jocal
counterattacks supported by artillery and mor-
tar fire, the Japanese had kept the Americans
oft halance and unsure of Japanese infentions,
The time for delaving was over, however.
MNow the two combatants faced each other with
the lines clearly drawn.

It is at this point that MMP and I begin our
presentation of the actions on and arownd
Kakazu Ridpe. Allow me a moment here to
explain how this project came to be. The pub
lication of Kakazu Ridge brings to fruition the
labors of many people, myself and Don Pet-
ros—ihe creator of the map—included among
therm, 1 had submitted a group of scenarios (o
Avalon Hill several years age and during
MMPs early days of running ASL 1 had spo-
ken with them abour publishing the scenarios
in un ANNVLAL, At the same time we were dis
cussing this, [ began working on a HASL ver-
sion of Kakazu Ridge, MMP was rightiully
concerned about my drawing skills, but my ini-
tial version of the map was a simple black and
white work-up of the Kakazu area.

After the ASL Oktoberfest in 1998, MM
contacted me and told me that they bad a map
of Kakazu Ridge done by Don Petros and
asked if 1 would be interested in working on
the project with them. Onee T saw Don's ver-
sien of the map [ folded mine up and haven't
taken it out since. The thing that struck me
wiy the similarity of the work that Don and 1
had done independently Don’s map was eerily
similar to mine in its depiction of the area
around Kakazu. [ will never claim to be any
kind of an artist, but I was looking at what is
the Minest HASL map produced to date. |
instantly agreed to do the seenarios for this as |
had several already done and had ideas for
maore. | wanted to show the scope and bitter-
ness of the fighting that took place in the
Kakazu area over the several weeks beginning
April 9, 1945, T also wanted to utilize Don’s
cxcellent map to its fullest potential. Luckily,
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the actions that eccurred took place over most
af the map arey, so0l was just 2 guestion of get-
ting them into scenario form,

I'he 96th Division had its eves set on the
Urasoe-Mura escarpment as its objective.
Kakaru Ridge was viewed as more of a speed
burmnp than a significant obstacle to its advance.
Juat how wrong this was soon became evident.

A description of the area around Kakazu
Ridge 15 in order here. Standing in front of
Kakazu Ridge the Americans looked across a
deep gorge that ran the length of the ridge and
was covered with woods and brush, This
gorge was considered impassable to armor, so
that any attack against the ridge line would be
without the benefit of armor. Sece S5R KR2,
Even infantey would have to struggle through
fthis gorge (although by virtue of heing a Dry
Stream, the stream bed of @ woods hex is not
filled with woods as a pully-woods hex would
be), The Japanese had this area pre-registerad
with artillery mounted in the caves along the
[ace of the Urasoe-Mura escarpinent a mile to
the south. The area was also dotted with

numerous lombs that were dug into the sides of

the gorge and of Kakazu Ridge itself. Japanecse
engineers had made extensive use of these
tombs as pillboxes to hide machine guns and
infantry in relative safety from the American
air-artillery team. [ felt that the wse of caves w

represent these tombs was the way to 2o as it
didn’t require a new terrain type [or what
alrcady has been done in the basic ASL sys-
tem. It alse allowed them to be connected to
the cave complexes. More on the complexes
later,

The ridge itself 15 a rather nondescript little
hill with {looking north) a smaller hill to its
west {Kakazu West 1o the 961h Division,
Crocker’s Hill to the 27th Division later on)
separated from it by a saddle that drops of
between them. Most of the vegetation had
been stripped away by U5, bombardmuents,
with much of it lying on the ground, sometimes
to & depth of several Teet. Don’s use of the
blasted tree depiction allowed me 1o call this
terrain Dehris—an already-existing terrain
fype that functioned quite well for our pur-
poses. See SSE KR3. (A tip to future design-
era: whenever possible utilize existing rules
and avoid writing special terrain rules. )

Located behind the ridge is the small village
of Kakazu. At the point that we begin our nar-
rative it bas been hit pretty hard by American
air and artillery and has been pretty well rb-
bled. The Japanese have dug in the rubble and
have mined the approaches to the village real-
izing that if the Americans want (o gel armor
up on the ridge the tanks would have to come
around it fromm behind and not across the gorge,

LLS. Army Attacks om April 9th, 1945 (U5 Aoy

The many caves on the reverse slope of
Kakoeu und Kakazu West dominate the village
and, if unsuppressed, make any movement in it
dangerous. On either side of the village there
are fields that are excellent 1ank terrain, and
the Japanese have utilized whatever cover
there was in these areas to hide anti-tank
teams,

Designating specilic Cave Complexes (S5R
KRG} was an idea that came out of design dis-
cussions over how 1o represent the use of
extensive mnnels and caves by the Japanese to
honeycomb Kakazu Ridge, 1 originally had
one giant complex under both hills. MMP sug-
gested breaking il up inw a series of smaller
complexes to prevent the Japanese from moy-
ing from one side of the hill w the other in one
furn. They could sull raverse the entire hill
underground, but it would take several trns,
Some scenarios give the Japanese plaver extra
Cave Complexes, introducing the element of
uncertainty as 1o exactly where the caves will
he.

I ulso wanted to show the extent of the
Japanese efforts in digging caves and utilizing
tombs in this battle, Allowing only one cave
per hexside didn’t really show this and it also
allowed & kev position 1o be neotralized by tak-
ing out one cave. Allowing several caves per
hexside was the way to go as the rulas are eas-
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KAKAZU’S TOMBS

ASL SCENARIO J16

VICTORY CONDITIONS: The Japanese win immediately upon exiting 2
12 Exit ¥F {excluding Pnsoners) off the north edge of the playing area

TURN RECORD CHART

Svenarie Design [han Dolan

KAKALL RIDGE, ORINAWA, 13 April 1945: As night fell on April 12, Sgt,
Beaufort Anderson and the members af his mortar platoon oceupied several of the
many lombs dorting the area between Kakaru Ridge and Kakaru West, Good
things s¢ldom happen when one is forced 10 sleep with the dead. This night would
prove to be no exception us elements of the Japanese 272nd Independent Infantry
Battalion launched o counterattack stranghe at Sgt. Anderson's position

BOARD CONFIGURATION:

A
N

KR

[Crity henss numbsened - § and © 18 o
ttwaan hexrows F-N are plivabie)

BALANCE:

== In the Amenican OB, replace one MM in A Company
with a .50 cal HMG

@ In the Japanese OR, replace one B+ 1 with a 9-1.

r AMERICAN Sets Up First [209)

@ JAPANESE Moves First [310]

2153 |4 END

5|6

Elements of C Company, 15t Battalion, 381s1 Regiment and Mortar Platoon [ELR: 3] sct up onfeast-of

hexrow J in hexes numbered < 13: |SAN: 5]
E%E' *| AR PG
- 1 = - o - I"il ﬁ E
i) !E 227 * - ﬂ' B t 3 ‘}i&% vn | e | 1036
3 5 2 2 2

Elements of A Company, 1st Battalion, 381st Regiment st up onfwest-of

hexrivar H in hexes numbered £ 14
Tk =T | B
o x 3 £ ‘i\ﬂ* pisa | ?
g5 | 227 i - * “1zMeg | un J g |
[+ 2 2 2

along the south edge [EXC: see 55R 5]: {SAN: 2}

Elements of Akivama Tai und Shimuozo Tai of the 272nd Independent Infantry Battalion [ELR: 3] enter on/after Turn 1

4 hoa |z R |G| OE | @ | T
20 g 2 2 2 2 3 .

SPECIAL RULES:

l: EC are Moderuie, with no wind at start, See KH 35K, Night rules iELY wre in effect
Buse BVER is 2, The Americans are the Seenario Delender and the Japanese are the Sce-
narle Amacker. The Majority Squad Type of both sides 1« Normal,

L, American wnkls use caves as if they were lapancse [EXC Cave Complexes (G11.2) are
NAL Japamese umaly may nol enter & cave which currently conlains an unbiolien enemy
RTRN ]

). The O B-given American hero i exempl from Wound Severity the Tl time be
Becomes Wounded during the scenario, In wildition, iF in a hex l.'I'|I1[il.iI'|.I|||.'_ Wi Arefican
frllinm mortar, he may elect 1o make o spegial Thrown Mortar Roond atack in Hew ol any
other sitack as if uming 4 8W, A Thrown Morar Roand aitack reguires ao TH roll, has a
Multiple ROF ol 1, and stiacks with 4 FI'; a CH occurs if the colored dig roll of ihe IFT
IR b @ 1. Thee mas i ramge is ong hei; an sack aparml a higher clevalion attacks the
hero « Location instead if the colnred dig of the IFT DR i 4 &

. Ko Japanese MMC are sicaliby

8, The Japanese cave counter represeils ooe Spigol Morar Cave which s not part of a
Cave Comples, Prior (o American setup, the Mortar cave and one Japanese crew from
that Jupanese OB suerd be set up osing I i oo bex numbered 2 16

B, The American pluyes recedves one module of RBl+mm batalon monar OBA (HE, WP,
and [R only|

AFTERMATH: The Japanese attack bumt owl of the village of Kakzru and up oeto e
slopen of the hall i ihe saddle between Kikozo and Kakaze West. Sgi. Asderson and
the men holding this area found themselves Nghting for their lives with the Tnpanese fero-
clously trying 10 batter thewr way past the Ameelean frond linen into the rear areas. Action
Becume so heayy that al one poml g0 Anderson began (hrowing mortar ammuniiaen a
the onrushing Japancee alter arnung (he rounds by pounding them on rocks, Over 170
lapanese dead were counled when dawn linally came. Sgl. Anderson was subseguently
swarded the Congresaional Medal of Honor for his bermsm




TURNING OFF THE SPIGOT

ASL SCENARIO J15

iy

Yremaro fezign; Dan Dolan
KAKAZU RIDGE, OKINAWA, 11 April 1945: Aler the fwlure of the “power-
house attack”™ to dislodge the Tapanese from Kakazu Ridge earlier in the day, the
Americans tried a series of attacks in battalion steength sgainst various porticns of
the ridge. The 3rd Battalion of the 383rd made one such attack. Part of the battal-
inm's ahjective was to eliminate several of the huge Japanese 320mm spigot mor-
tars that had been hurling garbage-can-sized shells at the attacking Americans
over the past several davs. Aerial reconnaissance had discovered the location of a
pair of these weapons in a small series of caves on the eastern end of Kakazu

VICTORY CONDITIHONS: The Americans win al the end of any Playver
Turn upon Controlling all existing Morar Caves,

Ridge.

BOARD CONFIGURATION:

KR
BALANCE:
@ Add one 14547 pillhax and ane Japanese (Dinty henes numbernd = 1 ond
between hexrows T-BB are playable)

MG o the Japanese OB.

1 In 8SR 4, change “80+mm OBA (HE and
WP ta “100+mm OBA (HE and SMOKE,

TURN RECORD CHART

@ JAPANESE Sets Up First [164] =

7 AMERICAN Moves First [221)

END

213|456

Elements of the 14th Independent Battalion and 32nd Army Artillery [ELR: 3] sel up anywhere (see S5Rs 2 and 330 |SAN: 5

=
—3

oo (3] 2|0 2| | | |
i - - A ED el | sz '

447 228 ? = % o % =1ln :-“ :‘ -lll_i'i i[ 26 | s0t(eEr I+-:-+E
B 5] 2 2 3 3 12

Elements of the 3rd Battalion, 383rd Regiment [ELR: 3] enter aleng the north edee onfafter Turn 1; 15AN; 3]

E [E] 1 g MME T [ Raiin

s L 7 18 = E[E] Ea 2 d!ﬁ

147 gﬁ }«E-a 227 * g i = i : 5@% z 7&4-11 Ein.. B:ﬁ B
4 4 8 3 2 2 2 3 3 6

SPECIAL RULES:

L. EC are Moderate, with 2 Mild Breesze from the southwest. See KR 55R.

L. The Japanese may use Kakazu East, Kakazo Front. and Kakaru Reverse KR
Cave Compleses (S5R KRA) as well as one additional Cave Complex.

X Twoal the Cave counters in the JTapanese OB are Spigot Mortar Caves (S5R
KE 3). The Mortar caves must sel up on board < 3 hexes from W13

4. The American receives one module of 804+mm battalion mortar OB A (HE
and WP anlyl; the first Radio Contact Attempt is automatically successful and
the first Battery Access draw is automatically hlack {remove one black chit
from the drow pile).

AFTERMATH: The attack ran into immediate aod Tureus Tapanese resistance. Morar
fire From hidden units and machine gun fire from caves and pillboxes ripped into the
advancing Americans, After several allemgls w Mank the morar caves the Americans
were Jorced to admat failure, The spigol mortars would continee their deadly fire on
Aanericin positions on the front side of Kakaeo Bidge



ON THE HOSS’ SIDE

KAKAZL HRIDGE WEST, OKINAWA, 10 April 1945; Alter advancing to the

ASL

iy

SCENARIO J14

VICTORY CONDITHINS: The Americans win at game end il there is 2 1
urtbroken American MMC in hexes GEGI2HILL.

TURN RECORD CHART

top

Seenarin Desipn: Dan Dolan

of the amaller of the two summits along Kakoeu Ridge, 1 Company developed

a bit b a problem. 4 was siting in the open above & Japanese underaround com-
plex specially prepared for just such a situation. Murderous arcillery and small
arme [ire erupted around the suddenly isolamed men of L Company, Led by First

Liegutenant Willard Mirchell

nicknamed the “Hoss"—they were now fighting for

their lives,

BOARD CONFIGURATION:

KR
BALANCE:
@ Remove the FT from the Amercan OB, [Dnly heres fumbersd » Eand < 15
oiubatween Feirows E-K are playabla)

w5 Remuove vwo 4-4-7 squads from the

Japanese OB

@ JAPANESE Sets Up First [284]

T AMERICAN Moves Flrst [198]

2/3(4|5|6|m

Elements of the 1dth Independent Infantry Battalion [ELR: 3] sct up anvehere within the plaving area (sce 35R 41 [SAN: 4}

- 1 i 2 S L oy LM NTR oG
EY ? - q % ? x I%’!E E*EE 1{5%‘ 15-’-'1‘ Qk‘ﬁ T+d4+6
447 | 228 e i 2§ | senap 3 .
20 2 2 3 3 2 i2
1. Company, 3rd Battalion, 383rd Regiment [ELR: 3] set up onfnorth-of the {alternate) Hex Grain
DIL-ELLI-FLLI-GLL-HEQ-JI0-K 1 0-L%: [SAN: 4}
El g MG MG T [T Radle
m # = i pry i = i I #&t}ﬂ #1{’._!1 =1 K2 ﬁiﬁ-&, E:ﬁ |:e:~.
g67 | 227 = TheE | 3l e 40 | g | Eabi s
10 2 2 5
Elements of C Company 15t Battalion 383rd Regiment 1 oo _— ‘
sel up in hexes numbered 10 on hexrows K or L ﬁ’:ﬁ-ﬂ o E z I-|I:|i! #\fi EE&.

4 2

SPECIAL RULES:

1. B are Moist, with no wind at start, S5ce KR S5R,

2. The Amencans receive one module of 804+mm battalion mortar OBA (HE
and W only)

3. The Japanese may use the Kakaza West KR Cave Complex (S5R KR 6). and
may sel up one additional Cave Complex.

4, The only Japanese units which can sel up in an American setup area are ones
IM caves, No Japanese unit or cave may use HIT in an American setup areas.

AFTERMATH: L Company found itself atop the northern knoll of Kakazu West and oot
of confact with friendly forces on either flank as the rest of the American assault on the
ridge floundered in a storm of Japanese fire. Licutenant Mitchell rallied his troops
throughout the day against numerons Japanese attacks—ranging from platoon 10 com.
pany strength-—with the cries, “Walch out! Here comes the Hoss!™ and “Cid’s on the
Huoss' side.” The men of L Company held ot for the rest of the day before retreating
ender the cover of o smoke barrage once it became obvicus to all that the position wea
untenahle, The Japanese main defenses on Okinawa had been found




THE GORGE

ASL SCENARIO J13 Scenario Design: Dan Dolan

KEAKAZU RIDGE, OKINAWA, 9 April 1945 The 3rd Bartalion had been
given the task of pushing onto Kakasu Ridge by advancing through the series of
stream beds that lay in front of the hill, The Tapanese had placed some defenses 1n
the approaches to the ridge, covenng this ronte with mines and fire from several
320mm spigot morears,

BOARD CONFIGURATION:

A
N

{0nly Feies numbarnad < 11
crubatwaen hearows E-M B
playatin|

BALANCE:

{if rhm; have @ o S5R 4. change “100+mm OBA (HE and SMOKEY to “80+mm
2 OBA (HE and WP,

7 Add one 1.5, HMG ta the American OFR,

VICTORY CONDITIONS: The Americuns win at game cnd
Good Creder units worth 2 15 CVP on Level 1 or higher hexish,

TURN RECORD CHART

@ JAPANESE Sets Up First Lz
~ 112/3|4|5/6|7|8/|9]m
50 AMERICAN Moves First [192)]

. Elements of the 14th Independent Brigade [ELR: 3] set up south of the gully running E2-K3-M3 (see S5R 41: [5AN: 6]

1 E ; ?; = i ; ’ﬁ '; : - -'Elm ‘g'ﬂ tl;lgl MineSald : ﬁ
iﬂa: 8 H 1] AEl* 1] :
4.4.7 228 = = | pteu 5\* 411 1{ 28 | sicnmp Eiﬂ-l @ - 1+.:.+E
G T 2 4 2 2 2 18 2 10

| S—
==

alang the north edge enfalter Turn 10 JSAN: 3}

clhbAb iR S Rt LI

fE Elements of 1 Company, 3rd Rattalion, 383rd Regiment [ELR: 3] sct up north of the gully running E2-K3-M3 andfor enter

2 12 [+ 4 3 2 ]
SPECIAL RULES: receives one Pre-Registered hex and the Battery Access deaw for Turn 1 is an
1. FC are Moderate, with no wind at start. See KR 558, automatic black chit {remove ane black chit from the draw pile).
1. The Japanese may wse the Kakaeo Saddle and Kukozy West Cave Com- 4. One of the Cave counters in the Japanese OR is a Spigor Mortar Cave (55K

plexes (558 KR 6) for those portions of the ridge in play and may set up one KR 3).

;l:ﬂ‘#lll:S:lfllt'ldl':l;fni:;ﬁlrll‘it‘ml'r'z]j\:II-I[};J”;:;H:J;T:THQI:: E?Imf‘ E'II'IZr::-m:.lh AR AFTERMATH::Ag 1.'|ch attack jumped off, | Company plunged into the tangled reerain of
L HELAT the gorge. Althaugh L Company was delayed and began its artack well after dawn, it acie
X, The Amencans receive one madule of 100+mm OBA (HE and SMOEE),  ally reached the top of Kakara West first. Meanwhile, I Company had discovered the hard
directed by an Offboard Observer (C1.63) at Level 4 in a hex along the north wity thal the defenses of this unobtrusive hill contaned mare than originally met the eve,

edge of the playing area secretly recorded prior to Japanese setup. The module Running into mincficlds cavered by fire from numerous machine guns and mortars, |
Company spent the rest of the day clearing the approaches 1o the ridge.



ily adapted to this (35K KR 4), and after some
initial reluctance MMP was convinced. Half
FP attacks vs any caves sharing a hexside with
g cave that is the designated target of a non-DC
attack seems simple enough, This rule allows
the Japanese Lo construet a major underground
position in 4 small area at the risk of putting a
lot of cpgs in one basket.

The lirsl scenario represents the attack by
the |se Battalion of the 383rd Regiment on
April Bth. The Ist Battalion attacked through
fhe gorge on the American left flank, while the
Ird Bavalion avtacked from the right 1oward
Fakaru West, The lirst attack 15 represented in
“The Gorge.”

In “The Gorge,” we find the men of I Com-
pany of the 3rd Battalion trying to advance
through the gorge and onto Kakazu Ridge and
Kakazu West. The Japanese defense is repre-
sented by elements of the 14th Independent
Brigade which had been recently fghting in
several ol the outpost batiles in the preceding
week.

The attack jumped off and almost immedi-
gtely ran o troukle in the twisting maze that
was the gorge. lapanese fire from hidden
caves in the sides of the gorge and on the front
side of Kakazu and Kakazu West caused
numerous American casualties, “Eye” Com-
pany would spend the rest of the day clearing
the area of the gorge representad by the spurs
off the main stream bed near hexes K4 and G5
running to the foot of the hill mass.

Meanwhile. on the U5, left flank the men of
the A Company |st Battalion moved out in the
pre-dawn darkness and made it through the
gorge onto the foot of Kakazu Ridge in the area
of hexes O9-T9, [A scenario representing this
getion, and one combining this action with
“The Gorge™ are still in playtesting.| C Com-
pany started out a bit later and was in the gorge
near hex Z8 when a single Japanese sentry
alerted the defenders. They responded with
murderaus fire along the length of the gorge
and at the troops an the face of the hill,

During the fighting [ Company made a rush
and succeeded in gaining the wop of Kakazu
Wesl. They would hold out there isolated from
any friendly support for the remainder of the
day under orders to “hold the ridge at all
casts!” However, inereasing Tapanese pres
sure in the form of artillery fire mixed with
violent lecal counderattacks had whittled down
the strength of L Company 1o the point where
at 10 its commanding olficer decided (o pull
back of T the hall.

L Company's fight on Kakazu West is repre-
sented by the scenario “On The Hoss's Side.”
which 15 designed to show the Japanese coun-
terattack capability from within the bowels of
the ridge using the caves and small Banzai
attacks to achieve their objectives, During the
day's action G Company of 2nd Battalion tried
to move between A and L Companies but was
thwarted by the heavy Japanese Tire thal was
pouring down on the goree and the area lead-
ing up to it.

The fighting on April 9 opened the eyes of
the Americans concerning the strength of the
defenses on Kakazu Ridge, Ewven before the
fighting died out and the last troops were with-

11

A flamethrowimg Sherman clears out a cave on Kakasu. (105, Army )

drawn, Brigadier General Claudins Easley and
the Pwo regimental commanders were planning
the next dav's attack utilizing two regiments
inslead of one,

The “Powerhouse Attack™ on April 10 saw
the twor regiments battle their way (o the wops
of Kakazu and Kakazu West, After much bit-
ter fighting the Americans held the front of the
hill while the Japancse remained in strength
underground and controlled the reverse slopes,
It was a stalemate. The unstoppable force had
come upen the immoevable ohject.

The 383rd Regiment controlled Kakuzu
West and on April 11th its 1st Battalion
launched an attack to push into Kakazo village
and open a path for the armor to get to the hill.
This attack is represented by the scenario “The
American Tragedy™ [still in playtesting]. It
shows the futile effort of the Americans 1o
move down the reverse slopes of Kakazu
Ridge and the dominating effects of the
ohservers on the Urasoe-Mura escarpment on
the actions at Kakazu,

April 11 saw several battalion-strength
attacks against the ridee, The scenario “Turn-
ing Off The Spigot™ illustrates one of the
objectives in the 3rd Battalion™s attack that
day—eliminating some of the Japanese
320mm spigot mortars that had been hurling
garbage-can sized shells at the Americans,
Getting the Mortar Caves (S5E KR 5) to work
was one of the toughest parts of the develop-
ment process, T worked with MMP through
several different permutations of the various
Factors invalved: attack mechanisms, vulnera
bility while firing, stacking limitations, ele,
Aftacking like OBA without a Blast radius
worked best. Given that we were bypassing
the To Hit process, using an actual Gun
counter seemed (o just confuse matters, espe-
cially since we didn't want the Gun 1o just dis-
appear when it was disabled as ASL Guns do.
Since we wanted stacking to be resiricted ¢ven
il the Gun was dissbled, having a special cave
counter made sense, and then we didn "t need o
separate Gun counter, The mortars plaved a
significant role in the hattles, and [ think we
dicl n gpood job balancing rules simplicity with
accurate simulation. Allin all, they aren’t that
tough to use.

On April |2, President Franklin Delano Roo-
sevelt died. The troops fighting on Kakazu
learned of this news from Japanese pamphlets
and loudspeakers.

During the night of April 12 several of the
more aggressive-minded officers on the Japan-
ese Cieneral Staftf had convineed General Ushi-
jima that now was the right time for a counter-
attack to disrupt the American advance and
perhaps push them back to the invasion
heaches, One of the major worries of the
lapanese was the effectiveness of American
naval and ground artillery fire against massed
troops, They fell, however, that the timing was
right duc to the losses suffered by the Ameri-
cans in their first contacts with the Shurt Line
defenses.

The lapanese night attack by clements
(Formed into “tal,” or groups, named after their
commanding oftficers) of the 272nd Indepen-
dent Infantry Battalion is represented in the
scenario “Kakoru’s Tombs,” which highlights
the actions of Medal of Honer winner Beaufort
Anderson, He received his medal for single
handedly breaking up the attack in the area of
the saddle by throwing mortar shells ar the
charging Japanese from his position in one of
the area’s many tombs.

Atter the failure of the Japanese night attack,
the U5, planners decided to try to get armor
hehind Kokazu Ridge and move inlantry down
the reverse slopes in conjunction with an armor
attack from the north, The scenario “Hara’s
Horror™ [sill in playtesting] shows the Japan-
ese defense againsl this armor incursion, The
Japanese had realized that the only way to get
armor onlo the ridee was through Kakazo vil
lage and planned to stop any such altempl cold,
ulilizing the many tricks and traps that they
had learned over the vears. The rubbled vil
lage was turned into a death trap for armor.
The tankers—withoul any infantry support
churged into the village shooting evervthing in
gight but were soon forced to pull back, A
serivs of atlempts to gain the ridge were
rebutied, with 22 outl of 30 tanks knocked out,
The lailure (o provide any infantry support was
a lesson learned the hard way, The next time
the American armor came into Kakazu village

it would have infantry with it
comtinued on pape T4
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Assaulting A Cave Complex

A One-Turn Study Of Kakazu Ridge
by J.R. Tracy

{ Weninkedd J Rt cone npe withe o nitoriad e
caves o aceenfwate the KAKAZL RIDGE wini-
FTASL. He responded with o single rwen of o
SR which, thraiwgh carefal menipalation,
fetcied e many aspects af coves and cove
wieficre. A KR 55K appdv. KR Cave Com-
plen Kokaze West i oin play, We skipped the
Wine Change DR for simplicioe, {f vou ser it
up g feflow throggh ohis reen, vow showld e

prepared todo bartle ay elthee pavionaline ai
Kok zu—Eds. )

An American combined arms foree is
attempting 1o Mank the western wlze of Kakaen
Ridge m April 1945, A smattering of Japanese
s evident. bul the American knows by biter

experienve there is alwavs more than meets the

eve. He intends o neutralize the enemy forees

10
12
I

iz
E1t
E11

F1n
K12
Fi2
Fi2
G7

LEL

Gl
Gl2
H11

SETUP
BLU Md4A2 VOATOA BN
AOGITTI347
T47

Tunnel o Cave Complex Kakaey West
237

cave 146A facing 6, w/4d71L7228, plus
American DiCL4% an top of cuve

1460} [ucing 6, empty

cave 1408 facing o, w/HIF ShmmMTR237
HIF cive 146C lacing 5, empty

HIP cave 14610 facing 4, wid47, B0
02D GbG

HIP cuve 146K fucing 1, widdT

HIP cave 146F facing [, empty

HIP cave 146G fucing 5. emply

HIP cave 146H fscing 3, empty

Cave Complex MMOG/225
HIP unitsfocaves are outlined in white




he can see, and seek out and deal with what-
ever lay vet hidden among the nooks and cran-
nies of Kakazu Ridpe's western spur.

Exent
1. M4 AZ fires WP ar 1464

DRM DR Rosult
+4 L5 miss, ROF,
1 12" feg
IEM =1 BLL 44 TEM, -1 U3 Clase L
place S/ white WP in 10 <(311.15, (311432
1 MAAZ fires again w WP +5 36 o WP
IDRM: =1 UL 44 TEM, +2 WP Fnd, -1 C6 Case L, -1 CF Case M)
3 MAA2 fires again w/HE +5 K2 miss, -2 152" Acq
iDRM: +1 BU. +& TEM. +2 WP Hed, -1 C6Case L, -1 08 Crac N]
4, MAAD fires BMOGACMOG v 237 in ELD, remave <2 Acyg
IFT & FP +3 12 NMO
5, 137 NMiC 4.5 Breaks

A Hero with a Demo Charge is poised (o seal
Cave A, but the American is concerned thal the
anti-tank gun therein may be o prohlem in the
ensuing Movement and Deflensive Fire phases,
Therefore he attempis o fire WP inm the Cave
with the M4A2, He misses the cave, but siill
gains some protection because his TH DR is
equal to or less than his Depletion #, thus plac
ing 4 WP counter in the Entrance Hex
(G11.85), After missing with HE as well, the
Sherman fires its MG at the HS in E10, break-
ing it and sssuring it doesn't interfere with the
Hero's activities,

Exvent DEM M Hesult

e, O 74T Aczanll Engineer declares Dxouble Time anid
muves e 110

T. E11l 1464 ATL DFF vs 747 <]
+2 WP Bled, -2 06 Case L, -1 FFNAM)
K. allempts 1o place WP in [46A x

.5 miss
IFEM
has W 2wl
L3 ¥ ploaced in cove
T 2725 WP 280 Cauin WE CHD A4 Beduced 1o 128
<031 1BS, il 1533
1L ELL DCA4% moves onto Climb counser an vertex
DEVELRELDD, atkempls o Pince DC in 1464
12 FIZ 1468 20 MTR DFF vs DO 140

-1 24 hit, oo ROE,
-1 EE" Mg

TREM -2 Havaidonis Move, <1 BT Deanis

L3 resalunon IFT 2 FP 2 WMC

14, 144 NMC 4.4 passes
15, Plucement dr -1 A succeeds

place DC in | 46A
<GLILRALL, GILRII=
I, 666 0 12 moves o C13; and sees 1868 in FIL2, b
rof 4R, as irsin Dehris
17, continues move o DE3
1R, FTVAAT am O 2 glechares Double Time and moves 1o 1512
19, [46E 237 5FF v« FT/ 34T in B12
IFT 2 FF -2 34 MC
(DRM: -1 FENAM, -1 FTi
M, AT MO 2.2 Pusses
21, 9- DO G declare Double Time and move to

0 raveals 1461 in G9, bot contente remain HIP

E= N B

To further hinder the anti-tank gun, an
Assanlt Engineer attempts to Place Infantry
WP into Cave A Successful die rolls place
Smoke IN the Cave and the resulting sutomatic
WF CH step-reduces the crew, The Americans
will later gain some uscful intelligence when

the Intantry WE counter 15 removed at the end
of the Player Turn (G11.833. G11.85,
Gl 1.851).

Mow the Hero mounts a Climb counter to
make his DC Placement attempt against Cave
A, He antracts the steention of the HIP 530mm
Mortar HS in F12, Cave B,

The Mortar hits, but the Hero successlully
Plaves the DC in the Cave, He will have (o
wait until the AFPh to sce the result of his
handiwork (G11LE3D

Mext an American 666 pushes south 1o see
what pops up and catches sight of Cave O in
F12. This hex looks like it deserves some spe-
clal attention, so the FT-teting HS moves up
onte the ridge to deal with it shaking off the
SFF of the Maortar-manning HS.

Finally, the 9-2 leads a DC toting 666 up the
Cully and finds Cave E, whose HIP 447 holds
its Tire to retain HIP,

There is no Japanese Defensive Fire—the
Crew manning the 471 in Cave A can not see
the 747 or the Sherman due to the increased
outgaing LOST Hindrance of Smoke in a
Cave—his total Hindrance is +6 (+2 82 for the
Infantry WP in Cave A, +2 for Ordnance WP
in D10 (G185

Event DEM DR Hesult
T2, detonate DO in Cave A Hh A IMC
23, 128 ZMOC A3 Pins, ME on Cave
M, cx 24T in E12 fires FT at F12
2 IFT vs 1968 +1 &1 B clim 237

G IFT vs 146C and (4000 +1 IMC
LS EIR. KB
25, 8-00n 146D lakes 1MC A2 Pass
26, 247 in 1460 wkes |MO -1 66 Casualiy Beduces,

ELR, nepl w37
IT. ex®-2DCG00 in G8 va 146E

IFT & +3 2,2 WML, reveal 447
(LM =4 TEM, =1 G, -2 Leacesshin DHM
I8 a4 NMc 1,1 HOH
9. HOE DR + L6 Berserk, cave
makes NE 50
Buortle Hardens to
45

<L EA12, Gl
30, cxDCMGGG in GE throws DO inwo G7 146E
A1, Throw dr -1 2
(ERM: | Adrecert)
32, [FT 30 ws [46E

thrown into 144605

+0 4,1 TKIA, eliminaie

carve amdf 443
Zlal 1, B3

The American Advancing Fire Phase has
plenty going on, The Hero's work comes 1o
naught as the blast fails to seal the Cave or kill
off the crew. The 9-2 and 666 have more suc
cess, discovering a 447 by fire and then sealing
the Cave with a Thrown IMC. The FT shot gets
an unexpected honus as it reduces the 447 in
the out-of-LOS Cave D to broken 2nd Line HS,
which activity is noted within the Cloaking
Box (G11.711

ROUT PHASE

A3, dm137 in Cave [ iy shiy o1 R intn 1’_'r|1r|[|'-|'x; pliects
lex slay hente: 3 AR Crew in 1464 had broken on the 1O

L3

attack. 11 would beve to Bour inte the Cave Complex due 1o
the presgnce of the 747 in D

<Gl GIHLY T

3. dm237 in E1O rours into 14600 in FI10. and can met rou
uny further

<0311 Td=

The Rout Phuse sees the 2nd Line HS duck
ity the Cave Complex, and the 151 Line HS on
the surface Routs inte Cave Q but can go oo
further (having entered a Cave this phase—
G11.74%. The presence of the Hero in ET11
docs not prevent this Rout as it is not in the
Cave Q's Entrance Hex and is therefore not
ADJACENT (G L.6).

A8, 666 in D3 Advanee va Dafficul Terrwin e E13,
mark with X

My, ex BT in P12 ndvance e ELD

AT LW Brooke counter removed from 1464, GE,
146G and 146H are placed on board but Tunnel exic (0 23
remains HIF as itis oo the same level as the Cave A,

i A=

After some Advancing by the Americans,
the Infantry WP is removed from Cave A,
revealing a number of other Caves that arc part
of the Kakazu West complex, but not the Tun
nel Bxit in 1212, the same level as Cave A,

Evend DR DR Resull
A8 DMV in B2 1 34 Rallies

(ORM: B0 caneels DML+ 1 ML foc Fapanese Ldr,
| Rally terraind

<(i11.1=

390 MMGA22R i Cave Complex maves inta hidden Cave H
i HI L tzere MF sinee Cave is HIF) and retainsg HIP statos
sinee no Amercan unil his LOS <G17 3 =

The Japanese Plaver Turn sees the defender
hegin to shift his defense, sending an MMG
team to the back of the ridge to cover the com-
pleg's rear. IF Cave A were part of a Cave
Complex, then the 128 could move the Gun
inte the Complex, Mo Manhandling TR would
be necessary =Gl 1. 76>, The struggle for
Kakaru Ridge has only begun,
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wtinued from page |

Aflter the armor fiasco. the area around
Kakaru settled into a period of relative inaciiy
ity as both sides lfocused on other areas and
mide preparations for a major attack along the
entire fromt, The 961h Divisioen was moved (o
the east between Kakazu and MNishabaru
H:lli[-.'\ and the 27th Division moved into Ell.u.x‘
around Kakazu

During the following week the Amerncans
laid plans for @ massive atack and on April
I4ch they struck all along the Japanese lines,
The bombardment wis one of the largest of the
war, Despite the best attempts of the novy and
atr lorces to break down the Japanese E1|'l-|i-
tions, after the dust had settled, the Japanese

ling, although moved back some, was in no

way broken. Kakaru was bypassed during this
attack, hovwever, and the Ameéricans managed
1o push beyvond it on both sides. The Japanese
troops manning Kakazu Ridpge and village
were in danger of heing cul off from the rest of
a2nd Army

During the night of April 23-24 under the
cover of a heavy fog and a lierce bombard
ment, the defenders of Kakazu pulled cut and
moved south 1o ke up positions closer to
Shuri. Taking their wounded with them and
burving most of their dead, the Japanese left
[ittle in the way of prizes for the Americans. A
small deluying force comprised of wounded
and volunteers stzyed behind in Kakazu village
w delay the Amencans and allow the rest of

their comrades o escape (o fight again. The

scenarin “Cleaning Kakasos™ depicts the attack
by Task Forve Bradford agmnst these remain-
ing defenders of what had been the core of the
lapanese defenses on the Shuri Line, Both
aidies knew that the end was approaching bul
that there was sull much brutal combat to go
before peace would come again 1o this Pacifie
island

This brings (0 a close my present 1 of the
fghting at Kakasu Ridge. 1 hope you enjoy
playing 1t as much as 1 enjoyed designing it
MMP's playtesters have done veoman work in
getting this project (o you, and MMFP's work
adapting my versions of some of the 55Rs into
ASL rules that nctunlly work was inspired. |
would like to thank Don Petros for designing
the map without which this project would
never have been possible 1 would also like o
thank the people mt MMP for their patience and
hard work in bringing this project (o comple-
tion, Without their knowledge and expertise
this would he much less than it is,

INeedless 1o xav, this wouldn 't have hap-
I:rrr.‘f..ll withowt! Dan. Thanks, Dan. We are
thrilled to be able finally to publish your hard
wark on Kakaza. Alve, vou may have noticed
that we have several more “Dolan gems” on
Kakazu Ridge it being plaveesied, I vou are
inferested in helping our in that effors for in
other plaviesting action), please drop us a

line.—Eds. ]

Smoke rising above the tombs of Kakazu
(U.S. Army)

Internet Resources for the ASL Player

The wired-world, the net, the world wide
web. By these or other names, the inlernet has
had a significant impact on the gaming world
and especially wargames. Today, with the
number of wargame players dwindling, the
activity in our hobby appears to be actually
increasing. This increase might be utiributed
to the increased interconnection between
wargame hobbyists. The world wide web has
allowed players who previousiy would have
never enjoved a game of ASL {or Panzer Blitz
or Third Reich) with each other due to dis-
tance, lime constraints or many other possible
fncrors, 1o play a scenario or game, Moreover,
the world wide web is a place to share ideas
and discuss our mutunl hobby.

