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PREP FIRE

Hello and welcome to the somewhat later than planned latest issue of
View From The TrencheFhings were going great until the beginning of the
month when things got kinda hectic and | couldn’t find the time to work on
the few bits that needed finishing. | hope to get back on to schedule with the
next issue but as I've got a party lined up for every April weekend that may
not prove too easy to do!

Anyway, a big thank you to Australia’s Paddington Bears for letting
me reprint theKGP CG they printed in theiRate Of Firenewsletter and
their scenario based on the movie “The Longest Day”!

One of the reasons for reprinting the CG is because it may well be
used in a mini-event similar to last year's GOLD BEACH event. lain Mckay
is working on a mini-event for the weekend of /I®" June, and the plan is
to play either the “KGP V Squeezing Peiper;s Bulge” CG or the “StB CG3
The Lions Rampant” CG from the forthcomiiggotland The Brave Il
module. B&B is available in the local pub :-) and is likely to be £25.00 per
night (not including beer!). If you're interested contact him on (01270) 842
193. Expect to see full details next time around.

Finally Shaun Carter asked me to note that Charles Markuss co-wrote
the Lodz design notes in the last issue. And | also forgot to mention that the
Doomed Battalionscenario descriptions in the article in issue 22 were
written by John Slotwinski.

Until next time, roll low and prosper.

Pete Phillipps

Double 1. My last, best hope for victory.

ge.

THE ASL MAILING LIST

The ASLMailing List is devoted to discussion Atlvanced Squad Leademd is run by Paul Ferraro via a listsg
program at the University of Pittsburgh. To subscribe send enmaijmrdomo@list.pitt.edu with the body of the|
message reading:

subscribe advanced-s|

You MUST use lower case letters!

You will get a message from Majordomo in reply asking for confirmation.

To subscribe to the digest version send the following in the body of a message:

subscribe advanced-sl-digest

The digest is mailed out whenever it has queued 100,000 characters of mailings. You may receive mor1(0r lesp)

than one mailing every 24 hour period. The digest is NOT sent at a certain time each day.

EMOTICONS

With the growth of the InterNet, emoticons have originated to allow people to show expressiorf
text. | find these very useful for the printed word in general, so you'll see plenty of théewirFrom the
Trenches

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

:-) humour or smiley

i-) winking

:-> devious smile

<g> grin

-( sad

:-0 shocked or surprised

#-( hung-over
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monthly BritishASLjournal. Allcomments are wel-
come. Even better, contribute. Write an article. De-
sign a scenario. Share yd\BLexperiences with oth-
ers.VFTT allows you to communicate with other
ASlers. Don't be a silent voice.

Issue 25 will be out in May.
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VFTT19£2.00 (overseas £3.00)
VFTT20£2.00 (overseas £3.00)
VFTT21£2.00 (overseas £3.00)
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MMP’S 1999 SCHEDULE Doomed Battalionss also scheduled [ S Ec—_G———"
Action Pack s expected to be ready to be reprinted in the near future. B
for release at the Chicag&LOpen in May.
As with the first pack, it will include eight MMP are also offering prints of the
new scenarios and two new map board®oomed Battalionsand ASL Journal 1 :
(board 46 features a half-board Europeargovers for sale. Produced by renowned =
village with adjoining farmlands while board WWII artist David Pentland, thBoomed |
47 features a board-length wooded ravine)Battalionsprint (titled “Warsaw 1939” and
A set of overlays featuring hills, a half-board measuring 17” x 12”) is available for $50,
village on a hill and wooden buildings which while the ASL Journal 1print (titled
can be used as huts in the PTO will also béMotherland” and measuring 20" x 28”) is
included, along with the Overrun Flowchart available for $75; neither price includes
Playing Aid which was originally printed in shipping and handling. Davids’ work will
MMP News also feature on upcoming MMP releases an
they hope to be able to offer these as prin
Blood Reef: Tarawathe HASL in the future.
module originally produced by Heat Of
Battle is expected to be re-released in its
improved form at the National BoardgamingCRITICAL HIT EXPANDS
Championship (formerly AvalonCon) in July. Critical Hit have recently purchased modules, a new CG, a newly-designed
Covering the US Marine Corps beach assaufhe German games company Moments iurchase record table and all the charts you
on the tiny island of Tarawa in November History, which will operate as a division of "€€d for quick reference on a back cover play
1943, it will include two full size maps, eight cH. Founded in 1993, Moments in History aid for $10.00.
scenarios and two (most likely three)have won Charles S. Roberts Awards for _Amhem: The Third Bridgss the long-
campaign games. their gamegll Quiet On the Western Front @Waited module designed by Kurt Martin
andFields of Glory One side effect of this dePicting the battle for the Arnhem bridge.
A Bridge Too Fais the title of MMP's i that it will allow qualifiedHASLmodules  C0Sting an expected $32.95, the module
module on the battle for the Arnhem Bridge.g pe released as stand-alone games. includes aHASL map sheet, eight new
Designed by Russ Bunten it is expected t0 On theASLfront, the company has a Scenarios @latoon Leader 2.campaign
include seven or eight scenarios (includinghymber of projects in the pipeline for the 92Me and a counter sheet providing Red
the largest official scenario produced to datehear future, among theRiatoon Leader 2,5 D€Vil squads and SMC counters for
and three campaign games. It is planned t@mhem: The Third BridgandScotland The  historical leaders including Colonel Frost
be released in time f&SLOK at the start of grgye || and Captain Grabner. New rules including
October. Platoon Leader 2.5 essentially L high walls, a new form of breach, and SS
2 with numerous enhancements, fixes angngineers are also included. CH plan to
Finally, expect to see teéSL Journal  jmprovements but without any major "€/€@se additional book and game related
2 in your Christmas stocking. The changes to familiar terms and methods. IfMhem products in the future.

centrepiece of the issue will be the 22" byyil| e released in a booklet format complete  Combatlis a new game from CH
32" HASL map, new Japanese counter sheeyith all errata for all previous CHASL Which focuses on tactical level combat in
and scenarios to simulate the fighting along WW?2, on the same scale ASL The first

Kakazu Ridge in Okinawa.

Looking further ahead there are plans |~
to produce a ‘Best of the Annual’, a starter/ | .

intro pack, Armies of Obliviorand possibly

a Finnish module if the Finns are unable tc | ——

be fitted intoArmies of OblivionEither way
the Finns will get their own two colour

counters (German blue outline with white |-

interior) for infantry, armour and ordnance.

MMP have located the negatives for |

the ASLRB with all errata pages to date and

are currently sorting through them to see i e
they have all the necessary components t |- [ .

do reprint theASLRB A computer file of

the ASLRBdoes not exist however, making | |/

it difficult to produce an updatesSLRBwith
all official Q&A and errata incorporated.

THE TRENCHES

boxedCombat!release and folio expansion
kits should be out about now. CH plans to
offer the rules, combat cards and counters to
owners ofTimmes’ Orchardand Kellam’s
Bridge at a discount price, as the game is
expected to be compatible witASL
components. A detailed look@bmbatlcan

be found in the new issue Gfitical Hit!
magazine.

HELL ON WHEELS

The U.S. 2¢ Armored (“Hell on
Wheels”) Division was one of the most
powerful divisions to see combat in World
War I, and its exploits are the focus of the
new Hell on Wheels Battle Pack released by
Bounding Fire Publications.

Designer Chas Smith, a Captain in the
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1st Cavalry Division at based at Fort Hood, HEAT OF BATTLE TO

drew on source material on the &rmoured
2
Division which used to be based there toBATTLE HASBRO? .
Heat of Battle’'s Eddie Zeman has

come up with 13 full colour scenarios which . .
follow the Campaigns of the division in noted on the Interné\SLMalllng List that
chronological order. Also included is a . .
solitaire mission featuring a U.S. armouredPy Hasbro. It is not clear at this stage wha
recon company attempting to capture aef'fect this will have on HoB (or other third
bridge. An added bonus is a GSTK Scenari®a"y producers). At the moment HoB are
from Heat of Battle depicting Graebner’s waiting to hear more from Hasbro, at which
attempt to cross the Arnhem Bridge. point they will re-assess their situation. Phil

The accompanying magazine containg/2Mison , Hasbro's Senior Brand Manage
articles on the history of the“2Armored has said onl_lne 'we will vigorously pursue
Division as well as armoured warfare tacticsa!l unauthorised use of our trademarks.
for ASL In addition, the pack contains a new
map sheet depicting open terrain and a set
of DASLrubble overlays. WAVE THE WHITE FLAG

Wave The White Flaig a set contain-
ing 52 half-inch SMC prisoners that can be

HoB have been threatened with legal actior}

THIRD PARTY PRODUCT
UK AVAILABILITY

Following Neil Stevens’ retirement fro
the role,. | am now acting as the UK distrik{l
tor for those third party products not gen
ally available in the shops over here.

ASL BUNKER MOVES used for all nations as well as separatg

Dispatches from the Bunkeras counters for the Finnish and Japanese le
moved to 209 Granby Road, Apt; 18, €rS and Russiar_1 Commissar_s. Qn the bal
Chicopee, MA 01013. The move is unlikely of each counter is the Ieac_ier in his wounde
to affect production obispatches from the State (morale and DRM) imposed on a reg
Bunker 6 which is expected to ship late CTOSS: Also included as a special bonus i

March/early April. ' )
brand new SMC variant, the Driver SMC

and one page of guide lines for using them

They are available for $3.00 plus $1.00 post
TIME ON TARGET REVISE age ($2.00 if outside the USA or Canada

OLD CHESTNUTS from Daniel Zucker\Wave The White Flag
Kinetic Energy Productions, Inc. have 86 Beech Ave., Fanwood, NJ 07023, USA.

released thdM’'99 Scenario PackThe

centrepiece of the March Madness ‘99" tour-

nament in Kansas City, the pack is a ‘besSHINGLE'’S LIST

of’ compilation of scenarios from the out of Due to be released at BERSERK!

print Time on Target ITOTZ andMM'97 4 view From The Trenches Shingle's

a%;tive until the next issue ofFTT:

the Spanish Civil War Field Chaplain and &

The prices are as follows, and are eff|

God Save The King
King Of The Hill
Berlin: Red Vengeance

o/P
o/P
o/P

Fortress Cassino £16.00
Waffen SS: No Quarter No Glory £11.00
Waffen SS II: The Fuhrer's Firemen £12.50
Schwerpunkt £8.00
Schwerpunkt 11 £8.00
Schwerpunkt 11 £8.00
Hell On Wheels £13.50

O/S - Out of Stock O/P - Out of Print
Add 10% for postage and packing [EXC: Cqu-
saders are exempt P&P charges] and send jour
payment made out to PETE PHILLIPPS to Tjhe
Crusaders, 49 Lombardy Rise, Leicester, En-
gland, LE5 OFQ.
For the latest on stock availability tel
phone me on (0116) 212 6747, or by emal

|3
at

Pak They have all been revised to allow for List, a scenario pack set in the Anzio beach

experience gained with them since they werg,o 1 seven tournament-sized scenarios arfd

first printed, and have also been printed inyq |arge scenario are included, along wit
full colour. Among the scenarios included g, accompanying booklet looking at the

are "Tiger 222", “Franzen’s Roadblock” and p4 1 ground to the battle. There may also b
Black Friday”. The pack also includes the oe o two extras included, but these hav

appropriate TOT SSRs for some of the SCeyey 6 he confirmed yet. The price has yet g

narios, and the RE overlays required to playye confirmed as well, but is expected to b

“Black Eriday’_’. ~_ no more than £5.00.
It is available for $15.00 from Kinetic

Energy Productions, PO Box 3831, Olathe,
KS 66063-3831. Shipping and handling

charges are $2.00 ($3.20 for two to ten cop-
ies) for US orders, $4.00 ($7.00 for two to

ten copies) for Canada and Europe, and
$5.00 ($9.00 for two to ten copies) for the

rest of the world.

Still available ardime on Target &r
$35.00 ($37.00 for non-US orders)arch
Madness ‘97 Packor $11.75 ($13.20 for
non-US orders) and thEoT 2counter set
for £5.00. A package dfOT3 MM'97 Pack
andMM99 Packis available for $35.00 (add
$5.00 shipping on non-US orders). KS resi-
dents should add 6.875% sales tax to all or-
ders.

pete.phillipps@virgin.net.

UK SUPPLIERS OF
rOTHER THIRD PARTY
PRODUCTS

To purchase goods produced by otl
third party producers such as Critical Hit, In
UK ASlers should contact the followin
shops.

L >y

LEISURE GAMES, 91 Ballards Lane
Finchley, London, N3 1XY. Telephone (01
346 2327 or e-mail them
Leisuregames@btinternet.com.

~

t

SECOND CHANCE GAMES, 182 Borough
Road, Seacombe, The Wirral, L44 6NJ. Tq
phone (0151) 638 3535 or e-mail them
ahashton@globalnet.co.uk.

le-
jat

PLAN 9, 9 Rosemount Viaduct, Aberdeéh,
AB25 1NE. Telephone (01224) 624 467 oije-
mail them atPLAN9@IFB.CO.UK.

| shall endeavour to list all UK stockis
of third partyASLproducts here in the futurg.

n
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An Analysis of RB2 Blood And Guts

Dr. John Slotwinski
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‘RB2 Blood And Guts'’ is a great sce- raising the base morale of Russians in the facman victory condition is not known by the Rus-
nario, yet there hasn’t been any discussion ottories and eliminating the possibility of cow- sian player, and the optional Russian VC of
it. This is no tournament scenario quickie, it isering, which always seems to be a problem wittcontrolling either factory Q10 or L15 is diffi-

a major battle, where losing a stack here or therthe normal situation of having so few Russiancult to achieve.
isn’t that important. leaders to go around.

