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PREP FIRE

Welcometo yet another double-sized View From The Trenches.
| was on track for getting the new issue out just after Christmas but
real-life took over and suddenly the time for VFTT was spent on
other things. The next issue should beontime as| havethe next part
of Michael Davies' look at Dien Bien Phu module ready for it and
all that is needed will be the report from BERSERK! 2003.

Issue 50 will have thefinal part of Michagl’slook at DBP but
there are still about 8 blank pagesthat need filling, so get writing!! |
don’t need them until June so you've got plenty of time to write
something.

Double 1. My last, best hope for victory.

Pete Phillipps

THE ASL MAILING LIST

The ASL Mailing List is devoted to discussion of Advanced Squad Leader, and is run by Paul Ferraro viaa listserv
program at the University of Pittsburgh. To subscribe send email to maj ordomo@multimanpublishing.com with
the body of the message reading:

subscribe advanced-sl

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-d-digest

The digest is mailed out whenever it has queued 100,000 characters of mailings. You may receive more (or less)
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 expressionsin
text. | find these very useful for the printed word in general, so you'll see plenty of them in View From the
Trenches.

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

:-) humour or smiley

;-) winking

:-> devious smile

<g> grin

-( sad

:-0 shocked or surprised

#-(_hung-over

VIEW FROM THE TRENCHES is the bi-
monthly British ASL journal. All commentsarewel-
come. Even better, contribute. Write an article. De-
sign ascenario. Shareyour ASL experienceswith oth-
ers. VFTT alows you to communicate with other
ASLers. Don't beasilent voice.

Issue 49 should be out at the beginning of May
2003.

VFTT costs £2.00 per issue (overseas £3.00),
with a year's subscription costing £10.00 (overseas
£15.00). Payment should bein pounds sterling, with
chequesmade out to PETE PHILLIPPS. Readersare
reminded to check their address label to see when
their subscription ends.

Back issue prices are:
VFTT Special Edition 98 £3.50 (overseas £5.00)
VFTT '95 £4.00 (overseas £6.00)
VFTT 7 - 9 £1.00 (overseas £2.00)
VFTT10 - 13 £1.50 (overseas £2.50)
VFTT14/15 £3.00 (overseas £4.00)
VFTT16 £2.00 (overseas £3.00)
VFTT17/18 £4.00 (overseas £6.00)
VFTT19 - 25 £2.00 (overseas £3.00)
VFTT26/27 £2.00 (overseas £3.00)
VFTT28 £2.00 (overseas £3.00)
VFTT29/30 £4.00 (overseas £6.00)
VFTT31 - 33, 36 - 42, 45 - 46 £2.00 (overseas £3.00)
VFTT34/35, 43/44 £4.00 (overseas £6.00)
Operation Neptune £2.50 (overseas £3.50)
Shingle's List £5.000 (overseas £8.00)
You can a so download free copies from:
http://www.vftt.co.uk/vfttpdf.htm
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MMP REPRINT AND GO TO

KOREA

The first issue of Out Of The Attic,
the periodic magazine reprinting out of print
material and fanzine material, is due to be
printed soon. Although no release date has
been announced, it will retail for $16.00. A
rulebook reprint is in the pipeline, while a
Beyond Valor reprint ison hold while MMP
solicite bids for a new board printer. The
reprint is aso unlikely to include Red
Barricadesor the Finnsto cut costs, although
Red Barricadeswill bereprinted separately.

Of the original work in the pipeline
playtest work is continuing on Armies Of
Oblivion and ASL Journal 5. 10 of the AOO
scenarios are done with between two and six
more to be finished. MMP are currently
aiming to have it out by ASLOK. ASL J5
hasfour of its 12 scenariosfinished with the
rest closeto being done. Itispossibleit may
be available at WBC. Scenarios are also
being designed and tested for Action Packs
3and 4.

Barely into the pipeline is a Korean
War module. A group of designers have
started work on thiswhich will be submitted
to MMP for publication. All the combatants
are represented, including the North
Koreans, Communist Chinese, Americans,
British Commonweal th, South K oreans, and
even the smaller contingents in the United
Nations Command. New rulesfor therugged
Koreanterrainwill beincluded and portrayed
with new mapboards and overlays. Among
the new equipment to be included are
American LMG (the M1919A6 on bipod),
the BAZ50 (M20 3.5-in bazooka) aswell as
a variety of American SW in British/
Commonwesalth and Communist colours, the
M46 Patton tank, M39 armoured utility
vehicle, Centurion Il tank, and AD
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Skyraider airplanes.

CALIFORNIAN MELEE

The Southern California ASL Club
has released Melee Pack |, a collection of
six colour scenarios. 5 of 6 feature OoB
choices and/or FoW options for one or both
sides. Also included are Scenario Cheat
Sheets, which depict vehicle and Gun notes
based on a scenario’s OB, the date of the
scenario and any special rules for the
scenario. MP1 costs $11.00 including
shipping and handling ($14.00 for non-US
orders) and is available from Matthew
Cicero, 1810 Chantry Drive, Arcadia, CA
91006, USA. You can also order online at
http://208.252.203.252/cgi-bin/oecqgi.exe/
INET_socalad_melee pack_main.

HEAT OF BATTLE IN
FIREFIGHT

HOB have released their first
FireFights! scenario pack. Designed to be
played in an evening, each scenario has a
variable Order of Battle and most have
variableentry turnsand reinforcements. Fog
of war is aso enhanced through set up and
Scenario Variables. Asabonus each scenario
comeswithitsown historically based 8¥2" x
11" map. Pricing has yet to be announced.

HOB'’s upcoming project
Kampfgruppen-Commander  (former
Company Commander) is a game system
which can be used to simulate more mobile
battlesthen ispossible using the existing Red
Barricades-derived CG rules. The basic
game will include Basic and Special Rules,
aStrategic map, Scenario Generation Tables,
coloured Reinforcement Group cards,
coloured Luck event cards, and play aids
such as the Core Force Organisation sheet.

. . I Thefirst campaign

¢ I#EE% game, which will
- H‘f also be included,
L fse"= will be ‘One
French Summer’,

which covers the
drive of the
German 7" Panzer
Division
(Rommel’s Ghost
Division) through
Belgium and
France towardsthe
English Channel.
No release date or

price has been confirmed.

LSSAH TURN THE TIDE

The Canadian ASL Association have
released Leibstandarte Pack 4- Turning of
the Tide. This latest scenario pack in their
ongoing history of SS-PanzerGrenadier
Division 1 Leibstandarte Adolf Hitler covers
the actions of the unit at Kursk and Russian
to the end of 1943. There are also a couple
of scenarios covering the units actions in
Italy following the Kursk offensive. Details
of the 10 scenarios can be found at http://
ca.geocities.com/gckelln/lssah4.htm.
LSSAH4 is available for CA $13.00 from
George Kelln, 1637-8th Avenue,
Wainwright, Alberta, Canada, TOW 1H6. US
orders are US $10.00, non-US/Canadian
orders are US $13.00. All prices include
shipping and handling. George can be
contacted by email at
gckelln@telusplanet.net.

THE FRENCH RETURN

Le Franc Tireur 8 is now available.
Although the 92 pages are in French the 11
scenarios are in English. Priced 27
including shipping and handling it can be
ordered from Xavier Vitry, 3 Rue Louis
Mercier, 92240 Mal akoff, France. He can be
contacted by email at
xavier658@wanadoo.fr.

16" BUNKER IN MARCH

Issue 16 of DFTB isdueto bereleased
at the Nor’ Easter 2003 Tournament), and will
feature three East Front scenarios; ‘ Paking
aPunch’, ‘A Hotly Contested Crossroads’,
and ‘' The God of War’. Alsoinside will bea
Jim Torkelson analysisof ‘ Actsof Defiance,
Tactical Tips for Veteran's and Novices, a
preview of Nor’ Easter 2003, and al the usual
features.

Four issue subscriptionsare available
for $13.00 ($15.00 outside the USA). Issue
oneis available free with a subscription or
an SAE, while other back issues are $3.50
($4.00 outside the USA). Payments should
be payable to Vic Provost and sent to
Dispatchesfromthe Bunker, PO. Box 1025,
Hinsdale MA 01235. You can email them
a aslbunker@aol.com.




Achtung Panzerfaust!

Recently at the bottom of the wardrobe |
happened across an old favourite originaly pub-
lished in the ASL Annual 1992 that provides a
good introduction to new players and achallenge
toolder ones. ‘ASL 49 Delaying Action’ features
adefence by atiny German infantry force against
seven Russian tanks. At first glance the German
position looks hopeless, the crews of the tanks
actually outnumber the defenders and would be
better armed if they managed to scrounge MGs
from their vehicles. Three things give the Jerries
afighting chance, hidden status and a good sup-
ply of Panzerfausts and a few Heft Hohladung
Granate (ATMM).