It is probably not possible 1o know all the
resources that might exist on the world wide
weh for a particular subject. This antivle pre-
senls just a portion ol the information thal is

By Carl D. Fago

available out there for ASL enthusiasts to find
and peruse in pursoit of their favorile hobby

MMP believes that, as we enter a new millen-
niam, the future of wargaming will be depen-
dent on the inter-connectivity that the world
wide web provides, The following list and
deseription of ASL resources is current as of
the beginning of the year 2000, Unfortunately,
as the nuture of the world wide web iz one of
rapid change, the reader is cautioned that these
resources may change without notice. Thes
may mave or they may disappear. That's the
bad news, The good news is thut this listis not
intended to be all inclusive and new informa-
tion and resources are being continually added

Frequent use of the available search engines
and frequent inguiries (o the kecper of the var-
1ous internet resources will help the reader stay
informed of the changes and additions 1o the
web of information.

ASL-Related
Waorld Wide Web Resources

The Official Advanced Squad Leader Web-
site (http:fwww.advancedsquadleader.com)

MMP entered the e-commerce revolution in
Januvary of 1999 with the introduction of the
official ASL website, This site provides ASL-
reloted news and information as well as a place
1o purchase all official in-print ASL products.
A listing of ASL tournaments and events {rom
around the world is provided as well a8 up-lo-
date official ASL Q&A. This site 18 updated
regularly and is the first place o find official
ASL pews. MMP has also provided an internet
first, the Provence Pack, a free histonical study,
complete with ten scenarios, af the Operation

cortinied on pape 25



MERZENHAUSEN Z0OO

ASL SCENARIO J19

VICTORY CONDITIONS: The Americans win at game end if they Con-
trol = 38 swone building Locations within the German sctup anca,

TURN RECORD CHART

Neewerio Desige: Chas Smith

MERZENHAUSEN, GERMANY, 22 November 1944; Afier six days of fghe-
ing. XIX Corps believed it was ready for a gquick push o the Roer, Although,
intelligence reports showed some German units withdrawing, Merzenhausen was
expected to he the best defended town the Division would Face west of the Roer.
Because (he town was the key (oothe defenses west of the Roer River and pro

e

ted the north-south communicalions link, and in preparation for the Ardennes

offensive, the Germans had to hold it arall costs, The 2460th Volksgrenadier Divi

A10

n had been involved in heavy lghting and wos ondergoing a reliel in place by

the 340th ¥olksgrenadier [Xvision. Task Foree 1760, with an attached battalicn

[ra

m the 30k lnfantey Davision soldiers and Beinsh tanks, launched an attack

before the relief was completed, Its assault ran headlong into the 246th Volks
grenadicr Division and elements of LXXX] Corps.

BOARD CONFIGURATION:

BALANCE:

*

TT

oG
o1

10

In the Victory Conditions, change
“=3R" 0 = A0,

Er

A
N

I the Victory Condilions, change
3R = 34,

sh GERMAN Sets Up First [151]

T AMERICAN Moves First [ 204]

2

L

345|678 e

JRL

Elements of Volksgrenadier Division 246, SchwereAbteilung 506, and LXXX1 Corps [ELR: 3] set up on board 10 onfeast-of hexrow P
andfor on hoard 43 onfeast-of hexrow R in heses numbered = 5: [5AN: 4]

1 2 e & HME Ll ] PK 2
ﬁ;ﬁ 2&. A&. &E ii Ll E3E] 7*5!? i |tm 4

5.4 457 4-4- 2.2-8 118 X2 14 24 T mara
2 2 4 2 6

Enter on Turn 5 along the east edge of hoard 10 andfor the north edge
cast of hexrow v

+f Me ek | 941
iR SN SR REC by
5+4-8 | 458 39 124 .z
3 3 2

Elements of 1/66 Armaored, 1/11% Infantry, 30th Infantey Division, Squadron B Fife and Forfar Yeomanry [ELE: 4] enter on Turn |

along the west edge of board 14 [S5AN: 3]
]
[E] i MME [T N» b
R LS
1, ) - hscd = o
B'6-7 £%-B-6 410 L 1 "
]
2 6 2 2 2 1
il
Enter om Turn | along the south edge of board 43 T
1 ™ “; 17 '|E
; ] pazae | B-1 e 1
B %= hs 42 4 AT 12 oD &
666 -5 Ly ] £} ATLL piaz T3 “aun
10 2 2 2 2
AR - o Plieer Turn 1, less of comeenlment (regardless of OS5, and foss of any Boressghing o
hPl‘{ Iil" H.‘["IJH"?" : 3 A= : 3 SEWGuns posscesed by the unit. Each Dummy stack takes this NTC with o single DR
| e, with noowind at srare Kindling (B25.110 b5 WAL Place averlays s ol il s e arHinad el af o a

T 0G0 on TOCGHE, O on THHS, e buildings are Rowhouses, Rowhouse (e Black
Bar) hewsides ore trented ns normal beilding hexsides forall purposes,

L. The baard 10 path 4B 1261 b5 consulered un unpaved rond (Tor the purpeses of Ad 12,
the brown path arvwork Tonms the “rosd depiclion”™) Additonally, the followisg hes

sicles are considered unpaved road bexsides; T0ES/D, LODSACS, 10GAMHE, [OuHEHT.
TOLIT2, and TG TZ with an unpaved toud tunning hetaween them,

A, The Germuns may use HIP for £ 1 squad-cquivalent and all SMOSSW sel up wills il

4. Immechately prior fo the stare of play, all non-hidden Geeman Infaniry muste ke o
NTC Failure of this BTC results o the umitis) heing pinned theoughout American

5. The American plaver may seeretly cecord teo eligible vebicles as having Tuncooning
Gyrostabilizers (D111 Amencan units only) are considered Elite (08 )

AFTERMATH: Upon secing Crocedites, many Germans saised thear hande in surrender. Sud-
denly, ame of the iles enploded when bil by an AP round. This rejavinated the defeniders,
whu guickly reman ans, The fighting was iibense and Both sudes ok ey y casu-
alties, Tlee 04, L presssd thein attack aml Sough teir way inta the oan The aseal ans halied
when two Tigers. with suppoiting inlaniry, counteritacked. The Germans pushed the Amer-
cnne hack b the western edge of Mazenhaugen, The Amerncans muintained o toehalid, though,
zndl Tuunched o renewed attnck rhe next day with fresh toops Tren tbe 410 Armored Infanicy
Regiment.




THE PINNACLE

ASL SCENARIO J18

YICTORY CONDITIONS: The Americans win at game end if they Con-
rel building 22X7, and hexes [5M4 and 15M3,

- S

TURN RECORD CHART

BOARD CONFIGURATION:

BALANCE:
@ pdd w0 336510 the Japanese OB,

‘:':? Dielete both the roadblocks and the three

Sepmarie fhesipn: Dan Dolan

IE SHIMA, 21 April 1945: The 1t Battalion of the 306th poshed through the
tewn of Ie and had reached positions near the Governmenl House and the lower
slopes of the Fegusogy Pinnacle, The Pinpacle was the nerve center of the Tapan-
ese detenses on the island, with fire from it causing the Americans many casual
ties in the preceding days, Aler beating off several fierce Japanese attacks dur-
ing the night, the 3i6ch was ready o actack che final Tapanese bastian on le
Shima,

A
N

ZZ

[nky haxsews A&-F on board 15 and -
GG on board 22 are playabie|

AT Mine factars from the Japanese OB,

@ JAPANESE Sets Up First [215) b
, 112345678 ]|ew
—r AMERICAN Moves First [276]
Elements of the 1st Baltalion, 2nd Infaniey Unit, 44th Independent Mixed Brigade (Igawa Unity) [ELK: 4] sct up on/north
of uny hoard 22 hexes numbered 2 4 (see S5R 310 [SAM: 5]
1 . L= - ke q i HM& HIiE - LME WTE e
i a8 X1k Xk ¥ el | e | el | hat | o [ 2
447 | 347 336 24 N7EM [ =0 40| % 4 | saroee 1| 7o
a 4 6 ¥ 4 2 3 4 2 10
s ART | oo INF AR @ Roadbleck
mimald | ] AT vl [ aowomi2 ﬂua o= ’
L%' . = RS R +‘+T 1446 e
Mne | 150* 0% pm | w2501 = -
18 3 2 2 T 2
tactors factors
Flements of Companies A and B, 1st Hattalion, 306th Regiment, 77th IMvision |ELR: 4] set up on board 22 in heses
numbered = 3: [SAN: 3]
E 1 1] [ L. 4" MTR BAZ4S 1. 0T i
o - " oy 3 %Em 53 | |ewn @1‘?5 I
T47 | 666 i s g 5| i . % = i = | 2l'er | Thaw | weal | | e 241 2H
4 20 2 2 3 4 2 4
Elements of the 306th Regimenal Cannon ‘2\]4 “‘23-:
Company and T06th Tank Battalion enter on 1 |g%ﬂ'
Turn L along the Scuth edge of board 22: l%]u A B T
2 2

SPECIAL RULES:
1. BEC are Dy with noowind ar start, Caoral Soil 0G13,82) is in effect
TIRT bridge does not exist. Kindling attempts are NA,

The

2. The atream 1s Dry. Hexes 15F2, 15F3, and 1563 are considered Level 2
hill hexes. The CLff depictions along hex 13F2 sull exist.

3. The G11.91 subtractions for Upper CUTF caves (G11.113) are NA. Pill
hoxes may not set up on hill hexes. A-P mines may not he exchanged for A-
T MinesThizy Chains

4. The Americans receive one module of 1204+mm NOBA (G14.6; HE and
W divected by a 2-2-7 crew which is this battery’s Shore Fire-Control Party

(Gl all LOF (G14.62, 11,843 for this battery 15 troced through 221

5. The American 7-4-78/3-3-7s are Assault Engineers (H1,22). American
AFVs may not enter Level 3 or 4 hill hexes,

AFTERMATH: The attack jumped off just after dawn sappored by paval gunfine aul
sell-propelled guns, The Government House was captured and then used as a MO posi
1som dir supper the Imnpx' Final gssoult on the Pinmesle, The Pinnocle rose \.h::rpl}' B
Teet from the surrounding counfryside and the Jopanese hod dug numerous coves inta s
imposing structure, The men of the 306Gth scaled the sheer sides and, wsing demaelition
charges and Mametleowers, managed (o raise the American flag atop the bill at 1023
brwrs. While the Jaganese would use the many tunnels dug e the sucmounding area (o
infiltrare and harass the Americans for severnl days 1o come, e Shima was on s way o
hecaoming a vital air base for LS, openiong against Okamswi and Tapan



ASL SCENARIO J17

VICTORY CONDITIONS: The Amencans win ol game end if they Con-

ol = 22 huilding/rubble hexes

TURN RECORD CHART

CLEARING KAKAZU

D Dan Daolan

L]

KARAZLD RIDGE, ORINAWA, 24 April 1945: Dunog the night of Apnl 23 and
carly morning of April 24, a heavy Japanese bombardment masked the withdrawsl
of most of the remaining defenders of the Kakazu pocket. Several small units were
left behind to delay the American pursuit. Al the same time, General Hodges was
forming a special task force 1o eliminate the Japanese forces still holding out in the
packet, Four hattalions from the Tih, 271h. and 961h Divisions were assembled,
designated Task Force Bradford, and assigned this unenviable joh, The attack

stepped off a 0730

BOARD CONFIGURATION:

A

N
BALANCE

@ HEomove the 50 cal TIMG and the 7-0 from the
Amertcan (VH

-4

KR

Oy hemes numberesd 2 14
bétmeen Fexrows AW an playaDie)

7 Add one 7 T squad (o the American (DB

@ JAPANESE Scis Up First [157) 2
1/2(3(4/5|6 END
77 AMERICAN Moves First [166]
Rearguard ¢lements of the 13h Infantry Battalion |[ELR: 3] set up using HIP onfwest-of hesrow ¥ oand south of the road that reny
L21-1G-KI6-NIG-PI17-TIa-VIT: [SAN: 5]
i e B—*f’j L] NTH oe Hinafiald
S ¥ | sk = Bl B T —
ar-4-7 228 } : c" ln !43 f‘ PR -+ H b h::G
8 4 3 2 2 12 2
Elements of Task Force Bradford | ELR: 3] enter onfafter Turn | along the nonh edge: [SAN: 3]
. E*. dd i i i_: i? ST B | 5% | ofeZ | w2 | |28
i ' ] 1 A 5
: : & 5 ":-l 1 5 wi Hl y g2
147 | §- 22.7 i & - - = iﬁ-.u'.;. w | ] | Bl | s
2 10 e 2 2 2 =
13 . 13
Enter ondafter Tum | slong the east edge; '1".' i *""'4': A1
m N ¥
19 ran *TFIZ i i‘ B
2

SPECIAL RULES:

1. EC are Urvercast, with no wind ot
Hain IE3.51) is falling

Y. The

L. Amencans receive one module of 1004 mm OBA | Smoke and HE)

3. The Japanese have MOL capability (A22.6), may foily
Locations in their sclup arca, and may ose one TC as a Set AT DC (GLAG121

4. The Japanese may use lhe Kakasu Village KR Cave Complex (S5R KR6).

start. See KR 35K, Al the stan of play.,

three buildmmg

AFTERMATH: The battalions of Task Force Hrudiord pushed nght over Kakazu R|,,'|__-._-
und swept through the stragglers and small rearguand urits left behind I:-j. the Japancace
withdrowal during the previous naght. Within two howrs
hjectives. By the aftermoon, the S6ih and
wes ot the fout of ke | v Mlara «
counicd in the Kakaru area sl there
sealed 2t ridddled
through sl el behind »

all Amerbcun units besd reac el

I7th Dhvisions had linked their division

warpmenl. Dver 60 Japanese dead were

were lurther signs of mass burials and oher o

e nidge. The coune of the war

d decimated Kakoru

3 the numcioes «

Wil @



THE GUNS OF NARO

ASL SCENARIO J20
——

VICTORY CONDITIONS: Provided the Ttalians do not have 2 | Gun possessed
by an unhroken crew andéor huve net amassed = 32 CVP (prisoners and caprured

Sremaria Derign: Chas Simith
North of NARO, SICILY, 11 July 1943: The attack an Sicily was underway,
LLS. furces had broken our of the Gela bridgehead. Armored forces were rapidiy
advancing agminst weik oppositicn—mostly delaying units who would simply fice
i few token shats then fall back to new defensive positions. Aler succesfully cap-
turing Nara on L1 July, recen elements of the 2nd Armored Division received the
arder Lo muove on Lo Canicat.

BOARD CONFIGURATION:

A
N

[ty hesroms &-F am
payabln)

BALANCE:

equipment de as connt doubled, the Amenicans win at game end if the lalians do H In the ¥C, change 2 32" to "2 34.”
ot h.'J_'n: t'_]und U_‘hll.'l Imil-s_ '-k'|_1|'l |ﬂ$ to any hex of the ASAG-PD road thut are ' n the VI, change *= 32" o "2 30,"
cupible of applying 2 L0 FP (including 5'W and PEF, bul diseegarding Mulliple
RN and treating TPBE as PEF) ty u hypotherical artack vs those same hesies)
TURN RECORD CHART

Wb ITALIAN Sets Up Fiest [)] g s HH

T AMERICAN Moves First

415 END

lll Elements of the 207th Coastal Division [ELR: 3] ser up in hill hexes anfnorth-of hearow C (see S5R 21 (SAN: 1

; I . HME LI bﬂfr
5# 1-5-'-"‘ % g C g - g < ;H% 'Ah%l_i élﬁg %}J
g 6 4

Elements of 82nd Recon Battalion, 2nd Armored Division [ELR: 3] enter on Turn | onfbetween A5—A7 (see 85K 210 1SAN: 2]

o N i nl|o a7 | = RN|= A
*
Elge| w2 | Q0 & [o8: | e |,

- I|ﬁ E H P ™ »r ™ T

3.4.7 e | THY e LL giace | whomg -4 «KAWO --2 | @RP
3 2 2
Elements of G Company, 41st Infantry Bat- i I3
talion and I Company, é6th Armored Bat- E Y - |=T - ?':F i!:%
talion enter on Turn 2 aleng the seuth edge ) o m Iﬁ,,l k LE'. 3 al :
{see SSR 2 g SRS 0w
G 3 3

SPECIAL RULES:

L EC are Moederate, with noowind at start, Boresighting is NA,

2. All American Personnel must enter as PRC, The Turn 1 wnits (52nd Recan)
may use the rood rate i either of heses ASAG, regurdless of which offmap
e 1 used. Jeeps may form Hregroups as if they were armored HTs (D664
X The ltalians receive Air Support (E7,) in the form of teo 42 FB with bombs
which arrive avtomatically on Aserican Player Turn 3017 sull in play, the FRs
are automatically recalled (E7. 245 at the end of Amecican Player Turn 4,

4. luhan units fund 5W stacked with them) setting up in suitable terrain may
hegin the game entrenched (B27.13

5. Malfupctioned alian Guns cepair on adr = 2.

AFTERMATH: Coming vpon & narrow pasa. o light tanks proceeded slowly thiough
A eurve in the road waes defended by four large caliter guns. The entire recon foree came
wnder inrense machine ur Tire, amd twes assanli puns were ordered o the frond o hl,'lg
presvide covering lire, Using skill and manewver, the recon foree evaded the cap and the
intaniry wis called in to assist in clearing the blocking forces. Tanks from Company ©,
supparting infaniry from Company G, made slow propress againgt the dug in [ralisns, In
the midst of this, German aireraft began strafing the advancing toops, Despue the set
bwcks. the 2nd Armored Division contioued o move steadily foraand. As mght Tzl the
enemy pulled Back—Ileaving Canicatti in Allied hands.



Intensive

V

¥s OVR only

[ immediately took a shine (o “The Guns of
Naro” during playtesting, 1 thought it could be
a real winner for several reasons, First of all,
the tactical sitwation and board layout are very
mteresting. Board 9 is rarely vsed, giving the
veteran player a new look., Sccondly, it is
small enough to be categorized as tournament-
sized without being so small as 1o be trivial.
Thirdly, the options available 1o the players.
especially the Malian side, give it a strong
replay value, Lastly, 1 thoughe it was tightly
balanced and would often go right down to the
end. 5o far, resulls have proven my intuition
correct.

Weapons Comparison

The Ttalian guns may look impressive at
first, hut shorl barrel length and no AP ammo
hamper them. Their HEAT availability num-
ber is only 6, If they get HEAT, the Rasic To
Kill # of 14 isn"ta sure thing against the from
AF of any of the American tanks, since the
Stuarts have a 6, the M4s have an 8, and the
MdAls have acircled 1 1. Using HE. the Basic
To Kill # goes down to 10, which can't be
counted on to penetrate any U5, tanks
frontally without & bit of luck. The 20L ATR
has 4 basic kill number of &, modified to 7
within 6-hex range, and so has a prety good
chance against the halfiracks and the jeeps
[with a Final TK# of 7). The machine-guns of
# 42FB have a bhasic kill number of 5. Aerial
advantage and rear targel facing would
increase this to 7 against a close-topped AFV,
B against an open-topped one, The Stuarts
have an Aerial AF of 2, the Shermans have a 3,
and the halliracks have a 0. So all of the Amer-
ican armor is vulnerable to the fighter-
bombers. A direct hit with the 120mm bomb
would have a Modified To Kill # of 14 (15 vs
0T, and a near-miss would have an & {9 vs
T to use against the aerial AF of its target.
Clearly the aircraft are the most dangerous foes

of the U.S. armor. Rules Warning—holh
sicdes must use red To Hit numbers for 557 ord-
nance.

Italian Advantages:
Setup options, air support

[Lalian Disadvantazes:
Troop quality

In many ASL scenarios the delensive side
docsn't have a large number of options with
regard to how to play the scenario, Sure, they
wan position a unit in one place rather than
anuther, but often there is only one reasenable
defensive philosophy to adhere to. This is not
so with “The Guns of Naro,” As [ see il, the
ltalians can choose one of two extremes in
defensive philosophy, or & combination strat-
egy fulling somewhere in between. In uny
case, lhe alian philosophy and setup will dic-
late the course the pame will take. This is a big
advantage for a defender. They also get two
German fighter-hombers (o help out, at least
for 4 couple of turns, Working against the leal-
ians, as usual, is their overall troop quality.
Each Ttalian squad is only about as good as an
American HS.

Italian Defensive Philosophy
and Sample Setup

The Iialian plaver gets to decide what kind of
game this will be right from the start, usually
by virtue of his setup, particularly of the
artillery pieces. He can choose a toe-to-toe
strategy, wherein he is counting on winning by
the casvalty cap. Such a strategy usually
involves placing all four guns in good posi-
tions to shoot at the American entry areas, and
showing no reluctance 1o firing all weapons at
his disposal at any reasonable target that might
garner 4 few more CVP, particularly the tanks,
The Germun fighter-bombers, when they enter.
certainly ought to be helpful in racking up
some points. This toe-to-toe approach might
very well intimidate an American opponent
into throwing in the (owel before he is actually
heaten, because it has the potential to score a
lot of CWP early in the game. [If the game isn't
won by the time the air support leaves, how-
cver, the [talians could be in trouble, because
there will be no guesswork lelt for the Ameri-
cans, and they can simply blast away and use
all their resources to reduce the Talian posi-
tions. By that time the guns will probably have
run out of most of their special ammunition.
and one or two might even be mallunctioned.
On the other hand, the alian player could opt
for a hide-and-seek strategy, The idea here is
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A Tactical Analysis
by Matt Shostak

te usce the HIP capabilities of the guns to max-
imum advantage, making the Americans waste
valuable time looking for them. This oplion
usually counts on winning the game hy the
other aspect of the victory conditions, that of
having a pun crewed at game end, or having [0}
IFT factors able to hit the road. As a final
aption (really 4 series of options in a spec-
trurm}, the Italian player can try to strike a bal-
ance between the two extremes. He could hide
one gun and fight with the other three, hide two
and fight with two, or hide theee and fight with
one. T suspect that most players who try a bal-
anced approach will go with the hide one, light
three idea, This last defense might in fact bhe
the maost effective one of all. Two or three
guns on the firing line, in addition to the other
Italian weapons, should be able to cause
enough American casualiies 10 keep the oppo-
nent worried about the cap, while the still-hid-
den gun will make him nervous about achieyv-
ing his own ohjectives on time. Forcing the
opponent o simullaneously keep track of his
timetable and limil his losses is a good way 1o
make him work very hard indeed.

Which of these philosophies is the best? |
don't know. Each ASL player will probahly
have his own opinion, based on personal pref-
crence and style. If you play the same oppo-
nent moere than once in this one, you may want
Lo alternate vour defense among the various
stralegies in order to keep him of f balance, For
the sake of argument let’s do a sample selup,
Here we'll go for the hide one, fight three strat-
egy with the guns. If one of the guns is going
e remain hidden, MY or N9 might be a very
good place to put it. Other good places include
L1, N4, and P4, Here we simply pick ene of
these.

Note that three of the four guns will lose
their HIP status very easily. The general rule
of engugement for this force will be for the 3
guns o shoot st wornthwhile targets, especially
the Stuarts, halftracks, and Mds, The HMCG,
MMG, and ATR will be the only other
weapons firing very much. They will engage
the softer targets and halftracks, always look-
ing to maximize CVP, The rest of the force
will try to remain concealed as long as possible
o try to pul the Americans behind schedule. In
the later stages of the game. surviving lalian
infantry will make use of the crags to protect
them from overron and VBM freeze by the
remaining American tanks.
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The first few turns of this scenario can be 4
serious 2utl check for the Americans, Espe

alian has ¢ i 1o duke il oul,




can barely hope Lo cause any more American
casualties,
the Ttalians only needed to score one or two
more VI during the last tuen ar 1w, but sim-
ply couldn’t do so, becawse by that time they
had little or nothing left, They simply had to
wutch the Americans mop them up in the

I have seen several games where

endgame, ever vigilant for an opportunity to
get that one lucky sniper or somc other kill o
win the game, Even
though they can come back strong, however, 1
still think the Americans have to be very care-
Tul o limit their casuslies as much as possible,
The first group may ook very vulnerable with
such a restricted entry area, but the Nalians
can't boresight and must use red To Hit num
hiers, so il is possible to get most of them on
board without a huge number of casualties.

It can get very lense,

There are a few things the Americans can do
to limit casualties. One is to keep an cve out
for the fghter-bombers, and to position units
in such o way that it will be difficult for an air-
plane to hit more than one or two units with a
Another is
o get the S0cal into AA mode right belore the
airplancs show up,

single straling run or poing attack.

Dade Cariaga shot down
one of Mike Seningen’s aircraft this way al
WWE TV in Denver in 1998, so we know it can
he done. Furthermore,
thumb, I like to abandon the jeeps as soon as
possible, removing the machineguns, This
would give vou an extra S0cal and MMG. To
do otherwise, in my opinion, is to risk handing
the Ttalian some cheap and casy CVPs, which
vou might regret later. The halftracks should
b wsed carelully, because they are vulnerahle
to nearly evervthing, and each one counts as an
edsy 3 CWPirits crew is destroved with it
Keep these guys tucked away until the threal to
thern has heen diminished somewhat.

Although the lalians can determine the gen-
cral course of the scenario, the Americans can
still control the pace because they are the
attackers and the delense is largely static.
Therelore the Americans should not be afraid
tir take advantage of this and use their mobility
to focus the attack wherever they want. The
American tanks should be CE for much of this
seenario in order to make use of their excellent
AAMOG, especially since o Recall result won’t
impact on the CVP total. Getting behind the
Italians in order (o encirele them and also
cause failure to rout will be a key for the U5,
in the late parts of the game.

Conclusion

[ really think this 15 a great scenario. It has
come down to the last turn every time T have
played i1, und it has enough replay value that 1
would play it over again in g hearthbeat. It has
nteresting lerrain, victory conditions that keep
both playvers honest, and enough chrome to
keep savvy velerans intercsted, Give ita ey, [
think you'll like it too.

a5 a gencral rule of
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Evolution at Naro
by Russ Bunten

Some of you may be familiar with an earlier
version of scenario 120, We made two small
but significant changes—significant encugh
to warrant discussion. We expanded the

- American entry area to include hex A7, and

W cfanfmd SSR3 to make clear that the
Fighter-Bombers (FBs) are available for two
American Player Turns.

When I first played this scenario at March

Madness 99, [ was immediately struck by the

unigue situation and intrigued by the opportu-
nity to construct an ltalian defense which
could withstand the American onslaught,. My
defense was similar 1o the one illustrated in
the accompanying article, and I was success-
ful in holding out until the end for an Ialian

victory, despite the fact that we only allowed

the FBs to participate during ane American
MPh due 1o the wording of S5R 3,

Following the scenario, my opponent and T
began tinkering with the Italian setup and dis-
covered that the Ttalians conld probably win
rwo of three games by setting up cverything
right on top of the American entry hexes and
pounding the initial force. At that time, the
Americans were forced to enter on hexes AS
andfor A6 only. The goal of this up-front
defense was to push the American CVP otal
as close to 32 as possible and then let the FBs
do the rest. We ran through a trial run or two
in the time we had available between rounds
and discovered that the odds might even be a
bit better than two in three, but failure wc:uld
almost certainly result in an American win,

The description below illustrates a sample

setup using this tactic. It depends on killing

the unarmed jeep (1 CYP), both armed Jeeps

(4 CYP each), their passengers (if anv), both

HTs (5 CVP each), and any riders which enter
on the M5Als. It is highly possible that the
Ttalians can amass 29 CYP on turn one. That
only leaves the Americans 3 CVP for the
remainder of the game, While this was no
sure thing, we fell thal adopting this strategy
went contrary (o the intent of the designer and
led to an unrealistic setup.

Setup:
C4 (CA C5/D4): HIP 100* ART/2-2-7
C5, C6, D35, D6, E6, ET: 1S Foxhole/3-4-7
DB (CA DV/ES): HIP 100* ART/2-2.7
- ES 18 Foxhole, ATR/2-2-7
GS (CA F4/ES): HIP 100* ART/2-2-7
G5 1S Foxhole,7-0, MMG/1-3-7 HS
HS (CA GS5/G6): 100* ART/2-2-7
HS 1S Foxhole, 9-1, HMG/2-2-7
NS5 Sniper

The primary objective is to place as much
Residual FP as possible on each of the two
American entry hexes. The jeeps would find it
difficult to mancuver through this FP undam-
aged, und there is hardly any counter o it. The
Americans have little smoke making capabil-
ity until the squads arrive on wm two, A cau-

tious American might enter the Stuarts first in
order to “freeze” two of the lalian squads, but
if they stroved more than a hex or two from
the entry aresd, they would find themselves
surrounded by the Ttalian Guns and the ATR.
If the ltalian could bag one of these M5A s
on Turn |, the situation quickly became des-
perate for the Americans. However, the Stu-
arts were not the primary targets of the Ialian
Guns. The Guns would concentrate on the
HTs. A hit against them is typically a kill and
these CGiuns must ke the one opportunity to
gel them before it was too late.

The shots apainst the HTs would not be
guaranteed to hit them. The T30s are small
targets and would be moving,  Additionally,
the Italian plaver might not be able o see the
HTs for = 4 MPs so case J1 or J2 may also
apply. Placing the Guns within 6 hexes of the
entry areq avoided the disadvantage of using
the red TH#s. Thus, even if the T30s entered,
turned, and immediately ran behind the cliff,
they would get hit on a DR of 6 or less, Not
the best shot to be sure, but success would

“garner another 5 CVP.

The Italian setup is designed with several
caveals in mind. First, if the T30s want to
smoke the Italian MG positions for the Tum 2
reinforcements, they will have to be in the
sights of at least one Ttalian Gun. Second, the
Italian positions are high enough on the hill
that they cannot be reached on Turn 1,
Finally, if the Stuarts do run up the slope on
Turn 2 to “freeze” the ltalian MGs, they will
be subject to rear shots from two [talian Guns
and the ATR (not to mention the in-hex fire
from the other two Guns),

Given such a setup, the Italians are just
gambling, but with the odds on their side,
The problem is not that the Italians have a
guaranteed victory with this setup, but rather
that the odds are oo tempting to forego the
opportunity and perhaps preven! a number of
players from enjoying what this scenario
really has o offer.

We then consulted with Chas Smith and
Sam Tyson, who were originally responsible
for this scenario. They had already realized
that the original S8R did not mateh their
intent that the FBs should be available for two
American Player Turns. They also agreed
with our idea of adding hex A7 to the Ameri-
can entry area. In our minds, that one hex
makes all the difference. In its current form,
the ltalians may still set up in the face of the
American advance, and may even do enough
damage to win the game very early. But it is
far riskier gamble than it was when the entry
area was only AS/AG. We hope that you all
enjoy the scenario more with this minor alter-
ation in place. Personally, 1 think it makes for
an exciting confrontation.



By some measures il seems Solitaire
Advance Squad Leader (SASL) necds no intro-
duction, Since its 1995 debut, evervone knows
that it is the solitaire version of our beloved
game, This quick eategorization of the module
encourages players to casually make
unfounded assumptions. SASL may be the
muost everlooked and underplayed module in
the series. No other module 15 dismissed as
readily. We accept desert or PTO scenarios, lor
mstance, even though we do not all play them.
Mo one forces PTO on others and, likewise, no
one advocates SASL replacing face-to-face
(FtF) play. Yet. many playvers look down on
SASL, perhaps seeing a series of clunky, auto-
mated Tormulas that do not provide any fun.
Many look al it only superficially, sce it using
the ASL rules, counters, and map boards, and
give il no further thought. True, SASL can be
plaved like ASL, but to do s0 overlooks its
beautly, Many have formed opinions about
SASL while never having tried the game, To
complicate matters, their assumptions have
been bolstered by previows less successful
attempis al solitaire systems,

In short, many think that SASL and s soli-
laire system is just a way to play ASL scenar-
ios by vourself. And therein is the misconeep-
tion. In truth, SASL s really its own game, dif-
ferent and distinet from ASL, The introduction
to Chapter 5 attempts o point this out. Ifa
player plays SASL as il it was ASL, or expects
it ter be the same as a FtF game, he will be dis-
appointed, For example. think of the diffee-
ences between Japanese infantry and more
conventional forces such as the British, You
could play Japanese infantry as vou would the
British units,  And you mighl even win, too.
You would be, however, completely missing
the point. Maost likely you would lose and
walk away feeling that the Japanese are pretty
disappointing, You have 1o adapt vour tactics
il you want Lo get the most out of the Japanese.
This 1% hard for some people, at least at first,
since all their experience has been with con-
ventional infantry tactics. The same need o
change one's mindser holds true for SASL.
SASL introduces new types of scenarios and a
new kind of opponent. Both require a new
stvle of play. This article will examine some of
the umigue aspects of the SASL sysiem and the
differences in playing style the system forces. |
hope you gain some new insight for the game
and mavhe try it, or try it again,

SASL IS NOT ASL

Solitaire Game Mechanics

O course, the challenge of solitaire game
design is producing s useable anificial intelli-
gence (ALY Too simple and it does not produce
4 good opponent. Too complex and it becomes
unplayable. In SASL, the Al controls the
“Enemy™ side (while the player controls the
“Friendly™ side). The SASL Al accomplishes
its task with four main game mechanisms: Sus-
pect Counters, Activation Tables, Action
Tables. and Hierarchy Lists, Any Al for a soli-
taire system involves some compromise. In
S5ASL, players trade knowledge of the Al's
behavior for the uncertainty of the opposing
forces. Because of this trade ofT, SASL play is
not the same as FIF AS5L. This fact does not
make SASL better or worse than ASL, only
different.

Suspect Counters
Suspect

? Enemy forces are marked initially
only by Suspect counters (57, In
practice an 57 is similar to & clooking counter:
vou know where it is but not how many, i any,
units it represents, o if such units are 3" ar W7
counters. The actual composition of an 57 15
not revealed until an atlempt is made 1o acti-
wvate it. The Mission card (SASL scenarios are
termed “Missions”) describes the initial place-
ment and combat attitude for all 82, Hold at-
tude. as the name implies, represents o holding
or defensive posture, while Advance attitude
means the opponent will advance towards your
units, In some circumstances, the Enemy side
may have Suspect counters in both attitndes at
the same time,

by Robert Delwood

Activation Tables

Activation is the two-step process by which
suspect counlers lurn into actual units. First,
an Activation attempt is made in response to
Friendly units moving or firing, [1s success
depends on the range, the DRM for any atlack
versus the moving Friendly unit, and the
Enemy's pationality. A dr is made and com-
pared to the scenario-defined Activation num-
ber, An unsuccesstul activation remaves the
Suspect counter (as if it was a dummy slack),
A successful activation requires the player
consule the appropriate Generation Table o
determine what unit or unils now appear.
SASL includes Generation Tables for the Ger-
mans. Americans, Russians and Parlisans,
(Additional tables may become available in
future SASL releases.) These tables cover a
range of possible units based on the date and
theater of the scenario and are designed to keep
historically rare vehicles uncommon. The
tahles appearing in the SASL module are the
most comprehensive and the most general,
while the tables for solitaire Historical ASL
[(SfHASL) that uppeared in ASL JOURNAL #]
are much more restrictive and represent only
units historically present during the battle
depicted.