I've played it several times, and com- The commissars also greatly contributeRussian Defence:
piled some notes on it over the years. I've al4o the factory defence with their motivational An analysis of the Russian defence starts
ways played it as the Russians, so these noteallying ability which brings broken morale 8 py examining the German victory conditions.
are skewed towards that perspective. units back to life on a DR 11, even when The Germans win by either: (a) Controlling all

DM, while in the factories (Morale = 10 (base stone building and rubble locations north of the
8, +1 fanaticism, +1 commissar), -1 DRMrally G21 - U21 road; or (b) Controlling building

BALANCE terrain.). K22 and two other stone buildings within the
60-40 pro-German (without Russian The hideous devastated terrain will slowinitial Russian setup area. Note that the Ger-
balance). the German advance down and might channghan must secretly select one of these VCs be-
the movement of the German AFVs. fore play begins, before viewing the Russian
Tunnels and fortified Locations are a realsetup.
KNOWN ERRATA advantage too. They are useful in keeping routes The key building for either of these VCs

i - . openforthe reserves and make it so much easig§ the S17 factory since it is so close to the
In VICtOI’y Condition “b)"! Change “ini- to shuttle forces. There is nothing more diS'German Setup area and could be used to fulfill

tla”y ... Russian” to “within the Russian Setup Couraging for the German p|ayer to 3Udden|Yeither VC.

area”. [An93b; An96]. find two or three squads in a building he thought The second VC is difficult for the Ger-

was secure. Tunnels can also can make deafans to achieve without smoke, since they must

traps in the factories (especially S17). In someyross the G21 - U21 street to seize control of

ROAR RECORD games I've made the exchange for tunnels anguilding K22. So the Russian defence is de-
27-16 pro_German’ with a 9/10 Excite- in others | have not. | think one or two tUnneISSigned with a heavy defence of the S17 factory
ment Rating. is good while keeping the rest as fortified Lo- and surrounding rubble. This may persuade the
cations. German player to actually consider the less

Don't forget though that the Germans appealing (b) VC. This setup is win-win for
OVERVIEW may also designate up to six Fortified Build- the Russians since it forces the Germans to ei-

. ing Locations, but they may not exchange theirsher attack the heart of the Russian defence a
Crack German pioneers, supported byor 1ynnels and they must also be openlya vc (a) or attempt to achieve the more diffi-

three StuGs, assault stout Russians defend"\ﬂarked. cult VC (b)
burned-out factories in the rain and rubble of Finally, that wonderful .50-cal MG with :
the factory district. The Russian balance shoulqg FP and 3 ROF, especially when coupled with Some setup features: Lots of 6285 and a

be used and makes this one a much closer fighys, 0.3 will contribute to the factory defence few 458s go into the S17 factory along with
TQIS tanaly5|s assumes that the balance is ifom afar. Mr. Commissar. Two dummies up front in the
effect.

mined hexes (see below). Dummies in the 018
building. 447s and another Commissar in the

RUSSIAN Russian Disadvantages: Initial P19 rubble area. Remainder of the squads and
* setup, Disposition of Reinforce- MGs go in and around the K22 building.
PERSPECTIVE ments, VCs By setting up heavy in the S17 factory
The setup restrictions allow the Germang/@ are also able to take advantage of the fa-
Russian Advantages: Factory to setup in your face at point-blank range. Thos@&iCism bonus and easy commissar assisted
Fanaticism, Commissars much-needed Russian assault engineers havd@!¥ing as described above. One commissar
- ' ' flame-th t their di . but won't make90€s in the rear of the factory and the other
Terrain, .50-Cal, 10-2 ame-thrower at their disposal, but won't make

The factory fanaticism is a huge boon itinto the fray for a few turns. Finally, the Ger- 9°€S into the rubble of hex Q20. Dummies go

THE TRENCHES 5



right up-front to absorb those nasty flame-will eliminate the dummies. However, search- Option 3: Put six A-P factors into
thrower shots. This may result in a malfunc-ing could result in casualties (because of mine®R17,S17 and convert the remainder into AT-
tion or two and will also hopefully let the Ger- and booby trap capability) and if he tries tomines to be placed into T16 and U16.
man player remove his concealment counter ienter he will be attacked by the mines. Note Some might feel that these mines are as
one is present. What if the German player dethat if these dummies have the opportunity tomuch of a nuisance for the Russians, as they
cides to opp-fire those guys and try to enter thekulk they can do so into other hexes of theéhinder any Russian chance of threatening a
location, if he suspects dummies? That's finefactory without having to be removed from the sudden death win by taking factory Q14. Other
because then the mines and 628/LMG comboboard due to the mines. options might be to mine K21 and L21, mak-
inside the factory will make their presence felt. Option 2: Six anti-personal mine factors ing life hard for any Germans attacking K22.
Two 628 with LMGs in S18 will attack point- go into hexes R17, S17, T16 and U16. These
blank at 16(+3), even against concealed Gereontribute nicely to the factory defence and also Two MG nests in M22L1 and K23L2
mans. allow the Russians to skulk from these posi-contribute to the defence of the S17 factory and
tions without generating a mine attack, as longadjacent rubble. The stack in K23L2 can also
There are several different options foras they don’t exit the building. This line of help with the K22 defence if a concerted Ger-
the placement of the OB-given 24 mine fac-mines does complicate any possible Russiaman attack happens there (unlikely!).
tors. counter-attack from S17 into the Q10 factory,
Option 1: Put two hexes of 12 factors but | don't believe this is a problem since we Don't forget the Russians also have cel-
eachinto R17/S17 with a dummy stack in eachweren’t going to try and seize that factory any-lars. K22 building is much more difficult to
If the German player searches these hexes avay. Thirty-five locations is a lot to take con- take if cellars are used. Sewers and rooftops
tries to enter to strip concealment (allowed everrol of, and the Russians don’t have the manare to be considered too. Consider fortifying
in fortified locations containing real units) he power for the job. the K22 building. Location P21 also deserves
some consideration for being fortified
as from here you can lay down a Fire
Lane to G21.

The area of the Barrikady fought over in “Blood and Guts” and some of the key features.

If you put a tunnel into P25
that goes to M25, and set up a leader
led main stack of the reinforcements
in R30, you should be able to get into
P25 (CX and bypass, and APh) in the
first Russian player turn. In the sec-
ond Russian player turn they can go
under through the tunnel into M25 if
the Germans are threatening K22. If
the Germans attack the S17 factory,
this tunnel is somewhat wasted, but
this tunnel is a present from heaven
should you have to reinforce the K22
building in time. Having a FT and 2
DCs there around turn 3 can save the
day for the Russians.

A second tunnel should go
from U22 to T19. This is a last ditch
rout route for units in T19/T18, and
can also serve as a reinforcement path
into the S17 factory, depending on the
German actions. A further tunnel from
T19 to R17 or S17 could be deadly if
the German advances in the S17 fac-
tory. By moving into their rear the
Russians can put the Germans in dire
straits. If the Russians break they rout
down the tunnel, but as the German
have to rout first, they may find them-
selves eliminated for failure to rout as
you cannot rout ADJACENT to a
Known enemy unit whether it is in
Good Order or broken.

Another nasty surprise is a
tunnel from T21 to S19. In his last MPh
the Russian can move some (hopefully
concealed) units back into that Loca-
tion. The German will have to virtu-
ally kill all those guys and get Control
of the Location back should he have
opted for VC (a).

Finally, connecting Locations
containing sewers on both sides with

L17 Q14

S17

K22

6 VIEW FROM



a tunnel might seem a waste of a tunnel, butlistance Russian shots, and may evenincrease  While grabbing K22 is not easy, if it can
don't forget that you can't get lost in a tunnel, to a heavy downpour as the scenario goes onbe achieved, grabbing two more buildings for

which can be a major bonus. a win should be a fairly straight forward affair.
The Control rules help the Germans here: once
All of the Russian AT-efforts go on the German Disadvantages: No they Control building K22,the Russians have
left flank, since this area has the best tank tergmoke to seize the whole building back from them;
rain. The MOL-projector goes somewhere Well, rain also means no smoke which/ust having units within it at the end of the game
around G22, and the ART piece in J21/6. Theg normally available from the tanks (S, sD) isn't enough.
gun can hit hexes like H18 and 118 where 3nd infantry. The German player should hope The German can set up a mass of forces

parked StuG can attack the K22 building. Fromy,, o change in the rain to either no rain (thusaround H19, K20, L19, and M20, from where
J21 the gun can also hit the front locations Ofallowing smoke) or heavy rain (thus implement-8V&"Y single Location of building K22 can be
the L15 factory which is initially controlled by ing an LV hindrance at all ranges.) brought under fire (thus broken units can eas-
the Germans. Putting the gun into an upper level Note that once the German infantry en-lly be kept DM).

location of the K22 or M22 buildings is also a o5 the factories, they can use smoke even if On the other side of the city the German
possibility, but requires several fortified loca- 5in is still in effect, as A24.6 allows the use ofshould be able to hold the Russians off with
tions to do so. Such a positioning will elimi- infantry smoke IN a building. Unfortunately just a small part of his force (and perhaps one
nate some of those annoying debris hindrance%my StuGs breaking into a building cannot fire®" two FTs).

and might also allow for shots into the R17

smoke into their own or adjacent building lo-
factory and P19 rubble hexes.

cation (not even if in a roofed factory), as A24.6 Having said all that, there are still a few

allows only smoke grenades to be used in factors that make it difficult in my opinion:
The 018 building is a death trap for the building, which are defined as those used by (1) All ground level Locations of K22

Russians, but quite valuable for the German%calntry (A24.11 and footnote 29). are likely to be fortified, making entry very dif-
because of its upper levels. In particular O18L2 Hard to find other German disadvan- ficult. A Good Order unpinned squad will keep
can be a nail in the Russian’s coffin. A Ger'tages... you from advancing in, although a breach could
man leader-led MG there will greatly hinder ruin the Russian’s day. S17 is probably forti-
lateral Russian movement along the N & O fied too, but at least there you can assault from
hexgrains. Remember the Rain LV does nO'Brief German Notes: the relative safety of +3 TEM of your own.

cancel FFMO! This is why you will love hav-
ing a tunnel to cross.

Two dummy stacks go in the ground
level locations of this building. Note that the
MGs in K23L2 and M22L1 can hit all the lo-
cations of this building.

Also, you can assault S17 from two sides, es-

The German should place some of hISpecially once you push aside the weak/non-ex-

fortified locations along the J18-M20 line, since . . . . S
even one Russian-controlled hex of the L15IStIng Russian units in the P18 building.
(2) Concealed or not, the TEM between

factory will deny the (a) VC. Also consider R16 the L15 factory and the K22 building is very

S16 as these will help against a Russian a?fveak, compared to the rest of the RB-environ-

sault there. ment. Shots that are only +1 or +2 (because of

A final note: I've started the 7-0 leader Ever_y “”.“e 've played this scenario _the rain [heavy rain or long-range shots]) should
. : . German will drive at least one of his tanks into . '

back with the reserve reinforcements. This ap;[he S17 factory via the R17 road. This is rOb_make the Russian player smile. Also, the Rus-
pears to be allowed according to the setup re y ) PTO0"jans should be able to pump a lot of firepower

strictions. It further complicates the initial situ- g?li)r/n?n%rt?itlgegsoi?]dt;?ac:‘:(.:tlcz)\r/e?hltfatlgi:;z:z(nbvsgllslmo the hexes adjacent to the K22 building.
ation of having too-few leaders up front, but it Y

have to deal with some point-blank HE. Sev- (3) The Russian reinforcements could all
does allow us to split up the reinforcements into p ' be sent to support this building, and should

two stacks, each with a leader. This means thaﬁlrgl eSrt\ths Sar?‘:ce Cglsjlcécrr;ﬁkeiftn; i_llj__s‘:frr]each the area relatively intact, especially if a
with the leader movement bonus both stackd 2 Y PPy, €sp y

2ets are on the other side of the ma tunnel from the P22 factory is used.
will be able to reach the front in two turns. P

Without the leader they would arrive too late
to significantly improve the Russian position.
Their final positions are flexible though, and
will be influenced by the German actions in

Remember that several of these facto- Afinal comment: As I mentioned orig-

. nally, placing the mines as | suggest hampers

ries are gutted, and thus have no roofs and de- - .
o . . —any Russian assault into the Q10 factory. How-

bris in each location. Be sure to read the im-

. - : ver, there ar wer | ions in the S17
portant sections in Chapter O on debris an(f er, there are two sewer locations in the S

turn one. . actory which connect to the Q10 factory. These
gutted factories. In summary: Ea_ch gutted faC'couldrybe used in an assauItQinto the élo fac-
o i w2 WANCe ( Lioy (ulel) o us to sl ass Ger-
GERMAN = 5 factory hex s either 3 or 2 MF, depending on ifan units there (more likely.)
PERSPECTIVE: mr you enter from outside or inside the factory.

The TEM of a burned out factory hex is +3 to

German Advantages: Pioneers outside fire, and +2 to interior fire (+4, +3 if CONCLUSION

fortified.) The nice thing about this scenario is that
Tar,]ks’ 10-3, 9-2 Armor Leader, both sides have to be as flexible as possible
Rain The German has a lot of firepower (FTs, and at the same time as dominating as possible

The Germans are in their element as elite338s) and not far to go to achieve the first VC at the site where the real battle takes place. He
high-firepower, flame-throwing, DC-toting Sg |ots of assault move/advance and assault fir#ho can combine these two somewhat mutu-
Pioneers are able to rip through the manglednhould be the norm for the German assault int@lly exclusive objectives better (or does the

beams and fallen rubble that comprises the Reghe S17 factory and P19 rubble. better psychological warfare) will have the
Barricades. The three self-propelled guns throw advantage. This is what makes this scenario so
in their 75 mm HE, and coupled with the fine There is a good case for a German asmuch fun.

armour leader, can quickly reduce Russians aault against the K22 building, but I think this So | hope this little analysis will inspire

close range. Mr. 10-3 instils fear in Russianss the more difficult VC. | guess I'm also igno- You guys to get out yolRed Barricadesnap
in his sight, and elan in Germans stacked withanﬂy biased against this VC simply becauséASAP, play it and tell us your experiences.
him. FlnaIIy the rain will help hinder those Iong I've never seen it attempted.

Q
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THE FOUR
TRENCH

& | DEFENSE

Tate Rodgers

In Red Barricadesthe “Armoured only be able to move his armour (sans half-
Blitz” is a German tactic which aims at burst- tracks) through buildings/rubble or the de-
ing thru the front lines and using speed tabris fields in the vicinity of R6. With poten- rg nEA y NI
establish a deep perimeter, hopefully cuttingial enemy units in R5, S6, and S4 the Ger- HE (’l{UbAl“‘Rb
off the Russians into a pocket. man will not attempt the debris hexes until
Following some recent discussions |his infantry is able to clear out these enemy ' .
have revisited my “Trench Defence” conceptforces. Even then the German will have to,_ The other Sunday | got an email that said some-
. . . . .thing along the lines of “Hi Neil, | am going to be in
and have come up with an improvement. Theraverse at least two debris Ioca.tlons plyg higginburgh on business on Thursday. Any chance that we
“Four Trench Defence” renders the armour will be bunched up while awaiting might get together and maybe even roll some dice?” Signed
“Armoured Blitz” useless without excessive their turn to run the debris hexes (excellenfteve P\'ﬁvﬁ‘-th . . ¢ to BERSERK at
. . . . . e 0se Oof you who went to al
resource and also gives th? Ru§5|ans a deargets for an 80mm FFE). Combine this WIthBIackpooI last year will know and have met Steve. | first
cent over-all defence. | won’t go into detailsthe fact that the majority of the German met Steve at ASLOK in 1997 when | sat, transfixed, watch-
of the set-up for each individual unit as thisarmour can not even enter the board untiing him play Mike McGrath for the ASLOK crown. I even

is intended to be a general outline for a setturn two and you got a “Blitz” moving like Nhave the photos to prove it
Speaking to him on the phone he told me that he

up. molasses! Add in the possibility of a Rus'was on a business trip taking in Holland and Scotland and
sian AT Gun (say in S11) on the “River was planning on spending an evening in Edinburgh.

Flank” and | just don't see the German try-

. So, the diary cleared, | met him at the airport and
IN ITlAI— PU RCHASES ing the RSAB. took him to find his hotel in the city centre. We went out
The Russian can really afford to buy for dinner to the Royal Scots Club (a club built and paid

. . i iti for by the people of Edinburgh as a tribute to the 15,000

only 1 Inf. Coy. on the first day and it needs Lastly the observer will be positioned . .

10 be in reserve. The most “bana for theso that an APh will put him in LOS of the members of the Regiment who fell in the GreatWar)' and
. g then we ended up at my place ... (Mmmmm! Good job |

buck” would be the Rifle Coy. As well the “River Flank”. SinF:e the German is not likely am a happily married man!) ...and we got the dice out of
Russian does not usually have enough lead® Y the RSAB in the face of the “Trench course. Steve had brought a little gift for me, the latest

. . Defence” the Russian set-up becomes morgritical Hit Magazine. | thought it would be nice to play
ership for more than 1 OBA...it should be b something from there so we settled on an interesting little

an 80mm. This leaves 3CPP with which toflexible. The Russian could put mostly ;o imber. “Bediam Bridge” which he claimed not
purchase anything else. Now, the RuskdUmmy cloaking counters behind theiohave played before().
needs to buy at least 2CPP of fortificationdrénches and put the bulk of the reserves on  This one pits 8 British 6-4-8 squads with 3 PIATS

which leaves onIy 1CPP 10 USe of Save. Fhe “RR Flank”. By buying a few more and a 6lb ATG against a German force of 11 5-4-8 SS

. squads, 2 Panzer llIL and a Panzer IlIH. But | digress.
don't believe that the Russian is in a pOSi_dummy cloaking/concealment counters the
tion to save CPP early (maybe never!). So

Russian can easily disguise his set-up sothat ~ The point that | am trying to make is that there is
. i one thing inASLthat | value above all else. This is the
there are only 4 items that cost 1CPP...70mrﬂ‘e C;Ierman WEUI%fSeAe\lBIt to be to much of afact thatgth has introduced me to an extremely wide circle
OBA, 80mm OBA, Sniper, or Forts. As men- 92mble to try the : of people that, over the last few years, | have come to
tioned already, 2 OBA is just to much for ) know extremely well and now count myself lucky to value
the normal Russian leader allotment. So the RSAB is rendered useless foras friends. Whilst hosting Steve we talked about the state

. , . ) f the hobby, about our gaming interests and a myriad of
Sniper??? | don’t know....it just doesn tseemthe cost of 84 FPP (out of 170...2&1/10 CF)F’)ther things. And | know that if | happened to be in his

enough for the first days festivities. That®auivalent) and a reserve Coy. This leaves gicinity in the States | would be able to call on him for a
leaves Forts.! companies, 86 FPP, 1-2 ATG, and an 80mnfeturn match.

