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PREP FIRE
So 2004 ends with another late issue, which has been the state

of play all too often this year :-(

Although the next issue should be out in January, right now
I’m faced with filling 7 or 8 pages, so unless someone comes up
with some material soon you’ll be getting blank pages in future
issues soon :-(

Double 1. My last, best hope for victory.

Pete Phillipps

EMOTICONS
With the growth of the InterNet, emoticons have originated to allow

people to show expressions in text. I find these very useful for the printed
word in general, so you'll see plenty of them in View From the Trenches.

An emoticon is created with keyboard characters and read with the head
tilted to the left. Some typical emoticons are:

:-) humour or smiley
;-) winking
:-> devious smile
<g> grin
:-( sad
:-o shocked or surprised
#-( hung-over

COPYRIGHT AND TRADEMARK NOTICE
Most products are trademarks of the companies publishing them. Use of a product name without mention of the trademark status should not be construed as a
challenge to such status.
Copyright for all material printed within VFTT remains with its author, who can be contacted via VFTT if you would like to reprint his/her material.

VIEW FROM THE TRENCHES is the bi-monthly British ASL
journal.  All comments are welcome. Even better, contribute. Write
an article. Design a scenario. Share your ASL experiences with oth-
ers. VFTT allows you to communicate with other ASLers. Don't be a
silent voice.

Issue 59 should be out at the beginning of January 2005.

VFTT costs £2.00 per issue (overseas £3.00),  with a year's sub-
scription costing £10.00 (overseas £15.00). Payment should be in
pounds sterling, with cheques made out to PETE PHILLIPPS. Read-
ers are reminded to check their address label to see when their sub-
scription ends.

Back issue are now out of print but can be downloaded for free
from:
http://www.vftt.co.uk/vfttpdf.htm

VIEW FROM THE TRENCHES
24 Huggett Close
Leicester
LE4 7PY

Telephone:
(0116) 210 1798

E-mail:
pete@vftt.co.uk

World Wide Web Home Page:
http://www.vftt.co.uk

COVER: The fearsome Greman King Tiger.

THE ASL MAILING LIST
The ASL Mailing List is devoted to discussion of Advanced Squad Leader, and is
run by Paul Ferraro via a listserv program at the University of Pittsburgh. To sub-
scribe go to:
http://lists.aslml.net/listinfo.cgi/aslml-aslml.net.
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THIRD PARTY PRODUCERS
UK AVAILABILITY

As well as editing VFTT I also help to
distribute those third party products not
generally available in the shops over here.

The prices are as follows, and are
effective until the next issue of VFTT:

Wacht Am Rhein £14.00
Canadians In Italy 1 £9.00
Canada At War 2 £6.00

Add 50p per item for postage and send
your payment made out to PETE PHILLIPPS
to 24 Huggett Close, Leicester, England, LE4
7PY.

For the latest on stock availability
telephone me (as usual evenings when Man
United are not playing are your best bet!), or
email me at pete@vftt.co.uk.

UK RETAILER STOCKISTS
OF THIRD PARTY PRODUCTS

To purchase other third party products
such as Critical Hit, Schwerpunkt or Heat of
Battle contact any of the following shops.

LEISURE GAMES, 100 Ballards Lane,
Finchley, London, N3 2DN. Telephone (020)
8346 2327 or e-mail them at
shop@leisuregames.com.

SECOND CHANCE GAMES, 182 Borough
Road, Seacombe, The Wirral, L44 6NJ.
Telephone (0151) 638 3535 or e-mail them at
sales@secondchancegames.com.

PLAN 9, 9 Rosemount Viaduct, Aberdeen,
AB25 1NE. Telephone (01224) 624 467 or e-
mail them at PLAN9@IFB.CO.UK.

If you know of other shops stocking third
party ASL products let me know so I can
include them here in future issues.

����������������������������������������

MMP TAKE SECOND SHOT
AT NEWBIES

MMP are to release a second starter
kit, this time featuring ordnance and light
anti-tank weapons. ASL Starter Kit #2 will
contain a refined version of the ASL Starter
Kit #1 rulebook, with new rules added and
old rules clearly marked so that no rereading
is required. ASL Starter Kit #2 will be a
complete game; there will be no need to own
ASL Starter Kit #1. Inside will be a
countersheet of 1/2" counters and a half 2
countersheet of 5/8" counters, two new
geomorphic mapboards, two player-aid
reference cards and eight new scenarios
featuring American, British, German, and
Italian units. The expected retail price is
$28.00

SECOND MELEE
The SoCal ASL Group have released

Melee Pack II. As before there are six
scenarios and cheat sheets, featuring actions
ranging from the Crimea to Stalingrad via
the jungles of Ecuador. Priced $11.00
($14.00 overseas) it is available from
Matthew Cicero, 1810 Chantry Drive,
Arcadia, CA 91006, USA or their web site
at www.socalasl.com.

HOB RECON AGAIN
Heat of Battle have released Recon By

Fire 2. Priced $36.00 ($42.00 overseas) it
contains DASL map ‘Bf2’, an APC Player
Aid, 10 scenarios, and features articles on
breaching operations and mechanised
warfare. It can be ordered from Steve
Dethlefsen, 525 Golf Lane, Lake Forest IL.,
USA or from their web site at
www.heatofbattle.com.

BUNKER 19 SHIPS
Dispatches From The Bunker 19 is out

now. Inside are three scenarios, an article on
the OVHS Riley’s Road CG ‘Milk Factory’,
the usual Tactical Tips, a review of
Nor’Easter 2004, and a preview of the
upcoming NY State ASL Championship
taking place in December. Four issue
subscriptions are available for $13.00
($15.00 outside the USA). Issue one is
available free with a subscription or an SAE,
while other back issues are $3.50 ($4.00
outside the USA). Payments should be
payable to Vic Provost and sent to
Dispatches from the Bunker, P.O. Box 1025,
Hinsdale MA 01235. You can email them at
aslbunker@aol.com.

Ω

The new maps for ASL Starter Kit 2
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Steve Linton

Fresh from touring the battlefields of
the Ardenne, Verdun, Normandy and the
Somme, the Aussie contingent of myself and
Scott Byrne arrived at the Kiwi Hotel in
Bournemouth amidst rain and wind and gen-
erally inclement weather intent on adding
to our collection of trophies from ASLOK.
With us was ‘Aaron’, the USA v the World
Trophy on tour to promote ASLOK and in-
tent on getting his photo taken with anything
even remotely able to be associated with
ASL.

Pete Phillips greets us at the door, and
its not long before the die are out and the
gaming begins. I’m determined not to get
left behind in the number of games played
this time, even if several of the ‘name’ play-
ers are noticeable by their absence.

Game 1: SP 120 - Kettlehut to
the Rescue v Nigel Baines.

This features elite Americans defend-
ing Board 9 – including a stone building at
level 3 – from a mixed force of Germans
including Oba and some armour. I’m attack-
ing as the Germans.

There are a few questions about the
SSRs in this - and the VCs, which are a bit
unclear as to the actual number of VC hexes.
But we sort of sorted it out and got
underway.

Nigel’s defence, fairly up front,
caused me some trouble early, but I was able
to make decent headway towards the hill.
Once his defenders broke they didn’t have
rout paths, and I was quickly decimating his
forward units. I broke then X’d the MA on
my Marder, but this was considerably off-
set when my sniper took out his 9-1, leav-
ing his central forces leaderless. My OBA
arrived on time and caused serious damage
to his defenders in the building, and some
judicious shots were able to keep the centre
DM while I literally swarmed all over the
building.

Nigel’s reinforcements tried to cover
everything, and his key 9-2 stack was driven
back when he gave me a -2 shot at them as
they tried to re-establish the centre. This kept
them away from the other VC area as well,
seriously weakening his last ditch defence.
Nigel did however quickly move up to get
rid of my OBA, but by that stage I was

putting serious pressure on his remaining
infantry from 2 sides.

I was able to get the bulk of my in-
fantry up on the hill, and when he lost both
his tank destroyers trying to get up to rein-
force the victory area, the game was over.
1-0.

Friday sees some mini tournaments,
and both Simon Strevens and myself sign
up for Rumble in the Jungle. No doubt
Simon’s presence on the list scares people
off, and it will only be a two round tourna-
ment.

Game 2: Mini Round 1 ASLUG12
- One Log Bridge v Wayne Kelly.

The USMC are looking to take a
bridge from the Japanese. Its dense Jungle,
and there’s not much room to manouver. I’m
defending as the Japanese.

It’s Wayne’s very first game of PTO,
so we start of with a quick run through the
rules – with a certain emphasis on how dan-
gerous the Japanese are in the jungle.

Wayne’s initial attack is fairly tenta-
tive, though he didn’t make too many mis-
takes, and the bulk of my HIP guys were
largely ineffectual when they came into play.
Against a defence that was entirely on the
defensive side of the stream, he was able to
get into position relatively quickly (though
probably a turn later than he could have),
but seemed unwilling to expose his troops
to too much fire.

My last HIP unit popped up and took
out his 9-2 which had been left alone in the
rear, but some poor tactical choices on my
part left my left flank open, and Wayne took
full advantage, shifting a serious flanking
threat across through the stream. The inevi-
table then began to occur in the firefight,
with my 9-1 dieing on an NMC and my
forces starting to look a bit thin. While I
eliminated the flanking HS on my right, I
paid a high price to delay the central thrust,
with one squad caught on the wrong side of
the river and blown away, then a key mortar
unit went berserk. While the subsequent
charge slowed him down a bit, I lost some
irreplaceable infantry doing it.

Sensing an opening, Wayne sent a
squad across the bridge, down -2 firelanes
and a couple of 8-2 shots. nothing touched

them, and in an instant he was in the middle
of my defence, a position he quickly ex-
ploited to take solid control of the VC area.

In his last advance phase, however,
he left the bridge unoccupied, and while my
attack was focussed on clearing the units
who had crossed the bridge (indeed I was
looking to advance 2 Hs into CC and try to
withdraw one onto the bridge), a quick last-
minute check of the rules revealed an inter-
esting loophole in the control rules and I sim-
ply advanced under the bridge to control the
empty hex and win. I felt compelled to apolo-
gise before I made the move. 2-0

Just like to say thanks to Steve for a
very enjoyable game (my first PTO)
and to say no apology required, it
was a great learning experience,
though of course a pmc was needed
at the time. Congratulations on the
tourney win as well Steve.  Of course
this has now forced me to spend even
more cash on this ‘hobby’ with the
purchase of COB.

Wayne Kelly

Game 3: Mini final A60 -
Totsugeki v Paul Legg.

A classic, with the Chinese trying to
hold the Japanese at bay and defend three
guns. I’m defending as the Chinese.

I set up forward as the Chinese, look-
ing to put some serious firepower down on
his advancing units and force him to fight
to get through the terrain that channels the
initial attack. He came at me cautiously -
just as well: the only unit that was aggres-
sive cost me two squads! Even that success
didn’t embolden him, and I was able to keep
his threatening flanking force at bay with a
dummy stack. I pulled back in good order
on both flanks, but I wasn’t inflicting the
desired casualties on the Japanese. It wasn’t
until turn 4 that he started to threaten a gun,
and he got a good break when his sniper took
out a gun crew and opened up my flank. He
didn’t take advantage, and I was able to re-
cover - only to break one of the two remain-
ing guns on a point blank shot.

At this point, I adopted the wagon-
train mentality, falling back to form a hu-
man shield around my last gun. It worked,
with Paul’s cautious approach giving me the
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FIRE TEAM PLACINGS
ELITE DIVISION
POS TEAM PLAYER PTS OPPO
1st 1 18 19150

Simon Croome
Steve Linton
Adrian Maddocks

2nd 3 18 18345
Ruarigh Dale
Ray Jennings
Simon Strevens

3rd 5 18 18320
Keith Bristow
Kevin Croskery
Bob Eburne

4th 7 15 14890
Stephen Burleigh
Patrick Dale
Michael Davies

5th 6 12 12180
Billy Carslaw
Wayne Kelly
Dominic McGrath

6th 8 12 11980
Derek Cox
David Schofield
Mark Warren

7th 2 9 8915
Ian Daglish
Russell Gough
Ben Jones
Andy McMaster

8th 4 6 5945
Scott Byrne
Phil Draper
Hamish Hughson

FIRST DIVISION
POS TEAM PLAYER PTS OPPO
1st A 27 24265

Wayne Baumber
Justin Key
Neil Stevens

2nd F 15 13540
Paul Case
Brian Hooper
Paul Kettlewell

3rd C 12 10560
Jackie Eves
Tim Macaire
Pete Phillipps

4th B 9 7865
Chris Ager
Malcolm Hatfield
Paul Legg

5th D 9 7775
Nigel Blair
Chris Netherton
Graham Smith

6th E 9 7705
Nick Carter
Oliver Gray
Ian Pollard

The OPPO value is the total value of the Cru-
sader ladder points of the opponents beaten by
that fire team
Ben Jones played two games for team 2 and Ian
Daglish played the other one.

opportunity to get into position. Had he been
a bit more aggressive at this point, it could
have been touch and go.

On my last turn I took out some in-
surance as my HIP guys jumped out and re-
took one of the guns Paul had neglected to
destroy, leaving him with too much to do in
one turn. 3-0.

A close game, and a victory in the
mini-tournament. I was actually more
pleased to see my colleague, Scott Byrne,
take down Neil Stephens the next day to win
the other mini-tournament. I think Scott is
going to surprise a few of our local oppo-
nents when he gets home – his game is much
improved.

So ended Friday, and the fact that I’m
sitting atop the leader board seems to be met
with increasing surprise and concern at the
non-attendance of Toby “he wins every-
thing” Pilling. It would later transpire that
Toby was skulking in order to protect his
3995 rating. J

Game 4: Fireteam Round 1 RP1
– Morning at Mouen v Andy
McMaster.

The British are defending the town on
board 12 – specifically 12P3 – against the
SS. I’m attacking as the Germans.

Andy’s defence was set back, with a
single overwatch unit to try to discourage
my infantry from being too aggressive. I
poured some serious firepower at them,
breaking them in Prep Fire, allowing my
infantry to rush to the outskirts of the vil-
lage. In the process I found a HIP HS. It
survived a 2MC, then held on in CC for a
turn, but I was putting pressure on the vil-
lage almost immediately.