Action Tables

Every PFPh, cach uctive Encmy unit rolls
against its combal attitude for its activity, This
determines if it lires, moves, or Panics. Panic
is unigue 1o SASL, For Infantry, the effects of
Panic are similar lo those of Tl—the affected
unit may nol meve, advanee, or lire (EXC: the

Sus

Figure One: Two German squads approach a building with unknown cccupants,

b



A2 ENEMY Action Tables (6.2

Vig: Advance Antitude AZb: Hoid Attitude

DR Action DR Action
doubles Panic! doobles  Panic!

2-7 Move? 2-4 Move?
8-10 Firel 59 ArEETE
i1 Entrenchi 111 Entrench®

Foninoies:

P %ove of the unil biss ng Targel (8,230,

Ocherwige the omt does nolong (625},

if mo Target exists (.24,

iT o Targer exiats (6 24)

DA Efite unit Panics on #ach doubles DR of 2 105 0 1=t Lice unit Panics on cach dou
nles IR of 2 4: a Conscript ur Green unitl Panics on g doobles DR 16.21-.213)

£ An bromohile wrmed vehicle Fires if it has a Target: otherwise i1 does nothing (6.22-
I no Target exists a noa-lmmobile armed vehicle Moves or un Infantry MMC
attempts to Enteench if it s in an eligible Location and iz not aleeady Entrenched.

3 A non-Immakile armed vehicle Moves; an Infantry MM with o Turget Fires if
already entrenched, or Moves if oot i an elgshle Location anowhich to Enirench or

" A mon-lmmaobile nrmed vehicle Fires; an Infantey MMOC with o Targer Fires if
alecady entrenchest o i not inoan eligible Location in which w0 Emzencl, or Maves

unit must use FPF whenever possible), A Pan-
icked vehicle stops if in Motion or moving and
like Infantry cannot fire, Nole that Enemy
units also may Panic during DF.

Hierarchy Lists

Hierarchy lists are at the heart of SASL's AL
Once a unit's action is generated, these lists
determine the actual target or destination of the
unit. A roll is made for each unit on either the
Action or Movement Table, as appropriate,
resulting in a set of options in a hicrarchical
list. The unit must attempt to Tollow these
options in the order listed. If no largel meets
that criterion or if multiple largets are avail-
able, then the plaver proceeds to the nest step
in the hierarchy. For example, during its Prep
Fire Phase an Enemy Infantry unit with LOS to
some of your units is ordered 1o fire. It rolls a
five on the appropriate table (Enemy Attack
Fable A3a): Fire all FP ap closest target in VPO
(Victory Point Objective) hex; at closcst
Known target; etc. Among the potential tar-
gets in VPO hexes. it would lire at the closest
one. I there were more than one eligible target
or il none were available, it would fire at the
closest Known unit regardless of VPO proxim-
iy, and so on. A similar procedure is used if an
Enemy unit generates & move action. but with
directions to move toward different listed des-
tinations, For combat, there are four different
charts: IFT vs. Infantry. LATW vs. Vehicle,
Ordnance vs, Infantry, and Ordnance va, ¥Vehi-
¢le, Taken as a whole, all of these various
charts provide an impressive array of options,

S0 what conclusions can we draw about the
SASL AT First, it is dillicult o sccond-puess
the Al. While one can perhaps narrow down
the options to a few peneralities (e.g., the clos-
esl, the most units or the least TEM), even
within such a given type there are just too
many variations. There are several kinds of
“rlosest™ largels: closest, closest in VPO hex,
closest PRC, closest Known unit, etc. In the

end, this is similar to a FIF ASL game. For
exumple, vou might suspect your opponent is
going to fire at the closest stack, the biggest
stuck, the stack with the highest FP {i.e., the
most dangerous), or the stack in the lowest
TEM. Second, because the Lables are well
thought out and designed, they reduce the
apparen! randomness of the system. Assuming
a unit is going to fire, for example, the Al
works to select that unit’s targets logically,
There is none of the randomness of sniper
atlacks,

Command Control

Tust as Enemy units roll for Panic, your own
troops also have the ability to Panic. For a unil
to function withoul penalty, it most be in Com-
mand Control. Basically, this means the unit
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must be within two hexes and LOS of a leader
wha has passed o special type of TC—called a
Commuand (CMD) DR, For example, if a 10-3
leader passes a CMD DR, all units and other
leaders within two hexes are considered in
command: that 1s, they may move and fire nor-
mally. A subordinate leader within this twao-
hes radius in turn may provide command fo
other units outside the original leader’s com-
mand radius, but within two hexes of that sub-
ardinale leader, [Fthe original 10-3 leader fails
ita TC, it has Panicked and the next highest
leader must attempl a CMD DR, Aflter the
command status for all leaders has been deter-
mined, all units not in the command rading of
any leader within Command Control make a
CMID DE. Naturally, a CMD DR of 12 auto-
matically results in Panic,

Many players, including those not partial o
SASL, like the Pamic rules and have tried o
use them as howse rules in their normal ASL
games. However, the implications of the Panic
rule are tricky and foree three new considera
tions for players.

First, leaders acquire an additional role. ASL
leaders already have much to do during battle,
The good ones lead fire groups, while the
lesser omes are relegated to radio operations,
assisting with movement, and rallving. Rarely
does a side ever have enough leaders, The
Panic rules, however, effectively require vour
leaders to be the center of vour battle group in
order to keep vour other units in command.
This role now becomes more impoertant than
most of their regular functions in ASL, See-
ond, hecause leaders may not be directing fire
as often, players must develop new fire
philosophies. The effectivensss ol your fire is
going to decrease. Leaders are likely 1o be
near the front, but not actually on the front, in
arder 1o maximize the number of units they can
keep in command. Third, forces are not poing
to be spread out as much, It is common in FIF
ASL games to have a line of units across the
map, perhaps with some units in flanking posi-
tions. In SASL, players may still attempt such
tactics, but they become problemativ because

Figure Two: Command Contral. 11 the 1023 lender passes bis CMD DR, then afl units sre an command control since every
unit would be within two hexes of a leader who is in command, 1 the 10-2 fails, the 7-0 may attempd a O8I0 DR and, iF e
ceasful, hoth the 8 3 8 apd 6-5-8 would be in Comimand Contral, Regasdless of the 7-0'c success, the 4-6-7 would lave o
attempt a CMIF DR based on bis current morale since he is neither within teo beses nor LOS of an in-command leader. 1f the
-0 fuils, the 8-3-8 and 6-3-8 st 2ach tre 3 CMD DR against their morale.
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ol inereased likelihood of Panic (and its atten-
dant loss of combat effectiveness) when your
umits are spread out. In-depth defenses carry
some of the same risks. Plavers will find them-
selves with a stronger up-front position and
less ability o fall back in an organized manner,
For these reasons, command control must be a
prime consideration for any SASL plaver. If a
SASL player keeps too many leaders from the
front, more troops are likely to Panic each turn.
A carcless SASL attacker will thus discover he
has no troops moving forward. Likewise, an
unprepared defender will find his Panic-
stricken units quickly overrun,

Random Evenls

SASL also introduces random events into
play. Each SASL scenarie sels the Random
Event (RE) numbers for each side, from a low
of 2/3 1o a maximum of 6/7, During the
ATTACKER's Rally Phase, the Wind Change
DR dowebles as the RE check. If the DR is
either one of the RE numbers, a random event
occurs. Another DR is then made on the appro-
priate RE table for that nationality,

Random events range from the innocuous (o
the drastic, Like other tables in SASL, though,
the RE wables are weighted, making the more
influential affects less probable, Some gener-
ated events may not even be applicable and
thus will have no effect, The random events in
SASL fall into three main categories. First,

there are reinforcement type events, resulting
in the appearance of new troops, possibly
including partisans, assault engineers, elite
roops, of even various ¥y counters such as a
platoon of field guns, assault guns, tanks or
half-tracks loaded with infantry. Second, it
may be a limiled evenl or one lime ocourrence
such as certain squads going berserk, ammo
shortage, an immediate activation check of
select Suspect counlers, or a change in the RE
values, Third, the event may be a scenario
changer. Such events include a change of the
victory point schedule or having the Enemy
detender suddenly switch to the attack. The
maost drastic “scenario changer” forces an
immediate withdrawal of Friendly units and
alters the victory conditions.

In terms of play, there is not much that can
he done to anticipate random events, They
oceur randomly and their severity, while var-
ied, is likewise difficult to predict. You just
have to always be aware that unpredictable
things can happen at any moment, This con-
cern is similar to the FtF ASL playver's need to
realize a sniper could pick off his best leader.
You cannot completely prevent it from hap-
pening, hut players can take small steps to pro-
tect & valuable leader from the sniper (e.g..
stacking the leader with other units, having
others units in lesser TEM nearby, ete.).

While some SASL players prefer not 1o use
RE, I strongly recommended their use with
S/HASL because it is more specialized and the

Ada: ENEMY IFT Attacks
vs Infantry/PRC

T

DR Fire Command

least TEM.

FP if necessary.

Fire Command 3,

ities,
most SW; most Good Order Targets,

sary,

same prionties,

Combine with inherent FP if necessary,

=3  Fire all possible Spray Fire FP at closest Target; least TEM: most Targets; Target(s) possessing
most SWiGuns; most Target SMC. Fire any non-Spray FFP at Target in least TEM; Location with
maost Target SMC; closest; most Targets; combine with Sprav Fire if necessary. If spray fire not
possible (for whatever reason) fire all FP at closest Target: Location with most Targets; most SW;

4 Fire all FP at closest PRC Target; PRC with least TEM; PRC with most 8W. [f no PRC Targer
cxist fire all FP at any vehicular Target; otherwise fire inherent FP at closest Target; least TEM:
Loecation with most Targers: most 5W, most Good Order Targets.

SW: Fire any 8W at Target in least TEM; Location with most Targets. Combine with inherent

5 Fire all FP at closest Target in VPO Location; at closest Known Targer; Location with most
Known Targets; least TEM; most Known Target SMC. I no Known Target exists fire at closest
concealed Target; least TEM; stack with most Infantey counters,

[ Fire all FP at Target in least TEM in maximum (long) range of firer’s inherent FP; closest; Loca-
tion with most Known Targets; most Target leaders; most Weapons, most Good Oreder Targets,

7 Fire all FF at clozest Targer in VPO Location; at unbroken Target in least TEM in normal range of
firer's inherent FP; closest; most SW, If no unbroken Target exists in firer’s normal range conduoct

] Fire all FP at Location with most Targets within normal range of firer's inherent FF; least TEM;
moest SW, I no such Target exists extend range to firer's maximum (long) range with same prior-

9 Fire all inherent FP at Location with most Known Targets; least TEM; closest; most Target SMC;
SW: Fire 8W at Target in least TEM; most Targets; closest, Combine with inherent FP if neces-

10 Fire inherent FP at closest Known Target; most Known Targets; least TEM, most Good Order Tar-
gets; most Weapons; mast Target SMC, If no Known Target exists fire ar concealed Target with

SW: Fire 8W at Target in least TEM; closest; Location with most Targets; most Target SMC.

211 Fire all FP at closest Targel; most Known Targets; most SW; most Target leaders; least TEM.

scope of the fighting 15 such that friendly units
often need the additional reinforcements. For
example, in S/HASL with RED BARRICADES,
attackers sorely need assault guns which gen-
erally are not available, or available in suffi-
cient numbers, by OB alone,

Fog of War

The fog of war definitely covers SASL. You
do not know the opposing forces or when rein-
forcements, Enemy or Friendly, will appear,
While these elements are too much of a “wild
card” for some, many players feel they actually
enhance the game. For example, most HASL
campaign games have variable scenario
lengths. When that concept was first intro-
duced in RED BARRICADES, some—familiar
with fixed length scenarios—viewed it with
apprehension, Now the concepl is a proven
mechanism that players have come to like, if
not expect, in an HASL CG scenario. Players
have voluntarily and willingly accepted the
new challenges inherent in variable length sce-
narios, changing their strategy and tactics
accordingly., For example, in KAMPF-
GRUPPE PEIPER, should one risk an attack
on the sanitarium late in a scenario knowing
failure would mean a very bad position for the
next scenario? Obviously, introducing uncer-
tainty can make the game better.

Like variable scenario length, lack of exact
knowledge of the Enemy forces creates an
additional set of challenges, To view unil acti-
vation as completely random, however, is
unfair to the game system. The Enemy side is
not pulling units out of a bucket containing all
the counters in the system. The activation
charts are well thought-out and while it may be
possible to activate an unstoppable King Tiger
or KY hehemaoth, it is probable the Suspect
counter is nothing or only a squad or two,
This uncertainty also raises the issue of bal-
ance. That is, do both sides have the means to
win? In truth, as in real life, not all SASL
engagements are even handed. Tasked with
your victory conditions, vou often have what
you need to do the job, but not much more.
Fregquently, you encounter a stronger foree,
Part of the SASL challenge involves utilizing
your forces in ways you had not previously
considered. In some instances, you may meet
a force vou absolutely cannot defeat, thereby
experiencing another part of the SASL deci-
sion making challenge: knowing when to with-
draw. Rarely encountered in ASL scenarios,
the concept of wholesale withdrawal becomes
important during any SASL CG, where you
risk losing a sizable portion of vour experi-
enced troops if you continue to fight a losing
battle. Play balance is for wimps!

By the same token, SASL has a high replay
valug, As Suspect counters activate randomly
and the terrain generates anew for each sce-
nario, each playing of a SASL scenario is
wildly different from the previous one, In
addition, changing the Enemy nationality
introduces even more variability. Just as in
FiF ASL games, fighting the Germans in SASL
requires different tactics than fighting the Rus-
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sians—even when playing the same basic
SASL scenario.

Changes in Strategy

Generalities are hard to make in ASL and the
same is true for SASL. Naturally, each partic-
ular situation is different. However, SASL
tends 1o reward the use of the sacrificial HS.
O the attack, some unil must risk activating
Suspect counters. Afterwards, powerful fire-
groups need to be ready o respond to any acti-
vated enemy units, Thus, a SASL attack tends
to be more localized to allow Suspect counters
activation in smaller, more manageable num-
bers, The terrain does not always accommo-
date this approach, but in general the attacker
prefers to activate as few Suspect counters as
possible, On the defense. the opposite s true,
You want to activate as many 87 as possible at
long range so you can pick them apart as they
come towards your units, Again, the sacrificial
HS is important, This unit needs to be placed
forward with the best LOS to the most areas.
Several might be needed to cover the battle-
field.

You may prefer to stack more in SASL in
order to form more effective FG, In some

ways stacking is less risky, too, The SASL
Enemy is more predictable when Defensive
First Firing. As long as the stack you're moy-
ing does nol meet the movement-based activa-
tion requirements, it can actually move around
the battlefield more freely than in FiF ASL
play. Except by RE, there are no HIP units to
suddenly appear.

S5ASL also has a more leisurely pace.
Because there is no opponent to prod you on
and games do not have 1o over by the end of the
evening, a 3ASL plaver can take more time (o
think about his moves. He is free to betler
evaluate each move and option, a feature many
players enjov. This comes closest (o practice
for ASL since new options may be explored,
and even retracted afterwards if they don't
work oul, It is similar to learning chess by
replaxing old games and, more instructively,
playing alternatives the author proposes,

In the same way, the lack of opponent may
distract playvers. The situation is no longer
truly adversarial. Even though players have
more time to look up rules, they are not
required to and may lose the motivation. In
this sense, SASL falls short as a training tool
as some players will need the interaction with
other players o learn certain rules correctly.
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For the reasons outlined above, it is difficult
to categorize SASL, Clearly, it is form of
ASL, Tt uses the same maps, counters and
rules. Players already familiar with ASL
should be comfortable with SASL. Use of the
Al is the only new material SASL introduces.
[ hope T have convinced vou that the Al rules
are well designed. They give the Enemy a rea-
sonable behavior, introducing just enough ran-
domness to keep vou from gelting complacent.
Because the SASL AT system sets up rules of
engagement in a consistent and logical man-
ner, beginners might consider following the Al
in their own games,

We all know, however, that SASL was never
intended (o replace a live opponent. But il
does bring up common rules gquestions, allow-
ing plavers to better learn some situations. On
the other hand, many SASL sitnations lack
counterparts in a FIF ASL game. Thus, some
claim SASL isn't even good practice Tor play-
ing ASL. But the designers were aware of
these differences and made SASL a distine-
tively different game, Obviously, if the Enemy
in SASL does something illogical, change it.
But you will likely find such changes are less
frequent than you expect.

continued from page 14

Anvil landings in southern France in August of
1944, (Special thanks to Laurent Cunin and
the gang.} The official ASL wehsile is defi-
nitely one site to bookmark and check regu-
larly.

ASL Crossroads
(http:fwww.tigertank.com/aslcrossroads)

Jacgues Cuneo has assembled a number of
scenario after-action reports, tactical analyses,
etc. Bul the most valuable part of the ASL
Crossroads is the page of ASL-related links.
From this site, one can find almost any other
ASL-related site on the world wide web.

ASL Bulletin Board
{httpsimembers, xoom, comvbrienmartinndex html)

Brien Martin has turned the ASL Bulletin
Board into a great compendium of ASL-related
information, playver aids, tactics articles, ama-
teur scenarios, and scenario analyses. Brien
has also introduced the concept of "Scenario of
the Month" where a scenario is chosen and par-
ticipants play the scenario and then discuss
Lactics, tips and their general impressions of
the scenario. The concept is very similar to the
book reading clubs popular in some areas.

ASL WebDex
{htipeunderworld. foriunecity . com/postal S8 index. Jyiml |

The ASL WebDex provides a one-slop loca-
tion for links to practically every ASL-related
picce on the world wide web, The compilation
provided on the ASL WebDex is very impres-

sive and the links are organized by subject
matier using the ASL Rulebook chapters as the
indexing criteria. Therefore, if one wished 1o
find articles related to Solitaire ASL, clicking
on the Chapler 8 depiction would provide a list
of SASL-related articles. Likewise for links wo
Red Barricades material from the Chapter O
link, etc,

ASL Mailing List
{http:/fwww.piiLedu/-pferrarofasllist. himl)

The ASL Mailing List is probably the oldest
ASL resource on the internet and puts more
ASL plavers in touch with each other than any
other ASL resource. The ASL Mailing List,
hosted by Paul Ferraro, is not a website but a
large group of players who exchange email on
many ASL topics, The ASL Mailing List is a
great place to ask questions about the ASL
rules, exchange ideas about scenario tactics
and generally keep up with the hobby, And for
those who don't want all the email going 1o
their mailbox, Mike Bowling's website at
htep:/Ygs 105, spoes.cmu.eduf~mhb/aslm] pro-
vides a weh-based interface for perusing the
ASL Mailing List discussions without sub-
scribing (o the ASL Mailing List,

Yirtual ASL
thttp:/fvasl.thegamers.net)

Virtual ASL (VASL) stands as one of the
premier on-line ASL resources. Developed by
Rodney Kinney as an experiment in computer
programming, it is not Computer ASL. Rather,
VASL is a computer program thal provides an
electronic substitute for the ASL plaving com-
ponenis including the boards, counters and
dice, The strength of ¥ ASL is its capability to

provide a way for ASL plavers to play ASL
live through the internet. Using a VASL
server, a computer operating 24 hours a day sct
up to specifically facilitate the transler of
information from one ASL plaver t another in
real time, two players see the ASL boards and
counters on their computer screen, As one
player moves his ASL counters using the com-
puter maouse, the other player, who could be on
the other side of the world, sees the opponents
counters moving across the boards on his
screen. VASL includes a wlility that allows
players to “chat” with each other by typing in
their messages that are immediately seen by
their opponent. In this way, the players can
partake of the normal conversation that occurs
during regular face-to-face ASL games. This
brief description does not do justice to the rev-
olutionary concept of ¥ASL, To get the full
effect of YASL, visit the site and give it a try.

The ASL-specific resources listed in this
article are just a very, very small sample of the
information that is available to the ASL player
on the world wide weh. Web sites on WWII
history, biographical sites of WWII veterans,
places to get books for scenario research, and
aother wargame sites are just some of the other
resources available, Information is being
added daily. A list all of the resources would
fill this magazine and be obsolete the day of
publication. But using the ahove listed infor-
mation, one can start using the world wide web
to enhance vour hobby experience and find
links to all the other excellent sites on the vast
world wide weh,
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Shortly after midnight on D-Day. in the first
sizable combat operation of Operation Owver-
ford, a glider company, reinforced with two
additional platoons and Roval Engineers,
landed and captured bridges over the Orne
River and Caen Canal. This coup de main
attack, commanded by Major John Howard,
had been deemed the only likely way to seize
the bridges intact. The bridges were a vital
link between the British 6th Airborne Division,
dropped ecast of the Orne River and the sea-
borne forces landing the next morning at
Sword Beach west of the river. Howard's rein-
forced D Company quickly established a
defensive perimeter around the vulnerable
canal bridge and awaited reinforcement by Lt
Col, Geoffrey Pine-Coffin's 7th Parachute Bat-
talion presently landing near Ranville to the
east (scenario PB1 Ham and Bloody Jam).

The Germans, though hamstrung by the
absence of their garrison commander who had
been wounded and taken prisoner at the river
bridge, tentatively approached the bridge with
a force of tanks and infantry, The lead tank
was destroved by a PIAT bomb, a particularly
fortunate shot for the British. Tts violent death
made the Germans reconsider the wisdom of a
night attack on what suddenly seemed a
strongly defended bridge and served as a clar-
ion call for the reinforcing British parachute
battalion, Guided in part by the fMaming tank,
the paras hurried across both waterways
greatly expanding the strength and size of the
bridgehead west of the canal assuring control
of the bridges till daybreak (scenario PB2
Howard's Men).

After daybreak, the British were pressed
back from the forward positions they had
staked out but still clung tenaciously to a por
tion of central Benouville, a position astride
the Caen-Ouistreham road that complicated
convergence of German forces to the north and
south of the bridgehead. The Germans
launched numerous uncoordinated attacks that
morning that were beaten back, although some
Germans infiltrated perilowsly close to the
bridge, (Scenarios PR3, PR4, & PBS, Piece-
meal, Killean's Red, and Taylor Made
Defense.)

Early that afternoon, the dth Commando
Battalion of Lord Lovat's 1st Special Service
Brigade, pushing aside opposition in the vil-
lage of Le Port, crossed the bridges to rein-
force the 6th Airborne al Ranville (scenario
I31 Lovat First Sight). By mid-afternoon, the
reat of Lovat's brigade had crossed the bridges,
and although 3rd Commando Battalion
remained close at-hand just east of the Ome if

needed, Tth Para and the men of Howard's D
Company still held the Germans at bay. It was
not until the evening hours that the 2nd Battal-
ion of the Royval Warwickshires pushed into
Benouville (PB6 Tt's About Time), The 7th
Parachute Battalion was relieved of defense of
the bridge near midnight climaxing almost 21
hours of continuous fighting for Pine-Coffin's
men. Along with Major Howard's company,
they had survived not only ground attacks but
also dealt with gunboats on the canal, frogmen
intent on destroying the bridge, and a rare
appearance in the evening by a German
fighter-bomber whaose bomb struck the bridge
control tower—but inexplicably failed to
explode,

This is the setting for PEGASLS BRIDGE,
the fourth historical ASL module. It brings the
British into the HASL fold and is the first to
depict an airtborne landing. The name of the
bridge over the Caen Canal was changed to
Pepasus Bridge in honor of the symbol of the
fth Airborne (Bellerophon mounted on the
winged horse Pegasus), The action at Pegasus
Bridge has been depicted on film (in the movie
version of Cornelius Byan's classic, The
Longest Day) and been chronicled by Eisen-
hower scholar Stephen E. Ambrose in his book
Pegasus Bridge.

These two treatments of the action at the
Caen Canal bridge on D-Day served both as
inspiration and source material for the initial
design of PB. The film The Longest Day was
certainly my first exposure to the subject and
despite its wooden re-creation of the senior
Allied commanders, many trite touches, and a
tone that seems increasingly quaint with the
passage of years, it has maintained an ahility to
fascinate and entertain me.

Ambrose's book is vastly more consistent,
though it's probably unfair to compare the tone
of 4 movie (especially one with “42 interna-
tional stars” and several directors) to that of a
written historical account. After reading the
book a person comes away with the impression
that life is indeed stranger than fiction. The
bhook is nol without some minor flaws,
Ambrose's extensive personal contact with the
veterans of D Company (literally tens of hours
of interviews with Howard and other important
battle participants) and emphasis on their
preparation, battle, and aftermath necessarily
results in less attention to the deeds of Tth
Para. The strategic significance that he
ascribes to Pegasus Bridge at times seems
oddly conflicted between inordinate elevation
of the bridge's importance and a more mea-
sured assessment. That said, the book is one of

the richest and finest accounts of a small unit
action ever written. The evident wealth of
research, the depth of detail it convevs on the
order of battle, topography near the bridges,
and even the mind set of the antagonists, long
ago planted a seed that this battle was not
meraly suitable for depiction as a HASL mod-
ule—it fed to be one,

Examining these two “sources™—the [ilm
version of TLID with its indelible dramatization
of Pegasus Bridge and Ambrose's book-
makes an interesting departure point for a dis-
cussion of the design of the HASL module
PEGASUR BRIDGE,

The Best and Worst of Movies

When [ was about twelve years old, |
remember hearing that the movie The Longest
Day was the greatest black & white movie ever
made. At that time, [ wouldn't have argued the
point. [ wividly remember seeing the movie
with a squad of friends and, after the 3-hour
colossus was over, cagerly discussing which
scene was our favorite. Everyone agreed that
the scene at Ste. Mere Eglise was certainly a
great part of the movie. It had everything—
especially those paratroopers with their way-
cool Thompson submachine guns (we pre-
sumed that the US Army must have hought a
truckload from gangsters in Chicago).

Right up there with the Tommy guns at Ste,
Mere Eglise though, was the Sten wielded by
the British Paras in the film. The way it was
fired from the abdomen, with the ammo clip
pointing horizontally not vertically was an
abvious indicator of superior stvle,

The Orne River Bridge?

All of the relevant action shown in the movie
is that from the Caen Canal bridge and was
shot on location. Yet it is always referred to as
the Orne River bridge and there is no mention
of a4 second waterway and bridge 500 meters
away. OFf course almost all of the significant
combat occurred in the vicinity of the canal
bridge. Depicting the assault of two bridges in
a movie that's already three hours long would
have needlessly complicated a story line
already burdened with exposition,

The final version of PB lacks the river bridge
as well, Early maps included the nver bridge
and several hexes of the castern bank of the
Orne. The original version of the assault sce-
nario, “Ham and Bloody Jam™, included the



glider landing at the river bridge. The utility of
this map section was over once the Ome River
bridge was seized, though, as little combat oth-
erwise ocours there, Moreover, the flavor of
the ASL combat at the river bridge, renamed
Horsa Bridge after the war, was adversely
affected by the nearness of the map edge as
well, with little room for maneuver on the nar-
row east bank of the Orne creating highly unre-
alistic bottlenecks moving south or north of the
hridge.

Given a standard HASL map size of 22
inches by 33 inches, the inclusion of the Orne
River also meant that the western board edge
was unrealistically close to the significant
action in Benouville, Ultimately, the game
developers wisely shifted the map about 8
hexes west, The excision of the eastern portion
ol the mapboard did, however, doom depiction
al the capture of Maj. Hans Schmidt, comman-
der of the bridge garrison, whose Mercedes
Benz car was shot up crossing the river bridge
soon alter its seizure, Aside from this colorful
vignette, little was lost and much gained by the
shift in the mapboard.

One special effect from TLIX that thrilled me
on the big screen twenty-five years ago (hui
now seems sadly quaint on video) was the
approach of the gliders to the canal bridge. In
the film, the gliders approach from the north,
pass 1o the west and within sight of the bridge
at an altitude of ne more than two hundred feet
or so, then somehow execute a tdght, 1807 twrn
and land, one immediately after another in the
marshy area southeast of the bridge.

The reality of the approach of the gliders,
while lacking the once-stunning visual of the
movie, was actually much more astonishing.
The bulk of the approach to the landing zone
was performed without eyve contact of useful
landmarks of any kind. The gliders approached
from the north and performed two right-hand
turns that brought them west and then north
toward their landing zone (LZ X). These turns
were performed only with stopwatch, compass,
airspeed indicator, and altimeter, It was but
one minute before landing, while the lead
glider was speeding north just two kilometers
from the canal bridge, that the moon broke
through the clouds and the canal and river
became visible, As the three gliders were
spaced one minute apart and had no visual con-
tact with one another in flight, this feat of aer-
ial navigation was repeated twice by the air-
crews of the second and third gliders. Air
Chief Marshal Leigh-Mallory justly called it
“the finest picce of airmanship thus far in the
war.”

There was no difficulty in incorporating the
canal bridge glider landing into the ASL rules,
The approach was northward, against the wind
as the glider rules require. The river bridge
force approached from the north, though, with
the wind, a factor which contributed to their
landing hundreds of meters short of their tar-
get. The need to deal with the river landings
with the wind vanished when the banks of the
Orne River did.

For a glider to have a chance to land near the
LZ in the dark, its tug must safely pull it to its
planned release point. The performance of
transport aircrafl in the early hours of D-Day

was extremely erratic, Howard was fortunate
that only one of his gliders, carrving his sec-
ond-in-command Captain Priday and a platoon
of men, was forcibly released “blind™ due 1o
A fire near the coast and landed 5 miles to the
east of their objective. There was a rule in my
original design to account for landings like that
of Priday's—on an original DR of 12 a glider
and its contents would land offboard with an
indeterminate mapboard entry, But il was
wisely scrapped during developmen! since an
offboard landing by even one of the canal glid-
ers could have a catastrophic and completely
arbitrary impact on the game.

A glider in the river?

Shortly after the bridge has been caplured in
the film, one of Howard's subordinates reports
that thetre are no reports from the third glider.
This verbal report is guickly followed by the
appearance of the commander of the this glider
wearing a sling on his arm. He reports they
had landed in the river and though he had bro-
ken his arm on the landing, he and his boys
will be OK to fight. While the attack on the
bridge proceeds, one of the gliders can be seen
in the background, nose to the ground, lail in
the air.

In as much as the Pegasus assault force
“stands in" dramatically for the glider force as
a whole, this bil of license was certainly justi-
fied. Seventy-one of the 196 glider pilots who
landed east of the Orne became casualtics on
[-Day. In reality, none of Howard's force
landed in the river or ¢anal, Pridav's men,
though, were unaccounted for until early on
June 7th. The second glider did break in half
as its pilot attlemptled to turn to aveid the firse
glider (it came to rest only 25 vards away).
The third glider landed in a particularly marshy
section of the field 10 yards from the second.
Half a dozen men were trapped inside for a
time and one man was found o have drowned
in the nearby swampy pond. Li Sandy Smith
of C Plateon badly injured his knee on landing
and his mobility was greatly reduced.

Major Howard requested that a doctor
accompany his assault force as it might be the
only way to assure timely and professional
medical attention for the wounded, With no
knowledge of the duties invelved, Dr, John
Waughan from the divisional medical team vol-
unteered for the assignment. An experienced
paratrooper-physician, he was uneasy with
gliders. Sure enough, riding near the cockpit
in the third glider, upon landing he was thrown
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from his seat and knocked unconscious for half
an hour, In the film, toward the end of the fire-
fight al the bridge, the “Doc™ is shown coming
east over the bridge, from the decidedly
“unfricndly" side, muttering “Sir, anvbody can
make a mistake.” In fact, Dr. Vaughan landed
on the @ast side of the Caen Canal (as did all of
Howard's men) bul was indeed confused after
coming to. Twice he began to wander off to
the west side of the bridge only to be urgenty
called back,

Shot on Location

For the movie, sandbag emplacements
replaced some of the trenches, gun emplace-
ments, and underground bunkers prepared by
the Germans, Given the surprise the British
achieved, there was no need to simulate an
extensive underground war, Standard ASL
trenches, wire, and a pillbox were deemed suf-
ficient to represent these [ealures.

In the movie, sappers can be seen going hand
aver hand on the underside of the bridge,
pulling wires and charges off as they go. The
movie's producer insisted that the bridge be
wired with demaolition charges, although his-
torically the actual explosives for the bridge
were stored in a nearby building due to fears of
sabotage by the Resistance. Like Zanuck, |
would have liked to offer the Germans the
chance to blow the bridge, Both D Coy and Tth
Para landed with canvas assault beats to cross
a waterway il the bridge were destroyed. The
consequences of bridge destruction are so dis-
ruptive and dramatic in game terms (and likely
die-roll driven and arbitrary) that balance
would have become well-nigh impossible,
Accordingly, T reluctantly decided o forego
adding such a rule.

Haold until relieved?

Just as the Rhine Bridge at Arnhem will
always be thought of as the “Bridge Too Far™,
Pegasus Bridge will forever be associated with
the phrase "Hold until relieved.” The phrase is
spoken and repeated for emphasis in a King's-
English voice-over three times in the film:
while Howard mulls over his orders on the
glider before the attack, immediately after the
bridge has been taken, and again when Lovat's
men pass over the bridge,

The 5th Para brigade commander's orders to
Howard do include the gist of the immortal
phrase but the relief that is mentioned is that by
7th Para. not the commandos of 151 Special
Service Brigade. In actuality, Tth Para took
over the lion's share of the defense of the
bridge, though Howard's men defended the
east bank of the Caen Canal and platoons from
D Company were detailed to assist in the
defense of the western bank throughout D-
Day,

[n another irony of the battle and its film
depiction, the actor who plaved Major
Howard, Richard Todd, was a captain in B
Company of Tth Para. Todd spent much of -
Day on the wooded slope near the village of Le
Port, It is very odd how his contribution to the



28

actual defense of the bridge seems (o come
through in his acting. There are some fine lit
tle touches like his battle-cry “Up the Ox and
Bucks!™ that, given the obscurity and near-
inaudibility of the reference, must surcly
reflect Todd and Howard's influence on the
sCene,

In the film, Loval's commandos appear to
come (o the rescue of D Company. Lord
Lovat, whose full name was Baron Simon
Christopher Joseph Fraser Lovat, was a vel-
eran of Dieppe. As in the movie, he did stride
up o the bridge in a white sweater with his
piper, Bill Millin—but held only a walking
stick, not a rifle. While the commandos did
relieve a good deal of pressure from the area
northwest of the bridge, their main goal was to
cross the Orne and swing north to the coast,
extending the Airborne bridgehead north and
eastward, In the movie, Lovat's men move out
te the south (a score or so dash off south along
the canal embankment) and east across the
bridge. rushing up to meet a German allack
which seems to be coming from the southeast,

All the substantial ground attacks against the
bridge actually came from west of the canal (a
detail of the battle that might have confused a
movie audience). The position of the Germans
forming up east of the bridge is cssential
though for the simplified narrative of the battle
that holds that Howard “held until relieved” by
Lovat. All of Lovat's brigade had crossed the
bridge and was east of the Orne by 1530 on D-
Day. This important reinforcement role could
only be fulfilled if 7th Para and D Company
maintained an adequate grip on the bridges,
The price of their sacrifice was additional
casualties and uncerlainty as the weary troop-
ers fought off attempts 1o recapture the bridge
that afternoon, Ultimately, it was the men of
the British 3rd Diivision that relieved Tth Para
tand [ Company) some time that evening,

The strategic importance of
Pegasus Bridge

It was fortunate for the units at Benouville
that the significance of seizing the Caen Canal
and Orne River bridges was not fully realized
by the Germans on D-Day. [solated from other
events, though, one can imagine the bridge
destroyed, held, or recaptured by the Germans,
with few adverse consequences For Overlord.
Reinforcements and supplies would have got-
ten to Gth Airborne somehow, The Allies
would have thrown new bridges over the
canalfriver, improvised personnel or even
vehicular ferries, and if necessary even sus-
tained the Airborne bridgehead with acrial sup-
ply.

Ambrose points to the experience of 1st Air-
borne at Arnhem as an indication of what ¢an
happen when a lightly armed, isolated airbome
force confronts a determined foe equipped
with tanks and heavy weapons {a fair descrip-
tion of the likely adversaries, 12th 55 and 21st
Fanzer Divisions). Something like an “Arn-
hem experience” was an improbable scenario,
though, Unlike Arnhem, at H-Hour on D-Day
help for the 6th Airborne was only a few miles
away—nol the 60 miles that separated XXX

Corps from 1st Airborne at the commencement
of Market-Garden. 1f the situation got desper-
ate, the divisional and corps artillery {from 3rd
Division and 1 Corps) would have soon heen
made available to 6th Airborne, along with
prodigious naval gunfire, Similarly, the
weather in the days after the landings permil-
ted Allied airpower to operale over the battle-
field, a factor lacking for much of st Adir-
borne's struggle at Arnhem. Ambrose
acknowledges that even if 6th Airborne had
been decimated it would hardly have proven
decisive to the Allies” Normandy campaign.