So here is my Day One buy: OBA to defend the rest of the board. | think In fact | know that there are number of other

; - eople throughout the World who would be only too
Rifle Coy x 1 = 4CPP (Reserve) that ought to be sufficient to handle the Othelgleased to roll dice with me, and any otA&L player

80mm OBA x 1 = 1CPP two thirds of the front (say from S6 west). come to think of it, on an evening should the opportunity
Forts. x 3 = 3CPP (120 FPP) Simply incorporate the other good ideaspresentitself. This to me is the truly great thing alb@lt

posted for the Russian set-up (fire |anesand the circle of friends | have made since takiBg.up
etc ) and you’ve got a good solid de](enceéeriously (no laughing from the cheap seats!).

for the Reds on day one. And for those of you that are wondering. Steve
G E N E RAL S ET' U P absolutely, to use that quaint American expression, ‘hosed’
First, | would place A-T Ditches in 0 me. He is really an outstanding player and taught me a
the foIIowing hexes:V5, X5, Y3, and AA1L. lesson or two over thg course of a few good hours play.
. My Germans really did not want to pass morale checks
Second, | would then place concealed units and why o’ why did | go for that ESB on turn one with
(could be dummies... maybe not) in the fol- one of my Panzers! Will | ever learn ...

lowing locations: R5, S6, and S4. This alone
eliminates any fear of the “River Side
Armour Blitz” (RSAB). The German will

Yours in gaming,
Neil Stevens

Q
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KGP Campaign
Game V.
SQUEEZING
PEIPER'S BULGE

Mark McGilchrist

i - Y
Panther 002, possibly a command tank of Peiper's HQ, abandoned in La Gleize after the|battle.

CG Date: 20PM to 21PM (4 CG Dates) RG: SS PzGr HW Pltn RG: Pz V Sect x3 RG: SPAA Sect

RG: SS MG Pltn RG: Pz IV Sect x3 RG: AT Sect
After the breakthrough of Kampfgruppe Peiper on the 18th December, RG: SS Engineer Pltn RG: Amphib Car Sect 90 FPP
Peiper sought to find an exit from the Ambleve Valley. Peiper had
seized the bridges at Stavelot and Cheneux, but had been re-buffed at Cheneux - Elements of Battalion I, SS PanzerGrenadier Regt. 2,
Trois-Ponts and Habiemont. After these setbacks, the Kampfgruppe and of FlaKSturm Abteilung 84 [ELR:5] set up on/east of (Alternate)
attempted another armoured breakthrough at Stoumont on the 19th. Hex Grains ChG1-ChG14-ChCC25-ChTT25; however, a maximum
Seizing the village after a battle of several hours, Peiper failed to of one German MMC (and all SMC/SW stacked with it) or one vehicle
breakthrough the American lines due to a disciplined retrograde action (and all its PRC), may be setup per hexrow on/west of hexrow V
by 2 tank platoons under Lt. Macht of Company C, 743rd Tank (even if in Reserve, and each Entrenchment set up on/west of hexrow

Battalion, and the timely arrival of Company C, 1/119th Infantry. V must contain at least one German MMC. {SAN:4}

RG: SS Inf Pltn x2 RG: AAht Sect | x2 Roadblock
Thwarted at Stoumont, and now cut off from his supplies by the RG: SS MG Pltn RG: AAht Sect Il 30 FPP
recapture of Stavelot, Peiper had reached his high water mark. It now RG: AAtr Sect

fell to the American forces to squeeze the bulge Peiper had created.

On the morning of the 20th, several probing attacks were mounted, La Gleize - Elements of Kampfgruppe PeipefELR:5] set up on/
including an armoured probe by Task Force Jordan from Theux, a west of (Alternate) Hex Grains LgA5-Lgl46-LgGG46-LgTT39
reconnaissance of Cheneux by scouts of the 504th Parachute Infantry, {SAN:2}

and the occupation of Borgoumont by Company K. 3/117th Infantry RG: SPA Pltn PzKw VIB (see SSR V.6)
supported by 2nd Platoon, Company A. 743rd Tank Battalion. Onthe RG: SS PzGr Pltn RG: SS Engineer Pltn  RG: AC Sect
afternoon of the 20th, the American attacks began in earnest. RG: SS Inf Pltn x3 RG: AAnt Sect | 20 FPP

Peiper HQ - Elements of Kampfgruppe Peipe{ELR:5] set up in
MAP GROUP: “St, Ch, & Lg” any allowable set up area on any/all of the 3 Map Groups, or in the
Stoumont, Chateau de Froidcour, Viaduct (not Vehicles), or La Venne
Crossroads Entry-Area Holding Boxes. All German RG whose ID
CGV VICTORY CONDITIONS: The Americans win if they control begins “I", “V” or “HW” must set up in Reserve unless Standard On-
40 LVP at Game End, of if during the 4 CG-Scenarios their CG-LVP  map setup costs are paid.
Total > 79. If these conditions are not fulfilled, but the German has 75 CPP
suffered greater than 200 CVP of eliminated/captured units; then the
game is a draw. Otherwise, the Germans win.
U.S. INITIAL OB
Elements of Task Force Harrison[ELR:3] set up in the Targnon

ATTACK CHIT LIMITS: U.S.9; German 3 Entry_Area H0|d|ng Box {SANZ}
RG: Med. Tank Pltn Il RG: Inf Pltn x3 17CPP
INITIAL-SCENARIO VICTORY CONDITIONS:  The Americans Elements of Task Force JordafELR:3] set up in the Theux Entry-
win if at CG-Scenario end they have amassed > 49 CVP or they control  Area Holding Box
10 LVP (or both). RG: Med. Tank Pltn | RG: Arm'd Inf Pltn ~ M5A1 x3
27CPP
INITIAL-SCENARIO SETUP SEQUENCE: Germans setup first Elements of the 1st Battalion, 504th Parachute Infantry Regt.
on all 3 Map Groups, Americans move first on all 3 Map Groups. Companies B & C[ELR:5] set up in the Rahier Entry-Area Holding
Box. {SAN:2}
RG: Para Inf Pltn x3 ~ SPW 251/9 (see SSR V.4) 24 CPP

GERMAN INITIAL OB

Stoumont - Elements of SS Panzer Regt. 1 and SS Elements of 3rd Battalion, 117th Infantry Regt. Company L; and
PanzerGrenadier Regt. JELR:5] set up anywhere on St. Map Group the 1st Platoon of Company A, 743rd Tank Battalion[ELR:4]
within 3 hexes of any Stone Building Rubble Location {SAN:2} setup in the Roanne Entry-Area Holding Box. {SAN:2}

RG: SS PzGr Pltn x4 RG: Para InfPltn x3 ~ RG: Pz VI Sect RG: Inf Pltn x3 RG: Med. Tank Pltn Il (see SSR V.7)
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GERMAN REINFORCEMENT CHART

GERMAN RG CHART NOTES:

a Roll for Armour Leader availability on table 8.6206.

¢ Each German MMG/HMG is accompanied by a 3-4-8 HS, each
Gun by a 2-2-8 Crew.

3

RG ID |Kampfgruppe Peiper Group Types |Full/Depl |Units/ Equipment

O S R I N 2 2 T
O EEE T N AT I 2 2 T
O S O VT N I I T
I Z R N XS N T 2
O I N ECA T
O T O I 2 T

O I S 5 N N
I T TS 7 N
S T T IS N O 2
S R T TSR N N 2 N
N A I 2 S S
I A I N A N 0 )
T I 12 N 2

d Subject to Depletion.

e Assault Engineers (H1.22)/Sappers (H1.23).

h Each German SPW 251/sMG arrives with a 2-3-8 HS as Passen-
ger. The initial inherent crew of each SPW 251/2 is a 2-2-8 Crew
(not a 1-2-7 Crew).

i Has IFE of “6” (German Ordnance Note 26).

j German player may choose any available PzKw IVH or PzKw
IVJ vehicles.

| SW and leader types are determined as per 8.6204 and 8.6206
respectively.

m Receives a -2 DRM to its Radio Contact Maintenance DR
(C1.22).

p Increase CPP cost by one per Pre-Registered hex (C1.73) pur-
chased with module (no module my have > 2 Pre-Registered hexes).
Each Pre-Registered hex is Retained as long as the module it is
assigned to is Retained (see SSR CG22; 8.4). Barrage (E12.) is
NA. See also SSR CG15.

R Cannot be set-up in Reserve (SSR CG7a; 8.4).

sEach German OBA has Scarce Ammo and may fire only HE and
Smoke.

u The second module cannot be purchased until the first has been
eliminated as per SSR CG15 (8.4). In addition, the O1 RG cannot
be purchased unless at least one Section of the G5 RG remains
unpurchased.

T SPW 251/21: When the Luftwaffe began uparming its aircraft
with 30mm machine-cannons, numbers of the now surplus MG151
15mm and 20mm rapid-fire aircraft guns were made available to
the Heer. Some of these were installed in specially built half-tracks
for use in both ground and AA roles. Designated the SPW 251/21,
this half-track carried in its passenger compartment a modified
Kreigsmarine pedastal mount with three such guns of the same
calibre. Production of the SPW 251/21 began in late summer 1944,
but relatively few were produced. It was apparently intended that
three such vehicles would equip the AA section of the 4th (heavy
weapons) platoon in eagtanzergrenadier kompani&wo SPW
251/21 were left behind in La Gleize Kampfgruppe Peiper

27CPP

Company K; and the 2nd Platoon of Company A, 743rd Tank
Battalion [ELR:4] setup within 4 hexes of LgRR47.
RG: Inf Pltn x3 RG: Med. Tank Pltn Il RG: Truck Sect Il

Elements of Task Force McGeorgdELR:4] set up in the
Borgoumont Entry-Area Holding Box
56 CPP

INITIAL SCENARIO SPECIAL RULES:

The following SSR apply only to the 20PM Scenario of CGV

V.1 See KGP SSR. Weather is Very Heavy Mist (SSR KGP3)

V.2 Each hex that is not an eligible German setup hex is considered a
US Setup-Area hex for the purposes of Reserve setup (SSR CG7; 8.4)
only.

V.3 Place a Burnt-Out Wreck in ChK10, ChGG8, LgS52, StGG17 &
StKK19

V.4 The U.S. OB-Given SPW 251/9 is manned by a U.S. vehicle crew
(A21.22). Captured penalties apply, but for this inherent crew (only),
all such penalties are reduced by one (A21.11-.12) [EXC: the MAs
ROF is ‘1. MA / Immobilization repair attempts and the optional
CMG are NA. Red MP penalties apply (D2.51).

V.5 No mines or German vehicles may be set up in, or may any German
vehicle voluntarily stop, change VCA or attempt ESB in, bridge
location ChNNG6.

V.6 The OB-given PzKpfw VIB must be set up Immobilized (not Out
of Gas) in hex LgR44 (VCA: R43-S44)

V.7 The Medium Tank Pltn in the Roanne Entry-Area Holding Box
must use Random Selection to eliminate one (only) tank from the
Initial OB.

10

8.451 MULTIPLE PLAYERS SPECIAL RULES:

CGV is intended for multiple players to play simultaneously on the
different Map Groups. The following is a suggested list for nine
players:

German

Peiper HQ - Overall German Commander, extra player for largest

scenario, purchaser of all German reinforcements.

SS Panzer Regt.1 HQ - Stoumont Map Group Commander

SS PanzerGrenadier Regt.2 HQ - La Gleize Map Group Commander
SS FlaK-Sturm Abteilung 84 HQ - Cheneux Map Group Commander

American

Task Force Harrison HQ - Stoumont Map Group - Blue Entry Area
troops

Task Force Jordan HQ - Stoumont Map Group - Red Entry Area troops
1st Battalion, 504th Parachute Inf Regt. HQ - Cheneux Map Group -
Green Entry Area troops

Task Force McGeorge HQ - La Gleize Map Group - Red Entry Area
troops

3rd Battalion, 117th Inf Regt. HQ - La Gleize Map Group - Blue
Entry Area troops (includes 743rd Tank Battalion units)

For 8 player CG: Combine Task Force McGeorge HQ and 117th
Infantry Regt. HQ

For 7 player CG: As for 8 player, plus combine task Force Harrison
HQ and Task Force Jordan HQ

For 6 player CG: As for 7 player, plus combine Peiper HQ and SS
PanzerGrenadier Regt 2 HQ

VIEW FROM
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U.S. REINFORCEMENT CHART

U.S. RG CHART NOTES:

aRoll for Armour Leader availability on table 8.6206

b When the U.S. player purchases a pre-game Bombardment, he
records a secret Pre-Reistered hex for it. To resolve each Bom-

RG ID |U.S. Forces Units/Equipment

R T S 3 N S I O O
O N XTI N I I A 2 O I

OO e S I SO O O O O
R T (N 2 CHN S O O O T
O NI A O N O O O
O T T S SO O O O O O

I T S O S I O O
O N S 0 I CH N O O
T I 2 (N N N N O O O
S T YT I O O N O O
S N U2 T O O O O
L prveras ——fomosaewes bbbl b s | |
bz v iy smosavewes b bl bbb b v |

bardment, after all on-map set-up is completed he places an AR
counter in the Pre-Registered hex and makes a C1.31 error DR
(with the white dr halved; FRU) to determine the Bombardment
Centre Hex. He then places a FFE:C counter in that Centre Hex.
All hexes within seven hexes of that hex now undergo Bombard-
ment as per C1.82-.823. There are no “spared hexes”. After the
Bombardment has been fully resolved, its FFE:C is removed and
the Bombardment RG is eliminated. Each Bombardment is fully
resolved before condyucting another Bombardment (if any). The
maximum number of Bombardments useable per CG scenario is
qual to the number of new CG Dates since the last CG-Scenario
End (e.g., if one Idle Date occured between scenarios, no > two
Bombardments may be conducted for the current scenario). No
Bombardment is resolved on an Idle Date.

c Each MG is accompanied by a 3-4-7 HS, each Gun by a 2-2-7
Crew.

e Assault Engineers (A11.5; H1.22) and Sappers (H1.23).

f Determine arrival turn, number of FB and presence/lack of bombs
as per E7.2-.21 (all bombs are HE). No > two FB RG may enter
play per CG scenario, and no > one (or part thereof) may be in play
at any given time during the scenario.

gAcvailable only on 21PM in CG V. M12 GMC is a 150mm mod-
ule (HE only) with an offboard observer (in lieu of Radio/phone)
who in CG V is at Level 0 on/south of StU1 [EXC: the Observer
has no LOS to any hexrow StX]. Normal OBA rules apply to the
M12 GMC OBA [EXC: each Red chit fdrawn is automatically mixed
back into the Draw pile; each FFE can affect (i.e., its Blast Area
comprises) only the hex containing the FFE counter; the FFE cre-
ates no LOS Hindrance].

h The initial inherent Crew of each M4A1 MC half-track is a 2-2-

7 (not a 1-2-6).

| Determine SW and leader type(s) as per 8.6204 and 8.6206 re-
spectively.

m Receives a -2 DRM to its Radio Contact Maintenance DR
(C1.22).

p Increase CPP cost by one per Pre-Registered hex (C1.73) pur-
chased with module (no module my have > 2 Pre-Registered hexes).
Each Pre-Registered hex is Retained as long as the module it is
assigned to is Retained (see SSR CG22; 8.4). Barrage (E12.) is
NA. See also SSR CG15.

q Determine MMC types as per 8.6202. For RG 16 and 18, see
also U.S. Vehicle Note 30.

r Must enter as reinforcements if entered on the CG Date of pur-
chase (SSR CG6c; 8.4) [EXC: 8.6194a]. See also 8.6194b.
SMay fire only HE and SDMOKE. See also SSR CG15 and CG22
(8.4).

t Determine model type(s) as per 8.6203.

v See also SSR CG15 and CG22 (8.4).