The Panzerfaust story beginsin 1942 when
the Germans sought to develop a hand held
weapon for Infantry to use against the T34 and
KV series of tanks. A rocket propelled hollow
charge weapon proved the answer. An unpromis-
ing start of a short hand held tube without any
sights was improved to create the Panzerfaust 30
with a range of around 30 metres in production
from October 1943 capabl e of destroying any tank
in service. Another Panzerfaust the 30 Klein was
smaller and lighter with a less destructive bomb
was also manufactured. | have recently seen a
documentary including a five second clip show-
ing aPanzerfaust Klein carried by a German Sol-
dier at Arhnem (1944). Later models extended
the Panzerfausts range to anominal 60 metresin
1944, and 100 metres in November 1944. In the
field the PF 60 could range to 90 metres and pen-
etrate up to 25 cm of armour. The PF 100 could
hit targets at 150 metres by using two spaced pro-
pellant charges. Both the 60 and 100 metre ver-
sions were produced and served alongside each
other. Two fina versions of the Panzerfaust with
nominal 150 and 250 metre range did not seefront
lineservice. Although about 100,000 PF 150 were
produced it was not possible to transport them to
the fighting areas in time to see action thanks to
the efforts of the RAF, USAF, and to alesser ex-
tent Red Army aviation. Thanks are aso due to
the Resistance movements of a number of Euro-
pean countries. The PF 250 did not reach the pro-
duction stage. ASL accurately reflects the range
and destructive qualities of PF weapons.

The Russians, British, Americans and
Japanese all devel oped anti-tank grenades of vary-
ing effectiveness, every army used regular gre-
nades and demolition charges against armour on
occasions. In the German Army a very effective
magnetic grenade was designed. Powerful mag-
nets fixed the weapon to an enemy tank, whilst
the attacker ran for cover. Placed on top of the
engine any tank would be destroyed. The ATMM
had a secondary use against bunkers or
strongpoints, either placed on a flat surface or
hung on a brass hook and chain already fixed to
the mine. Remarkably effective the Germans ex-
pected the Alliesto develop their own ATMM, as
acounter painting their own tanks with Zimmerit
an anti magnetic paste. Asno Allied ATMM were

Michael Davies

developed this proved unnecessary, and was dis-
continued.

Against theseweaponstheAlliesrelied on
infantry in close support or improvised spaced
armour. The Russians used salvaged, requisitioned
or rather looted mattresses and bedsprings to de-
flect shaped charges. The Americans and some
British tankers favoured sandbags, welded tank
tracks or general kit for some protection. | have
seen photograph of British tankswith metal mesh
serving as spaced armour in 1945 but am not sure
if this was a widespread practice, or the earliest
datefor thismodification. My brother came across
an account of an American field modification...
welding the glacis of a Panther to the front of a
Sherman, used to lead columns when attack was
expected.

Returning to the scenario in hand both
ATMM and Panzerfaust are crucia important.
Thereredlly is no substitute for reading the rules
for these weapons, the scenario special rules, and
the Chapter H notesfor |S-2m and T34/85 Tanks.
Also essentia reading the rules for Marsh and
Woods with particular reference to vehicular ac-
cess. Apologies for repeating some of this infor-
mation in the analysis that follows.

German Set and Initial Plans

You win by preventing a Russian victory.
He needs to exit his entire force of seven tanks
off the North edge less one tank for each of your
half squads or SMC eliminated. Asyou start with
three half squads, two Leaders (a 7-0 and 9-2)
and one Hero your opponent will have to exit at
least one tank unless you generate another |eader
or Hero. Although it might be possible to delay
the Russians and win, it might be easier to trade
your units for tanks at a favourable rate.

Enemy forces are impressive. Four T34/
85, is scary enough, three IS-2m with 122mm
guns add impressive guns and protection. The
Russians strengths include awesome firepower,

numerous machine guns, good mobility, smoke
dischargers, and in the case of the |S2-m frontal
hull armour that can resist a direct hit from a
Panzerfaust! Perhaps the greatest Russian asset
is range. At three hexes he is impervious to PF
fire but able to dish out strong attacks. The en-
emy does have some weaknesses. Without infan-
try support your hidden troopswill be hard to find.
It is difficult for him to move through buildings,
woods or hexes adjacent to marsh. Time may be-
come your ally, your opponent has alot to do in
the time available.

One and a half squads, two leaders and a
Hero must be one of the smallest OB in ASL to
date. Troop quality is excellent, an ELR of four,
all your MMC are 8 morale and elite. Rule
C13.311 is in effect, you can carry PF equal to
your units usage number. With nine PF its pos-
sible to destroy al seven tanks without recourse
to ATMM or close combat. Unfortunately PF
range is limited to two hexes. Basic to hit num-
bers are reasonable at point blank and one hex
range but you will struggle to hit a moving tank
at two hexes range. Most opponents will try to
keep you at adistance, eventually you will be pre-
sented with some chances. Once you hit, destruc-
tionisvery likely. A T34 should burn, alS2-mis
a hit tougher but still vulnerable. Watch out for
bailing out Russian crews they can fight you in
close combat or scrounge MGs to shoot from a
distance. Remember you have a sniper, relocate
him if the Ruskis are buttoned up, pick off tank
crewsif they are exposed .

Usually terrain is fixed before play starts.
Here you decide the location of a marsh overlay,
which is not revealed to your opponent until heis
actually adjacent to it rolling for bog. SSR 3 al-
lows you to do this, and at your discretion to re-
veal the Marsh location earlier. It isimportant to
site the Marsh effectively, keeping the Russians
ignorant of itslocation makes sense to me. There
might be scope for a cunning ruse, if you reveal
the Marsh at the game start it might channel the
Russian attack away fromit. Hard to judge which
is best, both ideas have some merit. The only re-
ally daft things to do are either completely forget
to place the Marsh, or fail to reveal its hidden
location, before watching a column of vehicles
drive over the proposed site of your obstacle.

Terrainisreally important in thisone. Both
players need to study it, with aview to attack and
defence. Marsh isimpassable to tanks, woods can
be entered risking bog to create atrail break, build-
ingsrisk bog and cellars. Hexes adjacent to Marsh
also require abog roll. Chances are few Russians
will enter buildingswithout agood reason. Woods
will probably be avoided early in the game, later
on a column might try to exit through a newly
created trailbreak.

Use the terrain to plan or rather guess a
likely route for the Russians off the board. L ook-
ing at the H, | and J hexrows the tanks must pass
through either 13,14, 1,7, 18 or 19. An ambush party
inthel5woodsareacould contest thismove. Plac-
ing the M1 Marsh on the F hexrow complicates
enemy movement. F3 isagood spot, asisF9, F8
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and several othersfurther north. The woodsin F4
are an unusua and effective spot, that the SSR
does not prohibit. It might be controversial to site
a Marsh in woods. To spare an argument about
SSR3 or protracted whinging by an opponent
robbed of victory by aleged sleaze F3 is amost
as good. An ambush in this area makes a lot of
sense. The forces used could range from a lone
SMC up to a pair of half sgquads and a Leader.
Remember you can move in the advance phase
and retain hidden status, allowing you to start in
H5 then position yourself as the enemy attack
develops. Further south thewoods around K9 and
M1 have potential, with good cover, some room
to manoeuvre and possible rout paths. Looking
towards the enemy board edge, the Marsh in U8/
V7 suggests enemy movement will avoid thewest-
ern edge of the board. T4 is not a bad spot to
exploit this, as might any woods around V3 and/
or W1.

If you choose carefully and enjoy some
luck, you will find a number of suitable spots for
your ambushes. Try for concealment terrain, with
viable rout paths, and if possible a hidden spot
behind the front line to wait before moving into
thefiring line. It would be nice to set up mutually
supporting positions. The short range of the
Panzerfausts and size of your force makes this
difficult. It should be practical to plan rout paths
towardsfriendly support, which isthelimit of the
help each Island of defence can provide.

Another hard decision is the strength of
your ambushes. You can create up to six hidden
anti tank teams. All ready to try a shot then run
for their lives. Another option a killer stack of
most of your troopsin the ideal ambush position.
Not my choice but ideal if you pick the right spot
against the right opposition. A half way house
would bethreeareas, with asquad and SMC each.
The choicesare many and varied. In practice luck
will play abig part, and Victory will be earned by
exploiting this or working against it. Set up is
important but there really is no ideal set up for
this scenario. Just try to avoid areally bad one!