Oddly, even with the bridge taken and held,
it was the vulnerable position of the Airbome
that may have ruined the Allies chances to take
Caen on D-Day. Just afler midday, the 9th
Brigade had landed at Sword and was prepared
to set off for their [3-Day objectives: Carpiquet
and the west edge of Caen. The British [ Corps
commander, Lt. Gen. John Crocker, insisted
they drop their original mission and proceed 1o
secure the area west of Pegasus Bridge.
Crocker's logic was that because of 6th Air-
borne’s vulnerability, Pegasus and the Orne
River bridges were absolutely essential, espe-
cially for transit of 6th Airlanding Brigade
scheduled to land the evening of D-Day west
of the canal, Though intended as a shield to
the forces landing at Sword, concern for the
airborne forces actually distracted 3rd Division
from its primary objective, the town of Caen.
Although Caen had been established as a D-
Day chjective one month prior, that had been
without intelligence of the presence of 21st
Panzer in its vicinity, The British failure to
take Caen on D-Day would have hitter conse-
quences for the Allies, Caen was acknowl-
edged by hoth sides 1o be the potential pateway
to Paris, The town was not entered until July
Tth during Operation Charnwood and not
cleared of Germans unitil July 18th during
Operation Goodwond,

OF course these assessments of the strategic
impaortance of Pegasus Bridge are all made in
hindsight, reflecting knowledge of the out-
come of the many battles that followed its
seizure on D-Day, It is hard to contest the fact

that the Germuns' loss of Pegasus Bridge was
ong of many events on the 6rh of June thal
doomed them to defeat in Normandy. If the
bridge had been available for use on D-Day by
an energized 21st Panzer Division and if the
panzer reserve had been released for move-
ment to Normandy early on D-Day anrd il the
landings at Omaha had failed, one can imagine
events rapidly spiraling out of control for the
Allies. A mighty batle would have swirled
around Sword Beach upon which the fate of
the Allied landings might have hinged. Had
21st Panzer held Pegasus Bridge thereby iso-
lating 6ith Airborne, with the timely assistance
of 12th 88 Panzer they could conceivably have
driven the 3rd Division ofl of the beaches with
dire consequences for the remainder of the
British forces.

This scenario assumes a lively, cohesive
German response to the Normandy landings.
The planners of Overlord would have been
foolish to assume anvihing less than that.
Therefore they rightly recognized that taking
and holding Pegasus Bridge was important in
getting the Allied invasion off 1o a good start.
Most of those involved were resolved o con-
tributing to that good start even il it cost their
lives.

The men of D Company, of 7th Para, and of
the other units were undeniably brave (yel
human}, and my respect for their deeds and
sacrifices is very great, Perhaps that's why
their names grace most of the scenarios [ had a
hand in designing. In the end, it mattered little
to them if the battle they fought actually
“saved the Allies” or "won the war.,” All of
their training and dedication rested on the
brave premise that if they acted as if it might,
they might achieve heroic things.

I have long dreamed of turning the interest-
ing and important D-Day battle at Pegasus
Bridge into an ASL experience. My experi-
ence first with the film The Longest Day and
later with Ambrose's book convinced me il
wotld make for great ASL. [t is my belief that
through the extensive development given it by
Multi-Man Publishing, this dream has come to
pass,

PPegasus Bridge Today
The original “Pegasus” bridge was replaced, amid much controversy, just a few months
shy of the 50th Anniversary of D-Day with a replica which could better handle both the road and
canal traffic. The original bridge was placed in a ficld within evesight of its original location,

That bridge is scheduled to be the centerpiece ol a new airborne museum located just to
the northeast of its original location. The musewm’s planned opening is June 4th, 2000,
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Several years ago, when Multi-Man Publish-
ing (MMP) was still putting out a small-circu-
lation ASL fanzine called Backblast, Tim Van
Sant brought us a hand-drawn map, one page
of rules, one (yped-oul scenario, and three
more scenario concepts, All on the Ox and
Bucks attacking a bridge in a night glider
assault and then defending the bridge the fol-
lowing day, Relatively small forces were
mvalved (not much more than a reinforced bat-
talion for the British and possibly two battal-
wens for the Germans), all the action was in a
small area (it could fit on one HASL-sized
mapsheet), and there was a clear goal for the
battle (always important when you need to
establish Victory Conditions), We were
already Tamiliar with G11 “Pegasus Bridge.” a
scenario that never seemed to click, (Besides
some balance problems, the terrain on the geo-
morphic maps was too built up.) We were
interested in the project as an insert for cur
third issue, and quickly tasked Tim o finish
his remaining three scenarios, Several months
later, we heard from Tim again. He had the
scenarios on paper and was ready to turn the
project over to us or development, During
those months, however, we had taken over
devloping ASL for Avalon Hill. With the
work already in the project, we figured we
could expand this series of historical scenarios
into a full fledged historical module, complete
with campaign game. PEGASUS BRIDGE
would become MMP's first module for AH.

Locking back at the first draft is like looking
at a different game. Both the Orne river and
the Caen Canal were on the mapsheet, with the
river basically running along the bottom of the
mapsheet leaving one hex of land on the far
east side, The Germans had only Pekpiw 1'Vs,
something like twenty of them, although we
had read about some bastardized self-propelied
guns {converted from French vehicles) being
employed by the Germans. Hedgerows were
everywhere (this was Normandy after all}),
There were many issues (o resolve; some sub-

Tirs FrROM THE TRENCHES

A hexside forming part of a Wire |
Location cannot be Bypassed, nei-
ther in the hex with the Wire nor in
the hex that shares a hexside with

'\Lhc Wire Location {Ad.3). _/'

tle, some not. Did the Ox and Bucks have air-
borne mertars or the standard British 2" mor-
tar? {They had the airborne variety.) What
happens if the British roll badly during the
glider landings? How do vou represent a bhattle
where one side begins the atlack with tolal sur-
prize? Is the game replayvable and does it offer
many options to both sides? All these, and
mMany, many maore,

We threw ourselves into the research of this
battle. Tracking down information on the Ger-
man and British order of baules, pouring over
maps and aerial photos, nailing down the ter-
rain, weather, and the historical Mlow of the
battle, Major Neil Stevens armanged Tor us (o
wse the archives at the Imperial War Museum
in London for some valuable hours, We took
the ferry from Portsmouth 1o Ouistreham and
tonled around France in an English car—on the
right side of the road but with the steering
wheel on the wrong side of the car. 'We walked
the battlefield with the playtest map in hand,
checking lines of sight, terrain features (walk-
ing through imgation ditches), building place-
ment, and even archilectural detail.

We knew we couldn’t rely on the movie The
Longest Dav—Tim'"s inspiration for this
effort—as a source, and we soon found that
Steve Ambrose’s book wasn™t completely reli-
able either. Some of the mest useful informa-
fion we received came in letters from Major
John Howard {rer)—commander of the glider
assault—and Colonel John M.A, Tillet (ret.}—
Battalion Adjutant at the time of the battle and
now curator of the Regimental Museum of the
Oxfordshire and Buckinghamshire Light
Infantry, 1t was the aid provided by these two
that finally convinced us o break with the ASL
tradition and use the historical names for the
British single man counters in the game (along
with playvtesters and helpers like Ken Dunn and
Meil Stevens). Despite the conventional belief
that the Germans counterattacked with
PeKpfw IVs during their initial attacks, Major
Howard confirmed to us that the vehicles were
actually captured French AFVs. You can
imagine how gquickly the complexion of
“Howard’s Men™ (PB2) changed with the rela-
tively ineffective French tanks instead of the
fine German Mark [V. These personal corre-
spondences, while clearing up many issues,
also introduced some problems as well (see
Curt Schilling’s “Can You Ever Be Sure?),

And vet for every gold nugget we uncovered,
a piece of fool’s gold was also found. Take our
discussions with Mme. Gondree, for example,
Her parents owned the Gondree Catié (hex
X 18), and she was present during the battle as
a child, She insisted that British troops para-
chuted into Le Port on the evening of June 6th,
We were quite excited about the prospects of a
paradrop onto the mapsheet while the battle
wis in full swing, We spent hours looking for
any verification of this fact but could find
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ahsolutely none. We had w write this tale off
as 4 failed memory, {As an aside, Mme,
Crondree has been involved in an unfortunate
struggle over who would control the museum
on her property next to the café, Last we
heard, a new museum was being built near the
bridge site which was to be opened in 2000,)

Enough reminiscing over our research,
What follows is a brief explanation of our rea-
soning concerning some of the most frequently
asked questions about our first venture into the
world of HASL—PEGASUS BRIDGE.

Where is the Bocage?

Contrary to popular belief, not all of Nor-
mandy is covered with the thick, field-separat-
ing hedgerows called bocage, The British sec-
tor of the campaign was evenly divided
between bocage and standard fields, Bocage
doesn't begin until several miles to the east of
Benouville and LePort. The hedges in the area
weere stll tougher than a standard hedge, how-
ever, 50 we assigned a bog penalty e vehicles
crossing the hedges to reflect their additional
growth.

New Terrain Types

Because the water tower
thex C9) looked like a great
place for snipers, observers,
or even a maching gun nest,
the British shot it up with
the captured gun at the
bridge. Because of this
information, we spent more time working on
the Water Tower and its line of sight to the
hridge than it really deserved. During play of
the game, however, the water tower is rarely
used.

The Irrigation Ditch rules
{01.) worked out very well.
They are a good simulation
of the actual terrain while
also being easy o play, and
they wdd signilicantly to tac-
tical flexibility. Plus they
look nice on the map!

Whether or not to incorpo-
rate the Slope rules (Q3.)
from Kampfgruppe Peiper
was a close call. They add
much to help recreate the
actual terrain but at a price
of some added complexity,
They weren't the necessity here that they were
in KGP, but overall we think they are worth the
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effort. The Partial Orchard
rules (Q2,) were also a close
call. While they do a good
job of simulating the tow-
path road, we wish they
played a little cleaner than
they do. Mot quite the “hang
for the buck™ we were hoping for,

Light Infantry

[ almost got the rest of MMP o go
along with using a new 3-5-8
counter for the Ox and Bucks glider
troops instead of the mix of stan-
dard 6-4-8s and 4-5-8s that we ended up with,
Howard's men had more submachine-guns
than regular infantry and more rifles than para-
troopers, There was a lot of internal debate
about the utility of creating a whole new squad
type for just a handful of men, and 1 lost out. It
should have been!

Why Don’t the British
et To Purchase Their OB?

Cuite a few people have expressed their dis-
pleasure with this aspect of the refit phase, We
made the British reinforcements lixed for one
simple reason—there was nol enough variety
in the units available to make the British pur-
chase interesting. Most often, the British
would have simply purchased Paratroop pla-
toons, The data available on the British units
was fairly consistent from source to source,
We are quite confident that the troops repre-
sented in the reinforcement table are a very
close representation (in ASL terms, anyway)
of what the British histerically had available.

Where is all the Off-board artillery?

The Germans used quite a bit of indirect fire
during the battle, but most of it wasn't very
conventrated (which was our assumption dur-
ing research with terms like “scattered”, “inef-
fective”, and “harrassing” often used to
describe the fire.) We elected to represent this
with self-propelled guns which the German
player can purchase. This allowed the German
player to utilize some of the neat, rare German
vehicles which fought during this baule. We
felt that the average ASLer would prefer get-
ting some cool new toys as opposed to playing
with vet another 100+mm OBA module. Also,
from a game play point of view, giving the
Germans too much OBA would ruin the Cam-
paign Game. One could just continually ham-
mer the bridge with FFE after FFE and prevent
the British from moving troops across the
bridge—which just didn't happen during the
battle. Historically, the German fire was more
sporadic and widespread than an ASL FFE,
although it was indeed “indirect” fire. The
coolest new toy in the box, the mSPW
S5307(1—the SOMUA mortar launcher—actu-
ally represents this quite well, Getting this one
vehicle to work properly within the system
teok almost as much time as all the other new
vehicles combined,

Where Are the Patrol Boats?

The Germans sent patrol boats 1o attack the
bridge after thev realized that the British had
captured it. Initially, two boats Irom Cuisire-
ham were beating a hasty retreat from the inva-
sion up the canal and one was badly damaged
by a PIAT shot—in fact the British captured
the vessel when it ran aground. The second
patrol boat turned tail and ran back down the
canal-—perhaps liking its chances against the
Allied armada better! Luter, in Caen, a patrol

boat was loaded with a reinforced platoon of

CGermans intent on performing their own coup
de main, The British were able to drive this
boat off with small arms fire before it could ger
too close, There is little doubt that the com-
pany of Ox and Bucks, concentrated around
the bridge in sorl of “reserve” status, would
have wiped this German platoon out had they
been able to land, We experimented with some
patral boat rules but couldn’t get them working
to our satisfaction in time for the module. We
hope to issue these rules and patrol boat coun-
ters in a future issue of the ASL Journal, The
scenarios using these boats are already
roughed out and we're just waiting for the right
time to finish them up.

CG Vietory Conditions

We figured this would be easy. The British
win by controlling the bridge at the end of the
day. But wouldn™t the Germans have been
pleased il they could have recaptured it just for
a while during the day? So the Germans win
by controlling the bridge at the end of anv non-
night scenaric. And would the Germans care
who controfled the bridge as long as the British
couldn’t pass over it? 5o we required the
British to clear the road at the end of the day.
Then we had 1o have some mechanism to make
Lord Lovat’s commandos cross over the bridge
and move on to Ranville, They were too
important o leave out and too powerful to
keep around. So—hesides having the com-
mandos (non-Airbourne 6-4-8s) recalled at the
end of the scenario—the Germans win if they
can inflict significant damage on the comman-
dos or keep most of them from crossing the

bridge to Ranville, It took quite a while 1o get
there, but the victory conditions work well.
Several peaple have inguired why we didn't
use the Piper counter described in the 1989
ASL Amnual. 1 thought evervone knew that the
"special” counters described in the Annual
were meant to be a joke, a little inside dig at
the rules we all struggle with, We never seri-
ously considered adding a “piper” to the game,
There is some controversy over whether or not
Lovat’s reinforcing commandos were actually
piped across the bridge, The ever present Ger-
man sniper fire would certainly have led them
to cross the bridge as quickly as possible, with-
out the parade glamour of being piped across.

Help! My gliders all crashed!

If the British roll badly during the initial
glider landing, all is not lost. Sure, the row is
tougher to hoe for the paratroopers that enter,
but they still have sufficient force 1o clear the
garrison from the bridge area with a little luck,
During playtesting, 1 personally killed Major
Howard several times during landings, Dam-
aging, ves, but the initial disparity of force is
s great that the British can overcome some
initial bad luck, Also. due to the small size of
the first scenario, it is quite easy for players o
Just Yplay a mulligan™ and redo the landing if
they believe that one side no longer has a
chance.

Conclusion

Orders of battle. New AFVs, New terrain
types coordinated with historical terrain.
Design decisions all over the place. While
waorking with Tim Van Sant was always a
breeze, developing Pegasus Bridge was no
easy task. It sure was fun, although, as always,
there are a few little things we wish had hap-
pened differently. Owverall, we at MMP are
very happy with how it all tumned out. Give it
4 shot and vou will be, too. My one personal
regret is that Perry Cocke didn't get a credit for
development after all his hard work on this
module. Juat another unsung hero,

" Tips from the Trenches

out taking the required MC.

Don't let your opponent get too close to his White Phosphorous FFE with- |

Unlike other WP (ordnance or Infantry Smoke
Grenades), which only causes a MC when it is placed, OBA WP causes a MC
whenever a vulnerable unit enters (or becomes more vulnerable withing a
hex of the Blast Area of a WP FFE: I/FFE: 2/FFE:C—just as il it were an HE
attack (C1.517, Thus, OBA WF can be a double-edged sword when trying to
press the attack, At least the Dispersed WP left behind when a WP FFE

l\_ml:ﬁ-'es does not cause an attack; nor of course does Drifting WP, /

B T ————————



SCOBIE PRESERVES

ASL SCENARIO J21

VICTORY CONDITIONS: The Partisuns win at game end hy amassing
muore ¥P than the Indians. Each side receives VP (calculated as Bxit VP, but
excluding prisoners) for unbroken Infantry andfor mobile AFY with any fumnc-
timing MAMOG onfadjacent-to the dA3-F3-H2-03 road.

TURN RECORD CHART

Scenario Derigrn: Peate Shelling

PIRAEUS, GREECE, 6 December 1944: As the Germans pulled out of Greece in
the fall of 15944, every Greek fringe group and partisan organization saw the oppor-
Lunity 10 secure its own agenda. The Soviet-backed communists, Ethnikos Laikos
Apeleftherotikos Stratos (ELAS), translated as “CGreck People's Liberation Army,”
was the first group to exert their influence by force. Mot ready to see Greece become
a Russinn satellite, Churchill immediately ordered General Scobie (o treat Athens
“like a conguered city”, What would follow would later be considered by some as the
first battle of the upcoming Cold War,

BOARD CONFIGURATION: [ c
BALANCE:

) Add one 2-4-7 HS to the Indian OB,
Add one 7-01 leader to the Partisan OB,

D INDIAN Sets Up First [104]

B PARTISAN Moves First [%6]

1(2(3]4]|afew

Elements of the dth Indian Division [ELR:3] set up on board d (see S8R 53 [SAN: 3)

AL L SR

*33

@
7L 14

10

-

Elements of the ELAS Partisan Division “Roumeli” [ELR: 5] set up on boards ¢ andfor b in hexes numbered £ 4; |5AN: 5}

= Aoadblock

e (A= hz A=)l | =
16 3 3

{see S8R 5)

SPECIAL RULES:

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

2. Place overlays as follows: dxd on dM1-bNS5, dx3 on cL5.

3, Partisans suffer from Ammunition Shortage (A19.131) and may neither Deploy
[EXC: AZ0.5] nor form multi-Location firegroups. The Partisans have MOL
Capahility (A22.6) and use Russian LMG without captured weapon penaliies,

4. The Purtsuns have special CC attack capahility in the form of “Scobie Pre-
serves”, Usage is limited o CC attacks versus Infantry or Riders, The availabilivy
and mechanics of use (including penalties) is governed by the ATMM rules
(C13.7) as if the Infantry warget(s) were a vehicle. The CC DRM of a “Scobie Pre-
serve” is -2,

5. Prior 1o all setup, the Partisan player may place up to three roadblocks in the

playing area (HIF is NA). The Indian infantry must set up in buildings with
= one MM per building, The Indian AFYs may not set up within three hexes of
one anather,

6, Surrender may not be refused (e a surrendering unit mayv not be eliminated
therehy invoking No Quarter (A20,3) [EXC: Berserkers still refuse Surrender])

AFTERMATH: With General Scobic besieged in the center of Athens, the Fourh Indian
Diwisann wus brought over from Ttaly along with port of an armosed brigade. Howeves, Roo-
sevelt wanted nothing to do with “Churchill's listle problem” and the Amesican press loadly
denounced the entire endeavour. Stalin was wking o wait-and-see ariinode. And the BLAS
were improvising—they put together homemade bombs picknamed "Scobie Preserves”
becase they were made frem empty lomato cuns filled with dynamice and broken glass, nails,
cte. Regardless of these improvisutions, the military situation would stabilize afier abaut two

weeks; the politieal situation would remain fuid. Greece would not see the end of civil war
wniil 1948,
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ASL SCENARIO J22

VICTORY CONDITIONS: The Russians win at gume end if they amass 200 VP pro-
vided they amoss = 10 CVP more than the Germans asd conteol 2 1 Location contain-
ing a french. Io addition to eaming CVP normally, the Russians also earn 3 VP for
ench Location centaining a trench whick they Contral,

TURN RECORD CHART

JOY!
Seenarie fheripn: Brian Youse

STALINGRAD, RUSSIAN, 28 October 1942: The Russians in Stalingrad were
stretched to the limit, their forces so thin that shifting units from anywhere along
the line would mean leaving a gap, Although desperate to buv time to allow the
45tk Division to be ferried across the Volga at night. the Bussians had no more
reserves. During the 27th, the shattered 1180h Rifle Regiment had a bit of luck. To
their surprise, they recovered three tanks from the front lines, one with a func-
tiening flamethrawer. Anxious to buy time and spread their newfound joy, the
Russigns threw together these tanks, thirty men just released from the feld hospi-
tul, and & dozen members of the 62nd Army's stafl, and sent this hastily-formed
armored reserve o counterartack.

BOARD CONFIGURATION: RB

BALANCE: N

# 55R 4 s NA

* Exchange the Russian 2-1 for a 9-2, (Ovly haes orvesetof hearom W
and numbaned = 33 ane playabls|

4 GERMAN Sets Up First
1|2(3[4|5]|6|ww
+* RUSSIAN Moves First
AdBL Elements of Infanterie Division 79 [ELR; 3] set up onfwest-of hexrow BE: | SAN: 3]
ml I \ 1 2 i Lug am ® Mol | ] AT
ﬁ;t *E *E {3 -TEII '{'l Blﬂ ? @
4-4- 512 ' 34 1-12 uﬁ 7 marsln Mina
3 8 12 1
% 1§ | Trench
iy OVRBEA; +4
I}; 1 Stoar: 12
L | e
2 3
Remnants of 118th Rifle Regiment [ELR: 3] st up onfeast-of hexrow CC: [SAN: 41
i C
By B f=|hd ?
B 4-2-6 ' =M T mara
3 6
Serateh foree, 62nd Army Staff and 118th Rifle Regiment Headguarters set up onjeast-of hexrow GG
nj|jo "
L T . ATR oc i i 0
AT A raran el Y
628 2T | 447 ﬁ e t " k‘“ k" i 2§ 12 Baﬁ 8L - | 451 -a
2 2 2

SPECIAL RULES:
L. Sce RE S5R (found on the reverse of scenario RB5). A +1 LY Hindrance (E3.1)
applics due 1o pre-dawn conditions, Campaign Game SSR OGIS (00 1.4) is in effect.

2. After setup hut prior to the st of play, each German Infantry unit must ke @ NMO:
TEM vs. OBA is applied as a negative DRM 1o this NMC. All markers placed os o resalt
of the KMC remain in play for the start of the first Player Turn and are remaved nor-
mally s dictated by the Sequence of Play.

3, The OB-given Russian 5-2-7 and 4-4-7s are considered Walking Wounded (W%, 4
WW MMC has a AMF alletment which is never increased for any reason, even while
routing or herserk [EXC: while being carried by any form of convevance], its IPC is
reduced to 2, and it receives a +1 DRM for all CC attacks it makes, while all ©C atacks
againgt it receive a -1 DRM, Two WW HS may recombine into a WW squad as per

ALDZ 1 0 non-WW HS and & WW HS recombine, the resulting syuad is considersd
Wow'

4. Exchanging A-F minefield fuctors for A-T mines (B28.5) i= NA

AFTERMATH: Supported by artillery and katvusha batteries, the Russinns laeoched
their attack in the pre-dawn twalight. Such a small force was unable to advance far, but
by vsing the light tanks to overrun Germans in their forward trenches and the flame-
throwing tank 1o hunt German armor, the Russians did manige to capture a few trenches
and destroy three German tanks. The impact of this attack was far more than recapturing
a few yards of Stulingrad—the Geeman radios it up with tales of the unexpected Russiom
armored counterattack and the exhaosted German troops used this as an escuse to stop
ansd reorgapize. The ad-hoc counterattack had bought the Russians in Stalingrad another
duy fo cootinue ferrying the 45th Division across the Yolga,



KAMPFGRUPPE AT KARACHEY

ASL SCENARIO J23

VICTORY CONDITIONS: Provided the Germans do nol amass = 38
CVP, the Russians win immediately by amassing 2 15 CVFP or by exiting 2
32 Exat VP off the south edge on/between 3TGGI-32A60, or wl gume end if
they Control all buildings in the German setup aren,

TURN RECORD CHART

Scenario Devign. Vic Provosi

KUSMENKOVD, RUSSIA, 28 July 1943: After Hitler had called off Operation
Zitadelle, new orders from OKH saw Panzergrenadier Divizion Grossdeutschland
shifted from the southem region of the Kursk salient o the region northwest of
Orel. This was in response (o the increasing pressure of the Soviet offensive 1o
take Karachey and sever the rail link between Briansk and Orel, thus culting off
large segments of Model's ®th Army. In order 1o foil the Soviet plans, the division
was split into several kampfgruppen and sent into the villages in the forest to the
northeast of Karachey,

BOARD CONFIGURATION:

ar

BALANCE:

& In the VO, change "= 327 1“2 347

[ty hoarows A-GG on board
37 and A-P on bosrd 32 are
Hyabie)

+ In the ¥C, change "z 32" 1o "2 30."”

o GERMAN Sets Up Fiest 0]

w RUSSIAN Moves First [ 134)

+

2| 3| 475

=

Elements of Bataillon 11, Panrergrenadier Regiment

Grossdeutschland [ELR: 4] sct up on/south-of (alternate) Hex Grain 37X 10-3215-L6-K8-K9-J10: [SAN: 4]

Grossdeutschland, Panger Grenadier Division

i | HME ML * LG Wil .l,
w 5 n T &z ﬁ - -7*:]1 i g 4:1 MO |
448 A% .4-8 2:2:8 N | SREE ] RESET I T
2 5 2 2 B
2 M *, H Elements of Assault Pioneer Bataillon Gross- ?
& | 3 deutschland and Sturmgeschutz Abtellung E - .I# “.. m ]
Minas 750 Grossdenischland enter on Turn 4 along the g = I:I Eti"l l'-rﬂ
south edge "
: 2 2
(see S5R 5)

all AFY huving expended & M, {SAN: 3}

Elements of the 31st Guards Infantry Division [ELR: 4] enter an Turn 1 along the north edge on/berween 22P3-32P6 with

i oE ‘ 15 8-1
gk | 1F =z 10 o | 2 [0,
2 10 . 3 2 3 4

SPECIAL RULES:

1. EC are Wet, with no wind at start, Kindling (B25.11) is NA,

2. All butldings are wooden and Single Story, Cellary (B23.41) ure NA.
Roads on board 37 do not exist; treat all board 37 woods-roads as paths
(B13.6) with no Open Growsd in the woods-road portion of the hex.

3. German 8-3-B4/3-3-%s and Rossian 6-2-82/3-2-85 are Assault Engineers
(H1.22) and arc Fanatic (A 10.8) while possessing (or placing (A23.3)) DC.
They receive a -1 DRM o DO Placement vs AFV DR (C7.346)

4, Assault Engineers and German 5-4-B</2-3-Ks may use ATMM (C13.7)
|EXC: a dr = 2 is need for usage and the COC vz AFV DRM is -2]

5. The German AT mines are two Daisy Chains (B28.531) of 2 AT factors
each and may only be possessed by 5-4-B272-3-85 at start, During German

setup, the German pluoyer may secretly record which units possess the Daisy
Chains. The presence of these Daisy Chaing must be revealed when the pos-
sessing unit is no longer in Good Oreder, or if it performs any of the following
actions in LOS and within 16 hexes of an unbroken enemy unit: places the
Draisy Chain, transfers the Daisy Chain, or drops possession of the Daisy
Chain. Once revealed, Daisy Chains may not regain hidden status

6. Both sides are Elite (CK.2)

AFTERMATH: July 28th saw the initial tes1 of the acwly evablished German posithns
The Soviets, with the aid of beavy anillery suppon, managed o ke Alisovo, bat ran
imter wifl resisance from elements of Grossdewvischland o Kusmenkovo. The Soviets
pressed ahesd with tanks in support and the village was contested for an entire moTning
1 was nod until the local reserve of piopeers arrived that the siuation was stabilized.
With the stiffening of the line &l Karachev, the Soviets called off the witack to regroop for
the pext roand of profses to the west ot Krasaskive and Novogorodakiye



SMASHING THE 3RD

ASL SCENARIO J24

g

it neeupies (e, a otal of 23 building VIP are possible),

TURN RECORD CHART

VICTORY CONDITIONS: The Germuns win immediately upon amassing = 100
WP, The Germuns receive Exit VP for upits exited along the east edge and CVP [EXC:
Prisoners are warth 0 CVE). 1o addation, the Germuns receive ¥P at game end for building
Contral, Bach building Controlled is worth a number of YP equal to the number of hexes

Yeennna [hecipn: Chas Smith

South of WOLOMIN, POLANIY, 3 August 1944: The success of Operation Bagra-
tion allowied a number of Russian units, including the Soviet 3rd Tank Corps, 1o make
deep penetrations lhrough the German lines. On 31 Tuly, the German 9th Army
believed it was in position to cut off and destroy the Soviet 3rd Tank Corps neas
Wolomin, The Hermann Giring Division, en route from Traly, would play o signifi-
cant rale in the counter-nffensive, The counterattack began as elements of the division
were sent south o fight in the Warka-Magnuszew area, Meanwhile, on 2 August, the
main body of Hermann Giéring comprised of the 1st and 2nd Parachute-Panzer-
grenadier Regiments, Bo | Parachute-Panzer Regiment, Bn 111 Parachute-Panzer
Artillery Regiment, Armored Recon Bn, Parachute-Punzer Assault Bn, Parachute
Panzer Pioneer B, and assorted flak elements set out from the Warsaw-Wolomin rail
line to the western outskirts of Wolomin. Their task was to break through and join
with the 4th Punzer division to complete the encirclement.

BOARD CONFIGURATION:
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BALANCE: ‘
+# In the Victory Conditions, change N g
Y2 1007 to "2 107,

In the Victory Conditions, change
] ¥ £
B2 1007 fo "2 93"

#r RUSSIAN Sets Up First [83)

# GERMAN Moves First [180]
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Elements of Soviet 3rd Tank Corps [ELR: 3] set up onfeast of hexrow X: {5AN: 3)
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JBL Elements of Hermann Giring Division [ELR: 2] enter on Turn 1 along the west edge: [SAN: 3]
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SPECIAL RULES:

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

2. Contrary to [31.84, no PzIVH is equipped with an AAMG.

AFTERMATH: The Hermann Giiring Division pressed the attack south of
Wolomin throughout the day and into the nexe. By the end of 3 August, the divi-
sion had succeeded in smashing through the 3nd Tenk Corps’ lines and, in con-
junction with the Ath Panzer Division, encircled and destroyed a large number of
enemy armored vehicles—76 Soviet tanks were reported destroved, The remainder
of the 3rd Tank Corps was cut off and svstematically eliminated. In the end, the
Soviets had sulfered heavily-losing 192 tanks and 45 puns by 6 August. Subse-
guently, the 3rd Tank Corps was withdrawn from combat and reformed in Octo
ber as the Sth Guards Tank Corps.



THE WEIGH IN

ASL SCI.:NARID st Scemario Devign: Cun Schilling

PIOTRKOW, POLANI), 5 September 193%: With Armics Modlin and Pomorze in
full retreat, September Sth found the Polish High Command focusing on the tactical
situation in the Piotrkow sector, roughly 150km southwest of Warsaw, Officials m
Warsaw feared the German Fst and 4th Panzer Divisions would overrun Piotrkow
unless someone, of something, could slow down the German blitzkrieg, so ordered a
local counterattack for late on the 5th. As these forces were taking preliminary actions
to mount an attack, the Germans appeared, The 15t Panzer Division, believing both the
road and city to be wide open, expected little resistiunce. Two Battalions of the Polish
19th Infantry Division were tasked with defending the approaches to the city and were
the first to engage the German assault force.

BOARD CONFIGURATION:

. ’ & ot BALANCE: ‘ o
VICTORY CONDITIONS: Provided the Polish have nof amassed = 50 B Add one 7TPjw 1o the Polish OB, X14
CVP, the Germans win at game end if they Control all buildings on hoard 44 o Increase gume length by 172 turn (from 8 I8 Y'-;”
cast of hexrow () 1 8.5 lurns). B 3 =

TURN RECORD CHART
8

B POLISH Sets Up Fiest [135] . 1 2 3 4 5 6 7 8 END

& GERMAN Moves First [215]

Elements of the 19th Infantry Division, Army Prusy [ELR: 2] set up on board 44 onfeast-of hexrow L: [SAN: 4]
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_I L_ Elements of Panzer Regiment 2, Fanzer Division 1 [ELR: 4] enter on Turn | along the north edge: {SAN: 2}
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SPECIA ]-_ RULES: AFTERMATH: The infantry and guns of the 19th Infuntry Division repulsed the initial
g e ; . b . German advance while suffering relatively light casualties, A second ndvance by the
1. EC are Moderate, with a Mild Breeze from the northwest at st Germans wis a1so repulned, this time with the aid of 7TPjws of the 2nd Light Tank Bat-
1. Pluce overlays as follows: XI11 on 44X5/X6, X15 on 44Y7/'W7, X14 on takion, Fighting continued throughout the day as the Bofors anti-tank guns of the 1%th
AARYSI, and X 18 on 4415/VS. kept the tanks of the |si Panzer Division at bay. In the late afernoon, German scouts
' " - : ST : managed 1o find a gap in the Polish defense line. The Germans immedistely exploied
3. The German 3-4-8s/2-3-83 are considered Assauli Engincers (H1.22) this gap and eventually encircled the units defending the city. This preliminary action
4. Polish Elite and 151 Line squads have Assault Fire (A7.36) capability foreshadowed the outcome of the further roands of fighting still 10 come in the Polish
Campaign

5. Vehicular crews may not voluntanly abandon (D5.4) their vehicles.
6. Interrogation (E2.; nor K2 4 Civilian Interrogation) is in effect



ROUND TWO

ASL SCENARIO J26

YICTORY CONDITHING: Provided the Polish have not amassed = 50 CWP, the Ger-
mans win immedintely upon amassing 2= 100 WP CYE and Exit WP (for German units
exited ol the west edge {EXC: prisoners do sol count double] ane pwarded normally, VP
are also awarded a1 game end for Contred of multi-hex buildings within the Polish setup
aren, Bach pon-Factory multi-hex building is worth VP equal to the number of at-start
building Locations it contains and Factory oRBH is worth 15 ¥P.

TURN RECORD CHART

Sceparie Design: Wie Provost

SOCHACZEW, POLAND, 14 September 1939: Az the drive on Warsaw contin-
ued, the 4th Panzer Division, with the 85 Leibstandarte Adalph Hitler Regiment
attached, was given orders to attack through the Warsaw suburbs of the Bzura sector
in the hend of the Vistula River. The Germans hoped to seal off the western
approaches that the desperate Polish High Command was trying to keep apen for rein
forcements fighting through to the east. Oveasionally the Polish defense crystallized
in localized hedgehogs that slowed, and sometimes stopped, the increasing memen
tum of the German blitzkrieg, One such formed in Sochaczew when elements of the
Polish 17th Infantry Divisien decided that the German onslaught must e stiopped

BOARD CONFIGURATION:
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X211
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BALANCE:

& In the Polish OB, replace the 10-2 with a 10-3,
s Add one 5-4-8 and one DC 1o the German OB.

8 POLISH Sets Up First [137] 1

& GERMAN Maves First [233]

2(3(4|5|6|7 END

Elements of the 17th Infantry Division [ELK: 3] set up o

nSwest of bexrow B [SAN: 5]
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onfeast-of hexrow P: [SAN: 3]

Elements of Bataillon 1, 55 Regiment (mot.) Leibstandarte Adolph Hitler and Panzer Regiment 36, Panzer Division 4 [ELR: 3] set up
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SPECIAL RULES:

1. BEC ure Maoderute, with o wind at start, Bimdlng (B25.10) i NA

2. Place overlays as follows; X16 on CC2ACCH, X17 on BRRAOCY, X21 on VWS and 02 on
WKL Buildings oDM31, CC7, and EE4 contain BB Cellars (06}, Building oBBS is a 2 172 level
Erctary (B23.74) with & vehicular entrance and rsdiop access point in o008, Roodiops are in play
anly for bailding BB and are considencd Concealment terrain for al! purposes.

A The Poles may fortify (B23.9) < five ground-level building Locations (iunnels are MAJ
4, Wehicular crews may not voluntarily abasdon (D3,4) their vehicles.