In an effort to cover against flanking
manouvers, he only had a couple of squads
in the VC building, a decision which left him
open to serious risk if my firepower could
be brought to bear. Early efforts were fairly
fruitless - including breaking the MA on one
of the MkIVs, but eventually the HMG
squad went down, and though he recovered
it quickly - only to break it on a 20+6 shot-
it gave me the opening I needed to get across
the road and hit the units in the building at
point blank. Had he been in the building in
force it could have been a different story,
but with only 1 squad not shrouded in
smoke, and strong supporting units cutting
off the building from reinforcement, it
wasn’t looking good.

He tried to crowd me, but I immobi-
lized the Stuart in street fighting and killed
all but a single leader who tried to reinforce
the building. Outnumbered 6 to 1 and with
my half-squads running around collecting

prisoners, he conceded. 4-0.
The Fireteam goes 2 and 1, a good

start.

Game 5: Fireteam Round 2
SP115 – The 5 Pound Prize v
David Schofield.

The British are defending on Board
22, but have a wide area to cover split by a
stream – and they don’t know where the
Germans are coming from. The Germans
need to take 8 buildings within 3 hexes of
the stream. I’m attacking as the Germans.

We were both thinking about duck-
ing each other, until we realised we were
both 4-0. We figured you had to win a title,
not accumulate it, so we decided to go head
to head. We did step away from the official
list, choosing something neither of us had
played from the latest Schwerpunkt pack.

Interesting scenario. The defenders
outnumber the attackers but must defend a

broad area, with the attackers having a seri-
ous advantage in their ability to concentrate.
David’s defence looked to be favouring one
side, so I had high hopes as I pulled out the
‘von Linton’ counter and set about blitzing
the left side of the river.

Then I ran into his HS. It stopped most
of my attack in its tracks, effectively killing
a squad and keeping me from making much
progress up the centre. My flanking force
had much more success, coming up on the
left and getting into good position to inter-
dict everything on ‘my’ side of the river. Just
as well, because the centre then found the
ATGs, which took out one of the tanks and
started to harass the infantry with ineffec-
tive but nerve-wracking ROF.

I was collecting buildings, but his cen-
tre was still holding despite all of the
firepower I could throw at it. I cracked his
remaining units on the left bank, but he
pulled enough of his remaining infantry
across to cover the key rear building.
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Aaron, the ASL Oktoberfest US vs World
Cup - one day the Americans might win it!

When his reinforcements arrived,
David made a critical mistake, his hand
forced in many respects by the need to cover
what was still a wide front. He split up his
tanks, and gave me an opportunity to gain a
significant advantage. I took the chance, and
threw my 2 reinforcing MkIVs at an isolated
Sherman. It worked, courtesy of a BFF CH,
and I had a solid bridgehead on the right.
Forced to cover this new threat, David
sought to shift first his carrier - which bogged
- then his Firefly to engage the MkIVs. My
armour leader earned his title with a hit on
the moving Firefly as it ducked down the
road, and the British were under serious pres-
sure.

Forced to be aggressive to even try to
hold the key building - now guarded by two
MkIVs, David risked a lot of -2 and -3 shots,
and paid the price. The camel’s back was
broken when my sniper took out the sole
leader on the left bank, and saw both MMCs
with it promptly fail their LLMCs. 5-0.

Again our Fireteam goes 2-1, but is
now in a tie for second as the leading team
is 5-1 overall.

Go to bed early, I think to myself. Get
a decent night’s sleep. After all, I’ve not only
got a key game in the morning, but a 20 hour
overnight flight after that. Sensible person
would get some sleep.

Yeah. Right. The lure of the hero
game proves too great, and I spend the next
4 or 5 hours running around a selection of
jungle boards with several others trying to
get to the temple and the gold. Large
amounts of alcohol, some bizarre random
events (did you know that you can still move
in the advance phase if you are, ummm, oth-
erwise engaged with Jane in the jungle?) I
survive airplane crashes, close combat, a
crazy American with a flamethrower and a
Temple of Doom style boulder (twice!) but
just fail to take the prize.

Great fun though, and kudos to Keith
Bristow, the Gm – even if he did hit me twice
with a boulder!

I drag myself off to bed at about 3am,
greatful that it’s the change to daylight sav-
ing, so at least I’ll get some sleep.

I wake up in the morning to find that,
far from the relaxing morning I’m expect-
ing, the draw has a surprise or two in mind.
Our fireteam is playing the leading side, and
that includes Keith Bristow, who is also 5-
0. Tricky. I have a better “strength of oppo-
sition” so I could duck him, but again I fig-
ure its supposed to be won (and I have this
pang of conscious about how I’d feel in his

position) so Keith and I, as the top 2 unde-
feated records sit down to play a game that
will be for both the individual and fireteam
prizes.

No pressure lads. None whatsoever.

Game 6: Fireteam Round 3
CH26 - Close Order Driel v Keith
Bristow.

The Poles are defending the board 42
village against the SS, who have a collec-
tion of halftracks and a PzKW MkII. The
Poles get some AT mines, a Daimler AC and
a 10-3 on a bicycle. I’m attacking as the
Germans.

Advising Keith that this is where he
pays for the double boulder bit in the hero
game the night before, I yet again reach for
the ‘von Linton’ 9-1 and set about my quest
for glory.

Keith’s setup should have given me
some indication as to his intent, but I still
managed to find his AT mines on turn 1 with
my MK II - and blew up on a 1 factor mine-
field first go. As it burned in the foreground,
the wind kicked up, blowing smoke across
the LOS from the level one building where
the HMG had gone to interdict the Polish
movement.

The rest of my vehicles, not surpris-
ingly, were somewhat more circumspect,
and dug a grove along a particularly twisted,
but mine-free, path to the front.

I made good time through the forest,
and once past the mines threw my SPWs
forward aggressively, seeking to drive the
Poles back from the edge of the forest and
the hedge line and get some LOS to the en-
try area for the 10-3. I wasn’t threatening
the buildings as early as I’d have liked, but
he was losing troops, which would prove
more significant in the long run.

His MGs were keeping me a bit cau-
tious with my halftracks, though not cau-
tious enough as I lost one to an lmg, but the
game turned when a 6 + 2 shot yielded an
NMC that took out his 9-2 and MMG squad.
I swarmed around the now unprotected
flank, killed off the 9-2, and got the LOS
down the road.

Keith tried to adjust, and sought to use
the AC to keep my halftracks at bay, but I
smoked the centre of his defence and sim-
ply overran the rest of his line. I lost a squad
in the process, but his rapidly diminishing
infantry were either isolated or staring at
major firepower. When a squad took out the
AC with a panzerfaust in the advance phase,
it was all over.

Then it hit me: I’d won. 6-0 and I felt
safe enough to go and have a look at the

trophy.

There was still the Fireteam title to
be decided, however, and at this point we
were 1-1, with Simon Croone’s match to
decide the title. Both Keith and I were soon
hovering over the game, though fortunately
neither player quite realised why as the game
reached its climax, with Simon’s Germans
forming a solid wall to deny the Poles any
chance of retaking the buildings they needed
to win. Simon and I exchange high-fives as
we are certain of victory.

Possibly a bit too sure, as it turned out.
There would be 4 teams on 6-3 records, and
though Pete’s calculations proved our hopes
of victory correct, it would be by the slim-
mest of margins – some 18 points out of over
18,000. You could probably get away with
calling that close.

So the perfect end to a great trip,
which is just as well given its probably my
last for a while. I could pretend that I was
disappointed that I’d missed out on the op-
portunity to take on Toby, but I’d be lying.
Anyway, he hasn’t managed to beat me since
we first played three and a half years ago, so
I would have been confident of keeping him
at bay anyhow. (OK, so we’ve only played
once and I probably had the favoured side.
So what, I’m still 1-0 v Mr Pilling.:-))

A big thank you to the organisers for
a great tournament, especially Pete Phillips,
who had to pass a personal 4MC when he
found they’d taken out the bar and replaced
it with extra rooms.

Ω
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Paul Case

This game started a bit late, due to your hero
having a late night. On turn 1, Paul forgot
to set his reinforcements, so they advanced
on. While not being rules correct, they must
still be set-up in the Rally Phase, I decided
to let him do that, as it was still Turn 1. The
first snakes in the game goes to me, in a CC.
I got to be first in something to do with this
game. Turn 2, and Paul has some bad luck,
first, by losing his way in the trees (straying).
Then he rolls one of my favourite rolls,
Boxcars. See last article by me. Turn 3, and
Paul continues his bad luck by rolling two
more 12s, one on his Self-Rally, so losing a
squad, and the other in an attack by my 9-1/
MMG combo. Not looking too good for
Paul, but being a good Gun-Pit supporter,
he soldiers on. Turn 4, and lo-and-behold,
my Sniper wakes up, breaking a 558 with
one bullet.

Turn 5, and just to prove that one is
better than ten, a Marine Ldr finds a Jap
LMG, which two ½ squads could not. Do
Marine Ldrs have special glasses? Also
during this turn, my HIP 9-0/447 ambush
his 9-1/2x 458/MMG bunch, and all they
do is start a decent fist-fight. Turn 6, and
Paul rolls another Boxcars on a 558’s Self-
Rally, bye-bye. I manage to get a 447 to
change into a 4410 berserker. Turn 7, and
goes into CC with my last able unit, and he
promptly kills me, winning the game.
Anything, but killing me, and I would of
won. That was a fun scenario, which I have
played before. The rest of Friday was spent
drinking beer.

Saturday AM
After breakfast, I play Oliver Gray at

‘PB5 Taylor Made Defense’, with me as the
Furher’s Elite. This was a short game due to
yours the fantastic not properly remembering
the VC. It started fairly well for the
Reeperbahn boys, with me getting two
Critical Hits on some of his troops in
buildings, 24-3 is pretty great when you roll
a 5 and a 6 for effect. Oliver’s total loses
here were:- 1x BH 9-1, 1x 248, 2x 648 (one
a WW), 1x LMG and 1x PIAT. My Marder
then goes and loses his remaining HE (the
crew chief is in trouble, I told him to load
up with HE!). As I said, this was a short
game, I lost it on Turn 3 when that stupid
Marder got itself blown-up. At least he won’t
have to face me! A PzIV had been killed on

Turn 1, by one of his PIATs. My end game
notes for this game reads ‘Lost on T3. More
worried about Build Con, so forgot Veh
elim. He killed a PzIV on T1 and Marder on
T3. So I lose. Read VC’. The moral is:-
Don’t forget the VC. Nuff said!

Saturday PM
The next game is against Graham

Smith, in ‘OA7 Celles Melee’ with me as
our cousins  from across the pond. Turn 2,
and he kills one of my lovely M36s, the crew
survive, but he then kills them with his tanks
machine-guns. The swine! Still, I get a laugh
when he conceals a 10-2 and 548, he rolls a
double one, and wastes a snakes. The first
boxcars goes to me, when I fire a Baz at one

Before I start, I would like to pass on
my deepest sympathies to the families and
friends of the British soldiers (in the Black
Watch Battle-Group) killed in Iraq, and wish
all our troops a safe return home. Our troops
are the best in the world, and I believe they
do a wonderful job, so they get this writer’s
support. I hope they get yours!

Right, now for the purpose of this
piece of garbage. With this being the 10th

INTENSIVE FIRE, and the 60th anniversary
of the D-Day landings, the (dis)organisers
decided to give us some 1944 scenarios. Will
they be doing 1945 scenarios for next years
IF, as it is the 60th anniversary of the end of
that terrible conflict? I hope they do. One
round in the PTO, one on the Russian Front,
and one on the Western Front. That would
be good, as I do not expect AOO to be out
by then (but you never know!).

I arrived on the Wednesday, because
I stayed at my brother’s on the Tuesday, and
decided to drive down from Bristol instead
of going home, and coming to Bournemouth
on the Thursday. At breakfast on the
Thursday, I met Ian Pollard, who came down
on the Tuesday, which means he must be a
sadder git than me, and I thought that was
impossible. The Hippy arrived later, about
1100hrs, and after he had set up, we checked
out the bar. Other people turned up later, but
only 4 games were played. Now, either we
did not want to burn ourselves out for the
main event, or we are becoming sociable
animals. My guess is the latter, as I don’t
care about ‘burn-out’, I don’t win anything
anyway!!

Overseas visitors were a Yank and two
kangaroos. One of the Roos was Steve
Linton, and being as Toby never turned up,
we never got to see the match (also, the
overall champ was a non-Brit).

Friday
Today we have the Mini-Tourneys.

Goliaths, featuring those tiny ADCs
(Armoured Demolition Charges), which I
did not enter, and Rumble In The Jungle
(PTO) which I did.

First scenario was an ASLUG one
called ’One Logged Bridge’, which I played
Paul Legg. Being as I was the Nips, I set up
what I thought was a pretty good defence.

PLAYER RESULTS
Here are the individual win/loss records.

PLAYER P W L D
Chris Ager 6 2 4 0
Nigel Ashcroft 3 1 2 0
Wayne Baumber 3 3 0 0
Nigel Blair 9 4 5 0
Keith Bristow 6 5 1 0
Tim Bunce 1 0 1 0
Stephen Burleigh 6 2 4 0
Scott Byrne 6 4 2 0
Billy Carslaw 6 1 5 0
Nick Carter 3 1 2 0
Paul Case 4 1 3 0
Brendan Clark 1 1 0 0
Derek Cox 6 2 4 0
Simon Croome 4 3 1 0
Kevin Croskery 3 2 1 0
Ian Daglish 2 0 2 0
Patrick Dale 8 4 4 0
Ruarigh Dale 13 4 9 0
Michael Davies 5 4 1 0
Phil Draper 5 2 3 0
Bob Eburne 5 3 2 0
Jackie Eves 3 2 1 0
Russell Gough 4 3 1 0
Oliver Gray 4 2 2 0
Malcolm Hatfield 3 1 2 0
Brian Hooper 4 2 2 0
Hamish Hughson 4 0 4 0
Ray Jennings 4 1 3 0
Ben Jones 5 3 2 0
Wayne Kelly 6 2 4 0
Paul Kettlewell 4 4 0 0
Justin Key 4 3 1 0
Paul Legg 6 3 3 0
Steve Linton 6 6 0 0
Tim Macaire 4 1 3 0
Adrian Maddocks 7 2 5 0
Dominic McGrath 5 5 0 0
Andy McMaster 6 1 5 0
Chris Netherton 3 1 2 0
Pete Phillipps 5 2 3 0
Ian Pollard 6 3 3 0
David Schofield 7 6 1 0
Graham Smith 4 1 3 0
Neil Stevens 6 5 1 0
Simon Strevens 5 4 1 0
Mark Warren 4 0 4 0
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of his ½-tracks at 2-hex range. Why me!
Still, at least my Sniper is awake, he Recalls
a CE PzIV. One less able to exit through the
exit hexes.