Panzerfausts are lethal. Expect them to
destroy a T34 on anything other than a dud, and
icean 1S2-m most of the time. Target selection is
important. Choose a T34 if you have a choice,
select close range shotswhen you can, go for static
targetsin preference to moving ones. After firing
off your ‘ Fausts run away, head for cover deeper
inyour position. Later you may get achancefor a
close combat attack, through choice or when be-
ing overrun. A SMC and half squad, have area-
sonable chance of akill even without an ATMM.

Avoid pointless fights with vehicle crews.
Try not to waste PF shots against immobilised
tanksor enemy crewsin buildingsor behind walls.
Entrenching will not work too well, your troops
best protection is hidden status. Admittedly fox-
holes provide some protection against overrun but
against this is the near certainty of drawing lots
of gun fire. Most important of al be mentally
strong. Thisisatough scenario. Expect to agonise
over enemy movement, the success or failure of
your fireand any bog rollsthe enemy make. Hope
for tank armament low ammo and malfunction
rolls, whilst hoping to avoid box cars yourself!
You should destroy sometanks, if you do enough
damage you will enjoy awin. Finally watch out
for those rear machine guns on 1S2-Ms.

THE TRENCHES

Soviet Entry and Opening Moves

Your objective is straightforward, exit all
seven tanks off the north board edge. Even better
each German half squad or SMC eliminated
countsasan exited tank. Playing on aDesert board
a win would be almost certain, the terrain of
Lithuaniaand the calibre of its German make this
more of afight.

Enemy troops are limited to three half
squads, two leaders and aHero, bolstered by nine
Panzerfausts. If you expose your crews to small
arms fire or sniper attacks you could be affected
by IFT attacks at up to eight hexes range or snip-
ing anywhere on the board. Buttoned up close
combat at 0-1 hex range or Panzerfausts out to
two hexes represent a very real danger. Another
enemy unit to consider is overlay M1, a Marsh
that behaves like a fortification.

The terrain is not quite neutral in this sce-
nario. Even without the German troopsyou could
lose against an opponent who remainstotally hid-
den if you blunder into aMarsh and bog, and later
immobilise or simply fail to remove bog in the
time available. Thisis unlikely as most German
defenderswill want to maketheir presence known

by destroying at least one tank and there are a
limited number of places to hide. Woods and
Buildings also restrict movement. Dueto the risk
of bog, immobilisation or even total loss, moving
through them should be avoided. Begin by 1ook-
ing at the map and deciding roughly how you will
either move to exit the map or manoeuvre to de-
stroy the enemy.

It is hard to see aroute north that does not
passthrough V5. There areaseries of bottlenecks
between rows R and L where you will have to
move adjacent to conceal ment terrain which may
contain German troops. After Row L you have a
choice of moving north east or north west past
thewoods around 15. Next you will find the Marsh
or avoid it completely, apologies if that sounds
trite. Finding the Marsh as you exit is annoying,
not too bad if you have time on your hands and
have wiped out a number of German units, frus-
trating if you are unable to accept the delay.

| can’'t guarantee where the Germans will
be. By plotting your movement before the Game
starts you can guess where he might be and at-
tempt to counter accordingly. For example to hit
you in V5 expect units in the V7 Marsh, or the
Woods in T4 and V3. By searching these loca-
tions with fire you can improve your survival
chances. In effect you can use tanks as fire and
manoeuvre elements, one platoon moving for-
wardsin bounds covered by probing fire from the
other platoon. Thissimple plan can be fine tuned.
There are judgements to be made on the compo-
sition of each unit, when to limit movement to
one or two tanks and when to rush all seven for-
wards. This approach can be repeated at the next
set of obstacles.

If you are lucky you will hit the entire
ambush party around V5, more often you will not!
Keep arecord of the units you find your options
improve as more German units are discovered.

A few minor tactics help. Make use of
smoke dischargers every turn you can, there must
be somewhere you would like to place smoke!
Keep your turret covered arcs and vehicular cov-
ered arcs different allowing you to shoot at dif-
ferent targets or potentia targets. Stay in motion
unlessyou planto fireaccurately in the next player
turn.

A few opportunist ideas might be worth
considering. Bailed out crews can help by search-
ing for enemy units or fighting known ones. By
al means try to scrounge a MG from a wrecked
vehicle, destroy any Panzerfausts you capture.

Close combat threats can be reduced by
avoiding known enemy locations, and skirting
suspected ones. Similarly Panzerfausts are less
effective at longer ranges, against moving targets
without Leadership or Heroic modifiers. Stack the
odds against your opponent by giving him no
shotsto take or onesthat arevery low odds. Avoid
sarcasm, if your opponent misses an advancing
phase shot against your moving T34/85 at two
hexes range. The game is not over till its over.

Assessing your own unitsread, and reread
the chapter H notes for the 1S2-M and t34/85.
Gen up on rear machine guns, smoke dischargers
and low ammunition rules. Check the Panzerfaust
tokill tables and appreciate ahit is almost certain
death in aburning wreck. Except for the IS2-Ms'
really thick turret armour which will stop a fair
percentage of shots.

With enough time you could almost guar-



antee a win, searching carefully every location
with fire, moving slowly forwardskilling units or
locating the Marsh for a glorious win. In seven
turnsyou will haveto take somerisks. It will take
three or four turnsto move north. Even if you kill
the entire German OB you need to exit a tank
unless he generates another leader or Hero which
you subsequently kill!

If the Battle goes against you and defeat
looms do not give up. Some German units could
belost aPanzerfaust malfunction casualty reduces
the firing unit, or you could have a run on the
dice with you MG or gun armament.

Conclusion

Although | redlly likethisscenario |’ m not
sureitissuitablefor tournament play. Thisisonly
apersonal opinionwhich could beentirely wrong.
| do think it isgood fun to play, suitable for quick
play in 30 minutes to an hour with replay value
immediately afterwards. The scenario could be
used to introduce the use of Panzerfausts to new
or developing players, with a good chance of a
well earned win to the less experienced player.

Personally the attractions of the game are
varied, ranging from the 1S2-Ms, the effective-
ness of infantry against tanks in close terrain to
the psychological grief that trying to get inside
your opponents game plan creates. Both sideswill
work hard for a win, in some respects the Ger-
man has an easier task by a whisker.

Thereisscopefor scenariosto bedesigned
along similar lines, perhaps including PIATS fir-
ing from buildings or an early war action using
ATRsor LMGs. I'veafew ideasalong theselines
but am a bit short on the skills to develop them!

Vicroria Cross
MemoriaL AppeaL

The 16 living holders of the Victoria Cross
are attempting to raise £250,000 to build a
memorial at Westminster Abbey to com-
memorate those awarded the VC and the
George Cross.

TheV C hasbeen awarded 1,354 timessince
it was introduced 146 years ago.

Donations can be made to:
The VC and GC Memoria Appeal
Horse Guards
Whitehall
London
SW1 2AX

Operation Veritable

Playtester Comments

The following comments about OVHS
were posted to the ASL Mailing List by MMP.

| conducted a quick survey of the
playtestersfor Operation Veritable. You have seen
some of these comments on the preorder page
itself, but here are some more responses for
everyone to review. | will follow this with
comments from game developer Ken Dunn on
what the development teams goal’s were when
they started the module in another email, as this
oneislengthy.

Playtester Stephen R Trujillo:

It is a great module that has it's own
challenges for both sides. The terrain, order of
battle and choices make this acompletely unique
experience from any other historical module. Itis
also avery balanced campaign that keeps you on
the edge of your seat until the last day.

Of the four different campaign games that
| have played, this is one of my top two along
with Red Barricades. It is challenging, fun and
the replay incentive is great.

Playtester David Reenstra:

OVHS continuesthetrend startedin OWT
where MM P expands the scope of the project by
including scenarios played off the historical map
on the geomorphic boards. Some of our favorite
scenariosare“ Water Foul”, “ The Good Shepard”,
“A Few Rounds’ and “Lawless Ways.”

“Water Foul” is probably the most unique
scenario in the entire collection of official
scenarios, depicting a night assault (but without
the night rules) on a flooded village, depicted
entirely with overlays. “ The Good Shepard” isa
tight deluxe scenario which is destined to become
atournament favorite. “A Few Rounds’ features
the SturmTiger, and “Lawless Ways’ is large
enough to accommodate three or more players.

Playtester Guy Falsetti:

| think the heavy mist and the use of
“reverse slope” defenses make for interesting
combination. Asaplayer you haveto decide what
areas you can defend and in what depth. As the
attacker, you need to look at what areas you can
overrun without leaving your flank open to
counter attack.