5. Polish Elite and 15t Line squads bave Assaull Fire (AT,36) und MOL (A22.6) capability. All
Palish MM in the same: Location as the Polish 10-2 leader are Fanatic (A 1) as long as the cur-
peal mnwale level of the keader is 107

6, The firat Polish MM o pass o MC unpinned and in Geod Onder Battle Hardens and creates o
Hero {4152}

7. The Poles may use HIF for = two squad-equivalents and any SMC/SW seq up with them. The
Polish SMC initially prasesaing che fleld phose may set up HIP. The Poles receive ope modube ol
Tl CHA (HE only) with Plentiful Ammunition,

8, The Crermans receawe one maclule of 1504+mm OB A (HE & Smoke ) with Flentiful Ammunition
urif one: Pre-Registered bex, Radio Contsct aml Batlery Access ure asomatic ar the stan of Tum
L Preg Fire Phase iremove one Black Chit), The first lise mission must take place on Tum | Prep
Fire Phase with cither a Smoke FFE or Smoke Barrage (E12) in the Pre-Kegistered hex; Accuracy
is determined normally (U173} The German leader initinlly possessing the radio may set up HIP

9, The German 5-4-82-3-55 are Assult Engineers (HE, 225, must possess thwe DO 8l start, and ane
the anly German MMC qualificd Lo use e D05 without o +1 DREM IFT penalty for non-qualified
use. are consulered 0 have an underlined Morale Number, and are considered 55 for all other pur-
pases.

10, The Germans receive Random Air Suppon in the form of one Stuka DB with Bombs [EXC:
contrary to ET.3, it enters play on a dr < 2 Jess than the cusrent turn aumiber and is astomatically
Recalled at the end of the fiest Player Tumn in which it passes a Sighting TC).

AFTERMATH: The faghting raged oo until oon on the 14th as the town chonged bands dwee limes, The
Ciermans ran beead long inte & heavily defended urban hamlefeld hedd by determined, and in some cases,
Tanuls: troops. The Polish macria of readblecks and fontificd strongholds forced the 53 io fight for every
block of the town, Eventumlly, the combined wyight of the regimental artillery and ansched paneer pppan
forced the Pries Tromn Sochacerw. Later that night, the Germans themselves hid 1o abandan the tawn under
heavy antiflery shelling. The shattered remnants of Sochserew ween notaken the nexl doy and the drive on
Warsaw resumed




HIGH TIDE AT HEILIGENBEIL

ASL SCENARIO J27

VICTORY CONDITIONS: The Russians win ot game end if they Control

buslding J3.

TURN RECORD CHART

Seenario Design: Chas Stk

HEILIGENBEIL, EAST FRUSSIA, 24 March 1945: In February. seven Soviet
Armies encircled the German 4th Army, which included the Hermann Goring Para
chute-Panzer Corpa, in the Heilipeabeil Pocket. The pocket contained 120,000 com
bat and 30,000 suppont troops, which could now only be supplied by sea. Ground
activity decreased at the beginning of March, but Russian sircraft sull atiacked sol
diers and civilians alike, The HG Parachule-Panzer Corps contained the HG 2nd
Parachute-Panzergrenadier, the Grossedeuichland Panzergrenadier, and the 562nd
Volksgrenadier Divisions, The Corps was responsible for the defense of the northern
sector of the line where, beginning on 13 March, the Soviets launched a series of
heavy assaults, The HG 2nd Parachute-Panzergrenadier Division was the focal poim
of several of these aitacks, As the strong Soviel offensive continued, the men of HG
pul up a determined defense, but were forced 1o give up ground, A pamicularly deter-
mined Soviet amtack began on 24 March.

BOARD CONFIGURATION:

BALANCE: ‘
& Delete a 5-2-7 from the Russian OB, N

# Delete a 2-4-7 from the German OB

45

* GERMAN Seis Up First

w RLUSSIAN Moves First [98]
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Elements of 2nd Hermann Giring Parachute-Pansergrenadier Division [ELR: 2] set up west of hexrow 5 [SAN; 4):

1 1 LT LG %llﬂ ML& L) IHE
HME E M " M
ke | AL | sad R s z z '-;L\tm e -]tm ? o' | oW, | @
487 2.4.7 2.2.8 Faavsl I WFLAY JF Y ] 1wl L .oae | 3Lim 5%
T 2 2 2 2 B

~pe O || mke-

Elements of Soviet 28th Army, Jrd Belorussian Froat [ELR: 4] set up cast of hexrow § {SAN: 3]
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SPECIAL RULES:

L. EC are wet, with no wind at start, Kindling (B25,.11) is NA.

1. The Russians receive air support (E7.) which automatically arnives on Tum

3 in the form of two 1944 FB with bombs

3. No German ordnance may fire HEAT or Smoke ammunition

AFTERMATH: A powerful Sovict force broke through the defenses and into the
city. Bloody street lighting reminiscent of Stalingrad erupted. Driving forwand,
the Soviel juggernaut fought to control the arca surrounding the Gneisenau Bar

racks, Suffening resistance slowed the assault, but the supporting fine from a num

ber of Thmm assault puns finally drove the defenders back. By mghtfall, the Ger-
mans had been forced ot of the city, and held only the Balga Peninsula, a small
area of about 50 square miles. On the night of 30 March, the shattered remnants
boarded ships and past ot 1o sea. OF an intial Torce of nearly 24000 men, the Her-
man CGiring Parachute-Panzer Corps took only 6,000 home to Germany



INHUMAINE

ASL SCENARIO J28

Keenarie Dexigner; Chas Smith

HUMAINE, BELGIUM, 27 December 1944: Throughout the night of 26
December and on the morning of 27 December, American artillery pounded the vil-
lage of Humaine, Combat Command “Romea” was assigned the task of capturing
the town and launched it attack immediztely following the arlillery preparation.
Cureful plunning enabled them to successfully surround the town, The defenders
feught hard but, encircled and having had more than enough fighting, most were
forced to surrender, However, a chateau on the northeastern side of the village was
defended by a group of Germans who resolutely refused to surrender, even after
numerous attacks,

BOARD CONFIGURATION:

A -
VICTORY CONDITIONS: The Americans win at game end if they Control BALANCE:
building k. + Add one 2-4-8 1o the German OB,
o Add one T-4-7 to the American OB,
TURN RECORD CHART
# GERMAN Sets Up First s i ==
12|34 8|8 END

T7 AMERICAN Moves First [140]
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Elements of 9th Panzer Division [ELR: 3] set up anywhere (see S5R 33 {SAN: 4)
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Elements of Combat Command “Romeo™ [ELR: 4] cater on Turn | along the north edge: {SAN: 3}
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SPECIAL RULES:

1. EC are Wer, with no wind at start. Kindling {B25.11) is NA. All bunldings are
wonden |[EXC: building P is stone and all of its ground level Locations are For-
tified; B23.9].

2, Prior to selup, the Germans must place a wooden mabhle counter in each of 4
hutlding hexes [EXC: no rubble counters may be placed in any hex of building
P6). Falling Rubble {B24,12) is NA,

X, The German player may set up no more than 6 cognlfers in Locations not in
huilding Ph. All German units {in building P& are Fanatic (A10.8) [EXC: begin-
ning with the American Tum 6 Prep Fire Phase and Tasting until the end of the
game, this henefit is NA and all German units have their ELR lowered by 3 (o a
minimum of 1)),

4. For purposes of special ammunition avilability und inherent SW use, the sce-
nario is considered 1o take place in 1945,

5. The Germans may nse HIP for < one MMC and any SMO/SW set up with it
6. Yehicular crews may not veluntarily abandon their vehicles. The CS# (D5.6)
of the British Crocodiles is considered to be 0, Any crew forced to abandon &
Crocodile is automatically broken. British crews treat American leaders as Allied
(A10.7).

AFTERMATH: The U5, infantry continued to assault the chateau, hut its thick
wills afforded the defenders too much protection. In a display of joint coopers-
tion, CCR requested the assistance of some nearby British flamethrowing tanks,
Two Crocodiles arrived to support the attack, A firey display of their power
encouraged the defenders to quiety put down their arms and surrender,



Military history is a fascinating thing. For
most ASL players, interest in it accompanies
our love for the game. For me it has become a
passion. Armed with a good imagination and a
well written book, [ can transport myself to the
desert landscape of El Alamein, the stone rub-

hle of Stalingrad, or the crater-infested coral of

Tarawa. Having an opponent and a good sce-
nario can turn the same trick; in some cases a
historically accurate scenario can leave
impressions and views of battle that a book
would have trouble conveying,

A scenario that accurately represents the ter-
rain, the orders of batile, and the action can
present a bird’s-eve view of tactical situations
that no fext could convey. It is here that ASL
truly shines. These counters represent individ-
al men and vehicles. You must use the small-
est element of an army—the individual squad,
soldier, and tank—to win a battle. There is
enough historical material out there, and the
system is flexible enough, to create an ASL
scenario that includes almost any of the major
components of almost any W.W.II engage-
ment, That s one of ASL s attractions. Detail!
It we didn't love detail, we'd still be playing
Axis and Allies. To my mind. attention to
detail extends to every aspect of the ASL sys-
tem, from single man counters to wind direc-
tion to orders of battle. Each of us finds inter-
est in some or all of these parts. [ love every-
thing this system has to offer. The game's ahil-
ity to leave one exhilarated after a last turn,
final dice roll win is extraordinary. Butif T
were 10 pick one thing that keeps my attention
on ASL, it would be history, The ability to
extract details from an engagement and use
them in a scenario is unmatched by any other
game.

Like most of wargaming, there exis! certain
cligues in ASL. One of these consists of play-
ers who play ASL. Period. They want balanced
SCENArios, 4s many as you can give them, no
matter that they couldn't finish balf of them in
their lifetime, they're going to try. Another
group includes those who dabble in the design
of an occasional ASL scenario. These guys
have enough interest in both the playing of and
the history of scenarios that they will, at times,
put pen to paper and come up with a scenario
or two from a book they've recently read. Then
there's the history freak. He not only plays the
game but makes reading the intro and after-
math of every scenario a prerequisite, to try to
ascertain a feel for the action being portrayed,

I fall into this latter category. Of immense
importance to me (and that puts me in the
minority} is a need be convinced that the action
portrayed by a scenario is done in a historically
accurate manner, [ want to know the reasons
fior including the elements of the order of bat-
te. For actions I'm familiar with il's not wugh
to peruse a scenario card and figure out how

CAN YOU EVER BE SURE?

Historical Research and ASL
by Curt Schilling

accurate it is. For those that I'm not Tamiliar
with, I will delve into my library and pull out
books that pertain to the action and get a gen-
eral feeling about the scenario and whether or
not it was thoroughly researched. Obviously 1
don't play as frequently as 1'd like because 1
spend a majority of my time with my nose
buried in a book. But this is one of the big rea-
sons [ love the system. Also, with three kids
and a job that takes me away from home for 6-
T months a year, time is a very precious thing.
i(I'm sure many of vou can relate.) [ don’t want
to spend hours of gaming time playving a sce-
nario with little historical foundation. Again,
this is most certainly my choice. I know of
many plavers who play DY O exclusively and
swear by it. Others only care about balance.
And still others play for the camaraderie of
gelling together with buddies and gaming.
{Truth be told, this is a big reason [ actually
play the game.)

Competitor. Simulator, Historian. Social-
izer. Many of you may have seen wargaming
broken down like this before. Had | not gotten
involved with Multi-Man Publishing and
headed up its research department, this article
would be over withour saying anything new.
However, the work 1 have been involved with
over the last few vears has had a profound
impact on my view of history as it pertains to
ASL.

One of the first MMP meetings 1 attended
focused on our (then upcoming) Pegasus
Bridge project. The ink had not dried on the
conlract, and we were doling oul responsibili-
lies for specific areas, T was very vocal in my
desire to head up the rescarch end of things, as
this was a chance to finally combine my two
tavorile pastimes (outside of family and base-
hall), Tt was the off-season, so [ certainly had
the time (which is a primary need for anyone
aiming to do good research). I most assuredly
had the interest, and I had a pretty decent
library that was continuing to grow. There
were no objections to my volunteering for the
task—which may have heen because everyone
else in the group had “"real” jobs and some
semblance of sanity.

While others busied themselves with devel-
opment and playresting, [ was combing
through each of the scenarios, checking dates,
unit designations, weather, ordnance, ete, [
Ccame across quite a bit of material pertaining
te actions late on D-Day. The Rritish 13/18th
Hussars had reached the area of the Orpe River
bridge and reinforced the beleaguered and
exhausted 6th Airborne units that had been
holding on by a hair to the villages of Benou-
ville and Le Port all afternoon,

I hesitantly indicated that I would like to
design a scenario covering this action that
could be the “monster” of the module. Pegasus
Bridge was intended from day one to be a very

plavable campaign game, one that two guys
could actually set up and play a CG date in one
evening. In that vein, the existing scenarios
were tournament-sized, and we agreed that the
module could use a big scenario. [ had my
marching orders! On my 2-hour drive home |
sorted oul the preliminary work that had to be
done. First T would need to confirm the units
present on both sides. Since the German and
British forces engaged at the bridge were
already spelled out, the main focus would be
on the British units that arrived late in the day.
1 began to read everything 1 could pertaining to
the BEritish forces that were assigned to Sword
beach, since they were the units that made the
run to the Orne River bridge on D-Day. |
quickly came across material that discussed
which units from Sword beach had been
assigned the task of reaching the 6th Airborne
by midday. While it wasn't a specific list, it did
give me enough information to begin looking
at the TO&E of the 13/18 Hussars of the 27th
Armoured Brigade, as well as some of the
infantry units that were there also. | then cross
referenced about a dozen sources including
personal correspondence between MMP"s
developers and Major John Howard himself—
the guy whao was actually there! Could there he
a better source than 4 man on the scene?

After compiling notes for a few days, |
assembled a list of the vehicles of the 13/15th
Hussars as they would be represented in the
scenarie FB& “It's About Time,” The British
had standing orders to advance inland as
quickly as possible once the German beach
defense had been breached, and the forces an
Sword filtered inland to the bridge in a very
disorganized fashion—in squad, platoon. and
company-sized groups throughout the day.
There was no magic rendervous point. They
landed, fought, and moved inland as soon as
they could, leaving me with a hodge podge col-
lection of tanks, vehicles, and men from var
ous sub-units of the Sword Beach invasion
force. | saw this as a boon, allowing me to
include various armored elements belonging o
the 13/18th Hussars without limiting me to a
specific tank or vehicle type. Following thor-
ough research of this unit, T decided on a mix
of Churchill ¥1Is and Stuart ¥s. This seemed a
legilimate force composition to represent the
[ 3/18 Hussars and their actions of June 6, 1944
at the Orne River bridge. The scenario got sub-
mitted, playvtested, and became one of the final
picces to the Pegasus Bridge puzzle. Upon
receiving my copy of the module | immedi-
ately vpened to this scenario and looked it
over, | admit to feeling prefty good about see-
ing something becoming an official part of the
ASL system to which 1 had committed quite a
bit of time.

I wish the story ended here, with my good
feelings. What's the saving? All good things
must come to an end? Well, those good feel-
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ings plummeted to an end. Shortly after the
refease of Pegasus Bridge, while I was in the
midal of researching armor for the allicd minor
countries, | received an e-mail from Shaun
Carter of England. a gentleman who looks al
ASL very much the same way | do. His
appetite for historical accuracy rivals his desire
tor actually play the game, and he was question-
ing the historical accuracy of my scenario. |
was d bit stunned to sav the least, There was no
way that his sources could be correct. T was
sure [ had exhausted all resources for this sce
nario, Eventually, though, I began to have
reservations, As our correspondence contin-
ued my reservations grew and turned inte full-
fledged doubt, He did in fact have material that
I had failed to obtain, which included the war
diaries of the units involved, as well as Cabinet
papers, that clearly contradicted my “facts” on
the British 13/18th Hussars, The Churchill VII
tanks in “It's About Time"” were part of the
27th Armored Brigade, but those tanks did not
land on D-Day.

This was an error thal demanded correction,
Maybe 99% of ASLers scoff at errata for a sce-
naria based solely on historical inaccuracy, but
(hat is as big a deal to me as victory conditions
or mapboards being misprinted. Reflecting on
this 1ssue for a while led me o write this piece.
[ felt that an article discussing the problems in
researching “It's About Time" might assist oth-
ers interested in scenario design. During my
correspondence with Shaun and others, |
learned many valuable lessons pertaining to
historical research Using two recent books
written by W.W.II combatants as a spring-
board. I think there are some useful observa-
tiens 1o be made,

17 Do not take personal accounts at face
value, The first book that hammered this home
o me was Armonred Odvssey: 8th Roval Tank
Regiment in the Western Desere 19471942,
Palestine, Syria, Egvps 19431944, fraly 944-
[945, written by Stuart Hamilton, MC, and
published by Tom Donovan Publishing, Mr.,
Hamilton writes in the introduction that “[a]s
these notes are being typed 30 vears late with
the aid of only sketchy diaries and old maps it
is possible that some dates and place names
may be slightly mnaccurate and out of chrono-
logical order.™ This caveat does not detract

from the work presented; the book is an

excellent read for anyone interested in mili-

tary history and even more appealing to those
with a love of desert warfare. | highly recom-
mend it. But the caveat does detract from its
use for designing scenarios. You could not
take anv action solely from this book and write
it up s a scenario with anything close toa
guarantee that it is historically accurate, &
There are parts of this book [ found utterly
astounding. "My diary shows
sketchy

entries, such as June |4th: “terrilic tank battle
at point 208 this morning (14)" and then
“destroyed Mk, HI” followed by the entry
“another heavy ruddy scrap this evening (15)7
and for the life of me 1 cannot remember the
exact details of how we knocked-out that
Panzer 111 but certainly [ would not have put it
in my diary it we hadn't done so. | seem Lo
remember having caught it from the rear and in
the flank.”

The remarkable thing about this to me was
that this guy had been embroiled in a major
tank battle with death right around the corner,
and he can't remember. I found it hard to
believe that situations like these could ever be
forgotten, Reading farther into this book, how-
ever, it all became crystal clear. These tankers
fought in major battles, not just one or two, but
on most davs for months or vears on end. Tt
became easy to see where they could Torget
particulars of any battle, even enlire engage-
ments, They fought tank bartles the same way
we go to work evervday. Can you remember
every bad day you've ever had? (an vou
remember the particulars of who was where
and what time things happened?

I play professional baseball. Thousands of
people attend these games, and all are on TV
somewhere in the country everyday, 162
games in 181 days every year. People watch
these games and things happen that they'll
never forget. 1, on the other hand, see these
games everyday. Things become blurry and
then forgotten as the season goes on, They all
seem to run together at some point and the only
way | could be sure [ was right about some-
thing happening during the season would be to
go back and watch a tape of the game. | cer-
tainly couldn't remember the date or any spe-
cial circumstances surrounding 95% of the
*special’ things that happen during the season,
The other 5% are occurrences that are 5o extra-
ordinary that they stick with you tor a lifetime.
Now I in no way am comparing the two
lifestvles—there 15 no similarity. What [ am
saying is that his book really made me realize
that it was entirely possible, and very likely,
that most firsthand accounis, while certainly
valid, are not solid foundations for scenario
designs. | now use them as starting points that
require reinforcement in
the historical accuracy
area.

One more quote
from another book and
maybe the point will
become more appar

egnt. This time the
book 15 Marine
Pioneers: The
'nsung

Hevoes of W.W. I by Lt. Col. Kerry Lane
USMC (Ret.), and published by Schiffer Mili-
tary History, Onee again the author goes oul of
his woy in the introduction o downplay the
hook's historical accuracy, “This book is
largely & Marine’s memoir, not a balanced his-
tory of the campaigns. Those who want an offi-
cial version of these battles should look else-
where. My recollections are not strictly
chronological, Attempls o impose structure
upon the chaos of war and personal history, in
the hopes of attracting readers and holding
their interesl, often involve some stretches,”
Omnee again this does not take away from an
otherwise terrific read. But to ASL scenario
designers everywhere these words should sig-
nal a warning. This book cannot be counted on
a5 a sole-source for scenario design, Both of
these books confain quite a few descriptions of
actions that either are scenarios already or will
be someday, They provide firsthand accounts
of engagements that will draw the attention of
those designing ASL scenarios, I know |
walked away with a couple of rough drafts
from each, Just be sure to confirm the infor-
mation first.

21 Do not base a scenario around a photo-
graph. This is an absolute no-no, Photos taken
from W, W.IT have, for the most part, been
attached to a variety of texts over the last 50-
some years, | don't have to go any farther than
Hamilton's book on the $th RTR which has a
section of pictures from his own private collec-
tion. Imagine my surprise when [ saw the cap-
tion “30,Alamein, October 1942, German
Mark IV dug-in near Raham Track™ under a
photo showing an Italian Semoventi! The only
similarities between the two are treads and a
pun—uone doesn't even possess a rotating tur-
ret! Mistakes of this magnitude are rare in
Trookis of this quality, and T tend 1o believe that
the publisher is at Fault more so than the writer,
But mistakes of some kind are common, there
are few publishers out there who comb the pic-
tures of their books for historical accuracy.

I can tell you with some assurance that the
editors at J1.). Fedorowicz are very adamant
about historical accuracy in their products, 1

cansinued on page 47




IT’S ABOUT TIME

ASL SCENARIO PB6a (Historical Variant)

; L ..J_Ii'u. , o T |

YICTORY CONDITIONS: The British win at game end if there are no Good
Ornder German MMC in building hexes west of the Capal. The Germans win
immediately if they Control Pegasus Bridge (see S5R PE 4),

TURN RECORD CHART

Scenurio Design: Curt Schilling

BENOUVILLE AND LE PORT, FRANCE, 6 June 1944 DDy was drawing o a
close at the canal-side towns of Le Port and Bénouville. Elements of the British Tth Baital-
i had been holding ontoe the fringes of both of these small villas for almost twelve hours,
House o house fighting was furious as the Tth desperately tried 1o held and wait for rem-
forcements.  Wounded men stayed on the front fines in both these areas, Abour 1830
hours, the leading elements of the 2nd Warwickshires arvived an the scene from Sword
Beach with a variety of armored support, They immediately went 1o the aid of the belea-
eucred Tih,

BOARD CONFIGURATION: ‘ P8

BALANCE: N

t Add one PzEKpfe IVH to either German set up urea,

© Add one Sheroan I DDa) entering on Turn |
onfadjacent-te TT16 o the British OB.

GERMAN Sets o

; Il-i-:]l'?li'::tﬂir:::\!cs 1 2 3 4 5

First [234]

6 /7|8

Elements of Fanzerpionier Kompanie 1, Infanterie Division 716, and Panzergrenadier Regiment 125, Panzer Division 21
_l |_ [ELR: See 85K PB12] st up onfsouth-of hexrow K, west of the canal; {SAN:3]

Rl S )

HME L] L
ol e | e | Jott | @23 2
S EFARRETRE TN T

3 5 5

Elements of Panzerpionier Kompanie 2, Infanterie Division 716, and Panzergrenadier Repiment
125, Panzer Division 21 set up nonth of hexrow EE, 2 5 hexes from FEL4, infadjacent-to building hexes:

2 4 2 12

£ | 8¢ 4 & = & = A4

5 5 2

2 Elements of Panzergrenadier Regiment 125,
H Panzer Division 21 set up in any German setup
e area(s), with = 5 ARV in each area:
- 3 1
3 ? 2 ¥ %‘_ L
SR | g e | A
1L s | 5L /L -a .1
3 2

Elements of the Tth Battalion, 5th Parachute Brigade, 6th Alrborne Division [ELR:5] set up as follows; |SAN:3)

Set up in any boilding hex, £ 4 hexes Set up in hexes pumbered = 11, west of the canal, co/between hexrows
from FF14: L and W. All units must set up in buildings or entrenched (see 558 23
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Elements of the 2nd Battalion, Ox and Bucks [ELR: 5] set up £ 3 hexes from %21 (see 55R PR14%

1 21 B3| 6 ol |6 18
[ T B
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M f 3| f 3| dam| T

ghdl | 454 AEg 21| f ea

Hel)

5 2% | Elements of the 2nd Battalion, Roval Warwickshires, and the

3 2

PB12] enter on Turn | onfadjacent-to TT12:

I MR
Elements of the 2Znd Battalion, Royval Warwickshires, and m-l M i - ﬁ = Ii.-“: ; "—5 *:E !:‘:
the T9th Assault Squadron Royal Engineers [ELR: See 55R 58 | an5.7 Bl | | e J = .H' | &1 B3

13/18th Hussars 2Tth Armored Division [ELKR: See 55K PB12]
enter on Turn | enfadjacent-1o TT16:
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SPECIAL RULES:
1. See PB S5R. A dusk 41 LV Hindrance (E3.1) applies 1o all non-CC
attacks during Game Turns 9-12.

I The British 9-2 which sets up between hexrows Loand W begins the sce-
nario wounded (A17). Three British 6-4-8 squad-equivalents which set up
hetween hexrows Loand W begin the game as Walking Wounded MMO
(CG S8R 17),

AFTERMATH: Upon arrsval, the 2nd Warwickshizes wasted no time entering the
Iray, Their first task was 1o relieve the Le Port gareison thus allowing them 1o evacuate
the wounded, This dene, they moved into Bénouville to face the remnants of the German
umits who were weakened From their day-long srruggle with the Tth. The influx of fresh
British forces apelled the end ol this last battle around Pegases Bridge. The remaining

German armaor in Bénouville tried o provide support (o7 the prenadiers and panzerpi
wreders, but the crack tankers from the 27 Armoured Brigade. suppored by the “Warks™,
would win this duy, and the scruggle Tor the Pegnsus Bridge would come o s close.




mentally write off their broken units as lost

A COMPREHENSIVE ROUT EXAMPLE

by Tom Repetti

Situation at the start of the Rossian Rout Phase
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RUSSIAN ROUTS

The Russian must declare which if any of his
units will Voluntarily Break [Al(L4]1] before
any of his units rout [ASOP 6.11]. The only
Russian unit which will do so is the Pinned
half-squad in P8, which is unable to advance
away from Q8 and doubts its chances to survive
the upcoming German player turn in its current
Location.

The Disrupted squad in Q2 has a legal rout
path to P2, but must instead Surrender to the 4-
6-7 in R1 because it is Distupted [A19.12].
This oceurs before the routs of the non-Dis-
rupted units [ASOF 6.12]. The Surrender is
accepted, and Q2 is replaced by an Unarmed
sguad-sized MMO which is possessed by the 4-
6-7 in R1, If this Surrender were rejected, the
Disrupted squad would be eliminated and No
Quarter would be invoked for the German side
only [A20.3].

The broken 4-4-7 on Level 2 of M2 does not
have to rout; if it elects to, it could rout to any
Location in its building or it could ignore its
building entirely [A10.51] and rout to M1,
Routing to L1 or L0 is illegal because that
would entail moving closer to the KEU in 11, If
it routed to the ground level of N1, it could not
stay there because of the ADJACENT unbro-
ken KEU in O1 and it could not continue on o
N2, M1 or M2 because that would be moving
closer 1o the KEL s it remembers seeing in J6,
K3, and T1, and =0 would be climinated for
Failure to Rout. It therefore decides to rout
downstairs to the ground level of M2, dropping
the HMG in M2 Level 2 because its IPC of 3 is
not enough to carry the 5 PP weapon. As per
Ad 44, either SMC in the Location where the
HMG was dropped can attempt to Recover it;
the Hero does so with a dr of 5. The 9-1 leader
could rout with the squad [A10.711], but he
elects to stay with the Hero to man the HMG.

The broken 4-4-7 in J4 does not have to rout,
but it chooses to rout to K3 and L4 for 4 MF,
Routing to K5 does not hring it ¢loser (o either
of the KEUs in J6 or K3, and K6 was not
Known to J4 at the time it entered K5, It cannot
stay there becawse of the ADJACENT unbro-
ken KEU in K6, but it cannot be Interdicted
there because the 4-6-7 is CX [A10.532] and
K5 has a +1 Height Advantage TEM relative to
K3, nullifying its Open Ground relative to K3
[A10.531). Even if the German leader in J6 was
not Pinned, it could not Interdict by itself
because it has no SW, let alone one capable of
being tired at full effect by a lone SMC
[A10.532]. The 7-0} elects to accompany the
broken squad throughouot its roul using Yolun-
tary Rout [A10.711], there being no risk
because the routing MMC cannot be Inter-
dicted. The routing units do not have to stay in
L4 since that hex is no farther from the KELU in
K3 as their original hex, but their only rout
options at this point are to move upstairs to
Level 1 or continue routing to M3 {which hex
cannot be ignored as a rout destination). Hop-
ing to deny the rout of the German unit in J1,
they elect to move upstairs to L4 Level 1 for
their 5th MF and end their rout there.

The broken squad in LE must rout since it is
in the same hex as an unbroken KEL and not in

Melee. It can ignore every building/woods
Location on the map as being equidistant from
the KEU in its own hex [A10.51]. The first hex
it enters while routing cannot be L9 or ME since
that would be moving ADJACENT to the
unbroken KEL in M9, Tt cannot enter K9 from
L% since that would be moving closer to the
KEU in J9. Therefore, the first hex it routs
through must be K& or LY, Unfortunately, the
broken unit cannot Low Craw] when leaving an
enemy-occupied Location [A10.52] and the
squad in MY as well as the AFY MGs in L8 can
Interdict the rout to either K8 or LY because the
+1 Height Advantage TEM does not apply
when the LOS crosses the Crest Line traversed
by the moving unit [B10.31]. Therefore, the
broken unit cannot rout without being subject
to Interdiction and since No Quarter is nol in
effect, it will Surrender instead of routing
[A20.21]; the squad in M9 accepts the Surren-
der rather than invoking No Quarter for its side.

The broken 4-4-7 in M5 cannot rout because
it is not DM [A10.62),

Since it started the RtPh in Open Ground,
LOS, and Normal Range of the KEU in 01, the
broken 4-4-7 in N3 becomes DM and must rout.
However, it cannot rout toward any of the
KEUs in 01, K3, or P5, so it dies for Failure to
Rout [A10L5].

The broken sguad in building 0% does not
have to rout since it is not ADJACENT to an
unbroken KEL, which 1s fortunate, since it can-
not legally rout toward any of the KEUs it sees
in B1, K3, orJa,

The broken squad in B6 must rout because of
the ADJACENT unbroken KEU in 56, It has
valid rout paths upstairs to B6 Level 1 or to 6,
but since it is Encircled, it must instead Surren-
der to the 4-6-7 in 56 |A20.21]. The Surrender
is accepted.

The HS in P8 (which Voluntarily Broke at
the start of the RtPh) must rout since it is
ADIACENT to the unbroken KEUs in Q. It
must choose NB as its destination and routs
there via ()9, It cannot stay in N8 because of the
KEU in M9. It has enowugh MF remaining to
reach M7, so it must attempt to do so since it is
not Low Crawling, routing there via N7 (since
entering M8 would be moving ADIACENT o
MY}, The German tank's Infantry Target Type
Acquisition marker remains in PH since LOS to
the routing unit is lost at that point. The broken
unit must continue to possess the Russian LMG
since it is not too heavy (£ 3 PP) for the MMC
to carry with its inherent PP capacity.

The broken squad in 53 must rout because of
the ADJACENT unbroken KELU in 52, It can
ignore 83 Level 1 as a roul destination because
it can ignore Locations of the building it starts
in (recall that individual Bowhouse hexes are
considered separate buildings for rout purposes
[B23.717). It can also ignore R3 and P2 as being
equidistant from the KEU in R1. Able w ignore
all rout destinations within & MF, the broken
unit is free to rout anywhere it can legally reach
on the board [F.1C], It elects (o rout to B3,
expending 3 MF via rowhouse bypass al the
S3/R3/54 vertex, It cannot be Interdicted at that
vertex because the 54 Grainfield Hindrance
negates Open Ground relative to the German
units in 85, Onee in B3, the routing unit must
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decide between the importance of reaching P2
w5 the risk of being Interdicted in Q3: it could
spend 2 MF to enter the Shellholes in Q3 and
avoid Interdiction from R1 but not have enough
MF left to reach P2, or it could enter (3 outside
the Shellholes for 1 MF, risking Interdiction
without the Shellhole TEM, but able to reach
P2 with its last two Movement Factors should it
survive the Interdiction Morale Check
unpinned, It decides to enter the Shellholes for
2 MF, ending its RtPh there {there is no penalty
for not reaching the rout destination in one
Rout Phase.) Routing from R3 to 33 does not
entail moving closer to the enemy units in J6
because P4 casts two Blind Hexes from J6,
which means that the enemy units in J6 are not
Known to the broken unit in R3, Even if Grain-
fields did not exist and the 4-6-7 was in Good
Order by itself in 52, the squad could sl rout
to B3 via the S3/R3/54 verlex without fear of
Surrender because it has the option of routing
to the first level of 53.

The broken squad in the R2 Foxhole must
rout since it is ADJACENT to the unbroken
KEUs in R1 and 52. Its rout options are
restricted by not moving closer to the KEUz in
16 and not moving ADJACENT to the KELU in
52; its only rout option is to enter B3 for 3 MF
(1 MF to exit the Foxhole plus 2 MF to enter
E3). It could move upstairs to Level 1 bui
declines. It cannot be Interdicted as it exits the
foxhole because it combined that MF expendi-
ture with the cost of entering R3, which is not
Open Ground [B27.41]. [t could conceivably
ignore B3 as a rout destination because that hex
is equidistant from the KEUs in J6&, but once il
enters B3, it gains LOS to the KEUs in 55 and
cannot continue its rout toward B3, It also can-
not continue its rout into Q4 because that would
entail moving closer to the enemy units il
remembers seeing in J6, even though J6 is not
in its current LOS,

The broken squad in 82 must rout because of
the unbroken KEU in its own Location. [ts only
option is to enter 53 and move upstairs 1o Level
1 since it cannot remain ADJACENT to the
unbroken KEU in 82 {whose CC counter is
removed once the broken unit leaves its Loca-
tion}). It cannot use Rowhouse Bypass to enter
B3 because that would entail moving closer to
the KEUs it remembers seeing in J6&.

The broken squad in RE cannot rout because
broken units cannot rout out of Melee; it muost
attempt to Withdraw from Melee in the upcom-
ing CCPh [A11.16].

If No Quarter were in effect for the Germans,
the broken squad in RA would not Surrender
and would rout to either Q6 or upstairs to R
Level I, The broken squad in L8 would rout 1o
L7 and suffer Interdiction there; any broken
survivors would be unable to rout further with-
out moving closer to the KEUs in K6 and 08,
Unable to rout away from the ADJACENT
unbroken KEU in LE, the broken unit would die
foor Failure to Rout. The Disrupted squad in Q2
could rout to P1 {where it would then die for
Failure to Rout) or to P2 and then stop upon
seging the KEUs in J6, The other Russian routs
would be unaffected.



Situation after completion of the Russian routs and prior to the German routs
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[A10.5]. The first broken squad decides to risk
Interdiction in J7, rolling a 3,4 on the Interdic-
tion MC; it is Pinned in J7 and ends its rout
there. The second squad also risks Interdiction
in I7; it rolls a 6,5 on the Interdiction MC and
is Casualty Reduced to a 247 HS (Unit Substi-
tution caused by failing ELR does not apply to
broken units, [A19.11]). This HS continues its
rout to K&, L& (no Interdiction from the squad
in M7 because the +1 AFY TEM negates Cpen
Ground) and finally M9, Doubting its ability to
pass an Interdiction MC with a broken-side
Morale Level of 4, the broken HS Low Crawls
1o J7 and ends its RtPh there without Interdic-
tion [A10.52].

The broken squad in P35 is not required to
rout since it is not ADJACENT 1o an unbroken
KELL If it routs, it must choose Q3 or PG as its
destination since those hexes only cost 2 MF as
opposed to 3 MF for Q6; once in Q3 it could
continue on to Q6 or Q7 if so desired, or from
P it could go to 06, It could even attempi 1o
enter RS and strip the concealment of the Ruoss-

ian unit there but would then be forced to end
its rout in the last hex occupied before RS,
where it would be eliminated for ending the
RitPh ADIJACENT (o an unbroken KEU
[A10.533]. Sensing these consequences lor
itself and the broken unit in 33, the squad routs
for PO and stops. If there were a Good Order
KEL in (6, the squad would Surrender to if.