I shoot at a 548, and get a 1MC, he
rolls a snakes and gets a bloody Hero. I hate
those idiots. On the last turn, I have some
fun at last. My last M36 gets revenge for his
mates killed earlier, and Critical Hit a
Panther in the side. That, ladies, means 42-
6, anything ≤ 35 kills it (except a 12, of
course), with ≤ 17 to burn the Nazis Swine
(again, barring a 12). What do I roll? A 10,
Burn, Baby, Burn. Even with this little
triumph, I still manage a lose, when I only
wound his Ldr, and the sod advances off for
the last point needed for a win.

That is another game played well
enough to lose gracefully, I must stop doing
this. It was in this round that the hippy (your
editor) made a dumb mistake while playing
Neil Stevens at G6 ‘Rockets Red Glare’. he
left a Victory Building unmanned, and Neil
promptly punished him. Self Rallying a
squad, Neil then took that building, and won
the game. Lesson to be learnt is as follows:-
keep the Victory Buildings occupied, and
the door locked, so that uninvited persons
can not get in!

Saturday Evening
A few of us idiots stay and play

‘George of the Jungle’, run by Keith
Bristow. This follows all the previous events
on Saturday Evenings, that is, no way serious
at all. With my Jap Hero counter, I managed
to get blown up on some mines, but I was
reincarnated as Jap Hero Mk2. This guy had
better luck than his predecessor, he actually
got laid. He found Jane alone in the jungle,
and give her some comforting. Then left her,
just like Steve Linton did. Meanwhile, Nigel
Blair had found a bulldozer (left over from
his tour in Iraq last year) and had dug a tunnel
under the stream. Justin Key and me had a
pact, we would not shoot each other, but
Steve Linton, who had shot at Justin, was
target practice. Justin eventually won the £8
prize money (we each put in £1 at the start),
and I think Chris Netherston won the bottle
of Ghurkha Beer (donated by the Nepalese
restaurant across the road from the hotel - Pete).

Sunday
Last game of the tourney, and guess

what? The Hippy and me play. The chosen
scenario is ‘CH26 Close Order Driel’, with
me as the Poles. In this scenario, I think that
the hippy is either blind, or can not count,
as he plays with just 6x658s instead of the
8x 658s it says on the card (or did Neil

entering his house uninvited, knock him!).
On with the game, and I have a super
338,who breaks  658 and breaks and wounds
a 9-1. Not bad, but while they gloat, another
658 challenges them to a fist fight. Numbers
win, RIP 338. One of Pete’s ½-tracks gets
Recalled. His Mtr ½-track gets 6 ROF shots,
and only Breaks my 9-2, and pins a 648.

A ½-track drives onto my mines, and
is immobilised, later destroyed by a PIAT.
Another 338 dies in CC, he was ambushed
by those SS scum. My reinforcements
eventually arrive on Turn 4, and the A/C
goes up in a blaze of glory, after breaking a
658 in a building. One of my 648s shoots at
a 658 for a 12+1, rolls a 3 = 3MC. Pete rolls
a snakes and gets a Hero. Did I mention I
hate those bloody things? On Turn 6, Pete
concedes, because he does not have enough
time to get the last few buildings to win.
Pete’s error in counting was noticed by me
on Turn 4 or 5, and by then it was well passed
A.2. I do not mind it in the APh of the turn
to enter, or the MPh of the next turn, but 3
or 4 turns later, that’s too much, sorry Pete.

That win leaves me 1-3 overall, with
2 games being just lost. Brian Martuzas once
said that I play this game just well enough
to lose gracefully, I disagree with him. I play
all games that way, not just ASL. Andy
Ashton’s travelling circus was in town, and
I promptly spent too much money again,
nothing changes.

In closing this piece, I shall continue
to repeat myself, and say that you should
get to a tourney every chance you can.

Ω

ABOVE: Steve Linton, the 10th INTENSIVE
FIRE Champion.
BELOW: Neil Stevens (left) presents Ruarigh
Dale with a copy of Streets of Stalingrad for
playing 13  games of ASL over the weeekknd!

The Elite Division winners - (l-r) Steve Linton, Adrian Maddocks and Simon Croome.
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Following its success in 2004 HEROES continues in 2005 to fill the gap for UK ASL action in the first half of the
year. As normal the action starts on Thursday and continues through to Sunday so you can play in an ASL
tournament and/or play friendly games (or even try your hand at a campaign game if you can find an opponent).
The focus of the weekend will be the main tournament,in which players of like record are paired off to allow us to
determine the winners - depending on numbers attending there will be four or five rounds. The first round will start
on Friday afternoon and each round sees players choose from three carefully selected scenarios. Main tourna-
ment entrants are to be familiar with the rules through to the first half of Chapter G.

(�����
�)

Don’t worry if you are a new player (someone who hase only ever played five or fewer games against a live
opponent), as a special tournament based on the ASL Starter Kit will be  available on Friday. You can learn the
game with an experienced player nearby to offer advice on rules. There will never be a better time to try your hand
at ASL!

Remember, you can also drop in just for part of a day if you can't make it for the full weekend.

��������

The Hotel Skye is familar to those who have attended in the past and offers plenty of gaming room for the whole
weekend, Meals and good beer are also available in the hotel, and numerous alternative food outlets are close by.
The hotel is easily accessible from the M55 and the train station is a 5 minute walk away.
Bed and breakfast is just £22.00 per person for a shared room or £28.00 for a single room.

��������

The weekend, whether you enter a tournament or just play games with the people you will meet, is fantastic value
at only £7.00!

EMAN

SSERDDA

)enohcaekcit(ROFDERIUQERMOORSTHGIN

SRUHT IRF TAS NUS

MOORELGNIS MOORELBUOD

HTIWGNIRAHSNOSREPFOEMAN

����������	�(��*+,�-���
Please enclose a cheque for £7.00 for registration payable to PETE PHILLIPPS and a cheque for £10.00  for the
hotel deposit payable to HOTEL SKYE and return with this form (photocopies acceptable) to Pete Phillipps, HE-
ROES, 24 Huggett Close, Leicester, LE4 7PY.
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The Crusaders Open ASL Tournament Ladder
Derek Tocher

Rank Player Played W—D—L Points
1 Toby Pilling 65 58—2—5 3995
2 Steve Thomas 42 32—1—9 3755
3 Mike Rudd 38 32—1—5 3660
4 Fermin Retamero 13 11—0—2 3650
5 Michael Hastrup-Leth 45 31—1—13 3615
6= Simon Strevens 78 51—1—25 3595
6= Derek Tocher 93 68—2—22 3595
8 Aaron Cleavin 6 6—0—0 3565
9= Peter Bennett 14 12—1—1 3560
9= Bjarne Marell 36 26—0—10 3560
11 Steve Linton 17 14—0—3 3545
12 Dave Schofield 108 76—0—32 3535
13 Dominic Mcgrath 102 54—2—42 3530
14 Carl Sizmur 16 11—0—5 3515
15 Jes Touvdal 24 16—0—8 3475
16 Russell Gough 65 37—4—24 3415
17 Lars Klysner 11 8—0—3 3400
18= Trevor Edwards 74 38—1—35 3380
18= David Tye 39 18—0—21 3380
20 Ran Shiloah 11 7—0—4 3370
21 Bernt Ribom 5 5—0—0 3350
22 Joe Arthur 21 13—0—8 3305
23 Frank Tinschert 15 10—0—5 3295
24 Philippe Leonard 9 7—1—1 3285
25= Will Fleming 3 3—0—0 3280
25= Ralf Krusat 6 5—0—1 3280
25= Alan Smee 4 4—0—0 3280
28= Dave Booth 7 5—0—2 3270
28= Peter Struijf 5 4—0—1 3270
30 Keith Bristow 48 29—1—18 3260
31 Daniel Kalman 11 8—0—3 3245
32 Aaron Sibley 50 30—0—20 3240
33= Daniel Batey 4 4—0—0 3235
33= Paul Saunders 19 10—0—9 3235
35 Ray Woloszyn 31 18—1—12 3225
36 Christain Koppmeyer 15 8—0—7 3220
37 Tom Slizewski 5 4—0—1 3215
38= Klaus Malmstrom 4 3—1—0 3210
38= Nils—Gunner Nilsson 5 4—0—1 3210
38= Yves Tielemans 3 3—0—0 3210
41 Francois Boudrenghien 3 3—0—0 3205
42= Jean Devaux 3 3—0—0 3190
42= Martin Vicca 6 4—0—2 3190
44 Armin Deppe 13 7—1—5 3185
45 Bill Durrant 5 4—0—1 3180
46= Steve Crowley 47 21—1—25 3175
46= Jonathan Pickles 8 5—0—3 3175
48= Phil Draper 25 15—1—9 3170
48= Grant Pettit 7 4—1—2 3170
48= Bruno Tielemans 3 3—0—0 3170
51= Rodney Callen 6 4—0—2 3160
51= Simon Croome 33 18—0—15 3160
51= Mel Falk 9 5—0—4 3160
54= Jeremy Copley 9 6—0—3 3150
54= Michael Davies 26 19—0—13 3150
56 Nick Edelsten 22 14—1—7 3145
57= Paul Haesler 10 4—2—4 3135
57= Paul O’donald 72 44—1—27 3135
57= Frenk Van Der Mey 4 3—0—1 3135
60 Chris Courtier 13 7—2—4 3130
61 Paul Sanderson 41 21—0—20 3125
62= Lee Brimmicombe-Wood 12 8—0—4 3120
62= William Hanson 19 11—0—7 3120
62= Paul Ryde-Weller 10 5—1—4 3120
65= Georges Tournemire 3 2—1—0 3115
65= Mark Walley 4 3—0—1 3115
67= Luis Calcada 43 21—1—21 3110
67= Luc Schonkerren 5 3—0—2 3110
69= Scott Byrne 6 4—0—2 3105
69= Andrew Dando 44 23—2—19 3105
69= Bob Eburne 53 30—0—23 3105
69= Paul Kettlewell 64 29—0—35 3105
69= Simon Morris 11 6—0—5 3105
69= Stewart Thain 15 8—0—7 3105
75 Russ Curry 6 4—0—2 3100

Rank Player Played W—D—L Points
150= Jakob Norgaard 6 1—1—4 2885
150= Bernard Savage 21 9—1—11 2885
150= Neil Stevens 57 23—2—32 2885
153 Sam Belcher 8 3—0—5 2880
154 David Kalman 5 2—0—3 2870
155= Peter Ladwein 21 9—0—12 2860
155= Lutz Pietschker 4 1—0—3 2860
155= Neil Piggot 4 1—0—3 2860
155= Nick Angelopoulos 5 1—0—4 2850
155= Tim Bunce 15 7—0—8 2850
160 Wayne Baumber 41 18—0—26 2845
161 Bill Eaton 21 8—3—10 2840
162 Dave Otway 5 1—0—4 2835
163 Sam Prior 12 4—0—8 2830
164= Mike Daniel 5 2—0—3 2825
164= Pete Phillipps 89 38—0—51 2825
166 Mark Chapman 6 2—0—4 2820
167 Billy Carslaw 6 1—0—5 2815
168 Michael Robertson 4 1—0—3 2810
169 Mark Warren 14 6—0—8 2805
170 Clive Haden 5 2—0—3 2800
171 Paul Legg 73 28—1—44 2795
172= Alistair Fairbairn 3 0—0—3 2790
172= Nick Ranson 5 1—0—4 2790
172= Nick Sionskyj 8 3—0—5 2790
175= Justin Key 44 17—1—25 2780
175= Chris Littlejohn 14 3—2—9 2780
175= Andy Mcmaster 6 4—0—8 2780
178= Nigel Blair 39 16—0—23 2775
178= Graham Worsfold 3 0—0—3 2775
180= Lee Bray 14 3—0—11 2770
180= Richard Kirby 7 2—0—5 2770
182 Bill Hensby 31 10—0—21 2765
183= Andrew Hershey 10 4—0—6 2760
183= Flemming Scott-Christensen 6 1—0—5 2760
185= James Crosfield 11 5—0—6 2755
185= Oliver  Gray 9 3—0—6 2755
185= Ian Pollard 72 28—0—42 2755
188 Peter Neale 3 0—0—3 2750
189 Jackie Eves 25 9—0—16 2745
190= Burnham Fox 23 10—0—13 2740
190= Tony Gibson 5 1—0—4 2740
192= Rupert Featherby 3 0—0—3 2735
192= Nick Quinn 14 5—0—9 2735
194 Gareth Evans 4 0—0—4 2730
195 Hamish Hughson 4 0—0—4 2725
196= Steve Cocks 4 0—0—4 2720
196= Marc Horton 6 1—0—5 2720
198 Adrian Maddocks 7 2—0—5 2710
199 Brian Hooper 106 34—1—71 2705
200 Ian Daglish 92 43—1—48 2695
201 Simon Hoare 4 0—0—4 2690
202 Jeff Howarden 7 2—0—5 2685
203 Christain Speis 5 1—0—4 2680
204 William Roberts 7 0—0—6 2675
205= Pedro Barradas 7 1—0—6 2655
205= Chris Netherton 23 8—2—13 2655
207 Nigel Ashcroft 52 19—1—32 2635
208 Adrian Catchpole 11 2—0—9 2625
209= Neil Brunger 20 8—0—12 2615
209= Arthur Garlick 21 2—5—14 2615
211= Bryan Brinkman 9 1—0—8 2610
211= Raurigh Dale 32 14—0—18 2610
213 Tim Macaire 42 18—0—24 2605
214 Malcolm Hatfield 36 2—0—24 2590
215 John Fletcher 6 0—0—6 2585
216 Nick Carter 9 2—0—7 2560
217 Chris Ager 18 5—0—13 2555
218 Michael Rhodes 43 10—0—33 2545
219 Roger Cook 28 8—2—18 2460
220 Graham Smith 28 8—0—20 2440
221= Paul Case 90 22—1—67 2435
221= David Ramsey 9 1—0—8 2435
223 John Kennedy 24 5—0—19 2415
224 Mike Stanbridge 42 11—1—30 2405

Ω

At INTENSIVE FIRE this year the 2000th UK
tournament game was played. I’m not quite sure who that honour
fell to but by the end of the tournament there had been 2045
competitive games played since the first INTENSIVE FIRE ten
years ago. This, together with the 224 players having played in at
least one tournament since the first in 1995 represents quite an
achievement. Only three players have participated in every
tournament in that time; Ian Daglish, Dominic McGrath and Pete
Phillipps. However there are many who have participated in over
half the events. There are now three players who have played over
100 tournament games and a further 17 who have recorded over
50. The top 10% of players have ratings of 3280+ while the upper

quartile are rated 3160+. Those in the lower quartile have ratings
below 2810 while the bottom 10% of participants are rated 2665
or less. These numbers have remained essentially invariant over
the last six years and the distribution of results is essentially
Gaussian about 3000.