Playtester Observer Oliver Giancola:

The CG simulates late-war German
Panzergruppe/counterattack tactics, as the
German player typically assembles a Lehr strike
force off board, pounces, then withdrawsthe bulk
of hisarmor. | think thisis unique.

Playtester Paul Sidhu:

The night, amphibious-assault-on-a-
flooded-village scenario is a total blast. Of the
ninescenarios| played, seven arefirst classgems.

Design Comments-Ken Dunn
“When we started out we (the design team)

were looking for a unique battle that seemed to
offer something different from what had already
been done. We had no preconceived ideas;, we
simply went looking. It could have been early war
Philippines or Poles’'Germansor French/Italian or
anything as long as it met the following criteria:
1.Created a campaign game that was playable in
areasonable amount of time; 2. Fun; 3. Different
enough from other available modules.

So how isit different? Well, from my point
of view, the main thing is the terrain. It's alot of
open ground and with the large caliber weapons
we havein OVHS that's creating a challenge that
really has not been seen yet inaHASL. ThisHS
will force the attacker to think differently than
previously in order to cope with the open ground.”

On the geomorphic scenarios:

“We tried to be creative and provide
‘different’ scenariosthan what you might be used
to. I'll admit to a bit of chrome when designing
but in my opinion these geomorphic scenariosare
well thought out and fun. The chrome just adds
to the experience.”

The Time Scale In ASL

John Overton

This is a call for ideas. As a long-
standing solo gamer | am always|ooking for
good rules systems. With ASL, aswith most
smaller scale games, the time scale doesn’t
ad up to reality, with whole scenarios hap-
pen in a few minutes. To some extent, so
what!; however, more solid problemsarethat
it can take most of the scenario to bring up
reinforcements, and flanking attacks are of -
ten abad ideaas you run out of time. Inreal
situations you get lullswith rushes of activ-
ity. So does anyone have any good ideas to
help with this, or know of rules sets with
good ideas or suggestions.

Thisisnot acriticism of A3, thesys-
tem is more than adequate for the task.

VIEW FROM



FKaC Scenario Errata

(Scenarios are listed by their old ID with the new ID in parentheses)

The following Scenarios are being updated and re-released in For King and Country with new scenario numbers. This errata to the previous incar-
nation of the scenarios incorporates previous errata and new update changes, but does not include some minor word-smithing. The new scenario

number is listed after the scenario title.

A1 Tavronitis Bridge (93)
Add a 4-6-8 and a glider to the German OB.

A2 Bofors Bashing (94)
Add a 4-6-8 and a glider to the German OB.

A3 Descent Into Hell (95)
Add a 4-6-8 and a glider to the initial Turn 1 force and also to the Turn 4 reinforcements.

A15 Stand Fast the Guards (92)
In SSR 2 delete and one AT Gun (and its crew) .
In SSR 4, change dr to DR.
Replace British balance with SSR 4 and 5 are NA. .
Replace German Balance with In SSR 3 replace DR with dr .

A22 The Crux of Calais (96)
Add a 4-5-7 and a LMG and 6 ? to the British OB.
Replace the British balance with Add a 4-5-7 and an ATR to the British OB. .
In German balance replace three 4-6-7s with two 4-6-7s .

A24 Regalbuto Ridge (100)
Shorten Game Length to 7 turns.

Replace the Victory Conditions with the following: The Germans win at game end if they have more Good Order squad-equivalents than the
British on hill hexes of board 2. Good Order MMC on Level 3 hexes count double.

Replace SSR 4 with the following: One German 8-0 possessing the radio must set up HIP to direct the fire of a single offboard 75* 1eIG 18 INF
Gun (German Ordnance Note 15). Radio Contact must be gained/maintained normally, but Battery access is NA. The 8-0 serves as a spotter
(C9.3) and all principles of spotted indirect fire (C9.3-.31) apply [EXC: Gun Malfunction is NA], including ROF decrease (C3.33) and target

acquisition. For TH# determination purposes, range is counted from hex 3AS. .
In the British balance replace 7 Turns with 6 Turns .

A35 Guards Attack (108)
Add a 2-4-8 to the German OB.

A38 North Bank (110)
Add 8 ? to the British OB.

Add the following SSR: 5. Prior to play the British player may secretly record which units possess PIATs. The presence of a PIAT will be
revealed when the possessing unit fires/transfers/drops the PIAT in LOS and within 16 hexes of an unbroken enemy unit, or is no longer Good

Order. .
Replace the British balance with Add one 3-3-8 to the British OB. .
Replace the German balance with Delete the 8 ? from the British OB. .

A40 Ad Hoc at Beaurains (91)
In Victory Conditions replace 35 VP with 30 VP .

A43 Probing Layforce (99)
In Victory Conditions replace 20 VP with 17 VP .
Reduce British OB by one 6-4-8.
Replace German balance with Delete a 9-1 from the British OB. .

A102 On Silent Wings (98)
Add a 5-4-8, a LMG, and a glider to the German OB.

G22 A Day By the Shore (103)
In the VC add assembled after Good Order .
In German Turn 3 reinforcements replace enter on Turn 3 with enter on/after Turn 3 .
In German balance replace on Turn 2 with on/after Turn 2 .

G43 Kangaroo Hop (106)
In SSR 6 replace 150+mm OBA with 100+mm OBA .

Replace British balance with In German setup, delete using HIP (regardless of terrain) and delete SSR 5. .



Clash At Stoumont

This was our fourth VASL campaign
game; having tried Red Barricades three
times we graduated to the misty Ardennes
in December 1944. We decided to use the
historical weather. The X-Heavy Mist is a
must play and thefeel of thehistorical events
were best met by this option. The Germans
didn’t suffer from ammunition shortage
throughout the game but the chancesare high
by the final scenario: 20AM chance of
shortage 12(2d6), 20 PM — 11, 20N — 10,
21AM -9, 21PM - 8.

German: Steve Crowley (comments in
italics)
US: Mick Essex

19AM

USat start: 6 Infantry platoons (1 elite,
4firstlineand 1 second line, 2x 10-2 one of
which ultimately became a 10-3 superhero,
9-2,3x 7-0), Med Tank Platoon (all M4A3s)
3 other M4A3s, AT platoon | (forgot to
deploy these), 90L AA gun and 4x 76L AT
guns, M4 tractor, 2 M8 Armoured Cars, 15
1 Squad foxholes.

US purchases 25CPP: 5x
fortifications, SAN increase, 2 infantry
platoons (one of each 1% Line, 2™ Line 8-1
and 7-0), and a Jeep section (I counted on
getting the MGs with the rarity factor rolls)
1 CPP saved

| took theUSand for my at start forces
| had 6 Infantry platoons with excellent
leadershiprollingfor 2 10-2 and 1 9-2 leaders
aswell as3 x 7-0 ninety day wonders (What
more could | expect from the Old Hickory
30" Infantry Division). | thought | set up a
solid defence with three AT guns forward
and two were further back aswasthe deadly
90mm AA gun, | think in the excitement |
forgot to deploy the extra AT gun team
(57mm AT guns) but they would probably
not made much of adifferenceas| had placed
al the AT guns too far forward. In spite of
the numbers my troops were thinly spaced
infantry although | did try concentrationson
the right (north) in the wood line and in
Roua, asmall platoon and ahost of dummies
were in Stoumont proper together with the
flamethrower tank. Thiswas not as bad a set
up as it may seem as | misunderstood the
potential of the Germans to come in from
the rear southern flank on turn one and this
would have been a more devastating move
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Steve Crowley and Mike Essex

if more men had been concentrated there.
The plan was to withdraw slowly
while taking some Germans down with me
but the X-heavy mist was difficult to defend
against. This experience needs to be played
to appreciate as the US firepower is
completely negated by thick mist. German
troopsoverrantheouter linesand | was saved
by greater |osses by a skedaddle manoeuvre
which got most of the infantry back to the
Sanatorium. | did lose a 9-2 and a platoon
when prematurely turning and fighting just
behind Roua. Most effective was the AT
Mines which knobbles a couple of Panthers
and killed aPzIV (these tanks are very frail

in this kind of late war battle). The deadly
90mm AA gun was quickly disarmed when
reveded asit literally blew apart ablundering
Panzer 1V, which just happened to be going
that way.

Another mistakewasto throw thefirst
lot of US tanks away for limited gain. The
flametank went down inthevillage the other
two on map at start tanks died in Roua and
the five reinforcements tried to stem the
German tide in a large group and paid the
ultimate price. | didn’t make enough of the
M8 armoured carseither, which were quickly
dispatched by German infantry these aretoys
which might be better saved for the

The .si.tu.ati-oﬁ ét the end-o.f i9 D-eé AM.
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comeback scenarios.