The broken sguad in 85 is DM, but it is not
required o rout since il is nol ADJACENT to
an unbroken KELU. If it wanted to rout, it could
not roul closer 1o the KEUs it sees in B3 and
R&. If the 4-4-7 in RS were to voluntarily drop
its concealment or have it stripped by the
squad routing from P53, the squad in 85 would
then have no rout options and would be forced
e Surrender (o the 4-4-7 in RS,

[f Mo Quarter were in effect for the Russians,
the squad in J1 (and the one in 85, were the
4-4-T in RS 1o lose concealment) would be clim-
inated for Failure to Roul, and the other Ger-
man routs would be unaffected.
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TOURNAMENT CALENDAR

Date Tournament Location Contact Information

January 22-23 On To Richmond Richmond, VA Rvan Schultz
ryanlois @ pol.com
T57-426-0515

February 4-6 West Coast Melee Los Angeles, CA Rodney Kinney
kinney @ atmos.ucla.edu
310-475-T0a2

February 4-6 Winter War Champaign, IL Pete Belford
pete @otlerspace.com

February 25-27 Scandanavian Open Copenhagen, Denmark Michael Hastrup-Leth

hastrup @ image.dk

48 22 14 §1
March 3-5 Toronto ASL Open Toronto, Canada Dave Croome
deroome @egocable.net
905-336-8079
March 10-12 March Madness Overland Park, KS Michae] Reed
mread @ sky. net
March 24-26 Mor’ Easter Marlborough, MA Bob Walden
wilden @ mediaone.net
508-561-6384
April 1-2 Montreal ASL Fest Moentreal, Canada Michael Rodgers
diane-mike @ sympatico.ca
April 7-9 Berserk| Blackpool, UK Trevor Edwards
trev @ cableinet.co.uk
April 22-15 ANZACon Melbourne, Aus Dave Bardi
bprobst @ibm.net
April 28-30 ASL Open Chicago, IL Meryl Rutz
mrulz@niv.edu
TOB-453-1978
May 20-21 Mountain ‘Wars 11 Vernon, N] Dan Dalan
phlegmi® warwick.net
June 10-12 SACA Sydney, Aps David Longworth
nutrageous @ bigpond.com
June 10-11 ASL Ring Villenuve d” Ascq, Fr Philippe Briaux
philippe. briaux @ semna. fr
33143202195
August 1-6 DonCon Hunt Valley, MD Don Greenwood
(World Boardgaming Championships) www boardgamers.org
Aungust 25-27 Wild West Fest Denver, CO Tim Wilson
twilson & wyoming,com
307-332-9206
October 3-8 ASL Oktoberfest Cleveland, OH Rick Troha
aslok @nwsup.com
October 7-8 OCTOBear Sydney, Aus David Rishop

boxcars @ ozemarl .com.au
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continued from page 42

can't remember the last time that | saw a pic-
ture of theirs that raised any doubts as to its
accuracy. Some other authors and publishers
that merit my special confidence in their rendi-
tions of W.W.II history include (just to name a
few off the top of my head) lan Hogg: Thomas
Tentz; George Bradford (whose AFY News
seems tailored for the ASL enthusiast); any-
thing Charles Kliment has done on Crechoslo-
vakian AFYs; Stepghen Zaloga; and Victor
Madej. Use those names at the various book-
stores that offer their products online {Stone
and Stone, IBS Bookshops, and Warbooks, to
name a few) and you won't even have to leave
the house to obtain hard to find information on
a parlicular unit or action from any phase of
the war.

For those of you that are online 1 also highly
recommend joining the ASL mailing list (see
Curl Fago's piece elsewhere in these pages).
Ask the list for help with research and I can
almost guarantee vou will get a response,
mayhe even from me during the off-season.
One more recommendation would be the AFV
News website. [ posted a question concerning
the Polish wz.35 anti-tank rifle and received 11
replics within 24 hours. Mot bad for five min-
utes of work. [ also found just exactly the
additional information 1 needed to write up
chapter H notes for an early-war German 12-
ton half-track mounting the 88 anti-aircraft
gun we hope to include in ARMIES OF ORLIV-
fON—the soon to be released Axis Minors
module, My final point is that vou can rarely
exhaust every resource (although sometimes
what is missing won't add much to the picture),
Even now new material regularly becomes
available. Pedro Ramis, Philippe Leonard,
Charles Markuss, Robert Martensson, Andy
and lan Daglish were of special assistance in
rescarching DOOMED BATTALIONS,

There you have it. Cast vour net wide and
SCour your resources, but remember—yvou can
never be sure. I'm sure of it! | hope this article
has given you some insight into ASL scenario
design, whether military history is your thing
or not, If all you really care about is playing
fun, balanced, historically based scenarios,
atick with the published version of PB&, “It's
Ahout Time,” ASLers seem to be happy with
how it plays, a tribute more to its playtesters
than its designer, and it is as accurate as sce-
narios get in most respects.  IF history is your
cup of tea. however, consider the accompany-
ing historical variant, PBAa. (Thanks espe-
cially to Shaun Carter and Charles Markuss.)

Tips from the Trenches

/ Get up 1o date ASL

information online at:
'wa.adm'nnmsqum]lmdrr.mm
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CHESTNUTS OF IRON

The Capture of Balta
by Jim Stahler

“The Captare of Balta™ (originally scenario
L3 trom Cross of Trond s another classic from
the ariginal system that should Become g clas-
sic ASL scenario as well. (“The Defense of
Luga,” another of the longer COL scenarius,
was featured inthe very last issue of The GEN
ERAL, ¥ol.32, No3) The Germans and theie
RBumanian allies are on the attack in “The Cup-
ture of Balta”, They must penetrate the town
of Balta and seize a couple of bridge sites rep-
resented by road mtersections near the edge of
the board, They are opposed by a slighely
larger Russian lorce supported by lanks, ord-
nance, and off-board artillery, However the
German torce includes elite assaull engineers
armed with Mamethrowers and demo charges,
and i1 has ity own armor support i the Form of
a single assauly gun,

THE CAPTURE OF BALTA
UPDATE

There are o number of important changes
from CROSS OF IRON that aiTect this sce-
narie, Intantry smoke is very different in ASL.
Giuns can set up HIP, Foxholes are handled
differently, ELR can be a major factor. OBA

CAFTURE OF BALTA OVERVIEW —The Russians setup roughle in g perimeter, omwiest of Lo both boards with the reseietion on boand 3 of Baving 1w up
nhexes an'betwesn 4 and T, The Rumanims serupinany hes 0o bonsd 4 The German setp endead of € on roard 2, the remainder enteving o boand 4 nndues
of hexraw | The eses bordered in ed ane the vy heses, There can be po onbioken Rossiens in Gese snese or game end forthe Geonan player W win

is more ellective, Nevertheless, converled (o
ASL, this scenario retains its cssence from
COL It is an epic batlle between forces of
equal size but of very ditferent composition.
The Russians have inferior inlantry but have
mare armor and artlleey support. The Ger-
mans have the weak Bumanian troops, bul
their own infantry is superier o the Russians,
and they are well supporied by assaull engi
neers hearing smoke prenades, Damethrowers,
and demo charges,

I made vne change to the Russian selup
restrictions: The foxholes may not be set up
cast of hexrow Loon hoard 4, Olherwise, Rus-
gians in the foxholes could put lire lanes
through the grain on hoard 3 that the Germans
must cross, This would stow down the Ger-
mans an the crucial st urm or oeo, T is oo
in the spirit of the scenario and [ added the
restriction on the foxholes (o prevent it

I allow the Russian puns and their crews o
set up putside buildings. This makes their HIP
capahility more significant, because they can
nevw sl up in prain or woeds, Certainly in the
case of the moctar, it makes little sense to
restrict ity setup o a building from which it
may nol fire, This change gives the Russians

more chances to surprise the Germans, whach
makes the scenaria more interesting.

The Russian unils are almast the same as in
the original scenario, Between BEYOND
VAL and RED BARRICADES there are now
enough squads i the ASL countermix to sup
ply the 300 4-4-7 squads required in this sce
Before Red Barricades, 1 would have
used 24 4-4-7 and & 5-2-7 squads, but now we
can use all 30 4-4-7 squads, as in the original
RCBTATIC,

nario,

AvTirst T wanted to reduce the number of
crews [ bwio, one for each crewed weapon, b
at the urging of Bryan Kropt, my valuahle
playtester, | increased them o four o give the
Russians some spare crews for the guns. The
crews can also be used as elite units (o man the
MMG and HMG if the Russian plaver chooses,
The leaders are unchanged from the orginal
scenaric, bul the Russians can replace an 8-0)
leader wilh a 9-0 commissar. since this aclion
takes place early in the war when commissars
are permitted.

I used the “newer” T-265 M37 1o represent
the origingl T-268, as opposed 1o the older. bt
more common, T-26 M33, The T-268 is
slightly slower but has slightly better armor.
Otherwise. these two tanks are identical. The
T-268 comes with several optional confizura
tion of machine guns. To make the scenarto
standard. ©include an S8R that restricls the
tanks from having any optional armament,
Phe other Russian weapens, the machine guns,
AT guns. and mortar, are identival o the orige-
nal scenario. The entrenchments, which, in
Squad Leader, could
hold up 1o three
sguads, are replaced
by the one sguad
foxholes of ASL.
The roadblock s
still ingluded in the
seenario, still block-
ing the road,

The German arder
ef battle wenl
through many
changes, but eventu-
ally ended up identi-
cal to the original
scenario, Al first |
redluced the number
uf LMG te six in
vach force, because
their fircpower is
greater in ASL than
in Sguad Leader.
That still leaves
each force with |18
LMG factors as
compared with 16 in
lhe original sce-
nario, However. the
Germuns were get
ting the worst of it in
our games. [ added
two LMG to cach
group,  restoring
them Lo their origi
nal numhber. This
seems Lo wark well;
the Germans need



that extra it of firepower 1o make this a hal-
anced contest.

As with "The Detense of Luga™, T used the
standard ELR for each side. The Germans,
with their ELR of 4, have a significant advan-
tage over the 2 ELR Russians, The Russian
player can expect 1o see many of his 15t line
squads reduced 1o consenipts, The German
player can expect some of his allied Rumani-
ans o become conseripts since their ELR i5
alsn 2. The 8B-3-Bs have their morale factor
underlined, indicating an ELR of 5. They
should very rarely suffer ELR replacement,
und if they do, they merely splil inle two HS,
which can then recombine once they rally to
form & full squad onee again,

The Russians have a sniper number of 4,
since they are on the defense, 11 is the Ger-
mans with the minimal sniper number of 2,

As play balances, 1o help the Germans,
remaove twir of the Russian crews, so that they
have just enough o man their AT gun and mor-
tar. To help the Russians, remove two LMG
from each German force, which is what 1 orig-
inally experimented with,

[ made a small change Lo the Yictory Condi-
fions, In the original scenario, the Russians
el 1o have one squad, broken or not, on or
adjacent to the victory hexes. Instead ol
siquad. | allow the Russians to hive any unbro-
ken armed MMC. This includes squads, half
squads, and crews, bul they must be jnfantry,
For a vehicle crew (o win the game it must
abandon ats tank. Leaders and ranks do not
COLNLL

Lhe special scenario rules begin with the
standard moderate environmental conditions
and neowind, 1 retained the terrain modifica-
tion of the original scenario, [ remember when
playtesting this scenario 20 yvears ago that |
grgved against wrning hills into MNal ground,
grainficlds. and marsh, but I lost, However,
with the update. | retain the wonds and build
ing on the flattened oul hills becavse that is
easler oy visualize, und [ think that this extra
teerain makes the seenario more interesting.

Unltke in the original scenario, the radic
cannat direct the mortar; there are no ASL
rules for this. Insteml, the mortar can use spot-
ted fire directed by any adjacent unit. Of
course the radio can be wsed to call down
[O0mm artillery fire beginning on turn 5. if the
dice permit,

The German 8-3-% sguads are all Assaull
Engineers. which increases their inhereni
smoke number from 3 10 50 This is almost as
good as the unlimited smoke in the original
seenario, except that 11 is the short-lived
infuntry smoke of ASL, not the more persistent
smoke counters of Syuad Leader, The German
units on board 3 begin concealed. This con-
cealment 15 ne Tonger aulomatically removed
after the Russian turn; but it shouldn't last very
long since the Germuans must fire effectively
and move guickly o have a chance of winning.

| increased the AP depletion number of the
Study [HIB from 7o 10, Since the SoG 1B is
the enly real delense the Germans have agains
the Fur Russian tanks, | made it elfective [or o
lomger period of time. The Germans really
need the help of these extra AP shis,
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THE SOLDIERS OF BALTA
[25% of the Axis squads are inferior to even the poor Soviet squads)

30

As in the origingl scenario, the Russians
meve First, but they can only move their two
tanks to kick of1 the scenario, The Germans
cai only defensive fire, and only at these two
tanks, Historically the Germuns were attacked
by these twi lanks seting on their own, In the
game, this mighl not bappen. It is up w the
Russian plaver.

GENERAL ANALYSIS

This 15 a big scenario. It has 62 squads 1alal,
ples 4 crews and 3 AFY. as well as plenty of
leaders and support weapons. 11 also has off-
board artillery and field fortficaiens, Since
the Germans come from bwo directions, it has a
lot of action spread out all over the landscape,
There are very few ASL scenarios thal use as
much of their boards as this one does

The Germans are on the attack. What is
unwsaal is that the defending Russians have
slightly larger forees. The Axis have taa more
agquads, but the Russians have four crews, two
picces of erdnance, more ATY, and the possi-
hility of artillery support. Additionally, & sub
stantial part of the German forces have their
arrival delaved unol turn 3. The Germans must
cross either open ground or grain to reach the
Russians, and then they must battle through a
o, crass a road, and clear two areas of Rus-
slans. Bven an unbroken Rossian crow or halt
aquad inone of 24 hexes can prevent a German
vICiory,

With numbers against them and with chal-

leneing victory conditions, how can the Ger-
mans possibly win? Do they have some advan-
tiges in quality? Indeed they do. Seven of
their sguads are the elite 8-3-8 Assault Engi-
neers. They carry with them five demo
charges and two dreaded flamethrowers. The
first line German squads have a signilicant
range advantage over the corresponding Russ-
ian sguads, and their ELR of 4 is far beteer than
the Russiun ELRE of 2. If a German sguad sul-
fers ELR reduction it becomes a second line
sguad, which is the equivalent of & Russian
first line squad. A Russian squid becomes an
inferior conscripl.
The Germans have a hig
leadership advantage as
well, The Russians
] have Tour leaders, and
only onge has g negative leadership modilier,
for o total of -1, The Germans have 9 leaders,
including two 9-2's, plus the two Rumanian
lesders, with o total modifier of -10. The Ger-
mans have 16 LMOG, with a total of 28 fire-
porwer factors, This is far more than the 14 fae-
tors of the Bussian machine guns. The two
Fumanian MMG add another 8 [actors 1o the
Axis total.

RUSSIAN ANALYSIS

Let ws examine the Russian tanks and
artillery. The tanks have no radio, so they
must either move tmgether in platoon or risk
not being able 1o move lor the turn. Their
movement factors are red, so they must risk
immebilization every time they starl up. Their
armor 15 very weak, but they don't face very
hetey anti-tank weapons, Their guns are not
very powerlul, requiring very good luck to
penetrale the front of the St IR, They have
restricted slow turrets, so they must be hul-
toned up o fire, which is oot o bad an idea
considering all the German infantry lirepower
around,

The main rote of the Bossian tanks i this
scenario 15 o combat intaniry, They have Just
one four FP omachine gun, and their MA also
attacks infantry with four FPif it get a hit
This is not decisive but it can pin or break the
pecasional squad, especially il the squad 1s
moving in the open. The main strength of the
Russian tanks is their invalnerability to
infantry fire, They can't be chased away by
bullets,

Their opposition, the Stul [HEB, alse has
some major weaknesses., [0 has no tarret,
which puts it at a disadvantage in many situa-
ions. [t has good armor for this period, but its
gun is not etfective against enemy armor. [ts
To Kill number is only 10 with AP amme.
Since it has an AP depletion number of AP0
tinereased from APT by S5R). it will often be
foreed to wse HE against the Russian tanks, Iy
HE To Kill number is only 7. When the Russ
ian 451 MA fires against the front of the Stug
LR, it has a modified To Kill number of 4,
When the StG B fires back, it has g modi-
fied To Kill number of 7 until it runs out of AP,
With HE it has a modified To Kill number of
only 4. The Sl B also has to worry about
the 37LL AT gun hidden somewhere on the
board. This gun is much more powerful than
the tank guns. 1 has @ Ta Kill number of 13,
which is o likely kill agamst the front of the
St TITE, with a Final To Kill number of 9,
and a near certain kil against the Tank, with a
Final To Kill number of 12,

The Russian tanks, while not likely to instill
tervar in the German plaver, can he handy
apainst infantry, and working i groups they
can neutralize the German armor. However,
the Russian artillery s not likely 1o have any
effectan the game. The Russians cannaol
attempl radio contact until turn 5, Since the
contact number s only 6 0 1941, 00 will take a
while betore they put together enough turns of
radio contact to lund an FFE. By this time the
German forees should be close enodgh to the
Russians that artillery tire has oz much chance
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of hitting friendly forces as the enemy. And
this is aasuming that the leader with the radio is
still alive and in good order at this stage of the
game. However, if this 1 mm artillery fire
does land at the right time and in the right
plave b can be devastating, and could turm the
pame ground by atsell, So many things have o
worrk out just right thatl the Russian player musi
naot count on it to save the day,

The Germuans have two advantages from the
structure of the game. Siove the Russians
move Tirst, the Germans have the Tast move,
The Russians cammol steal a victory by advanc-
ing one last unit adjacent to a victory hex in the
last player furn, Also, the Bussians begin the
pame widely separated, One third of their
foree must start on board 4 in fosholes, The
remainder must begin spread oul, with only
oe squad or crew per building (nof building
hexi. Thus the imtial German azsault force,
Co. O, must tace just a few Russians on the
first turm.

As i most seenarios that vse board 3, build-
ing 3M2 15 the key to the game, From level 2
of this building, the Russians can fire on the
gramntield that the main German force must
cross without any hindrance from the grain,
Also, they can fire on the road in AN5 and NG
with no hindrance. This road must be crossed
tor gain the town.  [noaddition, boilding 3312
has observation to numerous locations that the
Germans will eccupy in the course of the
same. The second level of M2 15 a very good
place to start a squad. the HMG, and the 9-1
leader, With such a prize, this building is sure
to he attacked. It will be anywav, even withouat
a prize awaiting, since it offers excellent obser-
vation to the Germans (oo, It behooves the
Russians to defend it as best that they can.

Beside the Russians in 3M2, the only
defenders that can oppose the German thrust
through the grainficld are those that set up in
buildings L4 and 3MY. That isn't much.
They total a maximum of two sguads, They
cannot stop the Germans but they can possibly
ylow them down and cause some casualties
along the way, The squad in building 304 can
b set up upstairs, which allows 10 o Fire at the
enemy moving through the groin withoul any
hindrance. However it can be fred on by all
the Germuns withouwt gerting the benefit of the
arain cither, Another stratepy 15 (0 set it up at
around level with a4 LMG, which can then
place a fire lane through the grain. For exam-
ple, if iv starts in the ground level of 3L4. it can
place a fire lane in 319, Similarly, the squad in
AM7T can have a LMG with a fire lane running
either to 364, 3G7. or 3G 10, Of course, to
place the fire lanes, the squads must not cower
nor break their weapons, Also, the fire lanes
will only attack on the | column witha -1 mod-
ifier for FFRAM. This is not a deadly atiack
but it should serve to break or pin e unit or two,
and maybe discourage the German [Tom moy-
ing as fast as he should,

Oine important decision the Russian plaver
misl make during his setup s the placement of
the roadblock. Since the roadblock cannol be
moved, the Russian must Jive with this deci-
siom the entire game. The roadblock has three
effects i this scenario, It blocks vehicular
movement, which may harm the Russians

more than the Cenmans since they have more
vehicles, It is a stone wall giving the Rossians
n handy hull down positicen, and infantry o +2
TEM. The roadblock counter location also s a
legal atarting position for a Russian sguad,
allowing one more squad to gquickly get into
the action.

Three intercsting positions are SN4INS,
ANGAOT, and INA/O4 (sec Figure 1), 3N4MNS
blocks north/south movement on the road and
allows a squad to begin adjacent to the build-
ing AMSA, but it doesa’t face the right way to
protect the Russians, IN6/O7T allows the Rus-
stans Lo move their tanks (o 3060 and 307,
where they can both be hull down and make 11
very difficull for the Germans 1o cross the cru-
clil AM4 - N road,  AN4/04 allows the Rus-
seans o maneuver their tanks mto 3N3 and O4,
where they can protect building 3M2 and also
hring under lire the 3N4 - Na road, They are
all interesting possibilities; the Russian plaver
may chonse only ane,

The initial setup of the ordnance pieces is
also very important, They should use HIP o
fay a trap for the Germans, They should not sel
up in buildings because that would prevent
siguad [rom setting up there, and the empty hex
would be a giveaway of the gun's position.
That leaves grain and woods hexes i they are
tex use HIP,

One good location for the AT gun is 3RS,
where it can fire down the road w 305, pro-
wided that it isn't hlocked by the roadblock or
hindered by tanks. 1 prefer the grain hes 312,
where 10 can help defend 3M2 and really sur-
prise the Germans. 15 3M2 isn't threatened, il
cun fire on building 314 and delend against a
southern advance,

The mortar 15 more mobile than the AT gun
since it can be dismantled and carried. 11 can

be set up in a location such as 384, 303, or
303, with a spotter in an adjacent building hex.
It can also set up un-hidden in 302 so that the
spotter can be in 3N2. | don't like the loss of
ROF and the +2 To Hit DEM of spotted fire, |

Figure | Possible roadblock hexes

prefer 1o sel up the mortar in the woods farther
wesl, where it can directly contest the advance
af the German reinforcements, Hexes 3FF%
and 3D are pood positions, Any likely tar-
et will be moving in the open or in woods,
making them vulnerable o the mortar. 11 the
Germans don't come that way. the crew can
pack up the mortar and haul it to where it can
go some good, I necessary, the crew can
abandon it and maove (o the setion much Faster,

The Russians get o lotal of Tour AFY 1o the
CGermans™ one. However. lwo doen't arrive
until tarn 5, and all must either vse platoon
movement or risk Fatlure to move at all, As has
heen discussed, they are inferior (o the S5uG
INB in a shootoul, Their best use 15 as some-
what mohile machine gun platforms. They
should pick out a good position, in the com-
pany of lots of friendly intantry, and help hold
the fort, Used in conjunction with the road-
blowk. they have pood positions to the north, in
A6 and O7, er 1o the south in 304 and 383
Splitting up the tanks allows them more likeli-
hood of a flank shot an the 510G 1R, but risks
[ilure of the task check, leaving one or both
tunks where they do no good, or worse, where
they can be casily destiroyed

['ntess the Germans are mostly broken, i
doesn’t pay 1o have the tanks 2o on the offen-
sive, They are vulnerahle o demo charges,
flamethrowers, and the assault engineers, nol
to mention the Stud 1B, They should remain
in the front line along with the infantry, Their
bomus first turn should be used o take up good
prsiLicns.,

Hovwever, if you like the hizarre, you migh
oy moving the tanks into the grainfield on e
. Put them in K4 and K7, They are no
likely o live very long, but they will delay the
Germans for o turn (unless the S 1B geis
Jucky ) and that time may be enough o move 3
Tor more squads (o the front 10 hall the German
affensive,

The reinforcing tanks can move to help
defend the town if they enter on 301, They
can also enter on 3Y | and move w board 4 to
help slow the German reinforcements. There
is 8 bot of open ground on board 4 that the nein-
forcements must cross, and that tvpe of werrain
gives the tanks an advantage over infaniry
There may also be overrun possibilities on
hoard 4, but don’t count on them, In any case,
the deployment of these reinforeements will
depend on the situation at the ime,

Speaking of bouard 4, o third of the Russian
foree must set up there in foxholes, This Torce
must he in position w hall, or at least slow
dow, the German reinforcements. € yes,
they must also contain the Rumanians. There
is no rule keeping the Russians in their fox
holes. They can use turns 2 and 3 to leave the
foxholes and take up better positions, Good
places (or squads, especially with machine
guns, are the upper levels of building 4P6,
buildings 4P8, 4XE, and 49, A preoy good
defense can be made with & couple of strong-
points around buildings 4X8 and ¥9 and the
hedee: and buildings 4Pa and PR and the stone
wall, A few units in foxholes in the gaps. such
as AME, 4RT, 4T7, and 4DD7, present a thin
but solid defense apainst the German rein-
|-l'l'|'-L".‘."|rII_"I'||h.



Onee the Russians have set up and the tanks
have meved meo position, you can expect the
main German assaolt through the grainfield 1o
IM7 and MY, and a secondary thrust from the
marsh to 3M2 with the Rumanians tryving 1o
justity their existence by shooting at some
Russians in a foxhole, The Bumanians
shouldn’t get anywhere, but the Germans can
be expected 1o gain 3M7T and MY very quickly.
The real battle will be over the road, especially
from N4 to Nb. The main Russian positions
will include the buildings and stone walls in
IPHOS06/PHQT, There should be a “rally
ceptral” with the Commissar, and maybe some
reserves growing concealment, in or adjacent
Lo 3015,

This main position is supported by the tanks,
and by the HMG firing from building 3M2.
There are also good opportunities for a fire
lanc for the MMG from either 3T1 o AN4, or
from ARE to 3135, wherever the roadblock isn't.
The MMCG can also be placed in 305 o give
more firepower up front, but if 1s likely 1o be
suppressed there due o concentrated German
fire. An imteresting location for the MMG, or
at least for a squad, is the upper level of 3R3A.
From there the Russians can see over the
hedees and walls to some important hexes -
N4, M3, K4, and I3

Accapability of the Russians that is olten
overlooked is their ability to emrench, Wonods
are good locations lor foxholes since units in
woods van gain concealment automatically of
out of LOS, 1If the Bussians have a sguad nod
mmmediately needed to defend the front line,
there are lots of good spots to dig, Hexes 3X1,
W4, and L7 are often important in defending
against the German reinforcements, Hes 3RA
15 4 gond position for a machine gun laying
down a fire lane, and hexes SR1 and P1 can be
important backstop positions al the game’s
end, Don't forget those fine Soviet shovels,

The German loree, even though outnum-
bered. is on the offense. [t must virtually
destroy the Russians to win. 1ois not an easy
task, The German plaver must be both ageres-
sive and patient, He must be agpgressive
because he has a long way 1o go to win, and he
can't stop to allow the Russians to rally their
broken units and conceal their Oood Qrder
pnes, On the other hand, be must realize tha
his imitial forces are not strong enough o win
and necd the help of the reinforcements, which
don't enter the board untal tween 3 and won™
arrive at the hoard 3 town until much Later than
that, uswally around turm 6 or 7,

The main German assault will be through the
grainfield 1o buildings 3M3 and M7, There is
no glternative 1o this, The pood news 1< chat
the grain gives significant protection and thal
oft turn 1 this atack will be opposed only by
the squads in the two objective buildings, per-
haps the HMG in 3M2, and perhaps the tanks.
It the Russians are bold with their tanks, they
should lose ane wo the SioG TR on wrn 1, and
the attack can flow around the other tank.
destroying il in close combal, Otherwise, the
Germans can suppress fire from 3M2 with

German Turn 1 move versas the
“ey to the Game” —bullding M2

smoke from the StuG IR, or use it w fire al
Russians upstairs in 304 ar M3, They can also
Bave i accompany a platoon using armored
assaul,

Squads can move singly 1o minimize damage
from enemy fire. or they can move as 4 group
with a leader to get the benefit of that leader's
BEM and movement bonws, However they do
it they must move 1o hexrow K oon the first
turn, so that they can advance adjacent to
hexrow Loand foree the Russians out of build-
ings IMS and M7, D5 they delay, the Russians
can pack those buildings and the Germans will
never gel them, Even detaching three squads
T e e e W vt =y

“The German player must
be both aggressive and
patient.”

sl
for a thrust against 3M2, the Germans still
have nine squads with excellent leaders and
seme armor attacking only two Russian
aquads; they are not likely 1o have this much
local superiority again in the scenario. They
must make wse of this superiority e make good
progress on turn | even il they must risk some
early casualties.

Onee again, the key terrain in this scenario is
building 3M2. 1t should be attacked by a pla-
toom starting in the marsh in hex 3G 1, T like (o
have a9-1 leader with two 4-6-75 and an 8-3-¥
with a demo charge and perhaps o LMG or
ewir, This is a foree to be reckoned with, 1f i
deresn'| take the building carly, at least it forces
the Russians to divert a lot of strength to its
defense, muking the way easier for the prain-
field attack, Cnee the Germans occupy build-
ing AMS, they can apply much more pressure
on AWM with a good chance of taking it [f the
Ciermans get a tochold in hex 3M2, the Rus-
sians in the upper building levels become auto
matically encircled, muking them less effec
tive, lowering their morale, and making them
subject o surrender if they break.

O the first turn this force can move rom
3G1 1o HO, bypass 11, and enter J0, keeping
coneealment. They then advance o 3K 1, and
the Russians face a real threat. Alternatively,
they can doublestime to 3K 1 and advance two
siuads to 300 and L1, but this is very risky, T1
may be worth the risk if the Russians are in hex
ANZ, but not if they are in M2 or N1, Either
way, they must putl pressure on the Bussians
early, and take the building if they get the
oppartunity, but they also must not allow
themselves to be eliminated. There are nat
many places to rout o] this s something (o
Lake Into consideration 1o temper the agpres-
sivencss of this force.

Way on the other side of the bouard are the
Bumanians. They are too weak 1o do much by
themselves, Their role is o support the e 3
reinforcements. They can do this in lwo ways,
They can use their firepower 1o break a couple
of Russian squads and create o hole Tor the
Germans. Alernatively, il they draw some
additional Russian forees to them, they weaken
the remainder of the line and make easier for
the reinfoTeements to make their own break-
through elsewhere.

The Rumanians have a total of 32 lirepower
factors, enough to make one or lwo good
attacks, They should start where the Russians
are weak: after a squad or twe breaks, the Rus
sians will be even weaker there, Good places
to start are in the woods arcumd 4510, at the
extreme flank of the Russian line; in or near
4TI, w0 get the protection of the woods: and
near 4Y 1k 1o seize building 4% and X8
hetore the Russians can prab them,  Wherever
they start, ey (0 start them in the woods, and
remermber that they get the first shot on w1,
Try to make that shot count,

The German reinforcements are o poweriul
force. With 12 sguads, including three engi-
meers, a -2 leader, three other lesders, a demo
charge, and a LMG lor nearly everyonc, this
force has a lotof punch and speed, Tt muost pet
safely on board, cross board 4, and then enter
the battle on board 3. 11 should aim Tor either
the road junction areund 3Y 3, or the village,
attacking it from the north or northwest, By
the time the reinforcements reach board 3, the
inital assanlting foree should be fighting in the
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center of town, but it may still be stuck east of
the AN4-N6 road.

It is generally a good idea to keep the rein-
forcements together, and to join the Rumani-
ans if they have been holding their own. [If
they have forced the Russians 1o weaken the
rest of their foxhole line, the reinforcements
should take advantage of this.

There are four likely entrance areas. The
westernmost is near the parallel hedges, from
hexrow AA to GG, This should be farthest
from the bulk of the Russians, and they will be
protected from Russian fire by the hedges and
the grain around 4W6. This is especially
promising if the defenders are inside foxholes
behind the hedges, where they cannot fire
beyond the hedge nor get wall advantage. The
key terrain is building 4CC6. Once the Ger-
mans have il, they then proceed 1o 3Y3 1o
secure that victory objective, and then turn east
to help their comrades in the village,

The next entrance is around 4W 10, Hexes
4X8 and Y2 must be taken early, The 4W6
grainficld will provide protection for the
advance, which then takes building 4X1. From
here the troops can either hit the village from
the northwest or aim for the 3Y3 intersection.

Farther east, the grain, woods, buildings, and
stone wall around 409 gives a lot of protection
to the attackers. If this area is lightly
defended, it van be a promising avenue to
reach the village from the north.

The easternmost entrance is around 4K10,
just beyond the edge of the Russian foxholes,
This is also far from the bulk of the Russians.
A protected route is through the grain around
4K7, to the 4J4 woods, and then to the 4M1
woods, This tends to reinforce the main Ger-
man thrust from the grainfield, and extend the
line. Itis still a very long way to 3¥3, For this
reason [ would recommend that the reinforce-
ments do not enter this far east unless the Rus-
sians are strong everywhere els¢, or the
Rumanian operations have been very success-
ful on the eastern flank.

= The Germans have a number of
special weapons that must con-
tribute for them to win, The Stu

L — has no MG, it is very vulnerable
1o the Russian infantry. [t should always be in
the presence of friendly troops and at least a
couple of hexes away from the enemy. Il has
three roles in the German attack. Its first job is
to engage the Russian tanks, and keep them
away from the German infantry, Its small size
and superior armor gives it an advantage in a
firefight, until it runs out of AP ammo. Sec-
ondly, its gun is very effective against enemy
in buildings. Once it gets a hit, it attacks on the
12 column with no modifiers. Finally, it can
place smoke in two ways, The gun has a
smoke depletion number of 59, which should
be able to place two or three smoke counters
during the course of the game to blind key
Russian positions and protect the German
assault troops. Also, it has a smoke dispenser.
This can help it to get out of a dangerous spot,
or it can be used to dump smoke to protect
nearby troops from Russian fire, Unlike
smoke rounds for the gun, a smoke dispenser

never runs oul of smoke. Its placement is Far
from guaranieed; a Final DR of 7 or less is
required. There is a+1 DRM if the crew is but-
toned up, which it usually will be in this sce-
nario. Megating the DRM is not worth expos-
ing the crew to amall arms fire,

Another  important
source of smoke is the
seven B-3-8 Assault

: Engineer squads, Their
prlnTed smoke exponent is 3, and being pro-
moted 1o Assault Engineers raises this to 5,
This makes a smoke placement successfully §

+2 iz

oul of 6 times, and it should be a regular part of

the German tactics. Smoke placed in the road
makes it much safer to get across, Instead of a
-2 DRM for FFMO and FFNAM, a unit mov-
ing through smoke has a +1 DRM (42 for
smoke and -1 for FENAM). If the unit halts in
the road, the defenders can wait until final fire,
when the infantry smoke is gone, and fire with
no DEM. However, if the moving unit is plac-
ing 4 demo charge, defensive fire must hreak
or pin the unit during the movement phase or
the dema charge is placed. In fact a squad with
a leader can do both: it can place smoke in an
adjacent road hex (2 MF), move into the smoke
(4 MF) and place a demo charge in an adjacent
hex across the road (6 MF) in one movement
phase,
The demo charges are very tricky
weapons o emplov, It i3 not
unusual for an entire game to go by
J without these being used. Try to
say that about machine guns! The difficulty is
that & demo charge can only be used in an adja-
cenl hex, and when enemies get that close the
issue is likely to be resolved by point blank fire
or close combat. However, a lone leader, hero,
or half squad lugging a demo charge is a real
threat. Remember that they can be used by
SMC with no penalty, since all SMC are elite.
They can also be used by non-elite squads and
half squads as well, The penalty is a reduction
in the X# by 2, but this is only reduced from
X12 to X10; 3/6 of the time the demo charge
will go off successfully. That means that a lst
line half squad carrving a demo charge is much
more likely to draw fire than it would without
ane.

A demo charge is also effective against the
Russian tanks. It has a To Kill number of 16,
The armeor of the tanks is 30 thin that it doesn't
matter if the normal armor factor or the aerial
armor factor is used; the tank is gone with suc-
cessful placement. The normal case will be
placement through the vehicle's [ront, In that
case a DR of 7 or less is needed, and the tank is
history, Tt is even better if the tank is immobi-
lized or placement is through the tank’s side or
rear, Il is worse if the tank is moving or il the
demo charge is thrown or if the tank’s crew is
exposed. In this last case a poorly positioned
demo charge attacks the exposed crew, which
will usually knock out the tank for a while,

This brings us to the last exotic
weapoen in the German arsenal, the
dreaded flamethrowers. The Ger-
mans have two of these with their
initial assaulting force. [ like 1o deploy an
engineer squad and give one flamethrower o
each hall squad. Since it is so powerful and it

increases the vulnerability of the possessing
unit, it is sure to draw plenty of fire, and it is
better that a hall squad be at risk than a full
squad,

Since flamethrowers fire in the advancing
fire phase at full sirength, an effective wmetic is
to keep these weapona in the rear while the resi
of the force makes an attack. Make these the
last to move. If the Russians hold back fire to
deal with the flamethrowers, there is that much
less fire for the assault troops o face. If every-
thing is thrown at the assault troops, the
flamethrowers can move to firing positions
with impunity. Since flamethrowers ignore the
TEM of the target location, Russians in build-
ings are the prime targets, the more the mer-
rier. Their firepower is still 12 al a range of
two hexes, which makes them ideal for firing
across a street, preparing the way for the
assault squads. For example, one flame-
thrower in AMY fires at the Russians in 306,
while the other flamethrower in 3MS fires at
3035. That could make it easy 1o cross the road
in 3NF and cccupy 3035 and 06,

Because these weapons are so fragile, with a
removal number of X10, it only pays (o use
them against juicy targets. Look for at least a
couple of squads or a unit with a strong support
weapon, or that pesky squad in a stone building
that just won't break any other way. Don’t fire
the flamethrowers too early or too often or they
won't be around when they are needed the
most.