Antipodean Steve Linton went 6-0 over the weekend to
take the individual title and nett himself 260 points placing him
11th on the ladder. Other big winners over the weekend were
Dominic McGrath (5-0 and +225 points) Paul Kettlewell (4-0 and
+245 points) and Neil Stevens (5-1 and +265 points) putting them
in 13th, 69th and 150th places respectively. Other good gains were
made by Justin Key (+210 points) lifting him from a precarious

208th position so a somewhat safer 175th, and Wayne Baumber
(+200 points) moving from 198th to 160th. Perhaps not surprisingly
several of the newbies present made significant losses of over 200
points; Adrian Maddocks, Andy McMaster and Hamish Hughson.
However one, Scott Byrne, did go away with a winning record (4-
2 and +105 points). The biggest loss recorded was by Ruarigh
Dale, who played a remarkable thirteen games over the weekend
but lost 335 points in the process leaving him in 211th place.

Without further ado here is the ladder as of November
2004.

Ω

Rank Player Played W—D—L Points
76= Nigel Brown 26 11—0—15 3095
76= Mikael Siemsen 6 3—0—3 3095
78= Kevin Beard 13 9—1—3 3090
78= Steve Cook 4 3—0—1 3090
78= Gary Lock 2 2—0—0 3090
78= Iain Mackay 43 22—0—21 3090
78= Peter Michels 3 2—0—1 3090
83 Paulo Alessi 6 4—0—2 3085
84 Dirk Beijaard 5 3—0—2 3080
85= Robin Langston 9 4—2—3 3075
85= Chris Milne 5 3—0—2 3075
87= Jean—Luc Baas 3 2—0—1 3070
87= Serge Bettencourt 3 2—0—1 3070
87= Stephen Burleigh 20 8—1—11 3070
87= Brenan Clark 1 1—0—0 3070
87= Robert Schaaf 3 2—0—1 3070
92= Alexander Rousse-Lacordaire 4 2—1—1 3065
92= Bob Runnicles 3 2—0—1 3065
94= Kevin Croskery 3 4—0—2 3060
94= Patrik Manlig 16 9—0—7 3060
96= Shaun Carter 61 27—1—33 3050
96= Stefan Jacobi 11 5—0—6 3050
96= Bo Siemsen 4 2—0—2 3050
99= Scott Greenman 8 3—1—4 3045
99= Ulric Schwela 40 17—1—22 3045
101 Steve Pleva 6 3—0—3 3035
102= Daniele  Dal Bello 4 1—0—3 3025
102= Patrick Dale 30 12—1—17 3025
102= Peter Hofland 4 2—0—2 3025
105= Vincent Kamer 4 2—0—2 3015
105= Ian Percy 6 3—1—2 3015
107= Colin Graham 5 3—0—2 3010
107= Andrew Saunders 33 15—1—17 3010
109= Nick Brown 3 1—1—1 3000
109= Steve Grainger 8 4—0—4 3000
109= Martin Hubley 4 3—0—1 3000
109= Ian Kenney 4 2—0—2 3000
109= Phil Nobo 11 6—0—5 3000
109= Duncan Spencer 4 2—0—2 3000
115= Michael Essex 23 12—0—11 2995
115= Ivor Gardiner 2 1—0—1 2995
115= Gilles Hakim 5 2—0—3 2995
118 Eric Baker 2 1—0—1 2985
119= David Farr 4 2—0—2 2980
119= Malcolm Rutledge 3 1—0—2 2980
121 Sergio Puzziello 5 1—0—4 2975
122 Derek Cox 6 2—0—4 2960
123 Michael Maus 7 3—0—4 2955
124= Laurent Forest 3 0—0—3 2945
124= Alex Ganna 2 0—1—1 2945
124= David Murry 5 2—1—2 2945
124= Pedro Ramis 6 3—0—3 2945
128= Paulo Ferreira 9 4—0—5 2940
128= Bob Nugent 3 2—0—1 2940
128= Jon Williams 14 6—0—8 2940
131= Derek Briscoe 1 0—0—1 2935
131= Martin Bryan 19 8—0—11 2935
131= Martin Mayers 15 5—0—10 2935
134= Andrea Marchino 1 0—0—1 2930
134= Andy Price 3 1—0—2 2930
136= Paul Boyle 5 2—0—3 2925
136= John Sharp 8 3—0—5 2925
138= Steve Allen 6 1—1—4 2920
128= Tim Collier 17 7—0—10 2920
140 Edo Giaroni 3 1—0—2 2915
141= Joel Berridge 3 1—0—2 2910
141= Brian Martuzas 5 2—0—3 2910
141= Andy Smith 4 0—0—4 2910
144= Ray Jennings 4 1—0—3 2905
144= Phil Ward 5 2—0—3 2905
146 Josh Kalman 10 5—0—5 2900
147 Martin Kristensen 6 2—0—4 2895
148= Ben Jones 44 20—0—24 2890
148= Wayne Kelly 6 2—0—4 2890
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Michael Davies

Infantry to exit. A lone squad using the road
and double time can transit the board length
in five turns, a Leader assisting can take this
down to four turns. If movement is through
grain,  over walls or hedges or through
wrecked or burning vehicles this will take
longer. I think the only way for the Germans
to get at least a squad off is to use riders
after your ambush is sprung. This makes the
scenario much more challenging for the
Germans. Keep this in view if your ambush
fails miserably and the Germans destroy
your armour but make exiting Infantry
impossible, I’ll suggest a way of exploiting
this later.

Sound’s easy do a couple of Tiger’s
or ice three squads. Jr. Lieutenant Oskin and
his crew achieved this in real life by careful
concealment, good fire discipline and a
certain amount of luck. I find it incredible
that he did not let the convoy pass!

German forces are impressive. Three
King Tiger’s is just plain scary. The main
armament has a basic to kill of 27 compared
to your T34’s thickest armour of 11 factor’s.
At any range a hit will result in destruction,
except for the odd dud! Better than half the
time your tank would brew up. Your return
fire encounter’s very thick armour. The
thinnest is 7 factors for the hull rear, 8 for
the hull sides, 10 for the rear turret, 18 for
the turret front and 26 factors  for the Hull
front! Exceptionally you might get an
underbelly hit as a Tiger crosses a wall taking
the armour down to 4 or 3 if he is reversing!

Against this you have an 85L gun with
unlimited APCR ammunition. The basic to
kill of an APCR or Arrow head round is 19.
Given any dud will fail to penetrate this to
kill is ideal against Hull side or rear armour
and has a reasonably good chance of
penetrating the turret sides or rear, any
underbelly hits that penetrate have a good
chance of creating a burning wreck. Against
the Tiger’s frontal armour you simply can’t
penetrate the hull. The turret requires a
critical hit or a very close range lucky shot.
In brief try to engage from the side or rear.

In addition to an awesome gun and
thick armour the Tiger’s have good MG
armament, ROF for the gun, high inherent
crew morale and a nifty close defence
weapon/smoke discharger. The MG
armament is effective against Infantry or
expose crews and might be used for
overruns. Crew morale doesn’t often matter
much, possibly becoming an issue if a tank
is immobilised and subsequently shot at.
Given the victory condition’s a mobility kill
is enough damage to prevent exit, making
shot’s at an already immobile vehicle of
limited use if other target’s are available.
Some times over looked the sN9 on the
counter represents a close defence weapon
the Nahverteidigungswaffe. This attacks in
close combat on the 16 IFT column. The
weapon is very effective used to place
smoke. Expect this to happen when you
execute your ambush, any surviving Tiger’s
can try to place smoke on a DR of 9 or less
at the cost of just one movement factor.

The Tiger’s do have weaknesses.
Mobility, speed, and a slow turret are the
main ones, convoy movement and a low
casualty cap are specific to this scenario. All
armour design’s are a balance between
speed, fire power and protection. Late war
German tank’s tended to go for thick armour
and big heavy gun’s that limited speed. In
defensive situation’s this is not much of a
problem. In this scenario it is important. Low
speed limit’s German responses to your
ambush. After your first shot most German
players will want to move into cover change
their facing then engage with an excellent
chance of defeating your T34/85 in a short
fire fight. With love movement this is harder
and the best option might be to change
covered arc in place taking one or more
shot’s against the hull or turret sides in the
process. Low movement factors also become

At Kursk the Russians found the
76mm Gun of the T34 struggled against the
Panther’s and Tiger’s thick armour. Soviet
designer’s responded by up gunning the T34
with a multi role gun the 85mm M-43 gun
together with a Tungsten Carbide Arrow
head round (APCR in ASL terms!). This did
not make the tank the equal of either the
Panther or Tiger I but did give a fighting
chance if the Russians had numerical
superiority or other weapons in support. The
new tank was probably superior in some
respects to the Panzer IV, and certainly the
equal of German tanks against un armoured
targets.

In 1944 the German’s began to deploy
the Tiger II, also known as the Royal or King
Tiger. With Armour thicker than most
British Battle cruisers at the Battle of Jutland
and an extremely long 88mm Gun this had
distinct advantages in firepower and
protection. Mobility was a problem with the
vehicle being slow and at times mechanically
unreliable, it also struggled to cross bridges!

Paper Tigers takes place in 1944 in
Southern Poland with a lone T34/85 manned
by an elite crew (9-2 Leader), and
accompanying SMG squad ambushing three
Tiger’s accompanied by a platoon of German
Infantry.

To win the scenario the Russians need
to conduct a careful ambush and avoid
retribution, the Germans need to plan against
the expected attack and regain the initiative
as soon as the Soviets break cover.

RUSSIAN SET UP
The scenario objective is to prevent

the German exiting three vehicles and a
squad equivalent off 16GG6. If your T34 is
destroyed it counts as a German AFV exited.
This suggests several possible ways to
satisfy the victory conditions. Firstly
destroying or immobilising two German
tanks is an out right win. You gain if a
German tanks is subject to mechanical
reliability (ASLRB D2.5), a Tiger expending
a movement point to start can fail mechanical
reliability on box cars and is effectively lost.
Similarly recall robs the Germans of a
vehicle after a gun malfunction, so don’t
expect too many main armament repair rolls
or intensive fire shots from the Third Reich.
The objective does require some German
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an issue when the Fascist’s are moving over
walls, through smoke, mounting or
dismounting troops, dropping smoke or
conducting an overrun, even starting and
stopping use nearly 10% of the Tiger’s
movement factors. Tiger II’s are subject to
mechanical reliability rolls every time they
expend a movement point. Accepted the
chance of this is low just one in thirty six
every time a tank starts. An extreme strategy
might be to try to dodge the Tiger’s forcing
them to move frequently then hope for a
breakdown. Stay alert to this possibility even
when your main strategy might be the
destruction of tank’s by direct fire.

The Tiger’s gun weight make for a
slow turret traverse, the first covered arc hex
change cost +2 on the to hit table. If you are
in motion and benefiting from any
hindrances you are very hard to hit. A normal
turret would still incur a +1 penalty so don’t
over rate this advantage!

The low casualty CAP gives you an
immediate win if you destroy or immobilise
two Tigers’. With extreme luck you might
do this with your opening salvos’ a solid hull
side hit followed by either a rate of fire shot
or intensive fire shot that does damage would
end the game. If this happens accept the win.
It might be fun to disregard the second kill
and play for fun to see what might have
happened if you had not been quite so lucky!
A win in two shot’s is possible in some
games. In most you will be using the
Germans casualty cap to restrict his
aggressiveness.

Convoy movement helps a lot. The
enemy armour is greatly slowed paying two
movement points per hex entered, making
the maximum forward motion five hexes per
turn. The Germans can’t leave formation
until you shoot. Once the convoy is onboard
you can anticipate it’s movement. Given the
limited time the Germans’ must move
quickly from A5/A6  to GG6 without doing
anything too clever on the way. If the 501st

get clever and start moving down one side
of the board, expending movement to change
covered arc and move North or South
carefully plot a movement track and check
if they can still exit in time. If the German’s
wandering is excessive you can win without
firing a shot if he can’t reach the exit
location! Not an ideal way to win, and again
a replay after a (very) short lecture might be
in order. I’d probably mention it to my
opponent at the start of the game even
against a tougher opponent. When convoy
movement ends expect to see the Germans
exploit the roads for egress.

Don’t forget the German Infantry.
Scenario rule 3, removes their Panzer
Faust’s, completely changing the character
of the game. Without this special rule the

Tiger’s would head East whilst a couple of
PF toting squads did for the T34!

The 8-0 Leader is nothing special, he
count’s for on exit point of Infantry if thing’s
are desperate, can attack the T34
independently (ATMM are in play!), and
look for hidden unit’s. His main role is to
provide bonus’s for the squads, helping
direct fire, rallying, and perhaps most
importantly movement bonus. It is possible
for the Germans to exit enough AFVs’ then
fail to satisfy the Infantry objective.

The German Infantry is numerous, has
inherent smoke, can use spraying fire and
assault fire, & can fight well in close combat.

Three squads outnumbers the Russian
Infantry even allowing for the need to exit
at least a squad equivalent, and the
possibility of a squad destroyed when you
spring your advantage. The main threat to
your tank is the 88LL guns of the Tiger’s ,
less deadly but still worrying are the close
combat abilities of the enemy Infantry. A
squad has a close combat value of 5, gaining
a -3 modifier for Anti tank magnetic mines.
Avoid this!

As 5-4-8 squads the Germans can use
Assault fire making aggressive forward
movement viable. A prep fire attack will use
the 4 IFT column, advancing fire in normal
range rates the same! Thing’s are different
if the IIFT is in play. Spraying fire is less
useful given your OB is just one squad and
a Leader. It might come into play if your
movement is predictable and the German
seeks to slow this by residual fire.

Inherent smoke is an issue. German
squads can bail out or dismount and try for
smoke. Low rolls are needed but try to
reduce the threat by machine gun fire, squad
fire attacks or if you have no other target’s
to engage HE from the tank’s gun. An
opponent just trying for smoke gives an
indication of their standard of play.

The Germans main weaknesses are in
close combat with Infantry, movement
limitations & casualty CAP.  The casualty
CAP is fairly generous, killing most of the
German is very hard to do. More likely you
will kill some and maybe the remainder will
not be positioned to move off board for a
win. Keep in view a tiger crew could
dismount and count for half a squad,
provided you have lost a Tank, & two other
Tiger’s have exited. Err right.