German purchase: 3 para infantry ,
sniper, King Tigers, engineers, flamethrower
halftracks, 2 SSinfantry, 1 PzGr

Purchases reflect the need | felt for
bodieson theground. The Germansstart the
campaign with a wealth of vehicles so |
wanted more infantry. Engineers in case |
could get to the Sanatoriumearly, the paras
for the outflanking ability (by SSR).
Flamethrower half-tracks are just too cool
to ignore and what's a Bulge game without
the Tigers? In truth, more Panthers would
be a better buy since the only Tiger
advantage is an 88LL v 75LL (16FP v 12)
against infantry and slightly better side
armour. As it was, this last advantage
became very important in our game.

My overall plan for thefirst date was
simply to find the USforcesand destroy them
where possible. | reckoned the villages of
Stoumont and Roua would then fall by
default. | was hoping for an early chance at
the Sanatorium but Mick istoo good a player
to allow a first scenario loss so although |
kept it inmind | didn’t really think it would
be possible.

The first scenario ended up with a
good German victory — hardly surprising
given the juggernaut they have. Loss ratio
was particularly good especially in vehicles.
Although | lost a few tanks to AT guns and
mines, | felt that Mick committed hisarmour
too quickly and | was able to knock out the
bulk of it using Panthers and the Tigers. It
was apparent early on that the mark 1V's
were not really up to this battle.

| fell short of the Sanatorium but the
surrounding villages and much of the higher
wooded area was taken given me a good
jumping off point for the afternoon

19PM

US Purchase 24 (yeswerolled 11!) :
2 infantry platoons (2™ Line 9-2 and a 8-1
which briefly raisedto a9-1 thenfinally elred
toa8-1 again), 5x fortifications, another Jeep
section, 2CPP saved.

| foolishly tried to hold on to the
Sanatorium during this one and lost 8 or so
elite 667 squads aswell asleaders (including
oneof the 10-2s) and vital support weapons.
They then realised that resistance wasn’t
going to do any good against fanatic SS
troopersand were caught out by the attacking
mechanised German force. Somelosseswere
put on the German force. One Panther went
down to a side shot from the only surviving
AT gun, which waslatterly knocked out and
another was caught by a Bazooka rear shot
asit overran aUS position withaHIP hsin

THE TRENCHES

it. Of the surviving troops from the first
scenario, not one madeit away off board and
theair power failed to turn up when the mist
cleared (for only one turn).

While trying to make the most of the
threat of air power this scenario was a bad
one for the US. The loss of such numbers
meant that a night counterattack was
impossible. Subsequent experience was to
show how important that was.

German purchase: 2 SSinfantry,OBA
mortar, one fort point.

The plan here was to put a massive
assault against the Sanatorium so | bought
extrainfantry, moreto protect theflanksand
clear up the northern woods than anything
else. My forces went fanatic for this battle
to ensurethat the Sanatoriumwastaken. The
OBA mortar wasmeant to soften up and then
provide smoke for the infantry assault. With
contact and access problems it only got off
one mission and was a bad buy. The assault
cleared the remaining approaches to the
Sanatorium easily enough and here | think
Mick made a bad mistakein hanging around
for a turn too long. The German power is
awesome in this stage of the battle and a lot
of good quality USunitswere eliminated for
ftr. Good scenario for the Germans this —
although a few loses among the previously
untouched Panther force wereembarrassing.
Also the few infantry losses | took seemed to
come from the engineers who couldn’t pass
aMCtosavethelr lives(literally). They were
down to half strength by the end of the
scenario. Good idea by Mick to buy the air
support — would have caused quite a few
losses | suspect.

Scenario ended with the Germans in
complete control of the map.

19N

US Purchase 44, plus 2 from before:
3 Infantry platoons (2 1st line, 1 Green, 1x
8-0), Platoon of 1 M4A3(76)w and 4
M4A3(75)w) with 9-1 armour leader, 2 M 10
Tank Destroyers.

US played a Pass here to lick their
wounds and get a force together to take on
the Germans. There were only 9 and a half
squads surviving from the days battle and
there were no forces on the map at all.

German purchases: SSinfantry, 3fort
points, sniper.

Herel goidleand basically diginand
fortify. Complete waste of fort points here
as| build a belt of about 4 hexes of minesin
the woods to the north of the san. Complete
waste since the Germans do not have many
fort points although they may have slowed

the American assault thru there for a turn.
Given the way the LVPs are not mounting
up, | reckon the USwill have to attack next
day even though he may not be ready since
it will be an uphill battle from then on. My
ideaisto delay asmuch aspossible and force
him to play for the Sanatorium, hg and
church VC'swhich | feel will bevery difficult
for him. My final attack chit is not needed
for thisnight scenario, whichisahugerelief.
Unless desperate | will save it for the
remaining night action

20AM

US Purchase 58: 2 infantry platoons
(both Green!!, 9-1 and a 6+1, he eventually
got promoted through to 8-0), Platoon of
Combat Engineers (with 10-2),
Bombardment, Platoon of 5 M4A3's,
Platoon of 2 M24 Light Tanks, 1 load of
Fortifications (for the dummieslargely).

Dawn broke on the Ardennes front
athough you weren't sure you could make
itoutinall themist. Two converging attacks
were now tried by the US. Along the main
highway came one platoon of M4A3 and the
M10s with 5 infantry platoons. From the
north through the narrow defile came the
M24s and 5 more Shermans along with the
Assault engineers and 2 more infantry
platoons.

The preliminary bombardment was
not all that effective but did succeed in
rubbling much of the Sanatorium (3 hexes)
and aKing Tiger wasimmobilised. Themain
thrust was reasonably successful along the
highway; a German halftrack got knocked
out trying to counter the move and although
one Sherman became bogged in the woods
the rest made good progress. However, the
M4A3(76)w with 9-1 armour leader and an
M 10 both gacked their main armament and
retired to try to repair it in the interphase
(and yes neither returned to the fray).
Unfortunately the northern defile was a
nightmare. Three Shermans went down
quickly and a Panther moved into the flank
of the attack and forced the rest of the force
to retire, only 1 and a half sguads exited
successfully with the new M 24 Chaffeesand
two M4s. Four more of the squads and the
10-2 leader of the engineersjoining up with
the US troops moving upstream from the
road.

German purchases. PZGr and 2 forts.

Thefortswerefoolishly used to extend
the mine belt and to dig foxholes to join up
the set-up area. | had already done this by
the night but now added in some more
foxholes for redundancy in case a vital
position was lost.



The initial bombardment was well
judged and caused a few casualties. With
more luck Mick might have bagged my ht
mounted reserve as well. | resolved to keep
the ht reserve further back. Throughout the
game | kept quite a large force of infantry/
leaders and sw on ht's along the main roads
to help seal off any breakthroughs.

The one thrust from the north was
easily blocked — | had the fords covered and
| managed to get a Panther around the US
flank with a good LOSto a large part of the
American tank force. Coupled with an
assault with PSK toting infantry, the US
position fell apart quite rapidly here
although losesin Mk IV'swere again heavy.
| developed a heavy respect for the BAZ 45
and a near loathing for the Mk 1V too of
which 2 had MA malfsand one only had one
mg functioning!

| didn’t set up too far forward so the
main US effort established themselves on

board although a few loses were inflicted
when | set my MG team up in the san with
the best leader | had (a 9-2).

Although my losesto combat were not
that high, the number of units which were
malfed or immobile were starting to take
their toll. Therefit phase saw a Tiger and a
Panther become mobilewhilethe other Tiger
repair its MA. 2 Mk Vs didn’t repair their
MA so became MG platforms.

20PM

US Purchase 38: 2 infantry platoons
(1 1% Line, 1 elite, 7-0 and 8-1),
Bombardment, 5 M4 Shermans.

Abandoning the defile the US
concentrated on moving on from thewestern
edge frontally assaulting the German
positions astride the road. The bombardment
succeeded inrevealing alarge German Anti-

The situation at the end of 20 Dec AM.
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Personnel minefield but not much else. It
became apparent that the King Tigers had
regained their mobility when the US
Sherman forcetried unsuccessfully to swarm
attack one of them. Three point blank rear
shots from the puny 75mm guns bounced
off the flank and rear armour. The King
Tigers became a rea problem. They just
couldn’t be killed and although both main
armamentswere broken at some point inthe
campaign they were both repaired.