* Not available for purchase until 20 N scenario.

8.4511 ADDITIONAL RULES FOR MULTIPLE
PLAYERS

Replace the 8.6161 CPP Base Chart.

Use the following Chart;

8.6161 CG DATE 20N 21AM 21PM
Peiper HQ 50 50 25
TF Harrison HQ 35 35 10
117 Inf. HQ 35 18 10
TF Jordan HQ 25 40 10
TF McGeorge HQ 30 20 10
504" Para. HQ 4 65 10

Germans make a DR and deducts it from their Base CPP
Each American makes a dr and deduct it from their Base CPP

8.4512 REINFORCEMENT TABLES.

Use all the Unit Type and CPP Costs from the 8.619 Tables. However,
for CGV use the following tables for the CG Date Max. and CG Max.
Note that the CG Date Max. applies to the relevant force for the CG
Date, not per Map Group.

8.542 MULTIPLE MAP GROUP SPECIAL RULES:
The use of Multiple Map Groups simultaneously is what gives CGV

THE TRENCHES

the flavour of a massed battle. In doing so, it adds dramatically to the
complexity of the Campaign play. All the maps must play at the same
rate, with each Movement Phase occurring simultaneously on each
Map Group. This is so that units can transit from one Map Group to
another without travelling in time as well. In the case where the U.S.
Players are moving first on at least one Map Group, and the Germans
moving first on another Map Group, play the First U.S. turn first, then
start all the German First turns simultaneously. Game End is rolled
normally (and separately) for each Map Group.

8.5421 ELR & SAN

ELR and SAN and maintained independently on each Map Group.
Each side makes rolls during 8.6122 SAN Adjustment step and the
ELR of all units in each HQ Group is determined as per SSR CG4.
Task Force Harrison and Task Force Jordan share the same ELR and
SAN. Task Force McGeorge and the 117th Infantry Regt. share the
same ELR and SAN. All Kampfgruppe Peiper units have an ELR as
per SSR KGP11.

8.5422 GERMAN AMMUNITION SHORTAGE

The German Ammunition Shortage DR (8.618) is made only by the
Peiper HQ Player, but the +1 DRM applies for every scenario
completed on any Map Group. EX: On the 20N RePh, there will be a
+3 DRM for the three 20PM scenarios completed on the St, Ch & Lg
Map Groups.

8.5423 WEATHER
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Use the Historical Weather Chart. In addition, the Weather DR and
the SSR KGP3 Mist Change DR is made only once for all 3 Map
Groups. Any Rain, Mist or NVR change effects all 3 Map Groups.
Any Building Collapse, Civilian Interrogation must make a dr to
determine which Map Group on which it occurs prior to normal
resolution.

1-2 St. Map Group
3-4 Ch. Map Group
5-6 Lg. Map Group

8.5424 MAP GROUP TRANSIT MOVEMENT

The following hexes are considered to be linked, and may be transited
by normal movement as calculated by on-map movement costs. To
use such Map Group Transit Movement, the side must control both
the Entry and Exit hexes. If the side losses control of either the Entry
or the Exit point whilst units are in transit, then the units are removed
from transit and are placed in the Exited portion of the Entry-Area
Holding Box nearest to their hex of Exit. Vehicles may not stop in
transit, nor may PRC unload / Bail Out.

StA52 = ChTT5 20 hexes of Paved Road

StE57 = LgFO 15 hexes of Paved Road

StJ56< LgHO 12 hexes of Paved Road

StQ57< LgS1 12 hexes of Paved Road

Stw57 - LgDDO 20 hexes of Unpaved Road

StO57= LgO1 10 hexes of Path

Units pay normal movement costs as if they were moving through this
terrain. Level changes have been extrapolated into the movement costs.
Units that do not complete a full transit between Map Groups in a
single MPh should be noted as “In Transit”, along with the how many
MF/MP have been used and how many hexes have been transited.

Transiting units that enter a Map Group that is Idle may continue
movement, but cannot affect Idle units, nor change the Setup areas of
Idle scenarios. Units moving into other Map groups are still considered
to be under the control of their Original HQ for all purposes, including
ELR, but not SAN or Map Group specific functions. Control of units
may be passed from one HQ to another during the 8.607 step of the
RePh.

8.5425 MAP GROUP HOLDING BOXES

All Map Group Holding Boxes are in play. In addition, SSR CG21 is
modified so in the following regard; Personnel/equipment that exits
the map via an Eligible Entry Area during play may re-enter during
that scenario. German units that exit the Map Groups via the eligible
Entry Areas relating to the Stoumont, La Venne Crossroads, Chateau
de Froidcour and Viaduct Entry Areas, or at StA37 are not considered
Eliminated. At the end of each Player’s CCPh, units in the Exited
Portion of any Entry-Area Holding Box may be moved to the
Reinforcement portion of the same Entry-Area Holding Box and may
re-enter the map during the player’s next turn.

DR. On a DR>12 the unit suffers Casualty Reduction. There is a +1
DRM for each PP an MMC carrying over it's IPC. There is a further
+1 DRM for a Night Scenario.

AFTERMATH

At Stoumont, the American attack had some initial success, with the
St. Edouard Santitorium being captured after dusk and a bitter fight.
The Germans counterattacked around midnight and quickly retook
the building. Simultaneously, paratroopers from the 504th were
advancing on Cheneux, where a grim firefight continued all night.
Task Force McGeorge and Coy. K 3/117th Infantry advanced along
the road from Borgoumont, catching the Germans off guard at
Hassoumont. Here, as at Stoumont, the fighting lasted through the
night before the Americans were forced to withdraw behind the
Nabonru stream. Also at about noon, the 3/119th Infantry advanced
from Roanne towards Marechal’s mill, but were firmly rebuffed by
the German defenders.

Dawn of the 21st brought fresh American assaults. Task Force
McGeorge again attempted to gain Hassoumont, unsuccessfully, before
undertaking a wide flanking manoeuvre to the South-East to attack
along the N.33. Fighting continued around Marechal’s mill, whilst
American artillery pounded the La Gleize area. Company G, 3/504th
Parachute Infantry arrived to bolster the assault into Cheneux, with
furious house-to-house combat forcing the Germans back. 2 other
companies from the 3/504th Parachute Infantry advanced from the
south of Cheneux, pushing through the Monceau hamlet and towards
the Cheneux bridge. By late afternoon the German position was
desperate, and that evening the Germans retreated across the railroad
viaduct, abandoning their heavy equipment.

In the afternoon of the 21st, the 1/119th Infantry again tried to capture
the St. Edouard Sanitorium, to no avail. Also that afternoon, Task
Force Jordan and the 3/119th Infantry used forest tracks to move
through the woods north of Stoumont. Reaching the edge of the trees,
German tanks prevented further progress. Peiper’s greatest danger at
Stoumont that day came from the fresh 2/119th Infantry, moving cross
country through the Bois de Bassenge to cut the N.33 near the St.
Anne Chapel, only 800 yards from Peiper’s HQ. The Germans soon
pushed back the American roadblock, but this new threat coupled
with the fierce American artillery fire pouring into Stoumont prompted
Peiper to order a withdrawal to La Gleize. This was accomplished
without incident after dark. However, Kampfgruppe Peiper was now
surrounded, low on supplies and in a defensive posture, nothing like
the threatening armoured spearhead of two days before.

Units may also Shift from Map Group to Map Group using the Entry-
Area Holding Boxes. Units from either the Exited or Reinforcement
portion of the following Entry-Area Holding Boxes may be Shifted to

the Reinforcement Section of the linked Entry-Area Holding Box of
another Map Group. Each such shift uses the 8.613 SHIFT rules exce
that it is conducted at the end of the players CCPh.

St. Map Group < Lg. Map Group Ch. Map Group

La Gleize Stoumont

La Gleize < Chateux de Froidcour = La Venne Crossroads

=

<

8.5426 THE VIADUCT Infantry (only) may exit the St. Map Group

at StA37 and are then placed in the Exited portion of the Viaduct
Entry-Area Holding Box. Infantry (only) from the Reinforcement
portion of the Viaduct Entry-Area Holding Box may setup offboard
adjacent to StA37 (only) in the German RPh, and may then enter thg
St. Map Group as reinforcements normally. All infantry exiting or
entering the Stoumont Map Group via StA37 must make a Viaduct

Panther 131, which was immobilised in an air attack on 18
Cheneux is visible in the background.
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DEBRIEFINGS

A24.6 & E7.341s Smoke from a burning-wreck/terrain-blaze in effect during
Mud?
A. Yes; in line 1 of E3.734, add “Mud” before “Deep Snow".

This is the latest set of Q&A posted
to the InternefASL Mailing List by MMP
on 18" September 1998.

This compilation was preceded by eight]
earlier ones (the latest dated"Beptember

E1.63 Are Good Order Inexperienced MMC Lax at night if stacked with a
Good Order leader?
A. No, unless designated Lax by SSR.

1998) and includes questions received froMio zsror a venicle to claim the +1 reduced Wall TEM vs Indirect Fire, must E7.4 & E7.4031s there any Dash DRM to a Sighting TC? Is the first MG

znd February 1998 tO 1mUQUSt 1998 HD if that fire were direct fire?
The questions are mostly as MMP A-Ne.

the source of that fire originate from a location such that the vehicle would beattack of a Stuka halved for Dash? Is the second MG attack at full firepower

since the unit is automatically pinned after the first MG attack? Do FFMO/
FFNAM modifiers apply to the second MG attack?
A. No, but the -1 DRM for entering a new hex is NA when dashing. Yes. Yes.

received them, a|though some Changes hawaes 31 & C5.11Are Case A TH DRM doubled for a vehicle in a woods-road  No.

hex but not on a TB? Do the CA restrictions for firing from woods/buildings

been made in order to present the questionsy?
in a coherent fashion. A Notobon

E7.41When aircraft MG attack a CE AFV, is the TH DR used to attack the
Vulnerable PRC on the IFT?
A. Yes, and the PRC do not suffer a Collateral Attack.

QueStionS can be Submitted eithel’ Vieﬁ|24.74How many times may a unit Defensive First Fire vs a squad and leader

oving as a stack into a known minefield to attempt clearance by expendin

all MF and going TI?
A. Six

the MMP web site at

www.advancedsguadleader.com, via e-

mail to asl_ga@multimanpub.com or

posted to MMP, PO Box 601, Gambrills, MD 284115 a unit in a Building Location in a minefield attacked if it claims

21054-0601. Having been granted thel& A%

exclusive rights teASL by Hasbro MMP

expect the Q&A process will continue take PTC when Booby Traps are in effect?
. A. Yes.

relatively unchanged, although the use of the

web site will allow them to answer more

questions privately where appropriate.

A. No.

C5. Do leadership modifiers (either Infantry or Armor Leaders— including
inexperienced crews) apply as “Firer-Based” TH DRM (e.g., when calculating

Gun Duel DRM per C2.2401)?
A. Yes.

B28.9Does normally immune Infantry (e.g., broken, pinned, heroic, etc.) still

B27.54Does a unit using non-assault movement in a trench lose concealment]

G18.6Does a Chinese Leader who voluntarily goes Berserk via the Dare Death
method also force other non-Dare-Death units in his location to take a Berserk
TC?

A. No.

06.1 Can a unit at ground level claim Height Advantage when fired on by
units in a RB Cellar?
A. No.

s

C6.52Can a 5/8” acquisition be converted to a 1/2” acquisition and used oNgeenario A79*Mike Red” Ordinarily, Ocean overlays are placed on Beach

A.14 Can a squad with a MG pre-designate an AFV for a specific attack by they,e Infantry Target Type in that hex?
MG and use its inherent firepower to attack the AFV, thereby getting the A  ves, provided a non-Mortar is firing at a Known unit.
combined firepower of the squad and the MG in the ensuing specific collateral

attack on any vulnerable PRC? C7.31Do all 20L ATRs use the 20L TK # of 62

overlays. Is the Beach overlay properly placed here on the Ocean overlay?
A. Yes.

Scenario G29"Parkers Crossroads” Should the HS Passengers of the 250/
SMG be a 3-4-8?

A. No, ordnance weapons may not fire group. A. Yes. A Yes
A4.32 & D6.5When Infantry that was stuck in Bypass during its MPh (€., ¢7.42A squad in a HT that suffers a Shock result must BU. Assuming the
pinned, broken, unloaded without sufficient MF, etc.) automatically enters the spock becomes UK, may the squad leave the HT during its next MPh?
obstacle after the end of its MPh, may the Defender First Fire at it? A. No, not until the vehicle recovers.

A. No, he must wait until DFPh.

The following errata foASL Journal

C13.3This rule states that PF use the C3 To Hit Table. As per recent unofflt:lall has bee n pOSted to the l nter’\m L

A4.5 & A12.141s the act of declaring Double Time (as opposed to actually QgaJerrata, Case L applies to any LATW that does not use its own separated\ailing Li MMP
expending MF) in LOS of a Good Order enemy unit a concealment-loss activityr table. Therefore, does this mean that Case L applies to PF To Hit attempts? ailing List by :
No. A.No, the “separate TH table” errata was not adopted; the eré®idournal

1reads: C6.3 In line 1 add “non-ATR" before “LATW".
AB.7 Is an AFV hindrance cumulative with a terrain hindrance in the same

hex?
A. Yes.

Included SSR fix foScenario J1“Urban Guerillas”.

Scenario J3“A Sunday Stroll” The Bazooka in the American OB should be
‘44 not ‘45.

A7.9 When a squad fires only a MG and this attack cowers, is the squad als

marked with the appropriate Prep Fire or Final Fire counter?
A. Yes.

Run Through The Jungle article page 56, 8 column, 6 " “fmorale”
should replace the “sce” in “sceirst” on page Sdlumn 3 line. All the text
D1.81 & D2.32Can a Vehicle in Bypass fire its BMG, or any other bow- [N between is reprint.
A8.2Does a DC that attacks in Defensive First Fire (i.e., Thrown) leave Residuamounted armament, against enemy Units occupying the obstacle being
FP? One exploded by a moving DC Hero? Bypassed?
A. Yes. No. A. No.

A9.73 May an inherent crew voluntarily disable the vehicle’s MA/MG? D2.6, A12.2, A12.1May an AFV end its MPh in the Location of a concealed

A. Yes. enemy AFV which it cannot harm, merely because the enemy AFV is not
Known?

A11.22 If the ATTACKER rolls an Original 2 DR in non-Ambush CC and  A. No; if the friendly AFV does not have enough MP to exit the Location, the

completely eliminates all defenders, does he gain Control of the Location everenemy player should announce that the AFV cannot enter.

if he Withdraws? Can the DEFENDER attack back? i i
A. Yes, unless eliminated by the DEFENDER. Only if the ATTACKER does D3.41 & D11.1-.2Are Armor Leaders assigned prior to making a DR on the . The fOl |0WI n g Co_r_reCtlc_)ns and
clarifications for recent Critical Hit releases

not Withdraw. Gyrostabilizer Availability Table (or Schuerzen Availability Table)?