In close combat against your lone
squad a 5-4-8 attacks at 1:2, make this harder
by stacking your 8-1 Leader to improve your
attacks. Trading your squad for an enemy
one is a fair exchange and simplifies your
game, try to get more for the units if you
can.

Brush up on the Rider’s section D 6.2
of the ASLRB. If you burn a vehicle any

riders are lost, but knocking out a tank allows
crew survival for the passengers using the
vehicles survival number. Brush up on
bailing out, it allows troops quick egress but
limit’s their movement. Watch out for unit’s
later in the game trying to mount vehicles to
exit try to prevent this by fire combat or the
threat of it.

As well as understanding your enemy
troops, it helps to be familiar with your own
units’ capabilities. Your most important unit
is the T34/85. It’s main strength’s are
concealment, the main gun, machine gun
armament and superlative armour leader.
Starting the game hidden is a big advantage
giving the chance of shots’ at the side or rear
of entering German tanks. The 85L gun has
potent anti personnel capability, but is more
likely to be used against armour. At short
ranges APCR is favoured, recapping briefly
you need a side or rear facing shot to do
damage. As long as you don’t change
covered arc the gun has a one in six chance
of ROF. This creates the possibility of a win
in one fire phase, provided you make the to
hit rolls, the rounds land on a soft spot and
your to kill rolls are good! Penetrating
enemy armour will be a problem, hitting it
most likely will not. The Tigers’ are very
big targets that give a +2 to hit DRM, as
your fire is directed by a 9-2 Leader (Junior
Lieutenant Oskin), you get a further +2 to
hit. Even if buttoned up and aiming at a
moving target a hit results on a DR of eleven
or less. With these modifiers in effect firing
from a short halt or on the move are feasible.
Due to scenario rule 4 you receive non-
depletable APCR! At the combat ranges
likely for this scenario this is an excellent
choice. As well as the gun the T34 comes
with a bow MG and coaxial MG. The first
shot with the gun is absolutely critical but
keep in view all armoured targets will have
riders. With all the Tiger’s lined up you may
be able to target one with the main gun, and
the other two with a machine gun. If you
break a rider it must bail out which can lead
to casualty reduction or even out right
elimination. Deciding how to allocate fire
is tough. Maybe the machine guns should
be grouped, maybe the gun fired first.
Grouping gives a slightly better chance of
an out right kill and is favoured if your
position is within a corn field and subject to
hindrance DRM.

Another special rule makes your
smoke discharger’s also non-depletable.
With the crew buttoned up a DR of five or
less is needed, so by no means certain. Try
for it to cover your movement from enemy
fire. You do have the option to try for
vehicular smoke grenades, in most
circumstances this is not worth doing. Just
maybe it is a fair idea if you want temporary
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smoke that disappears for your advancing
phase shots?

Oskin is backed up by a squad of 6-2-
8 Tank marines, commanded by a 8-1 Leader
and a LMG. These units are mainly Anti
Infantry they can use Assault and spraying
fire, can place a fire lane with the LMG &
are not too shabby in close combat. Their
fire power is good, but their real weakness
is short range. At five or more hexes only
the LMG is effective. At close range they
can hit a rider with a strong attack and in
some cases subsequent first fire. If you ca
exchange the squad for an enemy squad you
are doing fairly well, don’t despair if the unit
only serves as a distraction. Getting German
Infantry off their tanks complicates their exit,
well worth doing.

Scenario rule 6 allows the squad to
set up in a fox hole in appropriate terrain.
Although you must be two or less hexes from
the tank unless you blagged the balance. I’d
recommend placing the tank then spotting
the squad afterwards. Err the squad and
Leader do not have to start in the same hex.
By giving the 8-1 a LMG you might be able
to set up a cross fire to encircle enemy units
or better still eliminate some for failure to
rout. It is an option but stacking the squad
and Leader together with the LMG is less
devious and still solid play.

Give some thought to starting units
in a building. The view from the first floor
of building O3/O4 negates the grain
hindrance and sees over walls. It is also fairly
obvious “good position” and gives the
Germans some clues as to the location of
your Tank.

A few quick ideas for your Infantry.
Avoid taking prisoners’, you do not earn
points for casualties, & an escaping unit
might count towards the Germans exit
conditions. If you can crew an abandoned
enemy vehicle go for it. Not only is this
stylish it gives you a potent anti tank weapon.
Be prepared to withdraw if facing most of
the German OB. With the Leader your MF
is six, rising to eight for CX, you can almost
out run a Tiger. With a SAN of zero in play
don’ be afraid to take silly one and two IFT
shot’s. Usually these are not worth the risk
of sniper damage, here everything shot you
can take you should take. I’d extend that
view to the Tanks Mgs’ though not the gun
until the last game turn.

Quick bit of sleaze? Well if you
disable the main armament you are subject
to recall and cannot be destroyed. If you have
destroyed or immobilised one Tiger your
opponent cannot win if you move off board.
This could come about naturally if you try
for intensive fire in your first fire phase or
are just plain unlucky. Expect some German
counter play as a Tank without main

armament is vulnerable to attack.
Next step is to consider where to spot

an ambush. In the scenario History Oskin
favoured a  grain or corn hex of which there
are many on board 16! Some are more
suitable than others, determining which to
use is helped by considering likely paths for
German movement. There are also other
terrain types to consider as possible ambush
positions.

German entry is restricted to hex A6
and must be in a convoy. The ASLRB
section C 11 covers convoy’s in some detail.
My understanding of the rules is you can’t
leave a convoy until at least one vehicle is
attacked. As convoy movement greatly
restricts the distance the Tiger’s can cover it
is possible to estimate their expected
progress across the board. I won’t do this
for every turn but the example of turn one
may help. Starting by entering on A6 the
convoy is will continue along the road to
B5 using the woods road,. The next hex
entered will be C5 or C6 followed by
C4,D4,D5,or D6, and finally
C3,D3,E4,E5,E6,E7 or D7. If you want to
start shooting on the first turn there are some
spot’s worth considering. On the Western
side of the board is a small copse of woods,
A4, A7, B4 & B6 can all see A6 and are
suitable for an ambush on turn one. This is a
good offensive set up and deserves to bag at
least one Tiger. Expect the next Tiger to
enter to present a frontal aspect and
remaining German Infantry to attack
vigorously. Attacking as the second Tiger
enters B6 could work if you are in A6 or A4
as return fire is subject to adverse modifiers
due to covered arc changes.  If the German
Infantry had Panzer Faust’s this would be
very risky, the idea probably isn’t that bright
when they have only Anti Tank magnetic
mines! There are alternatives. To the North
East and East of the Woods, around E3 & I7
are large expanses of grain. Depending on
the specific route taken by the attacker you
just might get a good shot from almost any
where in here on turn one. If the target
aspect’s are bad be patient. As the Kraut’s
move East a frontal target facing will become
a side and ultimately a rear shot! Don’t worry
too much about your own covered arc. In
grain you can change covered arc for just a
+1 modifier per hex change, the snag is loss
of ROF which was only a one in six chance
to start with. I can’t really suggest a spot
without spoiling the scenario. I would say
avoid anything too deep in the E3 grain field
as you end up paying hindrance DRM as well
as any covered arc changes. Err in the same
general area there are some woods, a brush
hex & a small wooden building. They have
the advantage of higher TEM, partially offset
by higher cost’s for covered arc changes and

the risk of bog for vehicular covered arc
changes. Take note of the wall close to
building L6 a moving Tiger is partially
protected behind it, and of course it blocks
line of sight. It is not much of an ambush
when you have to break cover to chase the
convoy for that first shot!

By turn three any unattached convoy
will be close to the middle of the board. If
you ambush on turn one or two the German
can leave convoy and subject to mechanical
reliability is almost certain to make it off
the board. By delaying the ambush you
complicate the Germans exit strategy.
Opening fire on turn six or seven doesn’t
leave a damaged force much time to destroy
your T34, but looks very silly if your shot
misses and the Panzer’s simply exit en masse
dropping off a couple of squads for a parting
shot as they go! You could even try setting
up sited to GG6 and attacking as the last
Tank tries to exit.

I think attacks at the extreme ends of
the board are a bit of a gamble. Not
particularly stylish and by no means certain
to win. I think both players get a better game
if you break cover around turn two or three
and try for two tanks.

Setting up the tank should be the main
concern with spotting the Infantry of less
importance. If you are opposing exit close
to GG6 the GG7 woods look tempting, with
even greater choice for opposing entry near
A6. Otherwise something close to the tank
wherever that is!

Once the tank breaks cover the
Infantry doesn’t have to. For example say
you start in grain hex P2 with the Infantry
in building O3/O4 you can remain hidden
until a choice target appears or you want to
move the unit for a specific reason.

Once you have sited all your unit’s
give thought to how they will withdraw from
their current positions. For the squad, well
they can take a lot of punishment and maybe
waiting till they break is sound. Plan a rout
path and try to keep them in the game as
long as possible. The tank has to be less
brave. Any 88LL hit will likely destroy it
so take your early shots then bug out. Your
best defence is line of sight, move behind
an obstacle quickly if you can. If that is not
an option, try for smoke and make use of
other on board hindrances to reduce the
effect of enemy fire. Factor in covered arc
changes. At closer ranges even small
movements force Tiger’s to change covered
arc costing them ROF, and making to hit
rolls harder.

Some events might help. A burning
Tiger would provide dandy smoke cover for
a retreat, Wind might assist this effect
further. You might get lucky with ROF early
in the game, the Infantry might be in a prime
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location to ambush a tank. Bad stuff can
happen too. Gun malfunction even on an
intensive fire shot is painful, dud APCR of
high to kill rolls similarly frustrating.

In most games you first shot will take
out a Tiger after that expect a frantic half
hour with the remaining German units.

GERMAN SET UP
The scenario objectives allow for an

immediate win as soon as you exit three
AFVs’ and a squad equivalent off the Eastern
board edge at GG6. If you can destroy the
T34 that count’s as a vehicle exited. There
are some bit’s of small print. The T34 must
be destroyed to count, so a recalled,
immobilised or still unscathed T34 does not
help you! The scenario is effectively over if
you lose two of your own tanks, even if they
are only immobilised or their main armament
malfunctions and cannot be repaired before
exit. As the Tiger’s are subject to mechanical
reliability every time you stop there is a one
in thirty six chance of immobilisation when
you next start the vehicle with no chance of
repair. Staying in motion unless you are
taking a shot is sound. For gun malfunction,
again box cars or one in thirty six is the
chance of a malfunction followed by repair
attempts. Exiting with a malfunctioned gun
doesn’t count for Victory. In an absolute
emergency you might want to risk an
intensive fire shot or excessive speed
immobilisation. This is very risky unless say
the T34 is recalled and moving out of site &
off board, or late in the game when you must
have extra movement to exit. This might
sound bleak, but  you must accept you can
lose a game just by phenomenally bad luck.
Other thing’s keep you in the game in spite
of the tough Victory conditions. The
Russian’s do command a strong force and
attack from hidden positions but your own
troops are superb if you can survive the Reds
opening salvoes and move quickly to counter
the ambush.

Star of the Russian OB, is the T34/
85. The Russians started the war with both
the basic T34M40 & M41, and were using
an 85L gun as an Anti aircraft weapon than
would lead to the 85L gun of the SU-85 &
T34/85. In 1941 very little design work
could be undertaken as the Soviet Union
struggled to survive and even in 1942/43 the
armaments industry was mainly producing
or slightly improving established designs.
Short term improved T34/76 marks could
be produced and the SU-85 mounting the
gun on a hull mounted box with the T34/85
becoming operational in 1944. In general
appearance the new tank was very similar
to the earlier T34/76, in many respects

though it was greatly improved.  The best
changes were the much more powerful gun,
and better turret lay out. The gun had much
improved Anti tank capability, with the
added bonus of a bigger HE round to throw
at Infantry. Against a Tiger II it does have
much thinner armour, much less Anti tank
capability. At any range on the board a hit
from your 88LL gun should penetrate, return
fire effect depends on target facing. Even
allowing for APCR frontal hit’s require
extraordinary luck to penetrate, side & rear
hits can and will destroy you on very
reasonable rolls. When attacked try to get
your thickest armour facing the enemy it can
save a tank. The T34 does have some better
points’ It is faster than your own AFVs’, has
an inferior but working smoke discharger,
is not subject to mechanical reliability and
is a normal sized target. Integral to the tank
is the 9-2 Leader. This is a powerful unit.
Ok the “9” morale comes in handy for the
odd test check or morale check, the -2
modifier for to hit rolls is just plain scary.
For long rang gunnery this is an advantage,
probably not an issue in paper Tigers. At
short range a moving T34 still has a credible
chance of a hit against your huge Tiger’s in
bounding fire.

Enemy armour is supported by a
squad of SMG toting Tank marines, a LMG,
& 8-1 Leader. These guys are a threat to your
Infantry. Their close range firepower is
good, dropping beyond two and four hexes.
They are strong in close combat against
Infantry. Against your Armour, you can
expect some Russian commanders to risk a
squad and Leader against the chance of
destroying or immobilising a Tiger. You do
have counter measures, including the
powerful Nahverteidigungswaffe, coaxial
Machine guns and any nearby Infantry
unfortunately losing a squad cost the
Russians very little, against making your
game much harder or winning impossible.
Don’t get too close to the Russian infantry
and be wary until you know where they are.

Worth remembering the enemy
Infantry have the option of a fox hole and
unless balance is in play must be within two
hexes of the Tank & vice versa. This is
useful, very useful if the Infantry come into
play and the Tank elects to remain hidden.
Very rarely you might survive an Infantry
ambush, plot the possible Tank positions and
move off without firing a shot from your
Tigers’ for a win.

We’ll get on to the likely location of
Russian unit’s later, understanding
concealment loss is important. Moving in a
convoy with Infantry as riders, you do not
reveal hidden units when entering a hex. So
a unit in grain can wait for you to pass then
shoot. Further driving into Woods and

buildings is dangerous as your riders will
not like it, and the risk of Bog or cellar
collapse is present. Be stoic and accept the
Russians will ambush you some time in the
game, the trick is to give them the worst
possible target for the shortest possible time.