Flamethrowers are effective against tanks as
well as infantry, but only when adjacent, Ata
range of two hexes, the To Kill number is
reduced from 8 to 4; the Namethrower is about
as likely to be destroyed as the target. How-
ever, the To Kill number is § against an adja-
cent tank, and it ignores the armor factor of the
tank. This situation is not too likely unless the
tanks are getting aggressive and attack the Ger-
mans. The flamethrowers should serve to keep
the tanks away, so the German infantry can
play,

And play is what ASL gamers should do
with this scenario, Both sides have an excel-
lent chance of winning, and the typical game is
likely to come down to the wire. With widely
spread out action, interesting weapons on both
sides. lots of infaniry with armor and artillery
thrown in for spice, this scenario was a classic
once, and in its ASL incarnation, it will be
again.

[We tweaked the scenario a bit after we got
it from Sim, and vetrofitted the article fo be
consistent, If vou liked the scenario—as we all
do—vou can thank fim. If vou have any prob-
lems with the play balance, vou can blame
iy, —Eds. |




THE CAPTURE OF BALTA

ASL SCENARIO J29

YICTORY CONDITIONS: The Axis win at game end if there are no
unbroken Russian MMC on/sdjacent-to hexes 3Y1, 3Y2, 3Y3, 301, 3Q2,
und 303,

TURN RECORD CHART

Seenario Adapiotion, Sim Suefler

BALTA, UKRAINE, 3 Aogust 1940 The | 1th Army, advancing on the right side of
Army Group South, skirted the Rumanian border with the Black Sea port of Odessa as jis pri
mary objective, The small town of Balta, located 120 miles porthwest of Odessa, had changed
hands several times during recent fighting, but was currently held by the Russians in battalion
surength, As the German 239th Infantry Division attacked 1o the east of the wwn, and the
Ruomanian fith Infantry [hvision attacked to the west, the Tddth Engincer Regiment. lews one
company. was ordered o lake Baka, preparatory o building a 24-1on highway bridpe scross
the Kodyma River just south of the town. Al the time, Company C, T44th Enginecrs under
command of Livuteoant Ebrban, was temporanly stiached to the 2¥ah, repainng vehicalar
bradges east of Balts, Upon learing that his parent unil was encountering difficulty reaching
Balta, Lt, Ehrhart, on his own imitistive, decided to take the town with a sarprise sttack from
the rast

BOARD CONFIGURATION:

A
N

BALANCE:

+ Remove two LMG from the onboard
German OB

-

# Hemove twao 2-2-8 crews from the

Russian OH

L

£ 9

* RUSSTAN Sets up nnd Maves Firsi [234)

& GERMAN [192]

r

5

END

4 7/8[9(10

Balta Garrison [ELR: 2] set up ns indicated: [SAN:4|

(n board 3 on/west-of hexrow L with 1| non-HIP MMC per hex; all MMC

On board 4 on/west-of hexrow L in hexes
numbered 2 4 and £ 7 with 5 1 MMC per
Fex, all MMC must set up in 15 foxholes

|EXC: crews possessing an Emplaced Gun] must set up in buildings: Faxhole
1]
1 L [ a1 | iy |
1 W M “ ! I T 42
LH 228 | B2* am - 10 10
20 4 On board 3 onfwest-of  Enger on Turn 5 along the south
hexrow Q: edge onfwest-of hexrow
On boards 344 swacked with any MMC:
@ 1 e 1
L i L) g 3
cleeEANaLE | #  |®
e 81 Ly 4 e 5L -« [ —
2 2 2 2

Kompuanle C, Pioneer Regiment 744 [ELR: 4] set up concealed (regardless of terrain and LOS) on board 3 on/east-of hexrow G

[SAN: 2}
T e (x4 IFARE. 2
- - s w et | M
[ 457 i o n " n " 4 “ g |
4 8 2 2 8 2 4
Elements of the Romanian 6th Infantry Division
Enter on Turn 3 along the north edge onfwest-of 4110; [ELR: 2] sct up on board 4 in hexes numbered 10:
e 1 Lmg 1
il el | sea ﬁ L 4 \P
m ﬁ?i &" x - lz (T Eﬂl\ 347 T T
3 9 2 8 8 2 2

SPECIAL RULES:

L. EC are Moderale, with no wind a1 stan

2. No hills exist; other terrain in these hexes exist normally |EXC: cliffs] a1
level 0 except as follows, All terrain within the contour of hill 534 is consid-
ered level O grain |[EXC: building 3110 still exists but all terrain outside the
building depiction is gruin], all terrain within the contour of hill 547 is con-
sidered level O marsh

X The Russians receive one module of 100+mm OBA (HE only); radio contact
muy oot be attempted until Russian Plaver Turn 5.

4. During Russian Player Turn |, the only units that may perform any actions

are the Russian AFY |EXC: Axis unils may conduct defensive fire/CC antacks
against those AFY; units of both sides may Rout normally, bot may not use
Volumary Break (Al0.41)]. No Russian AFY have optional armament (i.c
AAMG or Rear M)

AFTERMATH: As C Company prepared for its assauli, it was sttacked by two Russian
tanks, The company”s engineers, with help from o commandeered nssault gun, eliminated
one of the tanky and chased off the aiher. The ook on the town was soon delivered,
catheing the bilk of the garrison by surprise. Three bours after the aiack started. © Com
pany held the entire aouthern hall of the town, after destroying additional Russian tanks
with demolition charges, Reinforced by elements of its own regiment atacking from the
north, Company C proceeded on schedube with its assigned task of clearing the proposed
bridge sites of mines



NOCTURNAL ATTRITION

= -
ASL SCENARIO J30 ARSI
SIDI REZEG, LIBY A, 26 November DL O 21 November, four pedvced-sorengih
capiure the
b Side Beedg cecnrpment, which everlooked the whole vital area. Bur
i had ledt the lealian “ith
eri in possession of the secrion of the escarpment o oking the airfield,
b Cieneral Freyherg s Gtk Mew Aealand Brigade precariously hanging on i the sec-
1t the ease, The Bersaphess were ong oF the Tew Asls unils prove Frevhury's
e Feoom Gnking ugs svith thee sbowe o becakoun frome the wsithonk encirclement,
and Brinsh plans for Movember 2600 called for the Bisk-up to be compleied, Accord
|n;-_'|:_.'_ units of 1a1 Bsses and 32nd Tank |'i||<l::ll||' toniek e B Dhands Testore HEL
notthaeest doring the duy. Meanwhile, Frevberye held o brigade conlecence in the open
desert, cach officer Mat on his stomach with maps spread an tront of hing ooaveid the
sal intense cnemy e apright movement attracted, Orce again the plan was For a
strmightforeard sight aack, westward along the crest ol Sali Rerep. Bayoeers Nised
the 241h and Zeth Battalions set oul ar 2300, weary, but glad 1o mn he Sspendinge the
night shivering in shullow holes”

BOARD CONFIGURATION:

e Kiger Hest

companies of British infaniey had doshed poross the Sidi Resey abefield w
kew point
lorr e duvs of swicling vank and inlantry batiles i Hhe
Her

BALANCE: ‘

VICTORY CONDITIONS: Provided the Talians have not amassed = 15 10 "‘;:‘ Mew £ i :""‘_" OB, replace raan N
CWF, the Mew Fealanders sin immediately upon anassing = 153 YT, anddéor A RERI =0,

al gane end 1 they Conered hexes BAoand I Prisences do naoe count douhle Tor G Adid one TMO o che dNew Aealand R

VLT e,

TURN RECORD CHART

B ITALIAN Seits Up Firsi 1 2 3 4 5 6 END

G SEW FEALANI Moves First [115]

|only hesroms A—P are playakle|

Elements of %ih Bersaglieri Division [ELR: 2] serup ondwestof hexrow LD (5AN: 4G

X Allz' Foxhole Sangar
; B T MR T e —
! g g E g E .'al’g_ﬁ_! ?Hi]u giﬁ 3] ?ﬁk 4 EII.II.I..- 1E Hm:
3.4°7 Haw | | 25 | Bem | 47 a1 L
3 3 2 2 2 2

Elements of the 24th Battalion, 6th New Zealand Brigade [ELR: 3] s op andeast of-hesres T (SAN 2]

o [0 | =12 42| 0
.58 4257 'i.m ' el I | S | 21

AFTERMATIE The might was wo datk that the Kiwi plateons were foreed o travel
in close lormation e maintan contect. The delending Bersaglierr opened e al
close range, filling the air with trucers and flares, The tred altackers pushed on
2o Might Bules (BT are i oeflect, The mital Base NVR s 1 hex with Scatered thiougeh heavy nachine-gun, morar god AT gun fire, heedless of trightful lngses,
Clowds and g Holl Maon The Base % B may never be redoced befow 1 ter elese on the Taabian o, The Bersaglieni foughe with skill and nerve, keeping

P S . . o [* I} e & 1 I ey b y ARty " F i '.\_.
3. The New Zealand player is the Scenario Attacker: the lalian player is the Sce- g Eps 16 delon ';',ff';,f::; i :,‘;;‘.T{:L'.'\“‘:'r__:',".,;',':_,',‘,._"‘l.f: i A
mario Chefender. The BMajoricy Souacd Tepe of bath sides is MNermal iound the New Zealand baltahons in complete control of the escarpment, and the
Rersaglicri destroyed as o fighting unic. 51l the Mew Aealanders considered il the
hardesr, bloodiest and mose deadly aftack ever staged by their unit and—althowgh
successTul retaking the escarpment was even more costly than the fight Tor Poinl
175 anly three days earlicr

SPECI:

Lo B0 are Wel, with a Bild Brecee from the northwest




ASL SCENARIO J31

LOVAT FIRST SIGHT

Seenario Concept: Tim Van Sant

ik

BENOQUYILLE AND LE PORT, FRANCE, 6 June 1944: Fighting continued in
Benouwville and LePort as the British Tth Battalion continued to hald the towns
against repeated Cerman assaults, The Ox and Bucks, on the other hand, had been
placed near the canal bridge a8 a reserve (o the British airborne in the event of the
Germans breaking through. The first major use of the canal bndge was scheduled
for approximately 1100 hours when Lord Lovat's commandos, coming up from
Sword Beach, would ¢ross the bridge o reinforce the remainder of the 6th Air-
borne cast of the Orme River. In the confusion of D-Day, however, Lord Lovat's
commandios were late

BOARD CONFIGURATION: PB

A

N
BALANCE:

-

YICTORY CONDITIONS: The British win ot the end of any player turn
when they huve = 25 VP of Good Order Commando (see S5R4) infantry

% In the Victory Conditions, repluce “24 CVP" with “20
CVP".

{calculated as Exit WP} east of the Canal provided the Germans have not @ If climinated, the Sherman 111 DD does not count
umassed 2 24 CVP (prisoners count double immediately for this purpose). towards the CVP limit in the Victory Conditions.

TURN RECORD CHART

# GERMAN Sets Up First [212)

©

© BRITISH Moves First [412]

1(2(3|4|5/|6|7 |

J+

¥

=l
=

Elements of Panrerpionier Kompanie 2, Infanterie Division 716, and Panzergrenadier Regiment 123, Panzer Division 21
[ELR: See SS5R PB12] set up onfnorth of hexrow F, in hexes numbered < 10, infadjacent-to building hexes: {SAN: 6]

k=

kz|am| 0] 2

512 M| e

168 | 467
3

Elements of Panzerpionier Kompanie 1, Infanterie Division 716, and Panzergrenadier Regiment 125, Panzer
Division 21 [ELR: See SSH PH12] st up onfsouth-of hexrow M, west of the canal:

5

#

2 10

1 2 o 1 L W 9 9-1
m x 1 ﬁ ? x 2 ;iuz su (s | D g
458 a'-g-7 4.4 i Mo R | 7 e i
2 B -] 2 4 15
2 13 3 10 o M — 4 23 2
& ] R, 7 v

DT a2 | : l'i%‘g Iﬂ%‘* ljl.l%:
L oas | TEL LI -2 | B mew “IMw 20l

2 2 2 2

Elements of Tth Battalion, Sth Parachute Brigade, 6th Airborne Division [ELR: 5] set up ns follows (see SSRT & 1 [SAN: 1

Setl up onfnorth of hexrow EE in hexes numbered = 9, infadjacent-to building hexes:

LALE LR
& 2 2 10

Set up onbetween hexrows N and W, weit of the canal:

ME A a2
& 2 2 10




and = 3 hexes from X21 (See S5R PR14; 58R 31

Elements of Companies B and [, 2nd Oxfordshire and Buckinghamshire Light Infantry set up east of the canal

AL
3
228 | AL

Infantry in Column (E11.5)zee S5R4 & 5):

T h
ﬂﬁ? L] MM E LMt -1 LG PilT T n':.nﬂ':unﬂ m
m‘- i 2 i I % EE 1..1' .{tj !tm th# l_i-hﬂtt lwﬁ
i 6-48 | 458 | 512 21 ) (ER Y 3
: 3 2 2 3

Anti-tank elements of the 6th Alrborne Division ser up east of the canal:

Elements of Lord Lovat's Commandos [ELR: 5] enter on Turn | onfadjacent to TT1T with the

: o

LNG
fa[d=]e] i [ |
&-4-8 ke ) o | T S
12 2 4

SPECIAL RULES:

1. See PB 55R.

2, The British 9-2 which sets up on/between hexrows N and W begins the sce-
nario Wounded (A17.). Four British squad equivalents which set up west of
the canal begin the scenario as Walking Wounded MMC (CG S5R 17).

3. The pillbox sets up in Z21 (CA: Y22/222) and the three trench counters set
upin W21, X21, and Z21. All Ox and Bucks MMC {and any SMC/SW stacked
with them) may set up entrenched (B27.1) if in suitable terrain.

4, The British infantry entering on Turn 1 are Lord Loval and his Commandos.
These MMC are non-Airborne (55K PB 13) and (contrary o HI.24) cannot
Scale and are not Stealthy.

5, Contrary to E11.53, the Column is required 1o Dizsband due to having a LOS
to a Known enemy unit only if such unit is within 16 hexes, The Column may
ot use Ierigation Dditch (01.) TEM.

AFTERMATH: At approximately 1300 hours, the beleagoered defenders heard a chees-
ful spund—bagpipes. Lord Lovar had arrived, marching his commandos in formation
the muaic of bagpipes—their prearranged signal with the aichorne. Major Howard
responded with a signal that the brdge was in their hands, but under ire. The comman
dos nonchalantly marched across the Pegasus Bridge, losing several men 1o sniper fire in
the process, and continued on o reinforce the 6th Airbome,



57

A phase by phase guide to Air Drops in ASL

Ever plaved a scenario that involved an Air
Drop? Ever seen one? No? That would not
come as a surprise since, by its nature, this
method of arriving on the battlefield meant that
immediate contact with the enemy occurred
very rarely, especially during WW2, Para-
troopers are very vulnerable to [ire from the
ground so most drops were made at night
and/or into areas where the enemy was not
numerous or concentrated. These various
aspects of air drops make them a rare event at
the ASL Level, This fact is borne out by the
small number of published scenarios available
(b by my count), A list of these appears later in
the article.

This article aims to provide the ASL player
with a sequenced version of the Chapter B
rules on Air Drops. 1t also contains a few tables
that summarize some of the information pro-
vided in that section and from other parts of the
rules that relate to this topic, After reading this
article you should feel confident about jump-
ing out of the plane with your highly trained
cardboard paratroopers !

Pre-game Preparation

Paratroops are very vulnerable in the Plaver
turn during which they drop. They forfeit all
capabilities (except for breaking and dying)
until the CC phase. They basically sit in the
Cloaking Box Display until the Advance
Phase, and are represented until then by para-
chute counters, Therefore, carefully consider
the next few steps to minimize the damage that
Drift, Defensive fire and Landing can do to
them as they descend,

Three things need 1o be done before the
defender sets up. They are;

1. If no Wind direction is given for the sce-
narie then one must be established
(B25.64).

L Prior to scenario setup, and barring any
S5R to the contrary, a Drop Point is desig-
nated for each Wing, in the form of a whole
hex somewhere on the designated bourd(s)
(E%.12), Each Drop point must be atl least 5
hexes from all other Drop points, No other
limitations apply 10 where Drop points can
be. The hexgrain direction that will apply
toall Wings is also designated at this point,

3. Units are assigned to parachute counters
using the Cloaking Display Box, The two
types (35" and 15" are for different things:

5" parachute counters accommodate Infantry,
while 15" are for W, Parachutes are sorted
into Sticks which consist of one 3" chute
and up to one 145" chute, Sticks are then
grouped into Wings, which can contain no
more than five Sticks, Any left over Sticks
make a smaller Wing. Only one Wing per
drop can have < 5 five Sticks (E9.111, A
Stick can consist of a maximum of one
squad cquivalent, one SMC and one 5W.
All 3W must be dm if possible and are
assigned their own L5" chute with the same
ID letter,

Now the DEFENDER sets up and then waits
as the drone of transport engines is heard
approaching the plaving area. (ATTACKER
may make the appropriate airplane noises at
this point.)

Rally Phase

Do not forget the Wind Change DR since
wind direction and strength affect Drift (E9.2)
and the level of the Landing MC/TC (E9.42).
After sctup the ATTACKER makes a dr for
each Wing to see if it is actually dropped at its
predesignated Drop point, On a dr of 1-3 the
Wing uses that drop point. Otherwise, ran-
domly determine which board of the playing
arca contains the new Drop point. The Drift
placement procedure {E3.75) is then used to
determine the final Drop point. That is to say,
from the original pool of 32 Drift counters A-
FF, discard one to determine which hexrow the
Drrop point will drift from. Then, from hex 5 of
that hex row, make a Random Location DR 1o
determine where that Drop point will end up.
Follow this procedure (using the newly-dimin-
ished peol of Drifl counters) for each Wing.

With all Drop points finally determined,
cach Wing is then placed on its final Drop
point with one Stick placed in each hex of the
J-hex long (or less if the Wing has fewer
Sticks) hexgrain centered on that Drop point,

Prep Fire Phase
Parachutes can't shoot so there isn't any!

Movement Phase

All sticks are subject to Drift even if there is
no wind. It is advisable to have extra hoards on
hand to butt against the playing area for those
sticks that may drift offboard, Make a separate

by Simon Spinetti

Random Location DR for each parachute,
including 5" chutes that are part of a stick,
This DR is modified for certain nationalities,
Each chute's drift is then adjusted according to
the current wind strength and direction.

Defensive First Fire (E9.3)

The DEFENDER now warms up his dice
and, as his units see the drifting and descend-
ing parachutes, he considers whether to fire at
them, Only small arms and Light AA are eligi-
ble to fire at Aerial chutes. DFF and SFF are
new resolved against any in-range chutes.
Remember to use Aerial range (E.5) when cal-
culating the range between firers and targets
and that PBF/TPBF is NA. During the move-
ment phase parachutes are subject to the Haz-
ardous Movement DRM. It even applies to 144”
chutes since any resultant KIA or K/# will
eliminate or malfunction the weapon. There is
no FFMO or FFNAM. Leadership, heroic and
LY/SMOKE are the only other DRM that are
applicable. Parachutes are never considered
concealed.

DFF and SFF can only affect one Aerial
chute in each hex unless there is a random
selection tie, and each firer can only attack
each hex once during the Movement Phase.
Residual FP, TH DR, Fire Lane, Snipers, PTC,
Pin and HOB are NA. Firers might not have
LOS 1o & parachute for a number of reasons;
blind hexes, insufficient NVR, six or more
Hindrances, or due to being IN a pillhox, The
ATTACKER's own sniper cannot attack until
the Game turn after he has infantry on board
(usually Turn 23

Each stick resolves any MC/E# with one
DR. Those results are applied 1o all Personnel
contents as if they had a Morale of 7 {as stated
on each purachute counter), regardless of the
actual Morale ar number of units in the stick.
Broken sticks are represented by flipping the
actual units in the Cloaking Display Box and
marking them with a DM counter. Casualty
reduction is resolved by random selection.
LLMC/LLTC are NA while units arc repre-
sented by parachute counters,

Maovement phase {(con't)

After all DFF/SFF is resolved versus Aerial
chutes, those representing unbroken infantry
units may move one hex in any direction
[EXC: Germans]. All chutes then land at the
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Base level of their current hex. Any chute that
lands in a Blaze, non-frozen Water Obstacle or
Deep/Flooded Stream has its contents elimi-
nated and 1s removed. Half-inch chutes are
then MMipped over; the conlents may not be
inspected by either side until it is Recovered
(A4.44), Chutes landing of(hoard are not
removed unless their contents are eliminated.
Use the reverse-terrain-order of ER.221 1o
determine what the terrain in the landing hex is
{E9.42). These units have their movement
severely restricted on subsequent turns, If they
land too far from the actual playing area they
may never get to enter the game, See E9.41 for
details.

The contents of all 35" chutes must, on land-
ing, tuke either a Landing TC or a Landing MC
depending on the terrain they land in,

Failing a TC causes the component squad to
automatically deploy into 2 HS (and reveals
any SMC/crew), placing them on board with
one of the HS landing one hex downwind. No
extra TC/MC 15 taken but elimination can still
occur if the HS lands in terrain that causes
such, SMC/SW wpse Random Selection to
determine which HS they are placed with.
Your paratroopers arc now on the ground but
don't relax because the DEFENDER can now
fire st them with Final Fire.

Defensive Fire Phase

Alter all Landing DR are resolved, para-
troopers are then subject to Final Fire [rom any
cligible DEFENDING units, Such [lire is
resolved using the normal Fire rules, LOS and
range that apply to fliring at ground units.
DEFENDING units in the same location with
paratroopers must use TPBF against them.
Mark the location with a CC counter if any
PAFGLIGOPErS sUrvive,

AFPRtPh

Already revealed units may attackirout, but
those still represented by parachules may not,
are nol eliminated for Failure 1o Rout, and do
not surrender.

Advance Phase

The contents of each 35" chute are now
placed on board unconcealed if not already
revealed, Neither newly-revealed units nor
those revealed in the MPh may Advance,

Close Combat Phase

CC is resolved. Eligible units can be con-
cealed. Flip the turn marker.

Conclusion

So there you are! This is how an Air Drop is
conducted. As mentioned in the introduction,
scenarios with an Adr Drop are a rare event.
The result of such a scenario can be deter-
mined in the first player turn as Drift DR and
Defensive fire combine with Landing DR to
reduce and disperse the parachuting lorce. If
all of this does take a heavy toll on the para-
troopers il can often convince the player own-
ing them to concede. | saw this happen in the
scenario “Hunters from the Sky™ when my
extensive Defensive fire, along with o number
of high MC DR by my opponent, left him with
little on the ground to play the rest of the sce-
naria,

S0, be prepared to take some losses even
hefore your opponent sees your forces on the
ground. Even if your forces land relatively
intact, they are likely to be deployed and dis-
persed over a wide area. Depending on nation-
ality, SW could be few and far between as
well, Often your pre-game plans will be nulli-
fied by casualties and dispersal of your forces,
so be fexible and always keep the victory con-
ditions in mind when deciding what 10 do with
vour lunded forces.

The uncertainty of where, and in what state,
the paratroopers will land is pant of the attrac-
tion of Air Drop scenarios. It is very unlikely
that any two games will ever be guite the same;
and if things do not leok o good for the para-
troopers vou can always stop the scenario and
start again,

[ hope this article has wetted your appetite
for an Air Drop. Now that you know how, go
jump out of a plane.

AIR DROP SCENARIOS IN ASL

A Desperate German vs Crete 541 Pre-42 Germans, scattered but less

Alfair ((G39)  British random Drop points. A real wild one.

Airborne Japanese vs Dutch E 1442 Strict E9 entry into a Mild Breeze

Samurai (ARS) Dutch Indics versus dug-in Dutch in the jungle.

Grab at Russian vs Russia 1/42 Night, Deep Snow, Extreme Winter.

Grivobo (G10) German Nuff said.

Rachi Gierman vs Leros 11/43  Initially unopposed drop (not counting

Ridge (36} British Island high SAMN and booby traps) into a Mild
Breeze, Take the heights!

NL;I:Dmp American vs  Normandy 6/44 Night fades to day, with totally

{AT6) German random Drop points. Germans must
clear the road.

Hunters From  Amernican vs Germany 345 One Drop point accurate, one nol.

the Sky (T12) German Objective hexes are kept secret from
Germans,

The Rest of the Story

Part of the fun of planning an Air Drop is
figuring out where the wind might blow you
and how to lund close to the objective with-
out landing too close (i.c., within Normal
Range of the FlaK gun). Part of the fun of
defending vs an Air Drop are the 2FP (-2)
Tong range attacks vs parachutes. Both sides
usually get some enjoyment oul of seeing
where the Drop points end up (50 percent
chance of accuracy, bul the when
inaccurate is a pain) and then where the para-
chutes (men and materials) scatter to (more
scatter for the Russians, less for the Ger-
mans.) Then, after everyone is on the ground,
pan of the fun comes as the paratroopers run
all around trying to pick up SW (or weapons
at all, for pre-42 Germans). | can never
remember which 1/2-inch ‘chute represents
which SW, although with the Americans |
guess it doean't matter much which Bazooka

YOU recover,

Pre-42 Germans are even more fun, as
they scurry around in Open Ground trying to
arm themselves. In scenario G39, “A Des-
perate Affair,” not only do the Germans units
have to arm themselves, but they drop with &
plane full of SW (and a dm 81* mortar) that
they need 1o recover. The rules call for using

a systems marker to distinguish the partially-

‘armed paratroopers from those who have

recovered thelr inherent arms, but we found it

‘easier just to use a different squad-type for

partially armed units and then replace it when
they become fully armed. Now that | think
about it, | have finally found some use for the
black 5-4-8s, 2-3-8s, and 2-2-8s in A
BRIDGE TOO FAR; they will ably fill in for
partially-armed 5-4-8, 2-3-8, and 2-2-8 para-
troopers. Just remember to lower the broken
maorale by one for the non-crew MMCs,
Hall of the six existing Air Drop scenar-
ios modify how Drop points are arrived at, |
would have guessed it was more than that
For one thing, the Drift procedures are a pain.
For another, some designs require more or
less randomness than is built into the rules.
That is the beauty of SSRs, you can make the
rules suit the narrow situ-
ation. Bach of the three modifications
approaches the issue differently, but all three
accomplish their mission well, As far as
Drift is concerned, I'm not sure 1 can find all
32 of my ¥ -inch parachute counters. For
others of you who can’t, you can always
kludge the Drift procedures with either a
pack of cards or two decimal dice 10 amrive at
a number from 01 through 32 (standing for
the *chutes A through FF), The first die
determines the first digit (0-3), the second die
determines the second digit, and he
for a lot of re-rolling. For the cards, ignore

all face cards; suits determine the first digit

{0-3), the face value of the card determines
the second digit (1-0), and ignore 33 through
40.



IMart's avticle first appearved In Hell On
Wheels, o limited print run affering from
Bownding Fire Productions, and represenis
e first altempr o bring vou e best from ihe
“desk-top publishing set.” Ax Meate s the first
o admit, there are alveady several excellent
articles on the wse of armor in ASL, including
“Panzer Gegen Panzer” by Bruce Bakken,
Frow the 93a Anrual, "Stop and Go Traffic”
by (e Boe from the T996 Arnual, ~“What To
Dy {f Yoo flerve o Tin Can™ by Daeid Odie in
dawrned #1: wet to mention twe from the long
oul-cf-prine Backblast#2, "Dance With The
Tiger™ by X, B, VanMechien and “"Panzer
Gegen Shernan™ by Rodney Kinnev, We felt
thal Mat s article ook a sliphilv different
appragoh to the fssuwe that was worthy of a
froader aidience, Eds |

The effective use of armor in ASL scenarios
seems o be g difficult skill to master. Many
Pluyers gsk me about armor tactics (not that I'm
any kind of expert or anvthing). Indeed, there
are plready several excellent articles on the use
el armor in ASL. Most such articles, however,
SCLTN o concentrate more on rules cxplana-
tons-and not soomuech on tactics, My article
attempts to acdidress the need for armor training
in & tactical sense, Rather than focus on o lim-
ited spplication of armor, [y o lay a solid
foundation for fully undersianding armor capa-
bilities from the ground up, First, we look at
the tactical situation when there is no armor,
and then compare that 1o unopposed armor,
From there we move 1o more advanced topics,
keeping momind the everall goal of achieving
o1 preventing ) armer supremacy, Throughout
the article T often use the word tank inter-
changeably with AFY or armor, even though 1
know they have different meanings in ASL,

The Absence of Armor

You can't gera tull understanding of the
capahilitics of AFYs withowt Nirst taking seme
tme e consider what it is like to fight without
them, By studying the kinds of problems that
grisc in the abaence ol AFVs, it then becomes
sisier to understond just what they can do Tor
vou. S0 let's think about what it is like to fight
without armor. There are many ASL scenarios
invalving infaniry only, and chances ure vou
have played some of them. What are the mos)

important weapons on such battleficlds? In my
opinion, machine guns rule these scenarios. A
well-directed machine gun nest can deminate
the playing area, making it very ditficult for
enemy infantry to move about as much as they
would like, Such strong peints are also very
olten quite difficult to suppress. One lactic Tor
dealing with such & strong peint is to create an
equally or more powerful strong point and win
a shoot-out, thereby enabling your other
infantry to move loward their ebjectives lree
from that threat, However, this tactic can tum
into g game of chicken with the first side 1o
flinch being the loser. In other words, il is Far
from a guaranteed success. 11 the enemy
machine gunners are nol suppressed, they can
shred vour own atrong point in return fire or
otherwise do damage 1o the rest of vour
infantry.

One of the first lessons an ASL player
learns, particularly in infantry-only scenaries.
is that open ground can be deadly ground, The
game system provides a nice -2 DRM lor fire
against infuntry units non-assaull maving in
open ground, making small arms fire agains|
them so much more powerful, Consequently,
muost players learn o aveid taking the fastest
route across such open ground i it is covered
by fire from the enemy. Instead they send their
units through whatever cover is available, such
as woods, buildings, and so on. Doing so slows
down the attack but it often seems 1o he the
only reasonable allernative to charging across
the open willy-nilly,

Players also learn rather quickly that encir-
clement and interlering with the enemy's rout
paths are some of the best wayvs (o climinate
their troops. OF course, doing this is not as casy
as it sounds.

Wouldn't it be great if your troops were bul-
letproof? If they were iimmune 1o small arms
fire. they could take the shortest route. close
with the ememy more casily, and therefore
destroy him more easily, thus winning the fire-
fight, the battle, and the war more quickly and
with fewer casuallivs, [ was precisely this
desire that led to the development of the tank
in the first place, With troops deadlocked in
trench wartare on the western front in World
War L. the machine gun and artillery reigned
supreme, and casualties in cach ollensive were
truly horrendous. Both sides were desperately
scarching for some way to attack through the
hail of bullets and shrapnel. All of these points

AND THE ART OF
USING ARMOR

by Matt Shostak

probably seem obvious to most ASL players,
But knowing the obstacles vour infanoy faces
without tanks adds perspective and leads o
greater appreciution for what tanks can de,

Unopposed Armor

MNow, congider the case of unopposed armar,
By unopposed armor, [ mean that you have
AFVs butl your opponent does not, nor does he
have any antitank weapons. What can vour
ATV do for you in such a sitwation? As you
would expect, they can drastically chunge the
tactival landscape. Let's cover gach ol their
capabilities in twrn.

YBM Freeze

The ASL rules
give AFYs tremen
dons power in sup-
pressing imfantry
by wirtaally sifting
on top of them. 1
an AFY igin the
same location as
enemy infantry, those infantry are prevented
from firing at any targel outside their own
location. Becuuse AFVs are often nearly
imparvious o small arms fire, this can be an
especially powerlul tactic for suppressing a
pesky enemy strong point. Even infantry in
woods o buildings are volnerable 1o suppres
sion by this move, becouse a vehicle in bypass
gualifies for application of the rule. The AS]
slang Tor this tetic is VBM Freeze, and the
same principle applies in other terrain not
invalving bypass, such us open ground, brush,
and 50 on, Some plavers don't like this maneu-
ver, arguing that it is not realistic, but [ hold
that it makes perfect sense that coops with o
tank in their face will be too concerned with
matters right in fronl of them to be finng al
someone else some distance away. Being this
close to enemy infaniry is not without risk, of
course, and that is reflected in ASL by making
the vehicle vulnerable e the various forms of
Resction Fire and possibly Streel Fighting, in
addition to Close Combal later in the turn,
Do correctly, however, the risk can he mini-
mized, and iU caswalty points are not an over-
riding concern lor vour side in the scenarin, il
can be very worthwhile, Even those wimpy,
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thin-skinned, early war tanks can be very
effective in suppressing enemy infantry by this
method. Sometimes it is much more effective
than using the firepower of the lank itself.

Tust how risky is the VBM Freeze to vour
AFY? Like so many things in ASL, that
depends on the situation. Let's consider a base
case here, and you can do the math for other
cases as an exercise, Suppose a squad 15 in
stone building, and is holding up your assault.
It is not yet marked with a fire counter.
Because you are running short on time, you
decide to move a close-topped buttoned-up
tank into ¥BM Freeze on the squad and remain
in maotion. To harm the AFY with CC Reaction
Fire, the squad must first pass a PAATC
{unless immune) and then attack the tank on
the CC Table with a base Close Combat Value
of 5, modificd by a net +1 DRM (-1 for Street
Fighting and +2 for Motion). Even such non-
overrun situations are handled by the Overrun
Flowchart in ACTION PACK #2. The odds of
passing a PAATC and then rolling a 4 or less
are pretty slim, In addition, if the squad fails its
PAATC il hecomes pinned, compounding its
troubles, 10 a 9-2 leader is stacked with the
squad, however, the situation gets much riskier
for the tank because a roll of 7 or less harms it
Late-war Germans with their nearly ubiguitous
panzerfausts and antitank magnetic mines
(ATMMs) are obviously much more difficult
e suppress with this method. Clearly, troops
with better morale fare better on the PAATC,
making them more dangerous foes for your
AFVs. Many early war troops, particularly
thase of minor nations, are saddled with a +1
DRM to their PAATC, making them especially
vulnerable to close assault by tanks, Although
the risk is entirely situation-dependent, the
basic premise that armor can SUppress enemy
infantry by moving on top of them holds true,
and it is often worth it to send a tank into a very
risky situation to exhaust the enemy’s fire
opportunities to gain some freedom of move-
ment tor vour infantry,

Consider now what it is like to face a
machine gun nest in a building that is slowing
down vour attack. If you have a tank available
you can simply drive it up into bypass of the
building, and unless the infantry inside can kill
it with Reaction Fire, your infantry can then
move without fear of fire from that position,
Indeed, if you can manage to get a few sguads
close enough, they can then fire at the enemy
infantry in Advancing Fire without any risk to
the tank, and even move in for close combat,
which would help protect the tank from harm
and also possibly eliminate the enemy. It can
be very effective to suppress an enemy
machine gun with a tank in bypass, then bring
up overwhelming strength for advancing fire

and CC.
ENCIRCLEN
A

Interfering with Rout Paths
and Encirclement

The mobility of armor is one of its greatest
strengths. As mentioned earlier, interfering

with his rout paths is a great way to eliminate
the enemy, but this is often very difficult for
infantry alone to do. For one thing, units often
do not have enough movement o get inta posi-
tion to do so. [n addition, enemy fire often
breaks infantry as they try to move forward
into positions that would cause lailure to rout.
Unopposed armor, however, can have a field
day against broken units. An AFV's speed
combined with ils near immunity to small arms
fire allows it to gain positions behind broken
enemy units and cause failure to rout much
more casily than infantry alone can do. The
same 15 true of encirclement; unopposed armor
can attain positions to bring encircling fire on
the enemy much more easily than intantry
alone,

Fire Base Immune to Small Arms

We mentioned earlier that one way to
destroy an enemy firebase was to create a
strong firebase of your own and shoot it omt
with them. This method, however, doesn't
always work. If the luck goes against you, you
can find your own strong point the victim of a
hail of lead from the enemy, stalling vour
attack. Armor, however, gives you a lirebase
that is nearly immune to enemy bullets.
Although it is true that machine guns can kill
some armor, the risk is usually not very great
and 15 typically limited 1o early-war scenarios
involving thin-skinned tanks, Many lanks are
completely immune from machine guns,
Sometimes the best way to deal with an enemy
strong point is to simply park a tank nearhy
and blast it with fire-power. Better to use the
tank than vulnerable infantry units.