A. No, they are assigned after; see ASOP (rev.). .. .
A12.152Does Searching reveal a hidden Set DC? have been posted on the Critical Hit Web
A. Yes; see 011.621 Note 9. D3.51 & E7.5May an AFV use Bounding First Fire in one hex and then Light .
AA fire in a different hex (or vice versa)? Site.
Al4.11s it the responsibility of both players to watch for and announce SAN A. Only if it BFFs with MA, retains ROF, and then undertakes Light AA fire
DRs made by either player? using MA only (but not vice versa).
A. Yes, despite the impossibility of enforcement.

If you have a question Critical Hit can
be contacted at PO Drawer 279 Croton Falls,
NY 10519 or by email at
info@criticalhit.com

D3.71 Does a vehicle with a circled B# suffer Low Ammo from rolling an
A15.41Would a leader who becomes berserk attempt to change other friendlyOriginal 12 TH DR?
units in its Location to berserk status only if it had gone berserk as a result of @. No.
fire attack?
A. No, a leader who involuntarily becomes berserk always attempts this.

D6.23 & G1.12-.13Are IJA Rider Squads forced to Bail Out if they are fired
on and fail a MC?
A20.3When No Quarter is invoked by one side by refusing Surrender in theA. No, unless they actually break (e.g., Casualty MC).
RtPh, does No Quarter automatically apply to both sides? May the other side TH E G RAI N ELEVATOR
still accept a RtPh surrender? D6.24If a Cavalry unit breaks as a result of an attack upon it that also eliminatesQ Does Russian Note ¢ also include INF guns as regards being accompanied
A. No. Yes. its horse counter, does it take two Bail Out MC? by a 2-2-8 crew.

A. No. A. Yes.
A20.5 Are unarmed MMC Inexperienced (e.g., SW usage, MF, etc.)?
A. No. D7.211s a DEFENDING Infantry/Cavalry unit which fails its PAATC in an  Q In the CG E1 Objectives, can draws occur? Should it read, “The Germans
attempt to use CC Reaction Fire marked with a First Fire counter as well as avin...all stone buildings...” instead of Locations?
Pin counter? A. Yes. No.
A. No.

A22.611 & B25.11If a HS attempts to use a MOL while kindling and fails the
MOL check dr, can it continue the kindling attempt without the MOL?
A. Yes. Q In some hexes on the map building depictions cross over hex sides. Does this

make these new hexes Building hexes?
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A. No. Building depictions that cross over a hexside block LOS and BypassNote that FSR #15 only applies if the SMC is granted HIP by FSR or CG
movement across those hex sides and have no other effect on play. Note thRurchase.

A9 is a building hex despite the fact that the building depiction ‘misses’ the
hex centre dot.

Q My MLR is all along the plateau hill line with a portion of the plateau
around C9. For deployment in the next fire fight can | put vehicles in this area
of plateau even though they have no legal route there [woods, mined sunken
road and entry D]?

A. Set up is in ACCESSIBLE locations - the locations are not accessible to
vehicles since the path of hexes leading to the Friendly Entry Areas is through
terrain impassable to vehicles (Woods-CG SR).

Table A9 - Delete the word ‘Truck’.

Q Can you clarify the status of the Grain Elevator (Building 16) hexes 17-18? Scenario Alamein #1‘Rommel Is At The Gates” Per FSR2, small target-sized
A. Yes. These have a Ground Level and Rooftop Location at Level 2 only.Guns may be moved between any trench hexes the Allies set up on Pt.63.
These rooftops may be reached from Level 2 of hex I6. Treat these Rooftops aScenario Alamein #5‘Rommels Sunset” The entry requirements for the NZ
per 0.4B and 0.5 for entry and all other purposes otherwise. reinforcement on Turn 3 should read “4408 or 4417".

Q According to the CG card, the Germans are limited to 4 attack options;

French 3. The purchase of an attack chit is not listed on the RG card. Is the
attack option simply selected?

A. Yes.

DZERHEZINSKY TRACTOR WORKS THOSE RAGGED BLOODY HEROES

Q Can the Russian just enter onto a shoreline hex, as if they have boat capability@GSR1 Hex M9 is an example of Marsh

A. No. Q Is the Tank Type dr per unit or per Pltn (Platoon)?

CGSR14 Delete the **", this SR is in effect for all TRBH scenarios and CG. 5 per pitn (with CGSR 30.1 on counter mix limitation).

Q If they are allowed to move onto shoreline, how many movement points do
they have left when do move onto shoreline hex. Perhaps only the edge edgeGSR19 Add the “*", this SR is only in effect for the TRBH CG.
hexes that are not shoreline are available for off board entry.
A. See above. No boats.

Q Are the Germans allowed to buy FPP?

A. The Germans may not rchase fortifications.
CGSR23 Add the “*", this SR is only i effect for the TRBH CG. Y not pu eat

Q Are French leaders received at 1:4 squads or 1:3 ?

Q As regards 3.11-.12 Leader determination. “For a company or larger unitJapanese CG Card; Footnote w. Replace “Rifle Platoons (12)" with “Rifle 5 *;.3

the CG card will instruct you to make additional leader DR” While the German Platoons (12 & I3) and the Construction Platoons (14)".

I notes points this out, the Russian | note does not. It is true Russian companies

(11, 12) get only one leader this way? | understand a 7-0 is supplied as a SWAustralian CG Card; Footnote w. Delete “1xHMG,". In the example replace
A. No. The additional leader is supplied in this case in lieu of the extra DR.five dr with four dr.

The 7-0 is supplied as an “addl. SMC”. Note z reads “...the following SW/addl.

SMC” and continues, “Guards Rifle Coy - 1 x HMG; 1 x MMG; 2 x LMG; 1 x  Scenario Gona#3‘Cold Comfort” Playable area should read “(only hexes
ATR; 1 x Lt Mtr.; 1 x 7-0. Thus, the note provides a second SMC, the 7-0 to I1.numbered1797 west of hexrow S are playable.)”

A second leader is then obtained as per 3.12. The Guards SMG Coy, 12, receivécenario Gona#4Early Surprise” Replace Japanese Handicap with “ Replace
one leader as per 3.12. The Storm Pltn also receives one leader as per 3.12, ahd Japanese MMG with a HMG.”

note 14 also receives a -1 DRM to their roll.

Q19 (Assault Eng. Coy) and 110 (Arm Aslt. Eng. Coy); are they really 338's?
A. Yes.

Q s the table in CG SSR 44 used for officer replacement?
A. Yes.

Q When both sides have to remove units in about thiréfight do you use
side records to indicate how to deal with vehicles?

A. Yes.
Q DD4 and DD5 look as though the centre dots should be reversed?

QCGll 12 states that purchase restrictions may be ignored for the initial scenarioA. DDA is correctly printed as (interior) Dense Jungle. Treat CC6 and DDS as
But what exactly gets ignored? Does this mean the purchased units are availablsght Jungle as printed (for readability all the jungle centre dots on the map,
immediately? Or that more sections may be purchased, even in excess of thare valid as printed).
Scenario and CG maximum, but only if purchased for the initial scenario?
A. It's a comparison with CG-TW1, CG SCENARIO RULE 12 (in CG-TW1) Q Can the Japanese win a sudden death victory in the first fire fight just by
to 12 (in CG-TW2), i.e., the German may purchase the previously restrictedkia’ing 4 CVP of aussies and losing just 2 of their own?
M2, G1-3 not allowed by 12 in CG I. Our attempt to clarify has apparently A. The sudden-death victory applies if the Japanese have a 2:1 CVP/TVP sco
confused but that's all it means. advantage after any Firefight, but the EXC: clause at the end requires that they i .
‘earn’ a minimum of 15 CVP/TVP in that Firefight. The 9 TVP with which the The 3 fO”OWIng errata fOBS I: The
Q For the Russians in CG II, set up is an area defined on one side along helapanese start the CG* are not ‘earned’ during the first Firefight, they already—Uhrer’'s Firemenwas pos’[ed to the InterNet
row G. The German setup area is “south” of the Russians although the Germapossess them, so they must look elsewhere (like the Entry Points) or score som L. . .
FBE is West. | am trying to confirm that you actually mean no Germans maycheap kills. /&SL Malllng List by Eddie Zeman.
setup west of row G but reinforcements may still enter along there?
A. The Russian set up is delineated as G1-G27-R32-KK23. Replace “south'Q Can food and ammo purchased for an idle fire fight be carried over, like
with “southwest” or “outside of” to avoid confusion. forces to the next fire fight? The 447 and 436 SS counters should have an underlined Range indicating
A. The Food purchase for an Idle Firefight spares the Japanese from doublingpraying Fire.
Q My understanding of the historical situation is that the Russians wereof the Sickness/Starvation losses in the subsequent RePh, so it is used and does
surrounded on three sides, only the river provided a link. So it makes no senseot carry over. The Ammo purchase for an Idle Firefight has not been expendegcenario FF7“Monastir Gap” The victory conditions can be read one of two
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the Germans would not be able to set up although ironically the west is theso can be carried over to the next Firefight.
FBE.

A. Russian armored and infantry reinforcements need to enter along a non-

water hex in game terms (and an FBE in PL terms) and this is the south edgP Q|NTE DU HOC

FBE provided. Historical data also backs up this choice and your suppositiol
would seem to indicate the Germans held all of Stalingrad south of the Tractol
Works. Remember also where the Germans headed off to after their victory
the Tractor Works. Even if you own no books on the subject, read the first line
in the historical introduction to RB CG I: INTO THE FACTORY, “Following
the fall of the Dzerhezinsky Tractor Works (author’s italics), the Germans
turned southwards against the Red Barricades Ordnance Factory.”

AR Gunner Only a Good Order, un-wounded BAR Gunner may Recombine

other than 2 x 3-4-7 + 1 x BAR Gunner = 7-6-7 Ranger Squad.

Para 2.3 line 1*H15" should be “HH15".

Para 2.5 line 3*(EX: Hex CC17..." should read “(EX: Hex GG17...".

Para 2.51 line 5°GG18” should be “GG17” and “arrow” there are no arrows.
Para 2.51 line 6°GG17” should be “GG18"

Q German RG note A is interesting. It states units as “available for on-map sef . .,
up on CG day of purchase [EXC: German Initial scenario].” Additionally CGI2 gcena:no PdH #3'Nowhere to Run, Nowhere to Hide" The US set up should
for both CGs states neither side has purchase restrictions for the initial scenarigg2d: "--Set U 10 hexes from hex KK13 [EXC: 0013, GG5 and HH4]" to
Do these two rules not contradict each other? add GG5 and HH4 to the hexes the US cannot setupin.

A. No. See above and below as regards your 12 question ahcdY0Br question Board Layout should read *(Only hexrows N-RR are in play)”.

missed the point that this reference simply negated CG SCENARIO RULE 12

from CG-TW1. Scenario PdH #2‘Road Warriors” Objectives should read “paved road (S6 -

021)" not “paved road (T6-Q21)".

Q Strictly interpreted, the German may not purchase OBA since note a applle%
to several groups including the ‘O’ type. If CGI2 is used, then the EXC clause
is completely unneeded since both CG use the 12 rule. What is correct?
A. The Germans may purchase RBBring a radio in from off-board, do not
add a phone for the Initial Scenario (i.e., on board as Germans enter from o
board). No restriction on purchasing an Offboard Observer (04) for Initial
Scenario. Note a reads, “Available for on-map setup on CG day of purchas
(EXC: German Intial Scenario).” The EXC simply reminds you this note s STONNE 1940
not apply for the listed RGs for the Initial Scenario. Map

Here is a listing of the Levels along the Bois-De-La-Grande-Cote:
Q As far as setting up Set DC, the PL rules state they may begin HIP. Withou{ eve| 6: A4-B4-C5-D5-E5-F5-G6-H6-17-J6-K7-L7-M8-N8-09-P8
additional notation, this implies it is discovered by the first enemy unit in that | eve| 5: A3-B3-C4-D4-E5-F5-G5-H5-16-J6-K7-L6-M7-N7-08.
location. However, the Red Barricades rule does make this explicit inclusion.| eve| 4: A2-B2-C3-D3-E4-F4-G5-H4-15-J5-K6-L6-M7-07...
A. Noted. Use 011.6073.

N28-Eel2.

CG SSR 43 should read 15 AMb instead of 15aM
Q Does DTW use Red Barricades-style Set DCs, that is, they are HIP until theeach RG SW is received on agit (if depleted, d&3)

location is searched? IFSR should state that the LV lasts five turns. CGSR 34 is correct.

A. Yes, as per 011.6073. CG Note | should read ‘AFV only’ instead of ‘Fully Tracked AFV only’.

Q Does mere occupation of the location discover it?
A. No. See above.

French CG Card
The French CP for FP is M2: 1 CP - 2 max/FF - 2 max/CG

Jnto a squad. A BAR Gunner may not Recombine in any other combination

cenario PdH #5'Rangers Relief” Reference to P28 in Ranger entry area and
Objectives should be N28. The reference to “within ten hexes of 0013" is
clarified as meaning EE12 and thus the Objectives should be interpreted a

ways. If you take the wording literally, the player with the most CVP wins,
with the listed road hexes counting as CVP and German Infantry casualties
effectively counting double (added to the Allied CVP total, and also negating
German-controlled road hexes). A second interpretation would be that the player
with the most VP wins, with VPs awarded for controlled road hexes and German
Infantry casualties eating into that number.

A. The second is the way it should be, but both work. Basically, the German
Victory quest is hurt by suffering CVPs.

Scenario FF9“Ghost of Napoleon” HSR2 describes rubble rolls - is Falling
Rubble possible?

Falling Rubble is NA. Simply put a rubble counter in the hex (which is assumed
to be at the ground level, including the “Market Place”).

Scenario FF11“Tough Luck” Which German group gets which ELR?

This is explained in the “Setup” line of each OB. The Garrison has a “1" ELR,
and the SS have a “3" ELR. If you read Page 2 of the WSSII Chapter H page,
we discuss ELR Replacement and Battle Hardening as we understand it from
the Good Book, regarding underlined ML. The counters are appropriately
underlined.

Scenario FF “Black Jack” The play area should read “Only hexes A-P
(inclusive) are playable.”

Scenario FF“Death Ride” Russian OB under the armoured cupola counter
should read (HSR2) rather than (HSR3).

Scenario FF14“Operation Rosselsprung” The Partisan reinforcements should
enter from the east edge of board 2 and not the west edge.

HSRS lists German Air Support as departing after the German PFPh - typically
FBs and Stukas attack in the enemy Movement Phase or friendly Defensive
Fire Phase. Are the Stukas allowed to attack in the German Prep or should they
be departing after the DFPh of the Partisan turn?

A. Yes, we should have mentioned this, but the Stukas may attack in the initial
PFPh for this scenario only.

HoB would also like to apologise to any Frenchmen who may have felt
insulted by their spelling of Napoleon on the “Ghost Of Napolean” scenario
card :-)

Contrary to standard PL rules, French mines cost 8FP/AP Factor and 20FP/AT

Q Storage Tanks reference “RB9” but | assume this should be 09.
A. Correct.

Factor.

Setup/Entry The initial OB granted by the scenario is restricted to areas A, B,

Q The debris example art in the rules uses a bad example. It shows hex H28 and/or the road running from DO to P7. Although additionally purchased
RGs may utilise area D for a price, any RG listed in the initial OB as well as
any RG purchased with the 34 CPs is restricted to the same Entry Areas A, B,

but the text refers to G28.
A. Both contain debris (a building with debris in the case of H28.)

C or road DO-P7 for the Initial FF.
Q Does the game turn track art work exclude the area it covers from play?
A. Yes. FF35-40 are in play; GG36, HH36, 1136, JJ 36 and KK36 are in play. Q Do the Initial Firefight CP suffer from the reduction DR?