In ambush scenario’s you start the
game with more troops than you can
reasonably expect to have after the enemies
first active combat phase. If you are
unusually lucky your entire OB will be
intact, at worst you will have lost two tanks
destroyed or immobilised before you can do
very much at all. It might help to consider
the first Russian shot from the T34/85 main
armament. This will be at a Tiger from the
side or rear aspect using APCR. The to hit
roll benefits from your large target size and
enemy leadership, for a +4 modifier,
partially offset by your movement and any
cover. The net to hit roll is very high and
you are almost certain to be hit, you really
need a Soviet Box cars to be missed. The
basic to kill of 85mm APCR is 19, modified
by range to between 20 & 22. With your
worst side armour factor at 8, and best at 11.
Net to kill numbers range between 9 and 14.
A kill is highly probable on a Hull hit, and
better than even for a turret hit. As long as
you don’t burn the crew survival number is
6, which is also used for any riders. The
outcome of this important shot will range
between destruction of one tank and at least
a rider squad, down to a groove in the paint
work and a loud clang. With rate a second
shot will follow, you can and perhaps should
try for smoke, if your covered arc allows try
for a gun duel though, failing that be lucky.
If a second tank goes unfortunately the game
is over but anything less than that is playable.
After losing rate intensive fire is an option,
the Russian to hit roll is penalised, and the
risk of malfunction rockets, even so expect
the shot. We’ll discuss how to fight back
later, here we need to appreciate we might
not have the entire OB when we start to fight.

If everything is in tact we would have
a platoon of Infantry & the Tiger II tanks.
The Infantry must enter as riders, this gives
them some additional mobility, and +1 TEM
partially offset by being subject to the fate
of their tank. The squads are all 5-4-8, with
assault fire and spraying fire. Unusually they
receive no LMG of Panzerfausts’, which you
would expect German Infantry to have.
Don’t forget inherent smoke, and the chance
of Anti tank magnetic mines (ATMM) for
close combat use against the T34/85. Even
with out Panzerfausts’ the Infantry can kill
tanks. A basic CCV of five rises to six with
a leader, and nine with an ATMM. Against
soft targets your firepower is impressive
particularly at short range. In close combat
the Russians do have the advantage of higher
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firepower factors. With a slight edge they
can reasonably expect to win a short duration
melee, arguing for some thought before you
pile in. Keep the mission in sight you need
at least one squad equivalent to exit to earn
a win.

The Tigers’ are powerful units. One
hit from an 88LL gun at any range will
destroy a T34/85 regardless of Target facing.
Against Infantry you have a 5 factor coaxial
machine gun, and a three factor bow gun.
That’s eight factors out to a good range,
sixteen at close range and useful fire power
for close combat or point blank attacks.
Better yet you have
Nahverteidigungswaffen, smoke dischargers
with a usage number of  nine, or eight when
buttoned up. In Close combat they throw out
a 16 factor attack by discharging an Anti
personnel mine. More good news. Frontal
armour is seriously thick and highly resistant
to attack. Ok a critical could do the job and
the turret armour is only 18 so there is a slim
chance of destruction at close range. As tiger
crews the inherent moral is 9, useful for
passing test checks.

The Tigers do have weaknesses. Large
target size makes them easier to hit Motion
attempts require a mechanical reliability roll
that renders failing Tiger’s immobilised on
a box cars roll. Mobility generally is a
problem. Movement factors for Tigers’ are
low, just eleven not much when you need to
manoeuvre or wish to stop and start in the
same movement phase.

Movement is absolutely vital in this
scenario. The objective is to move the
majority of your forces from A6 off board
via GG6. This task is greatly complicated
by Convoy movement. Each road or open
ground hex entered cost 2 MP, limiting you
to a maximum of five hexes per turn with
one MP available for other activities. With
seven turns to cross the board you cannot
dawdle and must take a very direct route to
G6. As you are carrying riders’ I think
Orchard, woods & Building hexes are
forbidden as these would force the Infantry
to bail out. Buildings & woods are to be
avoided in part for the risk of bog but also
the movement cost and the risk of cellars in
buildings. Watch out for walls. Being behind
them is fine, but crossing them exposes your
underbelly to enemy fire. With these feature
in mind you should plot a route from A6 off
board.

Personal preference is often the best
guide for this planning. Take into account
anything you know about your opponent. If
he can’t resist starting tanks in buildings try
to avoid these, if he favours woods for
Infantry these too can be avoided. If you
have no knowledge of your opponents
playing style and no strong feeling as to how

to travel stay close to the A6/GG6 road. If
using the road be a bit wary of the building
in O3/O4. It might not have a tank in it, but
is a strong Infantry position. Following the
line of the road does not mean you have to
be on it all the time, moving along side the
road, skirting walls and hedges is smart as it
might take you one hex away from a hoped
for ambush. Another way to play could be
to hug the North or South edges of the board.
The main advantage arises if the reds are set
up to ambush from positions on the opposite
side and have limited line of sight to your
troops. The disadvantage, well if you are
moving close to woods and buildings you
might be attacked by the Russian infantry,
and if the T34 is on the side you pick it will
exploit the target opportunities presented.

Give thought to line of sight. The
walls and hedges in play create massive blind
zones for troops on either side of them.
Woods and buildings similarly obstruct line
of sight. Several hindrance hexes, well six
actually, completely prohibit direct fire, les
than that makes shots chancier for the
Russians.

The biggest risks of ambush are when
you enter or exit the board. As you must
enter through A6, a Russian unit in A7 is
guaranteed a shot at absurdly short range
with high kill probability. This does spoil
the tension experienced cautiously moving
slowly across the board, throwing you into
a frantic fight on turn one. Something similar
can happen as you exit. If the Russian lets
two tanks off then fires at the third you need
to survive the fire and either exit or destroy
the Soviet armour and then exit. The scenario
is probably more fun if the reds open up
when you are part way across the board. Both
sides have winning chances and should
enjoy the action.

Don’t get too fraught about the
location of Russian units. They have many
options for set up. You can guess, and will
get pretty close once the first unit is revealed.
Very occasionally the Russian Infantry will
open the game by an attack before the T34
fires. If you can guess the tanks location this
throws the game open a bit. There is scope
for searching for the enemy vehicle suing
fire or moving Infantry.

Keep an eye on the clock. The only
way to lose is to fail to exit enough units’ in
the time available. Time pressure increases
as the game progresses. For example if you
are attacked on turn one you have enough
time to react and manoeuvre to destroy or
neutralise the Russian forces before going
crew exposed and exploiting the roads to
exit. Later in the game your attacks will be
constrained by time. Suppose the Reds attack
during the movement phase of your turn six
or even on turn seven as you start to exit the

last Unit. The time pressure mounts and if
you are exiting the last unit’s and they are
destroyed the Soviets can claim a win. That
said it is funny when he misses!

A few quick ideas. If you change the
turret covered arc of your vehicles the riders
must dismount. My interpretation (and it is
only one man’s opinion!) is you can’t do
this whilst moving in convoy. However I do
think you can enter with a defined covered
arc. This is standard practice for Tank
platoons in the real world. I’ve seen film of
two Russian tanks in Chechnya driving back
to back to protect their hull rears and give
good coverage to shoot in any direction. By
having your covered arcs carefully aligned
you have a chance of a hit being against
thicker armour than Junior Lieutenant Oskin
would like. In subsequent fire phases your
DRM for covered arc changes will also be
lower. Don’t get too fond of your infantry
units. A squad needs to exit but the other
two squads and the Leader don’t. use them
aggressively with Anti tank mines they are
a potent threat. Scrounge equipment from
wrecks if you can. Use smoke liberally. Be
more cautious when starting your tanks and
firing their 88LL guns, be sure you need to
move and work out the chance of a hit before
you declare the shot. It might not be just but
a Tiger immobilised by mechanical
reliability cannot exit to count for the
scenario objectives. Similarly a
malfunctioned gun has to be repaired to
count for exit.

Above all have fun. This is a tough
scenario for the Germans. The Russian
ambush is balanced by the fun of starting
the game with three Tiger II tanks and the
tactics needed to earn a win.

BALANCE/ HANDICAPS
For quick play this scenario is

probably fairly balanced. Analysis does spoil
it a bit as a Russian set up that targets GG6
has a chance of destroying the last German
unit trying to exit. The only possible
counters to are to try and exit two units in
convoy simultaneously or just be very lucky!

If the ambush takes place closer to the
middle of the board the German has a better
game and the scenario would rank more
even.

The published scenario handicaps are
the allow the Russians to set up the squad
and Leader anywhere on the map. The
German balance subjects the T34/85 to
normal APCR rules.

Critical hit also suggest allowing
mutually agreed alterations to either side’s
OB. This really could be fun. The changes

Continued on page 19, column 1
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“THIS IS THE CALL TO ARMS!”
This is the latest edition of the ASL Players Directory. It is broken down by country and then by postal code region. The date at the

end of each entry is the date the address was last confirmed.

AUSTRALIA
R. Cornwell, PO Box 252, A-2533 Kiama MW (31/12/1994)
N. Hickman, 12 Blampied Street, Wynn Vale, SA 5127 (28/10/1997)
Mark McGilchrist, 7 Smith Street, Bexley, Sydney, NSW 2207 (09/02/
1997)
Scott Byrne, 14 Longworth  Place, Holt ACT, 2615 (31/10/2004)

AUSTRIA
Jeff Crowder, Erdbergstrasse 74/17, 1030 Vienna (24/04/1999)
M. Holub, Peter-Neuschmidt Str. 10, A-6363 Westendorf (31/12/1994)
Ronald Novicky, Othellogasse 1/7/8, A-1230 Vienna (10/09/2003)
F. Schonbauer, Institut fur Softwaretechnik,, Resselgasse 3/188, A-1040
Wien (31/12/1994)

BELGIUM
J Baines, 2A Vijverlaan , B-2020, B-2020 Antwerp (31/12/1994)
Y Barette, 52, Rue du Chateau d’eau , B-1180, Bruxelles (31/12/1994)
T Bauwin, 23, Avenue du Cerf-volant , B-1170, Bruxelles (31/12/1994)
Serge Bettencourt, 11, Rue Fontaine d’Amour, B-1030, Bruxelles (31/
12/1994)
D. Boileau, 15, Avenue Rene Stevens, B-1160, Bruxelles (31/12/1994)
Mr. Bosmans, Koningin Astridlaan 180, , B-2800, B-2800 Mechelen (31/
12/1994)
J.P Buchkremer, 20A, Rue du College , B-5530, B-5530 Godinne (31/
12/1994)
T. Cavelier, 22, Rue O. Maesschalek, B-1080, Bruxelles (31/12/1994)
F Colard, 46, Rue de l’Abbaye, B-7801, B-7801 Ath (31/12/1994)
J.P Dasseville, Reginalaan 3E , B-8670, B-8670 Oostduinkerke (31/12/
1994)
R De Sadeleer, 1, Quai des Peniches, B-1210, Bruxelles (31/12/1994)
F. Delstanche, 107, Av G. Latinis, B-1030, Bruxelles (31/12/1994)
J.M. Dricot, 7, Avenue des Grenadiers, B-1050, Bruxelles (31/12/1994)
P Dutrieux, 38, Polderstraat , B-9500, B-9500 Geraardsber (31/12/1994)
A. Gottcheiner, 11, Avenue Feuillien, B-1080, Bruxelles (31/12/1994)
P. Henderyckx, 11, Sint-Johannastraat, B-2160, B-2160 Wommelgem
(31/12/1994)
H Heyman, 91 B, Klapperbeekstraat, B-9100, B-9100 Sl-Niklaas (31/
12/1994)
J Himschoot, 36,Truyensstraat , B-2930, B-2930 Brasschaat (31/12/1994)
Vincent Kamer, 275, Albert Ier , B-1332, B-1332 Genval (31/12/1994)
D Kronfeld, 70, Avenue Houzeau , B-1180, Bruxelles (31/12/1994)
P. Lanote, 91, Avenue Gevaert , B-1332, B-1332 Genval (31/12/1994)
A Lens, Saulcoir, 1A, B-7380, B-7380 Quievrain (31/12/1994)
O Leo, 37, Rue des Glaieuls , B-1180, Bruxelles (31/12/1994)
Philippe Leonard, 212 Avenue des Hospices, B 1180 Bruxelles (10/12/
2001)
P. Lesage, 184, Avenue du Roi, B-1060, Bruxelles (31/12/1994)
R. Letawe, 181, Av. des Croix de Feu, B-1020, Bruxelles (31/12/1994)
V. Libert, 43, Rue de la Vignette, B-1160, Bruxelles (31/12/1994)
J.P Mahieu, 9A, Rue des Hirondelles , B-519, B-519 Spy (31/12/1994)
J.L Maistriaux, 13 Rue du Maieu Carlot , B-7387, B-7387 Honnelles
(31/12/1994)
H Mielants, 43, St Lievenslaan , B-9000, B-9000 Gent (31/12/1994)
X Mols, 7, Rue des Champs , B-5030, B-5030 Gembloux (31/12/1994)
J.L Morelle, 15, Rue Famenne , B-5590, B-5590 Ciney (31/12/1994)
B Postiau, 52, St-Antoniuslaan , B-1700, B-1700 Dilbeek (31/12/1994)
P. Ramis, 18, Rue Leanne , B-5000, B-5000 Namur (31/12/1994)
Pedro Ramis, 18 Rue Leanne, B -5000, Namur (15/11/1996)
Luc Schonkeren, Borsbeekstraat 43, B-2140, Borgerhout, Antwerpen (04/
10/2003)
C Scref, 109A, Avenue Jupiter , B-1180, Bruxelles (31/12/1994)
M Steenwege, 74, Rijshenvelsstraat , B-2600, B-2600 Berchem (31/12/
1994)
Bruno Tielemans, Smoutmolen 7, 1640 Sint-Genesius-Rode (15/11/1996)
Yves Tielemans, Stationsstraat 154, 1640 Sint-Genesius-Rode (15/11/
1996)
M Valkenaers, 1207 Chaussee de Wavre , B-1160, Bruxelles (31/12/1994)
B Van Wassenhove, 12, Avenue Isidore Gerard , B-01160, Bruxelles
(31/12/1994)
G Verdonck, 28, Morselveldenlaan , B-2640, B-2640 Mortsel (31/12/
1994)
Jan Verreth, Trompetvogelstraat 29, 2170 Antwerpen (15/01/1997)
J Vrijdaghs, 46 Dennenstraat, B-2800, B-2800 Mechelen (31/12/1994)