A German force on the north side of
the stream were causing some problems to
the infantry trying to link up with the north
but a reinforcing group arriving late in the
afternoon consisting of the remnants of the
TF Jordan troops pushed back inthe morning
caught 5 SS squads for failure to rout. This
isthebiggest successto datefor theUSarmy.
There are still no VP locations captured
although now the two flanks were joined
together and the sanatorium in sight.

German purchase: MG section (HW1)
and 4 forts.

The MG section was bought to bring
moreinfantry on and to give somelong range
SW support. My tank force was starting to
feel the pinch but I've had good luck with
the Tigers. The US opened up a massive
assault with what looked to be an attempt to
link the 2 American set up areas. This they
managed early on in the scenario and then
a swirling tank battle ensued. How one of
the Tigers escaped | really don’t know. Mick
did everything right but couldn’t seem to
penetrate the side (and in once case rear)
armour of the Tiger. | managed to inflict a
few tank loses on the USforce but good use
of motion status and smoke coupled with the
mist meant that most got away. The Tiger
was riding its luck in this one and really
should have gone down.

| amdown to one Mk IV with only MGs
after | lost the remaining MK 1V's to tank
fireand to BAZ fire. For therest of the game
I will have to rely on the big cats— and one
of the Tigershas again broken its MA. Third
time that has happened to the Tigersto give
some indication of how much fighting they
have been doing.

Lateoninthescenario, | pull some of
my force away fromthe northern edgeto help
the Sanatorium hold. Mick putsin a limited
assault in the north to gain ground and
manages to break a few units. | rout them
and create a stack to rally which is then
surrounded by USforces which were still off
the northern edge of the map. Good move
by Mick and it cost me 5 squads a leader
and some SW. Ouch —that really hurt - would
gladly swap both Tigers for that little lot.
Supid move by me there. Despite all this,
the UShas still to capture any VP locations
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and | reckon he will be forced for the 3
buildings now as his only way of winning
the game. The Tiger saga continues as it
repairs its MA and | get another immobile
Panther free although there is another
immobile one close to the front lines which
means | will lose that one next turn | think.

20N

US purchase 46: two more infantry
platoons (1 1% line, 1 2"ling, only 1 7-0!), 1
Armoured infantry Platoon (1% Line), 1
platoon of M10 Tank Destroyers, some
fortifications.

Night, both sides go active so as to
remove the No Move restrictions of the
Germans. Thissaved them some severegrief.
Night with both sidesfiring starshell and with
limited movement is a special ASL
experience. There were gasps of frustration
asfirst onesidethen the other failed to make
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the most of firefight opportunities due to
wayward Starshell placement. At one point
I lit up my entire position as my guys
cowered underneath the converging beauty
of 4 starshells.

We did however take thefirst victory
locations for the US on the northern side of
the woods. One more Panzer |V goes down
(the last) to a critical hit from a Sherman
lurking at the base of the slope below the
Sanatorium. Some Shermans are trying to
move through the woods through the south
flank of the main road below the sanatorium.
The blazing wreck made progress more
difficultin that area asit lit up the road like
atorch. Elsewhere a powerful thrust from
thedefile areanorth of Sanatorium wasmore
successful crossing into the trees and
capturing the northern clearing around
QQ28. Unfortunately the Sanatorium hung
on and was well defended by tenacious
Germans.

THE TRENCHES

The night scenario was fun. The US
made good territoria progressand for fewer
casuadtiesthaninthepreviousday. It became
apparent that the first night scenario should
also be made better use of by the US.
Daylight attackseven withmist arelesslikely
toyield good resultsthan two night scenarios
one of which the Germans will almost
certainly be with No Move restrictions.

German purchase: 2 SS PzGr, HW1
(mgs), sniper 2 forts.

Again my purchaseswereto get bodies
into the battle. The SSPZ Gr would arrive
mounted on the ht's and form my reserve.
The MG section was meant to help build a
kill stack but this was scuppered as they
arrived depleted. Thefortswere mainly used
for dummies to try to conceal my true
strength. My remaining attack chit isthrown
into avoid the No Moverestrictions. Proves
to beagood move asthe Americansinfiltrate
all along the front. | keep moving back and
inflict a satisfying amount of infantry loses
but the exposed immobile Panther goes
down. The USforces arein a good position
to encircle the san the next day | dread to
think what could have been accomplished
by the Americans if the Germans were
operating under No Move. Those USinfantry
loses and first day tank loses are coming
back to haunt him | think.

21AM

US Purchase 51: 2 infantry platoons
(2 elite, 2 x 7-0, where were those guys
earlier?), 1 Armoured infantry platoon (1%
Line, 7-0), M36 Tank Destroyer, last
Bombardment

The penultimate scenario started with
a pretty effective bombardment, which
bagged one Panther and immobilised
another. The US objective was to clear the
woods and take the Sanatorium. Both of
which were achieved. The Germans had | eft
asmall rearguard forcein the sanatorium and
some dummies, which delayed itsoccupation
until about turn 2. Both King Tigers were
up front, and menacing one near the main
road crossroads south of the Sanatorium
covered the approach to Stoumont, the other
on the tree line above Roua. This one
demolished the M 10 supporting the woods
attack, which had also been supported by
virtually all the halftracks. Two other
halftracks plus some Jeeps were detailed to
seize a springboard in the woods and
orchards due west of the Old Chapel in
Stoumont for the final afternoons assault on
the town proper. Unfortunately these were
shot up by the German Sniper (now on SAN
5), which recalled two halftracks and killed



the 7-0 “lootenant” commanding the force.

In the centre the occupation of the
sanatorium was completed by the third turn
and with the M 36 supporting an attempt was
made to prize open the centre of the German
defence. With several tanks converging on
oneKing Tiger it looked to bein trouble but
once again shrugs of f various attemptsto get
inasideshot. Oneof theM24sasogot killed
by a determined bunch of SS troopers in
close combat.

On the US Left flank the forces
advancing through the woods take a lot of
casualties from the other King Tiger. Most
of these are halftracks. The US bazooka
teamstook onand killed at | east two German
halftracks in return but the KT proved
obdurate. Three 60mm mortars are sent to
take on the King Tiger first with WP then
looking for acritical hit. One long series of
multiple hits is rewarded in the last turn of
the scenario with a 1,1 followed by a 1,2
goodnight Herr King Tiger.

German purchase: Panther
(depleted), 1 fort, sniper.

Yikes - | get few reinforcements now
and the panther section is depleted. Ouch.
At last a Tiger succumbs — not to tank fire
but to mortar fire. Amazingly the other
survives as Mick once again can't roll low
enough to get thru side armour of the few
shotshe managed to get on him. Alight force
mainly made of dummies puts up light
resistance for the san while the main force
centres on Soumont. The roads leading to
the HQ are covered with PSK toting teams
as an armour thrust seems to be the only
way the USwill make big territorial gains
here. | lose a lot of halftracks but not much
in the way on infantry and big cats so I'm
relatively happy at the end. To win, the US
will have to take a multi location stone
building off me and move a long way to try
to get theHQ fromme—all against fanatical
SS Alot of work to do but certainly possible.

21PM

US Purchase 68: Infantry Platoon x1
(2% line, 7-0), 1x HMG platoon (on map), 1
assault gun, 1 medium Tank Il (4x
M4A3(75)w and 1x M4A3(776)w), 1
MediumTank | (5xM4A1) 1 x fortification
for 15 dummies.

The last chance to reach the victory
locations, we have 45 LVP but require an
impossible 130 so have to go for the
Buildings in AA15 (the sanatorium), J19
(Stoumont Church) and P56 (the Chapel St
Anne). | suspect this is often the prospect
confronting the US in a KGP | campaign.
The Church in Stoumont isdefended by lots

of infantry and three unknown vehicles
which turned out to be a King Tiger and a
Panther covering the rear (as well asa FT
halftrack). The Tiger sitson aridgeline next
to the church with both flanks covered by
buildings. The Panther eliminated my
remaining M10 when it drove forward to
interdict the two positions but not until after
abrilliant bit of shooting took out yet another
of thoseimmobilised Panthersin Roua. Most
of the Germans in Roua turned out to be
dummies and the drive into that village was
successful. The remaining Germans were
killed and captured allowing the advance to
continue from there.