A. Yes.

RUWEISAT RIDGE

Map

Q How does the Initial Firefight attacker get decided?
A. There is no ATTACKER/DEFENDER in the INITIAL Firefight since (as

0621 is at Level 0, Hex 0620 is at Level 1, with two level 1 hills on 1224-1225- Stated in CGSR 41) VCs are not based on the Dual Attack or Side Assault

1324-1325 and around 0222; Level 1 (most of map); Level 2 (first hil level); 1S but on the Initial Firefight Objectives found on the CG Card.
Level 3 (Pt. 63).
vel 3 ( ) Q Is the French AMR ZT3 in the Initial Firefight OB part of the triangle

FSR #1 examples: Deir: 4017; Sand: 1902; Note FSR #1 EXC to F7.31 Bog"a’\‘?”l unit (and thus withdrawn at the end of 15 PMb)?
Checks by vehicles (Sand Dunes: 2802/2803); Brush: 0504, Hammada: 0710 Yes:

Q Does IFSR #3 indicate that these French receive free HIP?

fSR #7 should read: [EXC: 4410-4413 are NA]. A Yes.
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Ten Questions With ...
Curt Schilling

Brien Martin

Curt Schilling is one of the folks who something that was submitted more
toils for Multi-Man Publishing (MMP), who complete.
recently signed an agreement with the Hasbro
Corporation to become the exclusive designeBRIEN: From start-to-finish, what is
developer and producer of “officialASL  the approximate time it takes for MMP
products. | recently sent a “Ten Questions”to complete a new module?
survey to Curt and asked if he would take aCURT: Can't really answer that as the
few minutes to reply. Here is the transcript oftime to complete a module is based on
the exchange that followed. so many factors, quality of submission, |

willingness of designers to work with

Name Curt Schilling. us, size of the module, etc. etc. Therg
City: Depends on which team we are playing.are just a ton of factors that determine
ASL Club affiliation (if any) : | belong to the a module’s time frame for release.
‘| can spank Brian Youse at wilRSLClub.

Born: November 14, 1966. BRIEN: Errata has received a lot of
Birthplace: Anchorage, Alaska. Grew up in “bad press” lately. What steps does .
Phoenix, Arizona. MMP take to reduce/eliminate the | Curt Schilling atASLOK last year. Photograph

courtesy of Russ Bunten.

really “dumb” errors from its products
(like typos and simple omissions)?
BRIEN: How did you get involved playing CURT: In my opinion we have the two best CURT: Khamsin ... ask Russ Bunten :) | love
ASL? proofers I've ever seen in Perry Cocke andjyngle Citadel, The CitadéRB CG’s, White
CURT: Probably the same way every other SL/Chuck Goetz. These guys don't miss a thingrigers and Bushmasters (though it is an
ASL player got started. Went into my local (‘cept for column misprints at 5am in Brian's ynpalanced dog it's still a blast to play). And
hobby shop with money burning a hole in myhouse the morning a product is supposed to ggjso anything | play Russ Bunten, Mark Nixon,
pocket. Back in the times when board gameso the printers :-) Seriously, these guys are zerdgy Brian Youse in. Three fun opponents that
dominated hobby shop shelves along withdefect people. Had | not intervened at the lasfnake every scenario a gem.
models there were a lot of tough decisions fomoment | think the Journal would have Had
an 12 year old to make. Todquad Leader typo! That was my fault exclusively and they BRIEN : What types of “toys” do like to see in
off the shelf, saw the picture of the game boardnce again raised the bar for excellence in mgcenarios you play and why?
and counters...sold! Never looked back. opinion with theASL Journal Issue.1 CURT: Well | dislike “it's a hit, it's a kill” tank
scenarios. Having said that, | loved combined
BRIEN: What led you to designing scenariosBRIEN: You recently completed negotiations grms scenarios. | love early French armour
and modules? with Hasbro. Would you say that they were gy, Anything with the Hungarian Turan in it
CURT: I've never really designed a module. surprised at the level of dedication amé®L.  _oh, wait, that'Armies of OblivionSorry 3)
Doomed Battalionsvas a MAJOR project but players?
had tremendous input froASLplayers around CURT: Yea, | think so. | think dedication is BRIEN: Final question: Can | have your
the world. Pedro Ramis, Philippe Leonard,what sold them on MMP. We presented ouraytograph?
Magnus Hindsberger, Shaun Carter, Charlesituation, what we felt should happen and theycURT: Sure, 12 bucks and a ball and it's yours
Markuss to name a few. They were the reasolistened. They have their own ideas (which in;)
that Doomed Battalionsvas as thorough a themselves are going to be a lot of fun to work
project as it was, they made it happen alongn and produce) and we are exchanging stuf8R|EN: Alternate final question: Smooth or
with the play-testers. As for scenarios (all ofon a daily basis. chunky peanut butter?
which | will defend as balanced gems) I'd say CURT: Smooth on bread with pasta; chunky
my pure love of military history (WWII specific BRIEN: How would you characterise the for panana and peanut butter sandwiches.
of course) is the reason | try my hand at scenarinegotiations? Were they friendly? Was there a
design. time you felt the deal wouldn't get done?
CURT: They were beyond words. They went I would once again like to thank Curt
BRIEN: What is the process that you goto the mat for us in so many ways. They reallyfor his time and for his answers. My best wishes
through to choose the subject matter of eachent over backwards to help us out and havgy the entire staff at MMP for all that they do
module? made us feel like we are part of the Hasbrgor ys ... theASL Community. And if Curt
CURT: Again | have not ever ‘designed’ a team. | think fans of most every AH game will goesn’t mind ... I'll keep the twelve bucks and
module. But we handle that process bybe excited about Hasbro and their plans for thgpend it on théSL Journat)
submission. We have yet to, nor any time soorfuture. They are certainly not run-of-the-mill
are we planning on, release a project that i&nd I, for one, cannot wait to see other AH titles Q
solely ‘MMP’s’ idea. We base moduléASL  as they are re-released by Hasbro.
decisions on submission quality. If it is
thorough, and well researched, it gets a venBRIEN: What is your all-time favouritdSL
heavy look. If not then we may put it aside forscenario and why?
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The Future of ASL

Brien Martin

There will be some folks out there who On January 15, 1999, Multi-Man Pub- Those questions were answered on Janu-
ask how someone, whose sum totalA§L  lishing, LLC (MMP) announced that it had ary 15.
games played can be counted on less than thimalised an agreement with the Hasbro Cor-
fingers of both of his hands, can claim to knowporation to become the official design, devel- Because Hasbro has worked with the
about the future cASL opment and distribution company for all fu- ASL Community (through our spokesmen at

A bit of background should dispel the ture “official” ASL products. This announce- MMP), | believe that they have shown that their
notion that | am a “newbie” to the wargaming ment brought a smile to my face, for it signalscommitment to our hobby is strong. They be-
hobby in general, oASLin particular. the dawning of a bright, new future fasL lieve in what a very dedicated group of indi-

| started playing wargames in 1981 with Over the past seven years, the frequencyiduals can do to keep a hobby going strong.
Third Reich which | did not understand, nor and quality ofASL products that were being They have seen how popular the game is around
did the other two guys who tried learning with produced by Avalon Hill had been placed un-the world, and how many people from many
me. | moved on to my college wargaming club,der ever-increasing criticism. TBSL Annual  different nations can share a common interest.
where | was introduced ©hancellorsvilleand ‘95 was probably the low-water mark in AH’s TPMs have seen their works fall under
| was hooked. history. Nearly every scenario had affixed to itthe same microscope that once examined each

In 1989, | began playin§quad Leader errata of some sort. People were understandind every offering from Baltimore. They have
and found the game to be the best game | haably furious. seen how meticulouASL players are to the
ever played. It took me almost two years of Third-Party Manufacturers (TPMs) detail of the counters, scenario cards and map
playing, every Tuesday night, before | finally seized upon the opportunity to start becomingoards. They have heard the complaints loud
won a game, holding a building with just two a major force in th&SLworld, providing prod- and clear when errata is discovered. They have
squads on the final turn, surviving three straightct in the ever-increasing void between newlived in the shoes of those who trod before them.
16+1 attacks. | was on my feet with the lastmaterials coming out of Baltimore. These

dice roll in anticipation, a moment frozen in TPMs were providing the kind of healthy com- Players have seen a plethora of products,
time that | will never forget. petition that makes for a better quality productsome good, some bad, that now give them op-

By 1992, when | was introducedA&L,  all around. tions beyond the dreams of even the designers
| had read nearly everything written The But couched in the competition (which and developers of the origindquad Leader

GeneralaboutSL Names like Stahler, Nixon, wasn’t competition in the truest sense, in thaseries. They have had new experienceRike
Troha, Conner, Mishcon, et al were as familiathe TPMs were producing scenarios and prodBarricadesto stimulate their interest in the
to me as the names of Jordan, Barkley andicts that AH seemed to have no interest in) waslASLseries of modules. They have been treated
Malone are to basketball fans. a battle for the hearts and minds of 8L to the work of many a designer whose works
| had heard about Curt Schilling’s in- player. AH needed to keep its loyal customersnay never have seen the light of day when AH
volvement inASLIong before he started pitch- to stay in business, yet with every new goof-upvasASL
ing for my Phillies, and | had purchasA8L  in a magazine or a module, the TPMs gained Together, the hobby has been through an
Annualsand read the articles long before all ofgreater and greater favor with an audience witlawful lot since that fateful day in 1977 when
my counters were punched out and placed intenoney to spend, and many quality choices tAH introduced the world t&quad Leader
storage trays. Names like Cocke, Yousemake. We've seen the best and bright&8SL minds
Martzukas, Dolan, Repetti et al were coming All of this should have created a bettercome and go, inspiring a new generation of
into prominence through their writings and world for ASL players everywhere. But AH designers and developers. We've seen a new
designs. McGrath and Pleva became “housechose a different path. They chose to turn theommitment to quality, to a higher standard. A
hold” names winning tournament after tourna-ASLmarketplace into a battleground, instigat-standard, set not by corporate big-wigs in an

ment. ing a raid on a competitor’s offices (his own ivory tower, but by the people who know the
And all of this knowledge of thASL home) to make the point that AH would do game best, the players themselves.

world was gained without ever setting foot ateverything in its power to protect its copyright. These guys have seASLin good times

an ASL Octoberfest, a\SL Open, a Winter A copyright that, in my opinion, was being and in bad. They have fought, sometimes tooth-

Offensive, a Wild West Fest, or an Avaloncon.badly managed by AH. and-nail, to preserve the integrity of the game

And all of this with a sum total of seven face- From here, the story understandably tooksystem. They have witnessed the birth of clubs,

to-face games and a 0-7 record. a turn for the worse as AH fell into further and tournaments, AvalonCon, and a dozen other

further trouble with theASLline. TheKGP |  events that have only served to make the hobby
So, as 1999 begins, you see before younodule was filled with errors, which had to be better, make the game great.
an individual who knows the acronyms, knowsfixed with the release dKGP II. Hobbyists They may verbally brawl with each other
the history of the game, knows who the mov-didn’t stop buying the products, but more andfrom time-to-time. But in the end, if you've got
ers and shakers are, knows where his hobbmore of them switched loyalties and by thea Plano full of counters, some dice, map boards,
has been, and where it is today. Grognardsniddle of 1998, AH was looking for a white the ASLRBand a scenario card they’ll grab the
might not think you can be knowledgeable with-knight to save the day. nearest table, put aside their philosophical dif-
out playing the game extensively. But there are Enter the Hasbro Corporation. Their re- ferences and kick your butt in a game.
thousands of baseball fans (myself includedkent strategy has been to acquire game compa-
who can recite the history of the game, its greatnies and apply their vast resources to bolster The future ofASLcouldn’t be in better
est teams and stars, its statistics, its achievend strengthen the games with the greatest pdvands because the game is now in the hands of
ments, its failures ... without ever having settential, and then move those games to a PC plathe people who care about it the most ... the
foot on the baseball diamond. So it is that | carform to reach an even greater target audiencelayers.
write this editorial, and enough history to proveWhat could they possibly want with AH? And,
the nay-sayers wrong ... more importantly, what would they do with Q
ASL?
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“Bring up the PIAT”

Jeffrey Shields

The development of the tank led to theCrews make great tank-hunter units becausto double the lower dr, due to Sz, you get the
development of light anti-tank weaponsthey can Self Rally if they break but you oftenkill on any number of decent rolls (go ahead,
(LATW) that could be carried by an don't have one to spare. you figure it out :-) ). So Sz can pretty much
infantryman to let him combat the armoured Remember you don't have to eat thebe ignored as a serious factor against LATW. |
threat. InASLthere are several LATW available backblast if you declare the shot as opportunitthave, however, seen Sz make a difference once
and each has it's own set of tactics. fire and wait until the AFPh to shoot. in a while so don't forget it!

Other useful anti-AFV devices include

ANTI-TANK RIFLES PIATS DC, MOL, Klorihartsi pipe grenades, Gammon

These should be treated like extremely The PIAT is a neat weapon ‘cause you8'€nades, etc. These require close up and
light AT Guns, and can be effective against half-can safely fire it from inside buildings, i.e., no Personal actions on the part of your troops.
tracks, unarmoured vehicles, and asbackblast! It's pretty decent against AFVs, too. = . Note that DC can be thrown from upper
immobilisers (DI) if within 6 hexes. | generally use these the same way astores. ’

They often have a high PP but theBAZ, and ‘schrecks. Again, skulking on the Note also that FT and MOL don't use
lightweight ones can be effectively moved intodefence works wonders for these weapons®MoUr factors to generate a TK#; their TK# is
better positions for side or rear shots. Deliberate Immobilisation is useful against Sraight up (FT needs an 8 at 1 hex, 4 at long

Don't forget to add the 1 factor to your large targets that won't give you a side shot. range).
IFT when firing at non-AFV targets (that can

since you won't have to pay the +2 Motion mar!nlng a Gun/ PF Original TH DR = 12 (11 or 12 for Inexperienced) = Casualty Reduction for firer.
DRM SW if he wants tO). Backblast; 1 FP attack using coloured dr of TH DR, no DRM against Firing Location.

Note also
I C5 FIRER-BASED TO HIT DRM

Don't waste your time with deliberate
that these weapons | -

immobilisation though; the TK# of 31 means
AFVs get scorched! can,

firing LATW in AFPh/backblast weapon from rubble/ground level building(each) +2

under ID pinned firer +2
G

turn your 5-3-8 into a 6 FP attack for those Also remember that PF, BAZ, Psk, and Q
using the IFT). PIAT have an anti- r—-————-—-- - - - - — 1
ersonnel
bapability whon | PF/PFK/PSK/Baz/PIAT |
PANZERFAUSTS fired  against | QUICK REFERENCE TABLE |
Range is a serious limitation on the usemff'jllg_"y in | paniel Zucker I
of these weapons. In 1943 range is 1; 1944, ﬁgrllinldnv%;lls wﬁ;\ | |
1945, 3. It often pays to eat the backblast whe : RANGE & TH# HE | SPECIAL Backblast
' . Weapon/date | 0 1 2 3 4 5 IFH AMMO | B/RIX | Desperat
defending because an AFV is often worth moré® PF use random | pé’f so.gmge 0 8 - - - 12 - /-I- = ;é: .y
than a squad o two F50O AP G e B e |
It often pays to hold your fire until after e.tern:mt}e] th'c " [|oESaoas o 58 8, - 16 : i Ve |
the AFVs have moved, else your opponent caré”:'thea Sh tﬁ af_ac | PSK9/4354411 9 8 7 4 12 - /110 yes |
move the AFVs by without fear. That is, if ‘& ough € |r(ter | SV oG SR : : T Yoo |
you've Final Fire’'d the squad (or if it cowers), mt?y kc ozse O gz s 11 10 9 8 6 4| 8 WP6 -[-/11 yes
itwon't get t's PF shot. If the AFV stops within 2 fact a t“OW’t‘ | PLAT44 45 1L 6 7 5 - 8 1o26]  no I
range, it often pays to wait until PFPh to shootln antry - targe | |
extremely Iucky deliberate Immobilisation (Ranges hexes; Case N is NA) (C5.6) Hull hit needed |+5
L. Captured/Non-qualified infantry (B#-2; red TH#) (C5.8) (+4 if both apply) +2
conditions, cause [
rubble and flame. C6 TARGET BASED TO HIT DRM
BAZOO KAS AND : J moving/motion vehicle or dashing infantry J+2
, J1  DFFvs. moving vehicle(3MP in LOS) J+
PANZERSCHRECKS Don t I J2  DFF vs. moving vehicle(IMP in LOS) [J1 NA] J+]1
| like to use these from concealmentWorry too much A EE&‘S""(J(JN’X’;) -
terrain. | typically anchor the flanks with at least@bout Schuerzen. | ¥ conceaied target (or AREA fire) b
one BAZ or ‘schreck. Skulking improves their Sz doesn't apply to I (P) tTargettus_ing Ha:jz_?rdous Movement (all case J NA) - L -2
longevity and often gives you the advantage of'ont shots, so.a | o oy Siee modtier e TN
getting that side or rear shot which canﬂ;# (;f 18683/8 thhe | R LOS Hindrance per LOS Hindrange
side of a StGllIl has
devastate a heavy tank' . final TK# of 13 OTHER: by OVERSTACKED: +1 per squad overstacked; Encircled +1; CX+1
Agalnst medium tanks (OI’ with & Tina Y I vs. OVERSTACKED: -1 per squad overstacked; Motorcyclist -1; Cavalry -2 I
‘schrecks) I'm more aggressive and will (L6TK-3AF) and | |
sometimes actively pursue the tanks for the kil although you have SeeAS.132vs.overstacked vehicte 3
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“THIS IS THE CALL TO INTERNATIONALE ARMS!”