CANADA
Martin Hubley, 105 Melrose Avenue, Halifax, Nova Scotia, B3N 2E6
(14/10/1997)
L Fernandez, 3220 Milleret, Ste Foy, Quebec, G 1 X- 1 N8 (31/12/1994)
I Gongora, 3316 Edouard Montpetit #10, Montreal, Quebec, H3T 1K5
(31/12/1994)
Michael Rodgers, 5187 Beamish, Pierrefonds, QC, H8Z 3G4 (02/09/1999)
Adrian Earle, Apt 201, 17 Martborough, Ottawa, K1N 8E6 (24/04/2000)
Jim MacLeod, 978 Strathcoma Street, Winnipeg, Manitoba, R3G 3G5
(25/11/1996)
Rick L. Fortier, 766 Brock Street, Winnipeg, Manitoba, R3N 0Z5
George Kelln, 350 Kenaston Blvd., Winnipeg, Manitoba, R3N 1V8 (31/
01/2001)
D Matiieson, PO BOX 3124 Medley, Alberta, TOA 2M0 (31/12/1994)
R Sanderson, 19005-76th Ave, Surrey, British Columbia, V4N 3G5 (31/
12/1994)
S.P Smith, 1001 1 NE 9th Slreet, Vancouver, WA98664 (31/12/1994)

DENMARK
Michael Hastrup-Leth, Favrholmvanget 15, 3400 Hillerod (30/10/1999)
Lars Klysner, Egilsgade 2, 2. t.h., 2300 Copenhagen S (25/02/1999)
Peter Lageri, Tolderlundsvej 86, ltv, 5000 Odense C. (15/12/1996)

EIRE
Paul Boyle, 24 Lennonstown Manor, Dundalk, Co. Louth (17/03/2002)
J. Marrinan, 63, Mc Kee Park, Blackhorse Avenue, Dublin 7 (31/12/1994)

ENGLAND
Pete Bennett, 84 Littlebrook Avenue, Burnham, Bucks. (16/09/2002)
Billy Carslaw, 52 Spring Lane, Birmingham (08/07/2004)
Andrew Daglish, 7 The Spinney, Cheadle, Cheshire
John Kennedy, 2 Hawthorn Road, Hale, Altrincham, Cheshire (23/10/
1998)
Aaron Sibley, 13 St Paul’s Close, Swanscombe, Dartford, Kent (31/03/
2004)
Mike Brewer, 6 Goldsmith Way, St Albans, Herts, AL3 5LG (01/03/2002)
F. B. Dickens, 62 Yarnfield Road, Tyseley, Birmingham, W. Mids., B11
3PG
Steve Grainger, 23 Winterton Road, Kingstanding, Birmingham, W.
Mids., B44 0UU (18/11/1998)
Garry Cramp, 25 Ferndale Road, Hall Green, Brimingham, W. Mids,
B92 8HP (31/10/1996)
Stuart Brant, Flat A, 1186 Evesham Road, Astwood Bank, Redditch,
Worcs., B96 6DT (28/01/2002)
Gary Lock, 7 Dover Place, Bath, BA1 6DX (16/03/2004)
Jeff Hawarden, 9 Laburnum Road, Helmshore, Rossendale, Lancs., BB4
4LF
Craig Ambler, 2 Queensbury Square, Queensbury, Bradford, W. Yorks.,
BD13 1PS (28/02/1997)
Phil Ward, 7 Burnsall Mews, Silsden, Keighley, W. Yorks., BD20 9NY
(06/03/2000)
Shaun Carter, The Old Vicarage, The Hight Street, Wool, Wareham,
Dorset, BH20 6BP (01/02/2004)
William Roberts, 1 Kiln Close, Corfe Mullen, Wimborne, Dorset, BH21
3UR (23/10/1998)
David Schofield, 11 Longfield Drive, West Parley, Ferndown, Dorset,
BH22 8TY (23/10/1998)
Stuart Holmes, 1 Milne Street, Irwell Vale, Ramsbottom, Lancs., BL0
0QP (08/03/2002)
Mike Standbridge, 31 Hunstanon Drive, Bury, Lancs., BL8 1EG (24/03/
2004)
Ian Kenney, 53 Withdean Crescent, Brighton, W. Sussex, BN1 6WG
Graham Smith, 56 Durham Road, Bromley, Kent, BR2 0SW (31/10/2004)
Andy Tucker, 78 Constance Crescent, Hayes, Bromley, Kent, BR2 7QQ
(11/11/1999)
Bill Durrant, 5 Gatcombe Court, 65 Park Road, Beckenham, Kent, BR3
1QG (19/06/1999)
Wayne Baumber, 3 Polo Mews, Home Farm, Kenmark Road, Chislehurst,
BR7 6LY (31/10/2004)
Brian Hooper, 7 Jessop Court, Ferry Street, Bristol, Avon, BS1 6HW
(31/10/2004)
Neil Piggot, 2 Beechmount Grove, Hengrove, Bristol, Avon, BS14 9DN
Mark Warren, 5 Gazzard Road, Winterbourne, Bristol, BS36 1NR (31/
03/2004)
Rasmus Jensen, 17 Berkeley Road, Bishopston, Bristol, Avon, BS7 8HF
(29/10/1997)
Gaute Strokkenes, Girton College, Cambridge, CB3 0JG (23/10/1998)
Paul O’Donald, 13 Archway Court, Barton Road, Cambridge, Cambs.,
CB3 9LW (07/08/2002)
Andrew Eynon, 36 Greenbank Drive, Pensby, Wirral, CH61 5UF (25/
05/2004)
Ray Jennings, 57 Wheatfield Way, Chelmsford, Essex, CM1 2QZ (09/
10/2004)
Derek Cox, 25 Cramphorn Walk, Chelmsford, Essex, CM1 2RD (01/02/
2004)
Nick Ranson, 34 Mill Lane, Witham, Essex, CM8 1BP (22/03/1997)
Alistair Fairbairn, 3 School Lane, Brantham, Manningtree, Essex, CO11
1QE
Martin Johnson, 16 Wick Lane, Dovercourt, Harwich, Essex, CO12 3TA
Matthew Leach, 12 Lodge Road, Little Oakley, Dovercourt, Essex, CO12
5ED (19/08/2002)
Rob Gallagher, 153 Halstead Rd, Stanway, Colchester, Essex, CO3 5JT
(31/07/2001)
Derek Tocher, 19 Tyrell Square, Mitcham, Surrey, CR4 3SD (27/09/1998)
Derek Briscoe, 129b Melfort Road, Thornton Heath, Croydon, Surrey,
CR7 7RX (18/01/1999)
Joe Arthur, 33 Cedar Close, St Peters, Broadstairs, Kent, CT10 3BU (31/
10/1999)
Peter Wenman, 12 Clementine Close, Belting, Herne Bay, Kent, CT6
6SN (26/07/1998)
Andy Back, 21 Elmwood Court, St Nicholas Street, Coventry, W. Mids.,
CV1 4BS
Hubert Noar, 39 Rugby Road, Cifton, Rugby, Warks., CV23 0DE (06/
01/2004)
Tim Collier, 71 Kinross Road, Leamington Spa, Warks., CV32 7EN (10/
11/2003)
Tony Wardlow, 6 Beech Tree Avenue, Coventry, W. Mids., CV4 9FG
Iain Mckay, 8 Southfields Close, Wybunbury, Cheshire, CW5 7SE (28/
10/2000)
Ian Pollard, 115 The Brent, Dartford, Kent, DA1 1YH (31/10/2004)
Carl Sizmur, 53 Singlewell Road, Gravesend, Kent, DA11 7PU
Sean Pratt, 19 Premier Avenue, Ashbourne, Derbyshire, DE6 1LH (07/

08/2002)
Neil Brunger, 72 Penhill Close, Ouston, Chester Le Street, Co. Durham,
DH2 1SG (01/06/2004)
M. W. Jones, 1 Cheviot View, Front St, Dipton, Stanley, Co. Durham,
DH9 9DQ
Chris Bunyan, 89 Hallcroft Road, Retford, Notts., DN22 7PY (17/10/
1998)
Roy Quarton, 8 Bassey Road, Branton, Doncaster, S. Yorks., DN3 3NS
(01/11/2000)
David Farr, First Floor Flat, 259 High Road Leyton, Leyton, London,
E10 5QE (25/04/1999)
Larry Devis, 104 The Mission, 747 Commercial Road, London, E14 7LE
(21/07/2001)
Michael Essex, 1 Manchester Court, Garvary Road, London, E16 3GZ
(24/04/2003)
Michael Chantler, Flat 7, Pickwick House, 100-102 Goswell Road, Lon-
don, EC1V 7DH (04/05/2004)
Mike Elan, 26 King Edward Street, St. Davids, Exeter, Devon, EX4 4NY
(01/06/2000)
Andrew Saunders, 3 Torbay Court, 221Devonshire Road, Blackpool,
Lancs., FY2 0TJ (29/12/2000)
Nigel Brown, 3 Chepstow Road, Blackpool, Lancs., FY3 7NN (31/10/
1996)
Arthur Garlick, 23 St. Annes Road East, Lytham St. Annes, Lancs., FY8
1TA (04/05/1998)
Michael Davies, 36 Heyhouses Court, Heyhouses Lane, Lytham St Annes,
Lancs., FY8 3RF (21/10/2003)
Russell Gough, ‘Bellare’, New Road, Southam, Cheltenham, GL52 3NX
(31/10/2004)
Tim Bunce, 3 Wren Close, Yateley, Hants., GU46 6NZ (28/10/2000)
Jeff Cansell, 24a Upper Queen Street, Godalming, Surrey, GU7 1DQ
(17/03/1997)
Giuilo Manganoni, 111 Kings Road, Godalming, Farncombe, Surrey,
GU7 3EU (30/04/1996)
Kendrick Fearn, 12 Nelson Hse, Hants. GU11 1HX (05/03/2001)
Simon Croome, 1 Dowling Parade, Bridgewater Road, Wembley, Middx.,
HA0 1AJ
Jackie Eves, 1 Dowling Parade, Bridgewater Road, Wembley, Middx.,
HA0 1AJ
Malcolm Hatfield, 336B Alexandra Ave, South Harrow, Middlesex, HA2
9DB (23/01/2004)
Neil Stevens, 8 Trenchard Avenue, Ruislip, Middlesex, HA4 6NP (27/
09/2003)
Chris Littlejohn, 214A Field End Road, Eastcote, Pinner, Middx., HA5
1RD
Paul Kettlewell, 1 Puffin Way, Watermead, Aylesbury, Bucks., HP20
2UG (01/01/2000)
Nick Edelsten, 139 Hivings Hill, Chesham, Bucks., HP5 2PN (05/09/
2001)
Ivor Gardiner, PO Box 62, Hereford, HR2 6YL (17/03/2002)
Gary Headland, 35 Grammar School Yard, Old Town, Hull, Humber-
side, HU1 1SE
Malcolm Holland, 57 Westfield Rise, Barrow Lane, Hessle, Humber-
side, HU13 0NA
Steve Balcam, 1 Cornwall Street, Cottingham, N. Humberside, HU16
4NB (01/01/1996)
Ruarigh Dale, 13 Swinemoor Lane, Beverley, Humberside, HU17 0JU
(31/10/2004)
Tony Maryou, 41 Benton Road, Ilford, Essex, IG1 4AU (15/08/2000)
Kevin Gookey, 95 Willingdale Road, Loughton, Essex, IG10 2DD (17/
02/2001)
David Austin, 86 Lindsey Way, Stowmarket, Suffolk, IP14 2PD (04/01/
2000)
Paul Legg, 21 Grimsey Road, Leiston, Suffolk, IP16 4BW (31/03/2004)
Andy Smith, 31 Egerton Road, New Malden, Surrey, KT3 4AP (23/06/
1999)
Ben Jones, 72 Church Road, Hale, Liverpool, Merseyside, L24 4BA (02/
08/1998)
Andy Ashton, 62 Earlston Drive, Wallasey, The Wirral, Merseyside, L45
5DZ
Gareth Evans, 29 Hillfield Road, Little Sutton, South Wirral, Mersey-
side, L66 1JA
Adrian Maddocks, 28 Lune Square, Damside Street, Lancaster, Lancs,
LA1 1AH (31/10/2004)
Wayne Kelly, 72 Grassmere Road, Lancaster, Lancs, LA1 3HB (07/03/
2004)
Patrick Dale, 28 Bancroft Road, Cottingham, Market Harbourgh, Leics.,
LE16 8XA (10/11/2000)
Nick Brown, 53 Henley Crescent, Braunstone, Leicester, Leics., LE3 2SA
(15/11/1996)
Pete Phillipps, 24 Huggett Close, Leicester, Leics., LE4 7PY (11/11/1998)
John Elwen, Vine Cottage, Main Street, Walton, Nr. Wetherby, W. Yorks.,
LS23 7DJ (01/05/1998)
John Truscott, 28 Bracken Edge, Leeds, W. Yorks, LS8 4EE (21/11/1998)
John Overton, 68 Brantingham Road, Whalley Range, Manchester, M18
8QH (18/09/2002)
Bernard Savage, 73 Penrhyn Avenue, Middleton, Manchester, M24 1FP
(10/03/1998)
Simon Sayers, 21 Barlea Avenue, New Moston, Manchester, M40 3WL
(11/09/2004)
Bob Eburne, 33 Whitton Way, Newport Pagnell, Bucks., MK16 0PR (27/
10/2000)
Jamie Sewell, 115 Cresent Road, Alexandra Palace, London, N22 4RU
Andy McMaster, 29 Kingsley Place, Heaton, Newcastle Upon Tyne, NE6
5AN (13/10/2003)
Michael Rudd, 2 Blaeberry Hill, Rothbury, Northumberland, NE65 7YY
(12/03/2002)
Geoff Geddes, 30 Sheepwalk Lane, Ravenshead, Nottingham, Notts.,
NG15 9FD
Ian Willey, 17 Strawberry Bank, Huthwaite, Sutton-In-Ashfield, Notts.,
NG17 2QG (26/03/2002)
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George Jaycock, 51 Burleigh Road, West Bridgford, Nottingham, Notts.,
NG2 6FQ
Chris Gower, 7 Boxley Drive, West Bridgford, Nottingham, Notts., NG2
7GQ (28/09/1998)
L. Othacehe, 17 Russel Drive, Wollaston, Notts., NG8 2BA
Duncan Spencer, 33 St Anthonys Road, Kettering, Northants, NN15 5HT
A. Kendall, 12 Hunsbury Close, West Hunsbury, Northampton, NN4 9UE
(13/12/1998)
Nigel Ashcroft, 5 Grasmere Way, Thornwell, Chepstow, Gwent, NP16
5SS (20/03/2003)
Clive Haden, 2 The Drove, Taverham, Norwich, NR8 6FT (21/10/2003)
Steve Joyce, 23 South End Close, London, NW3 2RB (31/01/2001)
Peter Fraser, 66 Salcombe Gardens, Millhill, London, NW7 2NT
Nick Hughes, 15 Layfield Road, Hendon, London, NW9 3UH
Martin Mayers, 41 Frank Fold, Heywood, Lancs., OL10 4FF (16/09/2002)
Toby Pilling, 51 Wensum Drive, Didcot, Oxon, OX11 7RJ (19/03/2002)
Grant Hewitt, 44 Waltham Gardens, Banbury, Oxon, OX16 8FD (19/03/
2000)
John Sharp, 3 Union Street, Oxford, Oxon, OX4 1JP (23/10/1998)
Simon Stevenson, East Dairy Cottage, Welton Le Marsh, Spilsby, Lin-
colnshire, PE23 5TA (24/06/2004)
Alan Anderson, Penmareve, Maddever Crescent, Liskeard, Cornwall,
PL14 3PT (11/12/1998)
Nigel Blair, 105 Stanborough Road, Plymstock, Plymouth, PL9 8PG (01/
01/2004)
Paul Rideout, 5 Fisher Close, Stubbington, Fareham, Hants., PO14 3RA
Simon Strevens, 14 Teddington Road, Southsea, Hampshire, PO4 8DB
(23/10/1998)
Justin Key, 25 Hilary Avenue, Portsmouth, Hants., PO6 2PP (31/10/2004)
Simon Hunt, 26 Inhurst Avenue, Waterlooville, Portsmouth, PO7 7QR
Keith Bristow, 11 Coltsfoot Drive, Waterlooville, Hampshire, PO7 8DF
(23/09/2001)
Trevor Edwards, 18 Conway House, Samuel Street, Preston, Lancs., PR1
4YJ (23/10/1998)
Steve Thomas, 19 Derwent House, Samuel Street, Preston, Lancs., PR1
4YL (23/10/1998)
Phil Draper, 8 Chesterman Street, Reading, Berks., RG1 2PR (28/10/
2000)
Paul Sanderson, Flat 4, Russell Street, Reading, Berks., RG1 7XD (26/
03/2000)
Michael Strefford, 3 Walton Way, Shaw, Newbury, Berkshire, RG14 2LL
(05/06/1998)
Dominic McGrath, 19 George Street, Basingstoke, Hampshire, RG21
7RN (31/10/1999)
Chris Netherton, 36 Eungar Road, Whitchurch, Hants, RG28 7EY (31/
10/2004)
Stewart Thain, 55 Lysander Close, Woodley, Reading, Berkshire, RG5
4ND (14/09/2001)
Kevin Croskery, 4 Beechey Way, Copthorne, W. Sussex, RH10 3LT (10/
09/2002)
Bill Hensby, 32 The Vineries, Burgess Hill, W. Sussex, RH15 0NF (18/
06/1999)
John Barton, 194 Chanctonbury Road, Burgess Hill, W. Sussex, RH15
9HN (01/04/2003)
Nick Carter, 43 Halsford Park Road, East Grinstead, RH19 1PP (30/07/
2003)
Keith Graves, 51 Humbar Avenue, South Ockenden, Essex, RM15 5JL
David Higginbotham, 18 Westfield Garden, Brampton, Chesterfield, S40
3SN (03/07/2000)
Andy Osborne, 42 Atlantis Close, Lee, London, SE12 8RE
Simon Horspool, 28 Crown Court, Horne Park Lane, Lee, London, SE12
9AA (04/02/2001)
Martin Edwards, 127 Pepys Road, London, SE14 5SE (02/09/1999)
David Ramsey, 41 Twin Foxes, Woolmer Green, Knebworth, Herts, SG3
6QT (02/03/2002)
Chris Milne, 19 Redoubt Close, Hitchin, Herts., SG4 0FP (23/01/2004)
Roger Underwood, 34 Woodside Lane, Poynton, Cheshire, SK12 1BB
(28/10/2000)
Andrew Dando, 26 Constable Drive, Marple Bridge, Stockport, Chesh-
ire, SK6 5BG (17/09/2002)
Graham Forster, 1 Dalston Drive, Bramhill, Stockport, Manchester, SK7
1DW
Ian Daglish, 5 Swiss Hill Mews, Alderley Edge, Cheshire, SK9 7DP (30/
10/1999)
Steve Crowley, 2 Mossy Vale, Maidenhead, Berks., SL6 7RX (01/03/
2001)
Adrian Catchpole, The Malting Barn, Top Lane, Whitley, Melksham,
Wilts., SN12 8QJ
Jon Williams, 17 Larch Road, Colerne, Chippenham, Wilts., SN14 8QG
(06/12/1998)
Bill Gunning, 14 Eagles, Faringdon, Oxon, SN7 7DT (14/09/1997)
Roger Cook, The Brick Farmhouse, Cleuch Common, Marlborough,
Wilts, SN8 4DS (31/10/2003)
Chris Riches, 3 Bernwood Grove, Blackfield, Southampton, Hants., SO45
1ZW (30/01/2004)
James Crosfield, Hughcroft, Church Hill, Buckhorn Weston, Gillingham,
Dorset, SP8 5HS (01/02/2004)
John Fletcher, 191 Trent Valley Road, Stoke-On-Trent, Staffordshire,
ST4 5LE (23/10/1998)
Ronnie Tan, 250 Hydethorpe Road, Balham, London, SW12 0JH (21/
07/2001)
Julian Blakeney-Edwards, 1 Elmbourne Road, London, SW17 8JS (21/
10/1998)
Lee Brimmicombe-Wood, 49 Edgecombe House, Whitlock Drive,
Southfields, London, SW19 6SL (31/10/1999)
Christopher Chen, Flat 11, 14 Sloane Gardens, London, SW1W 8DL (25/
02/1999)
Jonathan Pickles, 115 Wavertree Road, Streathem Hill, London, SW2
3SN (26/03/1999)
David Tye, 35 Redburn Street, London, SW3 4DA
David Otway, Department of Chemistry, Imperial College, South Ken-
sington, London, SW7 2AY (14/03/1998)
Chris Courtier, 17b Hargwyne Street, London, SW9 9RQ (23/10/1998)
Paul Case, 4 Brymas House, Rockwell Green, Wellington Spa, Somer-
set, TA21 9BZ (31/10/2004)
Carl Bedson, 5 Allerton Meadow, Shawbirch, Telford, Salop, TF5 0NW
Nick Law, Flat 4, 12 Boyne Park, Tunbridge Wells, Kent, TN4 8ET (21/
06/1999)
Mike Batley, 2 The Gables, Argos Hill, East Sussex, TN6 3QJ (29/04/
2001)
Bill Eaton, Dart House, 20 Bridgetown, Totnes, Devon, TQ9 5BA (13/
04/2000)
Nick Quinn, 7 Woodgrange Avenue, Ealing, London, W5 3NY (04/03/
2002)
Dave Booth, 47 Dunnock Grove, Oakwood, Warrington, Cheshire, WA3