Further east the objective was along
way away but a flying platoon of two
halftracks and a jeep were detailed to work
their way around thewoodsandtotry to seize

it until reinforcementsarrive. | lost one jeep
and a347 heretransferring into theroad area,
which had been secured towards the end of
the morning fight by a 7-0 and a 346. The
other vehicles arrived and they set off to try
to turn the flank. Unfortunately the jeep got
shot up and the two halftracks unl oaded the
troopswho decided it was better if they went
on foot. Thereinforcement infantry platoon
entered fromthat road with theaim of linking
up with this platoon to secure the road edge.
Some halftrackswerelost on both sides. The
Germans had two Panthers in the area but
local intelligence uncovered a 75 infantry
gun in woods in the north of the German
position which was taken out by mortar fire
from the treeline. A US hero captured the
weapon and silenced it. By the end of the
day there were two Sherman Tanks edging

AW rnereiaeEauws [T

The situation at the end of 21 Dec PM.

VIEW FRrROM



their way into the woods supported by the
HW platoon led by Major Easy (the unit CO
and superhero 10-3). Meanwhile around the
Chapel the two platoon co-ordination failed
to bring the two attacking formations into
position together in time. With only 20 men
closing in on the St Anne Chapel these
suddenly faced avastly superior force of SS,
| counted 12 squads maybe morein the area
including a Flamethrower and DC assault
engineers. Clearly Steve wasn't going to be
suckered in that area. If | loved my 60mm
mortars he was very keen on the FT
halftracks one of which was parked next to
the St Anne Chapel while the other turned
out to be behind the Stoumont Church.

The assault on Stoumont was to be
helped by the surviving armour from the
previousfighting (an M24 and aM4A3 both
with Girostabilisers). However the M24
gacked his MA and then tried to repair and
got recalled. There might have been some
merit in having the tank as a mobile smoke
wagon but | felt the risk was worth it. The
SM8 capability isvery impressive. Although
held up by the buildings in the ridge line
persistence had placed the US force in
Stoumont by turn 6 but without having
inflicted much damage on the Germans. A
German halftrack moved around the US
flank only to be taken out by one of the US
assault guns. One idea | had had was to try
and skirt the right flank south of Stoumont
in Jeeps armed with Bazookas and the flame
thrower but thiswas shot up by the Germans
in the bell tower. Firing White Phosphorus
from the M4/105s compromised the steeple
position in Stoumont. WP was running out
inthemortarswhen thefirst Shermansdrove
into Stoumont. We had 8 driving into the
area as well as 3 M4/105s. Two of the lead
Shermanswere destroyed by the King Tiger
one cameto grief on thewire fence a Sniper
bagged one of the M4/105 commanders and
the other tanks tried to skirt, sneak and
otherwise close in on the formidable
position.

By Turn 7 the US forces had made
their way into Stoumont and with 30FP
under a 9-2 leader and another hero in the
advance guard had forced the retreating
Germans at the base of the church. Thefinal
throw was a 2DC totin’ half squad trying to
put apayload into one of the German stacks.
This was stymied and attempts to close
further werefoiled. Thefina assault engineer
squad also went down to heavy German fire
earlier trying to place. By the end of the
afternoon amelee at the base of the Church
tower was as near as we got to the victory
location.

German purchase: Panther (depleted)
with 8-1 armour leader, Inf gun (depleted)
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Another set of  depleted
reinforcements. Getting painful now
although | manage to avoid low ammo and
get an armour leader t last. My main defence
will be based on Peipers HQ with about 16
sguads scattered around the woods. The best
leaders will go here including a 10-2. 3
Panthers and a supporting FT HT will
provide the armour support. | still have a
lot of halftracksand | will usetheseto bolster
the FP of fire groups and to get behind the
US positions to cause a huisance. The san
went last turn so | put a string holding force
of 11 or so squads plus a panther, the
remaining KT and another FT HT around
thevillage near the church to hold on aslong
as possible. The right flank here is held
largely by dummies but with a few HIP to
providesurprise. I’ ve spent too much on forts
so the final scenario leaves me with few
choices for HIP and dummies. Bad choice
early in the CG by methere. A small mobile
reserveisset up but the2 positionsarereally
inisolation. Theusual PSK teams are set up
interdicting all the paved roads.

The initial assault moves in against
the villages and quickly captures them. My
HIP works in one or 2 paces but thisis a
major USattack and all | doiscreate a few
speed bumps. | fall back near the church and
fight toe to toe where the fanatic SSin stone
buildings prove difficult to lodge. However,
US firepower is enormous as every sguad
has either a BAZ or a MMG and | can do
morethat fall back, rally and fall back again.
The attack founders getting close to the
church as | have a kill stack in it and also
the KT and Panther start coming into play.
Mick runsout of timeto take the church (and
a little luck with some of his tanks going
down to snipers and MA disablement).

| expected a bigger attack against the
HQ but this never materialised and the
closest a USunit got to the HQ was about 3
or 4 hexes away. Barring the path at that
time was large stack with an 838 +ft, aft ht
and 2 Panthers plus a MG support team.
Thisareawas quite easily held although the
nip and tuck in the woods around the HQ
was good fun. Game ended up asa German
victory with the US gaining one of the 3
buildings he needed for victory.

AFTERMATH

WEell it was bloody wasn't it?

| started with 6 infantry platoons,
bought 16 more Infantry Platoons, 2
Armoured Infantry Platoon and an Assault
engineer platoon. For atotal of 77 squads,
28 half squadsand 21 leaders. These had 22
MMG, 24 Bazookas, 24 Mortars a

flamethrower and 2 Demo charges. as well
as 1 50ca HMG and 3 other HMG.

That's losses of 13 leaders out of 21
and 65.5 squad equivalents out of 91. | also
lost or broke the flamethrower, 11 MMG,
18 Bazookas and 18 Mortars.

Armour was also significant. | started
with 8 M4A3s and bought 5 more Medium
platoons for 28 Sherman Tanks in total.
These were made up of 5x M4s, 5x M4A1s,
2 M4A3(76)ws and 8 M4A3(5)ws and 13
M4AS3sintotal. | finished up with 8 so lost
or had recalled 20 Shermans and 1 out of 3
M4/105s. | lost all the tank destroyers and
M24s as well as all save one of the 8
halftracks | had.

It certainly was. | started with 12
squads and bought a further 41 squads
including the 2 HW support sections and 3
para infantry. By the end of the scenario the
surviving 447 para infantry had been battle
hardened to 468 — a useful little force. So of
53 squads | had about 28 left. Until this
calculation, | really didn’t think my infantry
loses were that bad. Ouch. Leadership
throughout the gamewas pretty much a mass
of 8-1 but my prize assets were a single 10-
2 defending the HQ at the end and a 9-2
acting as a rearguard defending the church.
Of thetanks, | wasfrankly too timid with the
flamethrower halftracks and they survived.
One KT survived the game—incredible with
all the pressure Mick put them under — they
almost became the focus of the game at one
point. | started with 8 Panthers, bought 2
sectionsmore, which only resulted in2 more
and had 3 left at the end. 7 out of 10 lost. |
didn’t buy any extra MKl Vs, | realised early
onthat thiswasnot their battleand thelosses
of 8 out of 8 would seem to bear this out.
I'm sure Mick was licking his lips in
anticipation as soon as he discovered one
of these tanks.

Most potent memories of the game:

1] The German fanatic assault on the
Sanatorium — awesome power from the
Germans Coupled with atoo latewithdrawal
by the US resulted in a significant German
victory. Alot of good quality USsquads went
down the tinny and a few leaders as well.

2] Mick's assault on one of the King
Tigers in the mid game. He did everything
right and after | had fired the MA, MGs, etc
to change CA numerous times, the covering
infantry had fired their PSK and PF he was
left with a few nice shotsin the side armour.
They all bounced. | remember at the time,
across the havoc of war, thinking “ You
deserved better there Mick” . That's ASL
though.



A BERSERK!er at Intensive Fire

| travelled down to this year’'s
INTENSIVE FIRE with Ben Jones since
we're both from the NW of England.
Bournemouth is along way from home by
British standards and there's no motorway,
no equivalent of an interstate, for a good
proportion of the journey approaching from
the direction we were coming in from. A
pleasant enough journey, athough we were
stuck for what seemed like an age behind
the same lorry on the windy A roads in
Wiltshire. After we arrived, Ben and | sat
down to a playtest of an lan Daglish’s
scenario set in Normandy. | don’t think lan
was entirely convinced that our very one
sided result reflected the balance of the
scenario as it stood.

The thing | like about INTENSIVE
FIRE, apart from the AL, is its vicinity to
Bovington Tank Museum. | usudly try to
pop over on the Friday and | was able to
take Luis Calcada , his fellow Portuguese
ASL player (whose name | think was John)
and aso lan Daglish. | went round Bovington
with my new camcorder. However, I’m not
used to this piece of kit and the tape needed
some editing. | had not pressed stop after
recording the Hanomag half-track and there
was alot of tape of nothing but the ground
with my legs and feet walking along as |
moved from tank to tank. What | was doing
was stopping taping as | pointed the camera
at thetanks and starting it as | walked to the
next! “D’oh!” Fortunately | corrected this
pretty quickly but the footage of some of the
big cats | wasfilming was lost.