This is the latest edition of the overseas (IE non Britain or North Amerc@lnlPlayers Directory.
It is broken down by country. Within the country, players are listed according to their ZIP/Postal Code.

AUSTRALIA

R. Cornwell, PO Box 252, A-2533 Kiama MW
N. Hickman, 12 Blampied Street, Wynn Vale, SA 5127
Mark McGilchrist, 7 Smith Street, Bexley, Sydney, NSW 2207

AUSTRIA

M. Holub, Peter-Neuschmidt Str. 10, A-6363 Westendorf

F. Schonbauer, Institut fur Softwaretechnik,, Resselgasse 3/188, A-1040
Wien

Fritz Tichy, Hoernesgasse 20/16, 1030 Vienna

BELGIUM

J Baines, 2A Vijverlaan, B-2020, B-2020 Antwerp

Y Barette, 52, Rue du Chateau d'eau, B-1180, Bruxelles

T Bauwin, 23, Avenue du Cerf-volant, B-1170, Bruxelles

S. Bettencourt, 11, Rue Fontaine d’Amour, B-1030, Bruxelles

D. Boileau, 15, Avenue Rene Stevens, B-1160, Bruxelles
Bosmans, Koningin Astridlaan 180,, B-2800, B-2800 Mechelen
J.P Buchkremer, 20A, Rue du College, B-5530, B-5530 Godinne

T. Cavelier, 22, Rue O. Maesschalek, B-1080, Bruxelles

F Colard, 46, Rue de I'Abbaye, B-7801, B-7801 Ath

J.P Dasseville, Reginalaan 3E, B-8670, B-8670 Oostduinkerke

R De Sadeleer, 1, Quai des Peniches, B-1210, Bruxelles

F. Delstanche, 107, Av G. Latinis, B-1030, Bruxelles

J.M. Dricot, 7, Avenue des Grenadiers, B-1050, Bruxelles

P Dutrieux, 38, Polderstraat, B-9500, B-9500 Geraardsher

A. Gottcheiner, 11, Avenue Feuillien, B-1080, Bruxelles

P. Henderyckx, 11, Sint-Johannastraat, B-2160, B-2160 Wommelgem
H Heyman, 91 B, Klapperbeekstraat, B-9100, B-9100 SI-Niklaas

J Himschoot, 36, Truyensstraat, B-2930, B-2930 Brasschaat

V Kamer, 275, Albert ler, B-1332, B-1332 Genval

D Kronfeld, 70, Avenue Houzeau, B-1180, Bruxelles

P. Lanote, 91, Avenue Gevaert, B-1332, B-1332 Genval

A Lens, Saulcoir, 1A, B-7380, B-7380 Quievrain

O Leo, 37, Rue des Glaieuls, B-1180, Bruxelles

Philippe Leonard, 28 Avenue Seghers, B-1080, Bruxelles

P. Lesage, 184, Avenue du Roi, B-1060, Bruxelles

R. Letawe, 181, Av. des Croix de Feu, B-1020, Bruxelles

V. Libert, 43, Rue de la Vignette, B-1160, Bruxelles

J.P Mahieu, 9A, Rue des Hirondelles, B-519, B-519 Spy

J.L Maistriaux, 13 Rue du Maieu Carlot, B-7387, B-7387 Honnelles
H Mielants, 43, St Lievenslaan, B-9000, B-9000 Gent

X Mols, 7, Rue des Champs, B-5030, B-5030 Gembloux

J.L Morelle, 15, Rue Famenne, B-5590, B-5590 Ciney

B Postiau, 52, St-Antoniuslaan, B-1700, B-1700 Dilbeek

P. Ramis, 18, Rue Leanne, B-5000, B-5000 Namur

Pedro Ramis, 18 Rue Leanne, B -5000, Namur

Luc Schonkeren, Borsbeekstraat 43, B-2140, Borgerhout, Antwerpen
C Scref, 109A, Avenue Jupiter, B-1180, Bruxelles

M Steenwege, 74, Rijshenvelsstraat, B-2600, B-2600 Berchem
Bruno Tielemans, Smoutmolen 7, 1640 Sint-Genesius-Rode

Yves Tielemans, Stationsstraat 154, 1640 Sint-Genesius-Rode

B Tielemans, 75, Rue de la Slation, B-1640, B-1640 Rhodes-St-Genese
M Valkenaers, 1207 Chaussee de Wavre, B-1160, Bruxelles

B Van Wassenhove, 12, Avenue Isidore Gerard, B-01160, Bruxelles
G Verdonck, 28, Morselveldenlaan, B-2640, B-2640 Mortsel

Jan Verreth, Trompetvogelstraat 29, 2170 Antwerpen

J Vrijdaghs, 46 Dennenstraat, B-2800, B-2800 Mechelen

DENMARK

Michael Hastrup-Leth, Favrholmvanget 15, 3400 Hillerod
Peter Lageri, Tolderlundsvej 86, Itv, 5000 Odense C.

EIRE

J. Marrinan, 63, Mc Kee Park, Blackhorse Avenue, Dublin 7

ESTONIA

Raymond Woloszyn, 20 Pirita Tee, EE0001 Tallinn

FINLAND

V. Hilden, 12A5 Huuilakatu, Fn-00150 Helsinski

FRANCE

M. Adda, 7. Rue Claude Guy, F-94200 Ivry-sur-Seine

D. Angeli, Valrose Quai des Plateries, F-?7920 Samois

P. Anselin, 96, Avenue Corniche Fleurie, F-06200 Nice

J.L. Baas, 5, Rue Robert Lavergne, F-92600 Asniere

J. Baudoux, 17 Rue de Bapeaume, F-59000 Lille

F. Berry, 104, Rue de Gossicourt, F-78200 Mantes la Jolie

A. Bert, 3. Square Montpensier, F-91380 Chilly-Mazarin

F. Boudrenghien, 4, Rue du Blason Bat. 62, Appt 149, F-59650 Villeneuve
d’Ascq

Michel Boulekfouf, 3 Chemin De Liemery, F-08170 Haybes

D. Bous, 2/20 Rue J-B Clement, F-59000 Lille

A. Bureau, |O,Rue de Nassivet, F-44200 Nantes

J. Charroin, 120, Grand Rue, F-45110 Chateauneuf

Laurent Closier, Le Franc Tireur, 6, rue Consell, Appt 5, 29200 Brest
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P.F. Daniau, 28 Rue du Docteur Legay, F-59110 La Madelaine

L. David, 1, Rue des Millepertuis, Appt 32, F-33700 Merignal

Y. Dejoncke, 42, Grande Rue, F-91620 La Ville Du Bois

J. Depotte, 19, Rue Darnel, F-62100 Calais

J. Devaux, 16. Bld Barbes, F-75018 Paris

O. Dietsch, 4, Route de Colmar, F-67600 Selestat

Philippe Duchon, 35 rue Neuve, 33000 Bordeaux

L. Forest, 49, Chemin de la Reviree, F-38240 Meylan

P. Franque, 21. Bld Paixhans, F-72000 Le Mans

G. Gardeur, 25, Rue Maurice de Broglie, F-51000 Chalons

E. Gaubert, 2. Chemin des Pres, F-78430 Louveciennes

C. Ghesquier, 57. Rue des Sports, F-59280 Armentieres

S. Graciet, 136, Bvd Magenta, F-75010 Paris

P. Guet, 11. Rue Edouard Herriot, F-74300 Cluses

R. Guettier, 16bis, Rue de I'Abbe Gregoire, F-92130 Issy les-Moulinx-
E. Guilloux, 11, Rue Victor Basch, F-78210 St Cyr L'Ecole

S. Hadjaje, 5, Place de I'Eglise, F-78113 Bourdonne

Olivier Irisson, 43 rue du Caire, 75002 Paris

L. Jassaud, 27, Av. Malaussena, F-06000 Nice

N. Ketelers, 23, Allee de la Cerise, F-59700 Marcq enBaroeul

R. Lagache, 13, Blvd Vauban, Appt 3, F-59000 Lille

J.C. Lahalle, 6, Rue de la Brogue, F-67000 Strashourg

J. Lasnier, 1161, Les Palombes-Le Hamois, F-51300 Vitry

F. Loyer, 18, Rue Barbarin, F-17700 Surgeres

Mallet, 117, Rue du Bief, F-74210 Favergeffe

F. Marchal, 5, Allee des Besanconnes, F-78430 Louveciennes

P. Martin, 3C, Rue du General Leclerc, F-91230 Montgeron

O. Merlier, 34bis, Avenue du Colisee, F-59130 Lambersart

C. Millet, 108, Rue Juive, Le Buisson Perron, F-49400 Villebernier-
Saumur

A. Mitenne, 8. Allee de la Belle-Feuille, F-91370 Verriere

T. Monnier, 20. rue de Buci, F-75006 Paris

F. Morice, 6. Rue des Alouettes, F-89300 Joigny

Bruno Nitrosso, 227, Boulevard Voltaire, F-75011, Paris

Gebhres Patrick, 72, Avenue de la Resistance, 91260 Juvisy sur Orge
A. Plait, Jasna-Le Coin, F-72220 Marigne

Franck Reinquin, Division Moyens Informatiques et Services, CNES -
Agence Francaise de I'Espace, 18 av. E. Belin, 31055 Toulouse
B. Rey, 53, rue du Gal de Gaulle, F-22730 Tregastel

J, Rey, Chemin des Carrieres, F-84700 Sorgues

J. Robson, 139, Rue du Gord, F-28630 Le Coudray

A. Rousse-Lacord., 89. Rue Lepic, F-75018 Paris

A. Seydoux, 7, Rue de la Chaise, F-75007 Paris

M. Tulet, 53, Rue du Marechal Lyautey Bat C4, Appt. 262, F-59370 Mons-
en-Bar

P. Vaillant, 2, Rue Victor Hugo, F-591589 Marcoing

P. Valent, 99, Rue du Florival, F-68530 Buhl

0. Vallois, 11, guai de la Citadelle, F-59240 Dunkirk

C. Vandenbosch, 74, rue du Chene Houpline, F-59200 Tourcoing
X. Vitry, Les Ombrages - Bat C, F-83300 Draguignan

C. Wurtgenstein, 46, Rue des Charmilles, F-67400 lllkirch

GERMANY

K. Angermund, 4. Lembkestrasse, D-4330 Muelheim/Ruhr 1
R. Bliersbach, Rathenauplatz 23, D-50674 Koln

P. Bohm, 112, Landshutter Allee, D-80637 Munchen 19
Markus Braun, Gartenstr. 24, D-73117 Wangen - Oberwaelden
M. Brennan, Kunnenkampf Allee, 173, D-2800 Bremen

Adrian Carter, Pfarrer-Heberer-Strasse 34, 55411 Bingen

I. Elliot, Schinkelstrasse, 36, D-80805 Munchen

Klaus Fischer, Lindenstr. 22, 69502 Hemsbach

Mike Hurn, Herforder Strasse 206, 32120 Hiddenhausen,
Stefan Jacobi, Leipzigerstrasse 29, 66113 Saarbrucken
Christian Koppmeyer, Hagebuttenweg 9, 41564 Kaarst

R. Korzend~Rfer, Westerburgstrasse. 4, D-63450 Hanau

A. Kraft, Niederhofheimer Strasse, 9, D-65719 Hofheim

Ralf Krusat, Claudiusstrasse 15, 10557 Berlin

C. Ludwig, 17, Flozstrasse, D-44799 Bochum 1

Lutz Pietschker, c/o Margaret Laiser, Glockenblumenweg 55, D-12357
Berlin

L. Schultz, HQ US European Command, ECJ3-00-0 Peter Barracks, D-
7000 Stuttgart 80

D. Somnitz, 16, Ernst Reuter Strasse, D-4350 Recklinghausen
Lars Thuring, Fehrsstrasse 7, 24576 Bad Bramstedt

Frank Tinschert, Demburgstrasse 27, D-14057 Berlin

D. Whiteley, am Gillenbusch, 30, D-5503 Konz

HOLLAND

Dirk Beijaard, Enschedepad 78, 1324 GK Almere,

N. De Lang, 87, Professor Telderslaan, N-2628VX Delf

R. De Waard, 3, Driehoek, N-3328KG Doordrecht

A. Dekker, 34, Zetveld, N-1182JZ Amstelveen

John den Olden, Beukenlaan 12, 1505 GS Zaandam

H. Hidding, 66, Schipbeekstraat, N-3313AR Doordrecht
Peter Hofland, Schoolmeesterstraat 25, 2523 XE Den Haag,
T. Kok, Pres. Roosveltlaan. 20, N-5707GE Helmond

Hennie Salm, Merkelbackstraat 12, 3822 EP Amersfoort

B. Van Schalkwijk, 242, Uilenstede, N-1183AR Amsterdam
M.J. Vandenborn, 22, Heikantsestraat, N-4841EH Prinsenbeek

ITALY

L. Balestreri, Via Pionieri dell'aria no 1 1, I-33080 Roveredo

S. Cuccurullo, 19, Vittorio Emanuele 11, 1-04016 Sabaudia (LT)
R. De Leo, 8A, Via Todde, 1-09128 Cagliari

V. De Pascali, 18 Via Emilia Ponente, I1-40133 Bologna

G. Di Egidio, Via Emanuele Filiberto, 19, 1-04016 Sabaudia (LT)
F. Doria, 3, Via Cappello, 1-34124 Trieste

A. Fantozzi, 26/20 Viale Samnione, I-20020 Arese (Mi)
Alessandro Ganna, Via Cavour 37, 21100 Varese

E. Giaroni, Via Don Maesani, 12, 1-21046 Malnate (VA)
Michele Lupri, Via Battisti 33, 40123 Bologna

G. Manaresi, Via Fratelli Cervi 40, 1-40064 Ozzano (BO)
A. Matteuzzi, 8, Via Savena, |-40065 Pian Di Macina,

F. Mazzucchelli, 46, Via 4 Novembre, 1-21044 Cavaria NA)
R. Niccoli, Via Cesare Del Piano, 1-04016 Sabaudia (LT)
S. Rapana, Via Cesare Del Piano, I-04016 Sabaudia (LT)
P. Selva, Via Val d’'Ossola 14, 1-00141 Roma

A. Tropiano, Via Urbinati 15, 1-36010 Palazzolo (SR)

MEXICO

S. Mrozek, Avenida Ticoman 240, Lindavista D.F.

NORWAY

Ole Boe, Lunnestren 16, 0690 Oslo

Olav Heie, Arneborgveien 9, N-1430 As

Joakim Ruud, Chr. Michelsensgt. 4, 0568 Oslo
Eivind Trondsen, Hoffsveien 50, 1.109, N-0377 Oslo
R. Vetne, Helgen, N-3745 Ulefoss

PORTUGAL

Luis Calcada, Rua Dr. Mario Ouina 1, 2765 Estoril

SOUTH AFRICA

Kevin Pietersen, PO Box 102585, Meerensee, Richards Bay

SPAIN

F.J. Garcia Maniega, I.M. Accoitia 81, E-34001 Palencia

SWEDEN

Pers Anderson, Gryningsv. 79, S461 59 Trollhattan
Styrborn Glen, Brotorp, Asa, S-661 93 Saffle

P. Jonsson, Korbeirsvagen 9- 1506, S-11423 StockHolm
Klas Malmstrom, Klinkendalsv. 6 Brokind, S590 41 Rimforsa
Patrick Manlig, Semanders v. 1:420, S752 61 Uppsala
Gunnar Nilsson, Oluff Nilssonns v.8, S433 36 Partille

B. Ribom, Falkenbergsgatan 13A, S-41265 Goteborg

Bernt Ribom, Falkenberg sg. 13A, 41265 Gothenburg

P. Rogneholt, 25. Lidnersgatan, S-75442 Uppsala

Asad Rustum, Kungshamra 21/014, 170 70 Solna

SWITZERLAND

Matt Brennan, Berchtoldstrasse 49, 3012 Bern

I~ Goni.Ai.E L, 4, Chemin du Lussex, CH-1008 Jouxlens-Mezeri
A Mccusker, 46, Avenue de Morges, CH-1004 Lausanne

P Wabhl, 23, Checnin des Merles, CH-1213 Onex/Geneva

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

edition.
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ON THE CONVENTION TRAIL

There are more and mofSLtournaments cropping up all over the world. In fact, it is possible to be involvedtiBlanurnament at least once a month,
often more, if you were so inclined (and had the financial means to live such a life - | wish!).