1
Smoke

+3 iz

Smoke

All AFVs have the ability o put Smoke on
the board, because the chapter F rules gave
AFYs the abilily to use vehicular Smoke
grenades. Many tanks have Smoke ammo
available for their guns and many have smoke
dispensers, adding a great deal of tactical flex-
ihility to their side. Rather than counting un
high explosive and machine guns alone Lo
destroy an enemy strong point, which may take
some time, a tank equipped with Smoke ammao
can drop a smoke round on top of them instead.
White Phosphorous (W) can be used if avail-
able, allowing for the possibility of causing
enemy casualties in addition 1o obscuring their
vigion. Even if the enemy is not destroyed,
smoking them in can be nearly as good in ren-
dering them ineffective, at least for a short
period of time. Tanks can even put Smoke on
the hoard while moving, by using their smoke
dispensers or vehicular smoke grenades. So
not only can you move a tank Lo a new posi-
tion, but vou can also drop some smoke while
doing so to help cover the rest of your forces as
they move,

Overruns

Armor can also use overrun against enemy
infantry, “Dance with the Tiger" covercd this
topic in great dewil, so 1 will not go into the
finer points here, The main thing to keep in
mind is that infantry in the open, or in poor
cover such as brush or grain, can be very vul-
nerable wo overrunning armor. Often just the
presence of unoppoesed armor causes enemy
infantry to stick to dense terrain such as woods
or buildings, thus limiting their movement
somewhat. As with VBM Freeze, the risk to
overrunning armor depends on the situation, Tt
is yet another tactical option that AFVs bring
to the party. Again, consult the Overrun Flow-
chart 1o help understand your specific options
within the rules,

Unopposed Armor Conclusion

Unopposed armor adds such a wealth of tac-
tical options that the enemy will have a hard
Hme anticipating what's coming next. When |
have unopposed armor [ feel that T am less
dependent on the vagaries of the dice because
there are many things that it can do with very
little risk from the enemy. It is indeed a very
powerful tool, and [ expect scenarios that give
one side unopposed armor to compensate for
that power through the victory conditions or
other aspects of the tactical situation,

i e

Anti-Tank Opposition

Often, we do not have the luxury of unop-
posed armor on our side but must contend with
the antitank assets of the enemy. These assels
could be antitank weapons or enemy armor.
Although they must be fought against some-
what differently, the important thing is that
they are capable of killing your tanks, When-
ever [ have armor that is opposed by antitank
elements, | look to see if thers 15 any way that
I can destroy those antitank weapons and
achieve a position of having unopposed armor
at my disposal. Like a good mathematician, I
will have reduced the problem o one already
solved, We have just seen how powerful tanks
can be when allowed to run wild, so why not
try 1o achieve that situation? Obviously, there
are many cases where eliminating the antitank
elements is not practical. Sometimes the sce-
narie does not allow enough time to win the
armor superiority battle, other times your units
simply are not capable of doing so. Still, it is
always worth considering because the payoff
can be so large, The lactics that you need to
win an armor supremacy battle have general
applicability and are valuable, therefore, even
when you are not trying to achieve {or are
unable to achieve) unopposed armor for your

side.
continwed an pape 05



PANZER GRAVEYARD

A.SL SCENARIO JSZ Seewario Desige Chas Smith

MINTURNO, ITALY, 21 January 1944 O 13 Mo 1943, 1st Company Termienn
Gitring Parachute-Panzer Regiment hod been sent o support the dth Infantry Divi
ston, und worked with the 267th Grenadier Regiment guarding the coast. Tth Com-
pany HG Parachute-Panser Regiment was supporting the 274th Cironadier Regimen
and was engaged near Mintumao, st Compoany wus given the mission of guarding the
Santu-Intante-Minmrno Road. Tth Company manks were alieady in e ares and its =1
plataon, under the command of Lisotenant Lente, wis ondered 1o move up in support
il the mtantry near the Mintumao Cemetery, The PeEpfw 1T ks of st Platson and
infaniry of the Grenadiers sucoesslully replused severul attacks, Finally, the order
came for the 1se and Teh Companics, aloog with the 200th Grenadier Regiment, w
coenlerattack,

BOARD CONFIGURATION:

o

His

]
Al

BALANCE:

ICTORY CONDITIONS: The CGermans win at game end if they Conuol @ In Ihr Yictory Conditinns, change “= 207
Uhuildings within the British setup area frowhouses are treated as one build- to i 2207
mg fur VU purposes L. g Heduce the game lengeh by 152 taen (From

G110 5.5 wrns),

18

TURN RECORD CHART

) BRITISH Sets Up Fiest 122 1 2 3 4 5 6 END

& GERMAN Maves Fira [

Elements of British Sth Infantry Division |ELR: 4] secup noeth of e 260 1 0-3607-4633-40% 2181 1-18A6 road: [SAN: 4]

10 2 2 2 14

_.._-.+
"
1 =

B-3 7wl

*ﬂl 34 75 24

J I_ Elements of 1st and Tth Companies, Hermann Giiing Panser Regiment, and 200th Grenadier Regiment, ®™44h Infaniry
Division [ELR:z 2| set up souch of the 30000460 7-46X 3465 2- |81 - 1 BAA rowd: {SAN; 31

e | Motk k= | %z ks 4% |

W12

4 5 3 kS 4

_ . 13

Belup on bl hexes wathin the German % 8

sef up area: )

5% s

4
SPECIAL R[TI i ITJS . A FTF.-I.! .ftr'l.-tTH: I suppin of the operation, st Platoon was reimnforeed by (oo Pekpls 1V
1, FC are Wer witl fatstart, Kindling iB25.11 MA. Toretivssent the tanks, The METTs would provide Dee supgert Teem posicions on e heights. The astack,
 EC are Wet with no wind at star indling (B25.11)1is NA. Ta represent the intended 1 cagtune he falls surmunding the cemetery and o push firther inte the o, ws
gathering darkness. beginming on Turn 6,0 01 LY Hindrance (E30) applics 1o all lvnmehe ) 17140 bours, Peldwebel Lukke achecled his T oownd the cormer i the coms
nen=CC attscks. tery and came face to Face with o Sherman, which he knocked oot with the firsd shod. Mean
. B R . while. LL Lents Llwgu}-ul il dlestroed an antitank gun and a Churchll ik, Brios QERTY ik
Ml ARl ’ T AR T iy

L Place overliays s follows: K14 on 46U 5T X1 on 46V 10W2; X285 46W 33, tearns were present in the o, ot the armor g veided the shek nec easiry o the axpe

Hi& on | 8G5HAS, rienoed Germun infancry o press Tovward, As fwibiphn setiled ins the vehicles |'||1|||.._1 hack © i
3, The PIATS in the British OB must begin the game possessed by 1-2-7 crews the cemetery und the infaniry consolidated the gains, The fullewing day, the infaniry woul
5 suecesstully storm the Logt Broish stiongpein, Leaving the iwn in German hands Hu'.'m{"--.'l.
4, Al Grermizn MMOC are Lax afber beang wowncded, L, Lentz refused 1o leave the batlefield. amd was subsequently kilied by
an ursillery shell,

. Vehicular crews may not voluntarily abandon (025.4) their vehicles.



THE SLAUGHTERHOUSE

ASL SCENARIO J33

Yeemario Design: Chas Smith

GRAUDENZ, WEST PRUSSIA, 22 Fl:hrl.la:lj‘ 1945: The bridpehead position at
Graudens wus declared a fortress on 27 January 1945, The fortress defense was
manned by the remaining elements of Division Hermann Giring, as well as various
other Wehrmacht, Luftwaffe, Police, and Fortress units. The Russians relentlessly
presscd the attack, inflicting staggering casualties on the defenders, By February
L2nd, very few arillery and antitank puns remained functioning within the fortress.
There were, however, still a large number of dangerous flak guns, In an attempt 1o
remaove these threats, the Russians resumed the attack the following morning rein-
forced by armor and suppomed by fire from nearly an entire artillery division.

BOARD CONFIGURATION: 20 22
o i -
- ' BALANCE:
\'I_C'_I{.'IRY C'UNDIT[.QNS: The Russians win at game end if they Contral
e e # Increase German ELR from 2 o 3 and delete SSR 4,
* In the German OB, replace the 9-2 with a 9-1,
TURN RECORD CHART
# GERMAN Sets Up First [208]
112 3[4|5|6|7 |en
W RUSSIAMN Moves First [226]
_] l_ Reinforced Elements of 2nd Regiment, Hermann Giring Training and Replacement Brigade [ELR: 2] set up onnorth of
hexrow 1: [SAN: 4]
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Reinforced Elements of 37th Guards Infaniry Division [ELR: 4] set up onfsouth-of hexrow M: [SAN: 3)

f@'

=

fe (B (RE Ra gz henf | 0| 00| ok | 4]
] 14 2 2 4 2

SPECIAL RULES:

1. EC are Snow (E3.7), with Ground Snow {E3.72} and no wind af start. The
stream is dry. Kindling {B25.11) is NA,

L. Buildings 20HY and Z2F4 are Factories {(B23,74) and despile the square stair-
case symbols are only 1.5 Level LOS obstacles,

3. Hand-to-Hand CC (J2.31) may be declared by both sides.

4. All German onits have an ELR of 2. The Morule Number of German
E-1-Bs/3-2-Bs 15 not considered underlined.

5, The Germans have Level C Booby Trap capability (B28.9) which may not be
increased. Exchanging A-F minefield factors for A-T mines (B2E.5) is NA.

6. The Russians receive one module of 120+mm OBA (HE only) with Plentiful
Ammunition (CL2E}L The Russian leader initially possessing the radio may use
HIP.

7. The Russians may exchange one eligible leader for a Commissar (A423,22) as if
the sconario were set in 142,

AFTERMATH: The battlc was an extremely hard-fought aflaar. Several Russian
units were accompanied by political efficers to “encourage™ battlefield perfor-
mance, Bitler fighting for control of the tobacen factory and slaughterhouse ensued
with the slaughterhouse changing hands several tmes. The heroic efforts by the
delenders could not stem the Russian onslaught and they pushed past the factories,
eventually reaching the railway station in the heart ol the city. The doomed fortress
waould continue 1o hold ool until 5 March, but al an exhorbitang cost in men and
miteriul.
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Antitank Guns

[ use the term antitank gun to refer w any
direct fire gun that can be used against armor,
whether it is designated an antitank {AT) gun
proper, an infantry (TNF) gun, artillery { ART),
or antiaircraft (AA), The antitank gun is a dan-
gerous toe to your AFVs, It is most often hid-
den, striking from a position of ambush, shoot-
ing at your more vulnerable sides and rear
whenever possible, Typically, the antitank gun
has a higher rate of fire than your tank. Tt often
can maintain concealment even when shooting,
and in general it is much harder to hit than your
tank. If an enemy gun has enough hitting
power to have a reasonable chance to penetrate
vour armor it will most likely win a toe-to-toe
encounter with your tank. The weakness of
antitank guns is that they are not very mobile
and, therefore, when they are finally revealed
they can often be bypassed. Dealing with these
adversaries requires patience, care, and some-
times a bit of bravado,

Fights with antitank guns are situations
where your infantry can help your tanks. The
first step in dealing with antitank guns is find-
ing them, and infantry are areat for this job.
They can reveal the presence of antitank guns
by atlempting to move into their locations.
This not only reveals the gun but also threatens
the crew with imminent close combat. Once
sevealed, the gun can be bypassed under sev-
eral conditions: there is a different route avail-
able for your tank; the crew can be broken by
small arms fire from vour infantry; the crew
can be eliminated in close combat; ordnance
smoke can be placed on top of them, and so on.
The key 15 that if vou have enough time, vou
can let your infantry clean up the antitank guns
while keeping your AFVs away from harm,

Sometimes a little boldness is called for, If
in antitank gun happens to be pointing the
vther way. it may be worthwhile to move your
tank up outside iis covered arc and overrun the
crew, or simply end the movement phase in
mation in their location to invoke VBM freeze
on them, allowing your other tanks to get by
and possibly also allowing your infantry to
move up to eliminate the crew with fire or in
CC. In desert warfare it can be very difficult 1o
hide from antitank guns, and it can also be dif-
ficult to move infantry up close, In such cases,
overranning these guns is often vour best tactic
even if it means losing a few tanks on the way.

Enemy Armor

When your enemy also has armor, it must be
deall with somehow. Because the capabilities
of AFVs vary widely over the course of the
war, the character of each encounter can vary
widely also. Sometimes one side has tanks that
cannol be penetrated frontally {not counting
critical hits, of course). Sometimes, typically

e ——

on the Eastern Front in 1944 and 1945, each
side has tanks that will most likely kill any-
thing they hit. Scenarios set in 1940 France and
1941 Russia often feature less powerful but
radio-equipped German tanks against heavily
armored but uncoordinated (radioless) adver-
aaries. Regardless of the situation, it is worth-
while to consider whether you can destroy the
enemy armor and achieve unopposed armor for
yourself (while still satisfying the victory con-
ditions). To that end, we now focus on several
tactics that can help you win the armor battle.

Outside Their Covered Arc

This seems like such an incredible no-
brainer, but you'd be surprised how often I've
seen players move their tanks right into the
guns of the enemy, even when it was possible
to approach more obliguely. The advantage
gained by coming from outside his covered arc
is 50 large that it should be your first thought
every time, Why do anything else if vou don't
have to?

BOUKOING
FIRE

The Bounding Fire Swarm

Using Bounding First Fire, that is, firing
your tanks' weapons during your own Move-
ment Phase, can be a very effective tactic and
will often take your opponent by surprise,
Sometimes il is your only reasonable option,
like when you are confronted with the Sher-
man-Fanther problem: your opponent has an
AFV that you simply must knock out, but it is
essentially impenetrable from the front, while
it can easily kill your tanks. In "Panther Gegen
Sherman,” Rodney Kinney does an excellent
job of discussing how to destrov a Panther with
a swarm of several Shermans, and the options
available to each side. [ recommend that article
highly if you can find it, but that is not the only
time that using Bounding First Fire can be o
good idea. It can pay great dividends in many
different tank éncounters because firing on the
move gives you the jump on the enemy and
increases the pressure on him,

Consider the implications of Bounding First
Fire, If your infantry could do it, it would
surcly change the game, right? Perhaps it is
best to look at a simple example to illustrate
the point. Suppose you are able to move your
tank outside your opponent’s covered arc. You
move up adjacent and stop, Should he fire at
you? If he does, he'll have to change his TCA
(say +2 for slow turret) and he'll have a +2
penalty because you moved, and say he's +1
for being buttoned up also. He'd get a -2 for
point blank fire though, meaning he'll need o
roll a 7 or less to hit. Not bad, but not a sure
thing either. On the other hand, if he doesn't
fire, you might fire at him. Your tank pays
Bounding First Fire (BFF) penalties (say +4
for 5T gun), and another +1 for being buttoned
up. But you would also get the -2 DRM for
point blank fire, meaning vou'd hit him on a 7
or less also. Moreover, if you hit the shot will
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be coming through his side aspect, greatly
increasing your chances for a kill {in most
cases). By making such a move, you have put
your opponent in a quandary, It's kind of like a
game of chicken, to see if you can get him to
flinch. If we add ro this example by supposing
that this enemy tank is goarding an approach
by 3 or 4 of your own tanks, vou can see just
how difficult this decision is for him, Even if
he shoots and kills the first tank, you have oth-
ers that could then move up and repeat the
same attack, with similar odds of killing him.

I he doesn't shoot and instead takes his
chances that you will miss, he may very well
end up with a dead tank and nothing to show
for it. Furthermore, if you kill his tank with
your first tank using BFF, you have freed up
your other tanks to move. Contrast this
approach with simply moving all three ar four
of your tanks into firing positions against his
tank, then stopping and wailing for Advancing
Fire. During Defensive Fire your opponent can
pick his best target 1o shoot at and very likely
kill it. If your own tanks miss, he could then
very possibly knock out another tank in his fol-
lowing Prep Fire. Obviously there are many
other variables in this process. If your tanks or
your opponent’s lank has special ammo such as
APCR, the chances of hitting might be
increased. Either side might be CE 1o increase
the odds of securing a hit, The tanks might
have target size modifiers, I'll leave it up to
you to caleulate the To Hit numbers for the
various situations you can dream up or which
might accur in your games. The basic point is,
BFF can be very effective and vou should care-
fully consider using it in almost any tank vs
tank encounter. The threat of BFF puts the
pressure on vour opponent 1o make a difficult
decision. Proper use of BFF can gain vou time
and momentum, two very precious commedi-
ties in ASL.

There are even some basic rules of thumb
about how to perform a swarming BFF artack
with your tanks against an enemy tank, First,
send your least valuable tank in first, outside of
the enemy's covered arc. Move in close and put
yourself in a position to take a good shot, forc-
ing the defender to make a tough choice
between firing on you and taking his chances
that vou will miss. If he does not fire, take your
shot and hope Tor the best. You just might kill
the beast. If you do not knock out the tank,
continue the procedure with another tank. 1f he
does fire, even if he knocks out vour first tank,
he has limited his firing opportunities unless
he kept ROF, so you can more easily come
against his exposed flanks and rear with your
other vehicles. You have to stay flexible
enough to react appropriately to what happens,
rather than trying to stick to a rigid plan of
attack,

Gyro Power and Gun Duels

Gyrostabilizers are not found in many ASL
scenarios, but there are a few scenarios that
showcase the gyro's abilities. Gyro-equipped
tanks can make the bounding fire swarm
described above even more impressive. When
a tank has a gyro, not only is its Case C modi-
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fier lower than normal (a mene +3 DEM), but it
can fire while in Motion status (or in the Move-
ment Phase without expending a stop MP)
without paying the penalty of doubling the
lower dr of the To Hit DR {although it does pay
an additional +1). Moreover, a gyrostabilized
gun can gain and retain acquisition for
Motion/BFF To Hit attempts (C6.55). Let's
consider an example to see just how valuable
gyros are, Consider a CE Sherman moving
against a Panther and entering a location six
hexes away, from which he has a side shot at
the Panther, having spent four MP in the Pan-
ther's LOS. The Panther does not shoot or
change covered are, becavse the Sherman is
still moving, and the Panther does not know
that the Sherman has a gyro, The Sherman
announces a BFF shot, [ needs a 7 1o hit the
Panther (10 base, +4 for case C4, -1 large tar-
get). That's pretty good odds and represents a
grave danger to the Panther becaunse it is a side
shot!

Another obscure rule involves tanks with a
while background behind their ROF. Such a
tank not only gets Multiple Hits (C3.8), but
also has a big advantage in a gun duel, because
its firer-based to hit DEM are halved (FRD)
for gun duel purposes (only), See U.8, vehicle
note R, Consider our Sherman-Panther exam-
ple again, supposing that our gyro-equipped
Sherman also has a white background ROF, If
the Panther decided to shoot at the Sherman,
the Sherman could declare a gun duel. Assum-
ing that the Panther had to change TCA one
hexspine to fire, his total firer-based to hit
DEM would be +2 {if CE). But so would the
Sherman's! The tie would mean whoever rolled
lower would shoot first, Wow, If the Panther is
BU, the Sherman wins the gun duel. A gyro-
equipped Sherman with a white ROF is guite
dangerous indeed.

For a scenario that has the right conditions
for employing gyros and BFF swarm tactics,
take a look at J19 “Merzenhausen Zoo™ in this
ESSLLE,

Swarm Defense

S0 how can you defend against swarm tac-
tics? One of the best ways is to make sure your
tanks mutually support each other, A single
Panther can be overwhelmed by superior num-
bers, but a Panther with a StuG wingman
guarding his flanks and rear is much more dif-
ficult to swarm. Perhaps this is an obvious
point, but in ASL it is often tempting to sepa-
rate one's tanks for cach to pursue different
objectives. Also, it can be difficult to get vour
tanks into good, mutually supporting positions
due to various LOS obstactes, Stll, it 15 always
worth keeping in mind,

The Behemoths

It 15 not uncommon in ASL (o find one side
possessing tanks that simply cannot be pene-

trated through the front facing (barring a CH).
Knowing how to use these monsters, and how
to fight against them, is an important part of
ASL armor training. When they are on your
side, the rule of thumb is simple; keep the front
facing the enemy, and stay away from deliber-
ate immobilization range, In “Panther Gegen
Sherman”, Rodney Kinney does a good job of
showing how 1o get the most oul of vour behe-
moth with regard (o keeping the frontal armor
lacing the enemy, T won't go over that in detail
again here. Suffice it to say that cach weapon
besides the AAMG on a tank allows it to
change covered arc when it fires, Often behe-
maoths are alsd equipped with guns that can
hele any opposing tank with ease. The
menagerie of the Elephant, Panther, and Tiger
comes to mind. These tanks can help you win
the armor superiority battle if you can put them
in pogition to get good shots ar the enemy,

Perhaps more interesting are tactics for com-
bating enemy behemaoths. There are several
possibilities, depending on the tactical situa-
tion. If ¥ou have enough AFVs of your own,
especially it some are gyrostahilized, vou can
attempt a hounding fire swarm as described
previously. You could also look for deliberate
immaohilization opportunities, Anather tactic
that can pay off is using HE against them. If
the behemoth is CE, a HE hit could stun or kill
the crew, especially if the caliber is reasonahly
large. Even BU, however, behemaoths are vul-
nerable to HE shots using Area Target Type.
The reason is that Area Target Type uses the
IFT to determine the effects versus an armored
target {C1.55). A final KIA destrovs the AFY
while a final DR that is a K/# or one greater
than a K/# causes automatic shock (turret hit)
or immaobilization (hull hit). Even a lowly light
mortar has a reasonahle chance of knocking
ot a powerful tank such as a Panther.

Special Ammo

Remembering to use special ammao at the
right times can also help you win the armor
battle. The basic concept is simple. Trving for
special ammo increases your chances of get-
ting a hit, because if you roll higher than the
ammo number, it 15 as if vou have not taken the
shot (unless a 12 was rolled) and therefore you
are entitled to try again with a different kind of
ammo {usually AP, [0 is noc difficult (o see
that this boost is largest when the final roll you
need To Hit is the same as the availability
numhber of the special ammo (which essentially
doubles your To Hit chances),

Smoke Dispensers

Many AFVs are equipped with some sort of
amoke dispenser (D13, Rule F.10 allows all
AFVYs to use vehicular smoke grenades as well,
The mechanics for their use are the same as for
smaoke dispensers, only they are less effective
hecause they only place V5" smoke on the
board, These can be used to help your armor
survive, Most players know that they can be
used every Movement Phase and that they
never break, But did vou know that you can use
a smoke dispenser during the enemy's Move-

ment Phase as well? This tactic can be espe-
cially effective when combined with a Motion
Attempt,

To see just how effective using Motion
attempts and Smoke Dispensers can be, let's
conaider a hypothetical example. Suppose an
enemy Panther begins the MPh out of LOS of
your Sherman but moves into LOS during the
turn, spending 6 MP in the Sherman's LOS,
and finishing its move by stopping adjacent to
your Sherman. It could hit the Sherman at this
time with BFF on a DR of 8 or less {10 base,
+4 case C, +1 BU, -1 large target, -2 point
blank). Yikes! This is way too dangerous, you
decide, but instead of shooting at the front of
the Panther and hoping for a critical hit, mayvbe
you should try a Motion status attempt. It is
guaranteed to be successful because the Pan-
ther spent & MP in LOS. This alone makes the
To Hit possibilities of the Panther considerably
smaller, because it takes away the point blank
bonus, and it tacks on a +2 Motion target
penalty. Suddenly, the Panther is looking at
needing a 4 to hit you,

Suppose you alse remember to go fora
smoke dispenser after the Motion attempt and
succeed in putting +2 smoke in your own hex,
Or perhaps prior to going in Motion {since you
want to avoid the 42 mevingM™otion DRM on
your usage attempt), you are able to use your
Smoke Mortar to put dispersed Smoke in fus
hex. Now the Panther needs a 2 (or 1) to hit
you. You've turned almost certain death by
Panther into almost certain survival. More-
over, the Motion attempt allowed you a free
covered arc change, and you were smart
enough to position your Sherman so that you
cian exit the Panther's covered arc, mavbe even
his LOS, with your very first movement point
next turn!

MNow, suppose your Sherman has a gyrosta-
bilizer, How is your German opponent going to
feel s vou turn the tables on him next turn and
move your Sherman that he was so confident
of deatroying into his rear covered arc for a
very dangerous rear shot with APCRY 1 hope
this brief example turns you on to the various
options available to you with AFV combal. It
doesn't have to be as simple as moving into
LOS of each other and then shooting until just
one side is left,

Conclusion

Rather than possibly boring vou with a
whole lot of rules quotes, this article has con-
centrated on trying to achieve an understand-
ing of armor from the ground up, Taking a Zen
approach, we first considered what prohlems
arise when no armor is available. Then we con-
sidered what unopposed armor can do for us,
Lastly, we looked at various tactics that can
help us win, or at least not lose, an armor supe-
rierity battle. I hope that it has helped you and
maybe even excited you a bit about using some
armor in your upcoming games. Drive on!
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ARMORED TACTICAL EXAMPLES

by Captain Chas Smith, U.S. Army

Krameng the options available o vew (e the ASL rides can help vor make better tacifea! decisions for handling armored sgefing vediefes, This

Gt le el

caritds o U e il the Ave af Uving Armer™ By discissing some specific vides applications

Asacompanion piece to “Zen and the Art of
s Armor,” T wani to review qeveral tactical
sitnations involving armor and look at how to
wse the ASL rules toovowr advantage in these
siatiens, My examples pit powertul Gorman
AFVE with ligh TR and thick front AFs v
your garden-variety Mda A ISherman MT and
MEAL Swan LT Bather than determining the
correct salution For d miven silualion, or rying
fiv cover all possibilities, my goal 15 10 present
some available oprions. Knowing these aptions
showld bl vou make pood decisions in &imi-
lar situations. 1 focus on Bounding First Fire.
Covered Arc changes in AFPh. Sherman tanks
with mervstabilizers, and the “Fresee”

Bounding First Fire

Let's start off by reviewing some Bounding
First Fire situations. The Tagdpanther is a most
formideble apponent, as are many of the Ger-
man tunk destrovers. Shermans vsually don'e
stand much of a4 chance in & stand off engage-
ment, but they do have BT advantages,

Assume that at the beginning of the LS, plaver
turn an board 19, the units are sitwated as
showwn i Figure |,

Sherman & moves to L3 using 12 MP, The
Tagdpanther does not wait For the Sherman o
stop and changes its CA 10 ¥V 3-UF (see Figure
2y Assume that 1t passes the required Bog
Check (C5.1 Ly At this point, the Jagdpanther
takes 4 shot needing an Orizinal 2 To Hit
Moditied TH# of 10 with DEMs of +6 (CA
change x2), =1 {BU), +2 itarget in motion),
and -1 (large target),

Because the Jagdpanther 15 in woods, its CA
15 now fixed (O35, 111, regardless of any ROE o
Intensive Fire shot, Sherman A staps in U3,
bt does not take o BTT shot against the
Jugdpanther's front armor, Sherman B moves
v W3 fusing B M), goes CE, stops, and takes
i BEF shot (see Figure 3.

The MaA | needs an Orizinal DR of 7 or less
To Hit: Modified TH# ot 10 with 13EMs of +4
[case U +1 (TEM} and -2 (case Lt If the
Sherman hita, it will ke against the Japdpan-
ther's side AF of . With a Basic Tk# of 14,
+1 for range, a DR of ¥ or less destroys the
JTogdpanther and o 9 resuales in tomaoehilication
o shock.

Lets go through the swme seenurio, but with
the Tagdpanther starting in W3 (covered arc
Yo W d which 15 open ground. Sherman A

moves t¢ U4 and stops. The lagdpanther

declares o shot, and the MLA | declares o gun
duel (C2.24000, as shown in Figure 4, The
Jagelpanther's rer-based DRMs wotal +4; 43
LA changet and +1 (BUY, The Sherman's total
E3 A dease O and 1 0B A izt Blush, i
appears that the Jagdpanther will wan the gun
duel, but wail! The Sherman hos o RO with
white backpground as deseribed in LS50 Muli
Applicable Vehicle Note B For gun duel pur
poses, the white backeround halves all DRMs,

fractions rounded down, Therelore, the Sher
man's firer-based gun duel modifiers are only
+2 ancl ir gers to ke the lirst shot, 1needs an
Chriginal 7 oor less To Hie Even it the Jngdpan-
ther attempted 1o Hre 1ts MO instead of the
MaALa gun doel vsosoll apphicable and iowould
forse, As phove, 10 g hit is achieved, the
Jagdpanther is eliminated onan Original TR
3R of 8 or less, becoose winning the gun sloel
means the Shermian s shol ocours
lagdpanther's covered are chiange

hetore the

Covered Are

Here is another interesting rule. Assume
previous L player tuen ended with the sitoa
fiom shown in Figure 5

[ris now the German PEPh, The Tegdpanthies
can change s CA sl Oire, but i needs an
Orpmimal & or lese To Hit: Modilicd TH# o 10
with DEMs of +6 (CA change 1in woods %20,
+1 (BUY -2 (PBF1L and
Jagdpanther can also choose not o shoot i e

Itlarpe Largets, The

Prep Fire Phase and instead change s CAo1o




it

YWA-U3 ar the end of the phase (€3.22). The
Sherman has a very low chance of damaging
the Tapdpanther's fronl. By changing its CA al
the end of PFPh, the JTugdpanther places its
framt 1o the Sherman before Defensive Fire.
anel can stll fake & shovduring Advancing Iire
Although this may not seem infwitively correct,
such o move greatly increases the Tagdpan-
ther's To Hit chances. By waiting unlil the
Advancing Fire Phase, the German AFY needs
4 3R of only 9 or less, almost certam death for
the Sherman. The inceease in the probahility of
bitting the Sherman resulls from the Tagdpan
ther not huving to pay Lhe penalty for 4 CA
change, The applicable moditiers ara: +3 (case
B o woods), +1 (BU, -2 APREY, and -1 (larpe
target). What o difference!

Gryrostabilizers

Mow, let's use o Panther in V3 00A ¥V4-W4h
and o CE MAA L equipped with o gyrostabilizer
in T3, Iis the LS, movement phase and the
Sherman is currently moving (see Figure f),

The Panther declares a shot and the Sherman
counters with w pun duel, The Panther's firer
based TPRM sl +4: +3 I TCA change) and +1
(BL: The Sherman's totals +4 alsor +3 (case
Choand =1 (stabilized gun in metiond, This +4
is then halved o 42 because of the white back
graumd ROF, Onee apain the Sherman gets the
[irst shol and hits on a DR of 7 or less: Modi-
fied TH# [0 with DRMs of 43 (case C1, +1
Psdabilized in Motion . and -1 ilarge targer,
Motice the huge advantage the pyro provides
Iy decreasing Case C and merely adding +1
rather than doubling the lower dr for being in

Mation, The penulty is only an additional =1,
o Lop ol the already - lower case O IF the Sher-
man docs miss, the Panther must roll o 5 or less
ter bl the Shermun durieg the movement phise:
Maditied TH# of 10 weth DRMs of 43 (04
change), +1 (B, +2 (targer in mtion), and -1
[large tacperh.

Freese

Another wav o combal the awesome Ger-
man AFVs is woouse the “Trecee” by parking an
AFY inthe enemy’s hex, using Bypass i
neeced, sinve o unil cannot e out it s Loca-
liem 15 eccupicd by a Known, armed enemy
unil, Even a M3AT "Stuare” can prevent a Pan-
ther from firing out of s Localion by entering
through the side CA and staving in the Loca-
Han, Since the Stuart could kil the Panther
from the side with an Original 3 TK DR, it is
allowed o stay in the Location with the Pan
ther (D265, The M3AL 1= a pood choice for
this misgsion, being o smull target and more dif
Geult tochil, with a greater lkelihood of getling
inte the hex, suerviving, and “lreeeing” the Pan-
ther, Another AFY, preferably o Sherman, can

Tips From The Trenches

then appreach the Panther from the sile or
rear, el adjacent, and stop. The Panther has no
options becanse it eanne shool out of the hex,
cxcept to poassihly o oin omotion i the
Stuart/Sherman entered its LOS during this
turn, Even so, the Panthes’s chance of survival
is much lower than otherwise.

Conclusion

As vou can see, the imvalnerable German
AFYs are not so unbeatable after all (espe-
cially the Jagdpanther in the woods ), as long as
you luke advantage of all of vour assets, Con-
versely, even when stuck in the woads, mon-
turreted AFY s with o healthy frontal AF are
nob without options, The tsetical situations
ahove are sirictly isoluted ones, Supporting
infaniry for either sides or "wingmen™ lor the
German ARY, or any of & omuolitods of pddi-
tiomal possibilities, all add complesity and an
almest-infinite number of sivations and owl-
civmes 1o the game. Hopefully, this articie, in
conjunction with “Zen,” will provide a basis
far making decisions in many different situa-
lins

adjacent o you, consider i

enemy In

Have you ever heen Gaced with an AFY whose main threat o one of your units was that 1
wartld enter vour umit's Location and prevenr them froo Fieong oul, thus allewing en
Infantey 1o run up unmalested prios W jumping intoe CC and killing of 7 vour anit? Say. for
insrance. when you have o lome HS with o HMG in pood TEM facine s well-armored tank
withoul much FP imavbe a French H-25) and two 423 7a with a %-2 leader? The tank won |
hurt you much but the Infantry is sure Lo eliminete you i OO
wr yonr Small Arms at o
wrsurming i s nat foolishly CEL but vou can leave Reaidual BF thar mizh persosde he
iniry fram entering the adjacent hex. thus delaving CC. For that matter, mavbe
st should vse Spraying Fire (A7 34 & A9 350w leave Residund BP in twe odjacent heves
uw the: Tefantry can't dunce around the one hex,

"\

my

When the ARY becemes
You wont do anything w the AFY
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oribi PLAYING

You'd think thar after
over 15 vears and
untold scenarios,

that it would be time
for a change, time to
move on and send
the old clunker (o
the scrap heap,

Nothing could be

further from the truth.

The Advanced Squad Leader
rulebook has withstood the
test of time better than any set
of wargaming rules ever pub-
lished. The rich history of ASL
reinforces the fact that this
gem was done right the first
time. Thousands of players
have contributed to an ever-
growing compilation of Ques-
fions and Answers [(Q&A) and
Errata in an unending struggle
for perfection. When MMP
began its work on ASL under
Avalon Hill, and then took the
reigns completely under Has-
bro, we made great efforis to
maintain a consistent source of
official Q&A and Errata, Since
that time, the Errata and Q&A
have been routinely updated
and fresh, new products have
been published to feed the
appetites of ASL Fanatics every-
where. But, after nearly two
decades, the call of ASL players
lor an updated ASLRE is unmis-
iakable. Next spring, MMP will
heed that call. In order to rein-
vigorate the hobby with new
blood and maintain customer
service to the existing ASL play-
ers, MMP will publish the 2nd
Edition ASL Rulebook. The 2nd
Edition ASL rulebook will incor-
porate the fifteen yvears of errata
compiled as well as some other
much-needed additions. These
additions include: a completely
revised and expanded index, a
complete National Capabilities
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Chart, the OBA fTow-
chart originally con-
tained in Action Pack
#1 {now out of print),
the Overrun flow-
chart which can be
found in Action Pack
#2, Chapters E and K
fincluding additions
to the original), and new sec-
tions—Ilocated at the end of
each rufes chapter—containing
all olfficial Q&A. These final sec-
tions will be periodically
updated through future publica-
tions such as the ASL fournal.
Rules sections addressed by
O&A will be annotated for
handy reference. A number of
new examples of play will also
be added with an eye toward
easing new ASL plavers into the
mast detailed squad level, indi-
vidual-vehicle combat system
ever created, Time has shown
that some rules sections are
particularly problematic. These
few sections, with the help
salicited from hundreds of
experienced ASL plavers, will
be updated and corrected. MMP
remains, above all else, a group
of guys that play ASL, and we
desire as much as the rest of the
ASL public ta keep the game
consistent. The ASLRB 2Zed will
not change the game. Our own
Perry Cocke, the successor o
Bob McNamara in the ASL rules
department, has shepherded
the transition of Q&A and
Errata into the 2nd edition. The
“Perry Sez” has become a staple
in ASL circles and “Perry Sez”
that very few rules sections will
change significantly, He has
always made it clear that none
of these changes will alter ASL,
and thar's nothing but good
news! Stay tuned fo www,
advancedsquadleader.cam far
the fatest news on this and
many other MMP products!
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Try Diplomacy first...

You can always use more persuasive measures later. _____ _

the

R new

- Avalon
. Hill.

1 1889 Avalon Hill Games, Inc., a Hasbro affiliate.
1890 Hasbro,

DIPLOMACY . is the classic
game where you are
constantly questioning your
opponents moves.

You'll start as one of the pre-
World War superpowers.
England, France, Germany,
Italy, Russia, Turkey, and
Austria-Hungary. These
political boundaries will
become your prey as you
negotiate your way to the
top. Beg, threaten, plead and
argue your way past nations
where friends become pawns
and enemies become allies,
You'll have to be cunning,
Smooth. And deceitful. This
is a game that can't be left
to chance.

Diplomacy is available at
game and hobby stores
nationwide.
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