6NW (07/10/1996)
Robin Langston, 105 Little Bushey Lane, Bushey, Herts., WD2 (19/09/
1996)
Paul Ryde-Weller, 44 Farm Way, Watford, Herts., WD2 3SY
Sandy Goh, 12 Mornington Road, Radlett, Herts., WD7 7BL (31/10/1996)
Ulric Schwela, 19 Siddow Common, Leigh, Lancs., WN7 3EN (02/09/
1999)
Michael Murray, 34 Bell Road, Walsall, West Mids., WS5 3JW (30/03/
1999)
Ian Price, 19 Upper Green, Yettenhall, Wolverhampton, W. Mids., WV6
8QN
Michael Clark, Wold View, East Heslerton, Malton, N. Yorks, YO17
8RN (12/02/2002)
David Murray, 29 Middle Street, Nafferton, Driffield, S. Yorks, YO25
4JS (27/06/2001)

FINLAND
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J R Van Mechelen, Apt 8E, 301 Heights Lane, Feasterville, PA 19053
(01/11/1996)
Will Fleming, 20455 First Avenue NE #C103, Poulsbo, WA98370 (27/
10/1998)

This is the story of the largest
armoured battle fought in the
campaign for north west Europe.
The book guides visitors around the
tanks battlefield, showing what
remains and what has changed, using
present-day images alongside
previously unpublished 1944
pictures.

Author Ian Daglish
Paperback 189 pages (January
2004)
Publisher: Pen & Sword Books /
Leo Cooper
Price £9.99
ISBN: 1844150305

WALES
Martin Castrey, Connah’s Quay, Deeside, Flintshire (20/10/2003)
Paul Jones, 9 Cwm Nofydd, Rhiwbina, Cardiff, CF 14 6JX (22/11/2002)
Kev Sutton, 1 Gorphwysfa, Windsor Road, New Broughton, Wrexham,
LL11 6SP (25/02/1999)
C. Jones, Deer Park Lodge, Stepaside, Narbeth, Pembrokeshire, SA67
8JL
Emyr Phillips, 2 Cysgod Y Bryn, Aberystwyth, Ceredigion, SY23 4LR
(27/08/2002)

If there are any mistakes, please let
me know so I can correct them for the next
edition.

Ω
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There are more and more ASL tournaments cropping up all over the world.
In fact, it is possible to be involved in an ASL tournament at least once a
month, often more, if you were so inclined (and had the financial means to
live such a life - I wish!).
If you plan on holding an ASL tournament, please let me know and I’ll include
the details here, space permitting.
If you contact anyone regarding these tournaments, please tell them that I
sent you!

JANUARY
WINTER OFFENSIVE 2005

When: 13 - 15 January.
Where: Comfort Inn, US 50 & US 301 @ MD3, Bowie, MD20718. Telephone 301-464-0089.

Room rates are $91.80 for a single or double, $100.80 for a triple or $109.80 for a quad (rates do not
include tax). Mention ASL for ALS” to get these rates.

Fee: $30.00 for the weekend or $12/00 per day.
Format: The tournament is an unstructured one using mutually agreed scenarios. Gaming will

not start until 5pm Thursday night due to a scheduling conflict. Mini-tournaments and the main event
start at 8am Friday. Saturday will feature at “Monty’s Gamble: Market Garden” tournament starting
at 9am.

Notes: T-shirst are available for $12.00 ($14.00 for XXL).
Contact: Make cheques payable to Multi-Man Publishing and send to MMP, 403 Headquarters

Drive, Suite 7, Millersville, MD21108. Contact Perry Cocke at perrycocke@comcast.net or Brian
Youse at byouse@cablespeed.com for more information or visit www.advancedsquadleader.com.

MARCH 2005
HEROES 2005

When: 11 - 13 March.
Where: Hotel Skye, South Promenade, Blackpool, England. Room rates are £22.00 for a shared

room or £28.00 for a single room and include breakfast. Bar meals and good beer are also available at
the hotel.

Fee: £7.00.
Format: Four or five round tournament beginning Friday afternoon (arrangements will be

made for those unable to arrive until Friday night), with three or six scenarios to choose from in each
round. Players will be expected to have a knowledge of the first half of the Chapter G rules to play in
the tournament. CG and friendly games can also be found throughout the weekend. There will also be
opportunities for new players to learn the game and friendly games available.

Contact: For more details or to register contact Pete Phillipps, 24 Huggett Close, Leicester,
LE4 7PY. Phone (0116) 210 1798 (evenings only) or email heroes@vftt.co.uk.

INTENSIVE FIRE 2005
When: 27 – 30 October.
Where: The Kiwi Hotel, West Hill Road, Bournemouth, England, BH2 5EG. Telephone (01202)

555 889 or fax (01202) 789 567 to arrange accommodation. Single rooms are £33.00 per night,
double rooms £29.00 per night per person if booked prior to 1 October – thereafter normal rates
apply. Remember to mention INTENSIVE FIRE when reserving to qualify for the special rates. You
can also book online at www.kiwihotel.co.uk.

Fee: £7.00 (entry is free for those only able to attend for one day). Players pre-registering will
receive a tournament program in September.

Format: Three round Fire Team tournament (two rounds on Saturday, one on Sunday). There
will also be some single day mini-tournaments on the Friday. Open gaming is available for those who
do not wish to take part in the tournament.

Notes: Prizes are awarded to winning players and the Convention Champion, who is the player
judged to have had the most successful tournament with all games played over the weekend being
taken into consideration.

Contact: For more details or to register contact Pete Phillipps, 24 Huggett Close, Leicester,
LE4 7PY. Phone (0116) 266 6894 (evenings only) or email if@vftt.co.uk.

Ω
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Greg Dahl

It is with great sadness that I must report the passing of another WWII vet.

You may have seen him driving down the street going to slow. Honking and
yelling wouldn’t have prodded him along any faster. You may have waited for him to
count out his exact change while making a purchase at the store. If he dropped a penny,
he certainly bent over to pick it up.

A product of the depression, he always was concerned about money. Even
once he achieved upper-middle class status later in life, he always was concerned about
money. Rarely spending it upon himself but always concerned about others.

During WWII, he served in a general hospital and was exposed to the “business
end” of the war. He had no great stories of storming the beaches of Normandy, para-
chuting out of the sky, or riding in tanks across France. He spent the war taking care of
those who were injured. Along the way, he developed a great respect for those men.

He once told the story of guarding three German prisoners in England using a
gun that had no bullets in it. I don’t think he or his prisoners cared much for the war at
that point.

After the war, he kept in touch with other soldiers for the rest of his life. He
made it his passion to bring veterans back together. He was even made an honorary
member of the Eighth Air Force for all of his efforts after the war. He arranged his
unit’s reunions and kept in touch with many via old fashioned letters. He wrote a unit
newsletter once a year just so everyone else would know what the others were doing.

When I was young, I developed a fascination for the battles and machines of
world war two. It wasn’t until later in life that my dad’s appreciation of the common
fighting man rubbed off on me. They truly were “Citizen Soldiers”.

����������	
��
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could be minor, for example adding a demolition charge to either
sides OB, or more radical. I like the idea using different tanks but
similar to kill numbers, an early T34/76 against some Panzer IV
perhaps? At a pinch you could use a different board or if you are
using tanks or armoured car’s with very high movement point’s
several board length ways?

CONCLUSION
I don’t think this is a totally balanced scenario. The Russians

have a slight edge, if they ambush German tanks as they try to exit
on the last turn. If the trap is sprung earlier the frantic manoeuvring
by both sides makes for an interesting game. The better you know
the armour rules the more tricks you can pull.

That said, for a short friendly game, a boot camp scenario for
armour rules, or a quick solitaire game Paper Tiger’s is rather good.

Ω

PAPER TIGERS
Continued from page 15
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