If you plan on holding aASLtournament, please let me know and I'll include the details here, space permitting.

If you contact anyone regarding these tournaments, please tell them that | sent you!

AP R I L Format: Five round, Swiss-style, three scenarios to choose from in each round. Three rounds on Saturday,
beginning around 0930 (one of these is a small one) and two on Sunday, should end at 1900.
SPRING OFFENS'VE ‘99 Notes one of the two major French tournaments. Each year between 30 and 40 people. Cheap hotels
around, something under 200FF per room (up to 3 people).
When: 24 — 25 April. Contact: Frangois Boudrenghien, 195 rue de la Liberté, 59650 Villeneuve d'Ascq, France or by e-mail

Where: Medley Community Centre, CFB Cold Lake, Canada. The military hotel can provide rooms faero@calvanet.calvacom.fr marked “Attn Philippe Briaux”.
$20/day. If you want to use this option you must contact the organisers before April 16 so they can pre-book your
room.

Fee $15.00 for pre-registration by"@pril, $20.00 thereafter. bJ U N E

Format: Swiss style, 4 rounds (w/ optional 5th). Depending on the number of participants, there will

either 2 or 3 rounds on Saturday. Doors open at 7 AM and the first round starts at 8 AM. The tournament vl
be AREA rated and all Canadian players will be registered with CASLA. ﬂLB E RTA ASL OP EN 1999

Notes Prizes include thASL Journal 1CH Vol. 5 No. 2and thewaffen SS PaclCertificates will be When: 25 — 27 June.
presented for top 3 places, ROF, 2s, 12s, Sniper, and Sportsmanship. Where: Cedar Park Inn, 5116 Calgary Trail North, Canada. Telephone 1-800-528-1234 for rooms.
Contact: Thomas Weniger, 5902 50 Ave, Cold Lake, AB T9M 1T2. Tel (780)594-4648 or 812-7836, or Fee $20.00 by 11 June, $25.00 thereafter.
emailtweniger@incentre.net . Format: Swiss style, 5 rounds (with optiondl®und). Doors open at noon and the first round starts at 1
PM. The tournament will be AREA rated and all Canadian players will be registered with CASLA.
CHICAGO OPEN Notes Prizes including thASL Journal 1Waffen-SS Pac¢lrnhem - The Third Bridg€€H Vol. 5 No.
2 and MMP Gift certificates. Certificates will be presented for top 3 places, ROF, 2s, 12s, Sniper, and
When: 30 April — 2 May. Sportsmanship.
Where: West Western Inn, Burr Ridge, Chicago. Telephone (630) 325-2900. Rooms are $77.00 per night  Contact. Thomas Weniger, 5902 50 Ave, Cold Lake, AB T9M 1T2. Tel (780)594-4648 or 812-7836, or
if you mention WCW or th&SLOpen. The hotel allows a maximum of four people per room. emailtweniger@incentre.net .
Fee $25.00.
Format: Teams of 3 players will compete over seven rounds for the team championship.
Notes The tournament t-shirt is $10.00 and features the art of Louie Tokarz.
Contact: WCW, Meryl Rutz, 7933 W. Barry Avenue, Elmwood Park, IL 60707-1025. Telephone 708J U LY

453-1978 or by email arutz@niu.edu .

WESTWALL ‘99
1999 FLORIDA ASL TOURNAMENT When: 1 -4 July.

; Where: Saarbrucken, Germany.
When: 30 April — 2 May.

) . . Fee About +8 and +14 per night.
Where: Best Western Resort & Convention Center, 820 W. Busch Bivd., Tampa, Florida. Telephone Format: AvalonCon Style like BERSERK!. 5 rounds with 2 blocks of 3 scenarios to choose from.
(813) 933-4011. Rooms are $59.00 per night.

o . i Notes The Scenarios will be announced early in April (and the organisers are open to suggestions for
Fee HMGS members $8.00 before April'1610.00 thereafter; non- members $12.00 before Apil 16 which scenarios to use), so everybody can be prepared. The second (optional) block in each round will deal with

$15.00 thereafter. Fees should be sent to Pat Condray, Recon Registration, 2225 S. Gulfwater Pt., Crystal RYgkia " themes like night, desert, airborne, PTO ... Additionally we will offer some very quick-playing scenarios.
FL 34429. . ) . . X People who missed round 1 (Friday Morning) can get in line by playing two of them while the rest plays a regular
Format: Gaming will start on Friday at 7.00 P.M, although the main event will start on Saturday at 8:9Q, 4.
AM. It will be a similar in format to past events. The coveted Schwerpunkt medals for First, Second, Third, Contact: Peter Ladwein on 0681 8318570 or by emaRela@stud.uni-sh.de or Stephan Jacobi on
Close Combat, and AFV Kills will be awarded. There will also be a Team Tournament event. All new scenarm7 5241051 0681 35157.
from the TampaSLgroup (that will appear iBchwerpunkt Volume j#4ill be featured. Our<iplace winner
will also receive a $20 gift certificate and thédace winner a $10 from MMP/Hasbro.
Notes The tournament will be ‘piggy-backed’ with the local Historical Miniature Gaming Society’s spring

event RECON. OCTOBER

Contact: Evan Sherry, Sherry Enterprises, PO Box 3, Ruskin, FL 33570, United States of America or b
email atEvanSherry@aol.com. é KTO B E R F EST ASL O K 1999

When: 5 - 10 October.
Where: Radisson Inn, 7230 Engle Road, Middleburg Heights, Ohio 44130. Telephone 440-243-4040.
MAY Room Rates are $79.00 for 1-4 occupants before Septenthéel&ure to mentionXSLOktoberfest” when
reserving.

1999 M O NTR EAL ASL F EST'VAL Fee $20.00 before September $25.00 thereafter.

) Format: Same as always. Weekend Tournament plus numerous Mini-Tournaments.
When..l — 2 May. Notes Further details to be announced.
Where: Downtown Days Inn, 1005 Guy Street, Montreal, Quebec, Canada, H3H 2K4. Phone 1-800-567-  ontact: Mark Nixon, 443 Richmond Park West, #201D, Richmond Heights, OH 44143, or by telephone

0880 toll free or (514) 938-4611 for rates and reservations. Most rooms have 2 double beds. All rooms areoﬁir440) 473 1680. You can also email Rick Trohasiik@nwsup.com, or visit the ASLOK Home Page at
conditioned and have colour television. We have permission to consume non-hotel food and beverage in the %@ré P WWW.NWSU| g.-com/aslok/. ’ '

room. The hotel is near a variety of restaurants, as well as shops and night clubs. Indoor and outdoor parking
available (charges apply). The hotel has resolved its labour problems.
Fee(The?egistF:gt;!o)n fee for both days is $22.00 Canagian or $16.00 US, with the registration fee for JNTEN S IVE F I R E ‘99
day half of that. Pre-registrants for two days will receive tournament information and scenarios before the event. \When: 29 - 31 October.
The package will be mailed out no later than the second week of February. Limit of 28 players. Where: The Kiwi Hotel, West Hill Road, Bournemouth, England, BH2 5EG. Telephone (01202) 555 889
Format: 5 time-limited rounds of action starting on Saturday at 9 a.m. Each round will have a choice §f fax (01202) 789 567.
three scenarios, with scenario substitution possible by mutual player consent. At least one choice will require ' Fee To be confirmed; expected to be £5.00 or free for members of The CrusadersABeasiociation.
knowledge of only chapters A to D. Each player secretly chooses two scenarios, then they compare choices to Format: Two divisions of Fire Teams of three players compete over three rounds on Saturday and Sunday.
arrive at the scenario they will play. There is more to this and it is explained completely in the Tournament Ridgen gaming is available for those who do not wish to take part in the tournament.
included in the information package. Due to the scoring method, the winner might have only 4 wins over the five  Notes Prizes are awarded to winning Fire Team players and the Convention Champion, who is the player

rounds. This is not a single elimination type tournament. judged to have had the most successful tournament with all games played over the weekend being taken into
Notes There will be prizes for at least the top two players, depending on attendance and other things. kagisideration.

year, there were prizes for the top four players. For information about last year's evenhittpsit Contact: David Schofield, 11 Longfield Drive, West Parley, Ferndown, Dorset, BH22 8TY. Phone (01202)

ourworld.compuserve.com/homepages/MichaelRodgers. 573 482 or emaitlschofie@bournemouth.ac.uk.

Contact: For any questions, emailichaelRodgers@ COMPUSERVE.COM. Send registration fee
(cheque or postal money order, payable to Michael Rodgers) to MoA8e&lestival, 5187 Beamish Drive,

Pierrefonds, Quebec, H8Z 3G4. NOVEMBER
ORC’ IDEE 99 GRENADIER ‘99

When: 8 -9 Mﬂ)’-_ . ) o When: 19 - 21 November. Play starts at 1000 hrs. on Friday and finishes at 1600 hrs. on Sunday. A
Where: EPFL (Swiss Federal Institute of Technology), Lausanne, Switzerland, within the Orc’ Idee ganﬁursday start is on offer if enough players are interested.

convention. Arr_angements for spending the night °'T' site are available. L ) . Where: The “Jugendlandhaus” in Hergarten, near Ziilpich in the Eifel (the German part of the Ardennes),
Fee Not fixed yet but should be around 10 Swiss Francs for the convention itself. The tournament 'tse'ﬁl§ar the famous “Hiirtgenwald” (near the location for ‘CH76 Hiirtgen Hell’). The building will be opened on

free. . . . R Friday at 10:00 CET. The country house is rented for three days and provides 40 beds, several showers and a
Format: Four rounds Swiss-style using mutually agreeable scenarios. ) kitchen. For playing we have two large rooms. We plan to provide Coffee and rolls for Saturday and Sunday
Notes Prizes will include a subscriptioniew From The Trenchder the winner and the latest issue for mornings breakfast.

second and third place. . o ) _ Fee DM 100.00 (US $55.00 / +50) for three nights accommodation, breakfast and entrance. A DM 40.00
Contact: For any questions, contact David Lindelhof, 17 Le Prieure, F-01280 Prevessin, France Org'é(posit (US $25.00/ +20) is required (this will be returned if you cancel before October 1

email atindelof@space.ch . Format: The tournament will be played in three rounds with victory points awarded for each game won.

The opportunity to play campaigns or longer scenarios will be provided as well.

ASL Rl NG Contact: Christian Koppmeyer, Hagebuttenweg 9, 41564 Kaarst, Germany or by email at

When: 22 — 23 May. 100556.3650@compuserve.com.

Where: Villeneuve d’Ascq, near Lille (north of France, near the Belgium border) in “LCR des Chaumiéres”.
Fee 50 FF (something around $10 or 5 pounds).
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HELL ON WHEELS BATTLE PACK sounding Fire productions

A collection of WWII tactical gaming scenarios based on the history of'ttfe@ored Division.

HELL OH IHHEELS

Selected Scenario Previews:

HOWZ1: Guns of Naro—Sicily, July 1943. Recon elements of thé&mored Division run into an Italian gun position atop the board
9 hill. They must clear the road, but German aircraft are on the prowl. (Tournament size!)

HOW?2: Canicatti—Sicily, July 1943. The next day, armor and infantry of the 2AD try to seize high ground to the north of Canicatt
However, troops of Group Fullriede," Banzergrenadier Division, will have something to say about it first. They are entrenched o
those heights. (Tournament size!)

HOWS: The Narrow Front—Wuerselen, Germany, Oct. 1944. Five Stuarts of the 2AD support the infantry of 29th Inf. Div. as the
attack the enemy in the streets and gardens of Wuerselen. The German defense is bolstered by a dug-in Panther. (Deluxe boa

HOW?7: Trench Warfare —Puffendorf, Germany, Nov. 1944. XIX Corps begins its push to the Roer, with the 2AD leading the wa
A strong combined-arms force attempts to clear an AT ditch in the open country east of Puffendorf. Germans counteraitdsk with
and infantry of 9 Panzer Div. and are in turn hit in the flank by other elements of the 2AD. This one can be quite a spectacle.

HOWS8: Merzenhausen Zoe—Merzenhausen, Germany, Nov. 1944. Crocodiles, Tigers, and even a Rhinoceros tangle in a wi
sharling battle of fierce beasts. Two very strong American groups, composed of 30th Inf. Div. soldiers supported by TF 1/66
attached British tanks, must cross difficult terrain and seize the town of Merzenhausen from the troops of 246th DiviXi&Xland L
Corps. Relief is on the way for the Germans in the form of a counterattack led by two King Tigers.

HOW10: In the Bag—Celles, Belgium, Dec. 1944. This is the pack’s monster scenario, and what a treat it is. The board 24 villa
with hills on each side, provides the setting of Celles, Belgium. This one has it all: Panthers, a Bison, Flak truck,BAalkiP2a0h

side, American air support, 40 American AFVs of various types (about half of them half-tracks), and a counterattackingi@erman a
and infantry group. If you want to let it all hang out, this scenario is for you!

Designer Chas Smith brings a wealth of experience to his debut offering from Bounding Fire Productions. Not only is liernae@xper
wargaming player but, as a Captain in tfi€avalry Division at Fort Hood, he has real-world experience using armor tactics.

The HELL ON WHEELS BATTLE PACK includes: Ordering Information: ALSO
Cost: $22 (_aach pack AVAILABLE
110 3/4" x 26" Full-sized DASL map sheet Sales Tax in TX: $1.82 .

13 HOW full-color scenarios, including 3 Deluxe scena"%g'ﬁpgg giu'laélf?Q?éach additional patk see msm

1 Solitaire scenario . S . FOR DETAILS!
. L shipped Priority Mail

History of the “Hell on Wheels”"2 Armored Division E)utgi%e USA: $y5 per)pack

2 Articles on armored tactics Send check or money order (U.S. currency) to:

Bonus!New GSTK scenario frorileat of Battle Bounding Fire Productions

2 Sheets of DASL-sized rubble overlays PO Box 743

Killeen, TX 76540-0743
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