Speaking of big cats, | was realy
pleased that | went along to the Tank museum
that day since they had put the largely
restored Tiger | on display. Oneof only 6in
captivity, this was the first Tiger captured
intact by the western allies. | was regaled
with the story by aveteran who was on hand
at the museum a couple of years ago: The
tank was apparently being delivered by a
supply crew when, on 21% April 1943 it was
engaged by Churchill tanksfrom 48RTR on
the Djebel Djaffa in Tunisia. The Tiger is
pretty much immune to 6pdr AP shot from
the front in real life, asin ASL, but awild
flukefollowed by another no lesslucky shot
meant thetank was effectively disabled. The
first shot ricocheted off the underside of the
barrel of the 88, caught the bottom of the
gun mantle and then embedded itself side-
on in the turret ring. You can still see the
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imprint of the tiny 6pdr shell at the join
between the hull and turret and the marks
left under the gun by its passing. The second
shot hit the port sidelifting point on the turret
and again ricocheted, this time killing the
commander (the book by Fletcher reportsthe
commander as being wounded). The crew
surrendered and the Tiger wasnow in British
hands. The tank was pretty much stripped
down by the alies and very detailed report
produced by the School of Tank Technol ogy.
The Tank has been in disrepair for the
decades since then and has spent alot of its
timewith theturret set up alongside the hull
on aspecia stand. | had never seen the tank
withtheturretin placeand wasreally pleased
to see the now restored and repainted (in an
accurate colour) sat in alarge sand tray. The
museum has examples of most German tanks
and CT guns but the Tiger Il is a Porsche
turret and the Panther was built in the UK
from partsrecovered after thewar. Somehow
that Tiger | manages to be the star exhibit.

Back to the Kiwi hotel and my first
competitive game. | met Nigel Blair and we
settled on ‘Assaulting Tes' from
Schwerpunkt 8. I'd had this issue for less
than aweek and was itching to get a game
in. | spoke to Ben before | played and he
warned methat hisexperience of theplaytest
wasthe Russians shouldn’t set up just inthe
village or the German firepower would take
them apart at long range because there are
very few blind spotswherethe Russians can
hide. Having passed this snippet onto Nigel
and having got the German side | was
surprised that he didn’t take the advice
offered. He al so hadn't taken the opportunity
to set up the Su-100 HIP. Sincethetime Ben
playtested this scenario, which sees an
assault over the board 50 hill into the board
48 “crossroads’ village by a strong force of
SSincluding four Jagdpanthers, the German
set up has been moved back so that only a
couple of setup hexes on the hill can seethe
village. | set up two of the Jagdpanthersthere
and didn't fail to kill the SU100 with the
first PFPh. The scenario went all my way as
far asluck was concerned. Nigel’s Russkies
had a good (by Soviet standards) OBA
module because it has a pre-registered hex.
Nigel was very unfortunate, pulling two red
cards right out of the 6-and-2 mix. It didn’t
take too long before | was into the village
and a fairly straight forward win. | didn’t
particularly enjoy the game and felt bad for

Nigel because he hadn’t had much chance.
That evening | got to play Simon
Croome. | had played him before, | think it
was last year when | was soundly trounced
inagame of ‘The Last Tiger’. In that game
somereally bad play on my part followed by
a little bad luck saw me lose heavily. We
settled on ‘Husum Hotfoot’ from by brand
spanking new Schwerpunkt 8. A late war
attack by a combined arms British force
against theboard 10 village. Themain festure
of the British OB is the presence of two
Wasps, the carriers with a FT as MA. The
carrier crews were pinned several times but
never suffered morethan this. It seemed each
timetheFT fired theresult wasaKIA asmy
dice werereally hot. I'll not forget stupidly
running a stack up a road covered by the
German HMG, which caused casualties (|
just overlooked the Germans covering the
roadway) and | guess | was pretty lucky. We
also completely zoned out the bog checks
my vehicles were due to make for passing
next to the marsh hex on the right flank.
Derek Tocher pointed thisout after the game
was finished because he knows | loathe
kibbitzers. We rolled the dice a few times
Simon and I, just to see but no high rolls
came so we agreed that the win was fair.

Thenext morning it wasthefirst round
of the team tourney. | was in a team
consisting of myself, Dave Schofield and
Michael Davies, one of the playerswho had
been new to ASL tourneys at our last
BERSERK! event in March.

Inthefirst round | had the pleasure of
playing a Dane with whom | have played at
least three or four times before at past IF
tourneys, Michael Hastrup-Leth. He is a
really good player so | was expecting a
competitive game. The best scenario of the
first round was ‘CH41 Test of Nerves, a
tense scenario from the golden era of early
Critical Hit magazines, which had been used
at |IF before. Well this game went all wrong
for me. Playing the Brits, | responded to
probing fire on the position of my HIP Firefly
by firing in the AFPh. | got one hit on
Wittman'stiger with a 17pdr but it failed to
kill. Everything that followed went Michael's
way pretty much. He made a methodical,
carefully executed attack, which really paid
off, not least because nothing | did worked.
I recall not breaking a single enemy squad
during the whole of the game. A good
example of what as going on: A German
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squad runs in the open, right in front of my
hidden Cromwell, at one hex range in the
VCA and TCA. | get nothing from the PBF
(12 &t —2) of the M Gsand neither of my shots
with the MA (including IF) did as much as
pinthose Jerries. His AFPh sees a successful
PF and adead Cromwell. | have little doubt
that Michael would have won anyway, his
attack was flawless. My whining about the
diceonthisoccasionisonly becausel didn't
give him a very good game, Michael was
embarrassed for me. Still an enjoyable
experience because heis such anicefellow.

Round two that afternoon and I'm
playing my old friend Derek Tocher in a
gameof ‘First and Inches'” atruly excellent
scenario. A light force of US infantry tries
to stop astrong German forcefrom seizing a
city board. Then alot of USforces enter and
try to take as much of the board back. Each
stone building next to a road that the
Germans hold countsapoint per player turn.
My attack as the Germans went really well
and Derek’s counter was fierce, but | was
successfully holding him off at first. In the
mid-game I’ m faced with a tough choice of
moving an encircled squad and leader into
CC with an important, pinned enemy unit.
To advance, | have to go CX, my ambush
faillsand | lose my stack in asubsequent turn.
I’ll also not forget in a hurry my losing my
Whirlwind FlakPzl V, trying to moveit away
rather than shoot at the Jackson that had a
bead onit. | made smoke and it waswhacked
as | tried to start it. Derek played a good
game, aggressively hunting StuGs with his
Hellcat. It came down to the last turn,
although my penultimate turn effort of trying
to secure new buildings with afew HS was
pretty forlorn. | took Derek quite close and
we both acknowledged it as having been a
good game. It would prove important to the
results of the tourney as well.

Thenext morning | find myself paired
up against Luis Calcada, a long time
acquaintance from Portugal. | have to say
that | found the final round’s choice of
scenario to be somewhat limited. I'd have
chosen ‘High Danger’ as being the most
balanced of the three on offer, but Luis
wanted to get away sooner rather than later.
| agreed to play ‘Batterie du Port’ and was
very lucky to have the Vichy French. | set
up with the wire denying the oncoming US
the far side of the hedgerow. Luis overran
my token “speedbump” squads without
incident. He then rolled his tanks around
behind my guns. I'd turn, fire and then IF
the guns, trying to take as many shots as |
could. | wasfortunate because none of them
malfunctioned. Luis' infantry was having a
hard time making progress as well as my
HMG rained down fire from the top of the
tower. By the end of the third Vichy turn,
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my guns had eliminated two of the Stuarts,
caused the crew to abandon athird and | had
caught a US infantry stack moving in the
open with the HMG in the tower which
caused havoc. Add to thisthe poor RPhrolls
Luis had and it isn’t difficult to understand
why he quit. | think that this scenario was a
rare unbalanced effort from Schwerpunkt 5
pack and | feel that getting the French gave
me the win.

The tourney was a close run thing.
Despite my losing my first two games, my
team was till in the running for the main
prize. If Dave Schofield had managed towin
his game of ‘High Danger’ we' d have taken
first, but a final CCPh didn’t go his or our
way. | recall David as being up for the
individual prize as well, so it was a double
blow for him to lose.

The team tourney is split into two, an
Elite and a 1% Line division. The Elite team
prizes went to Luis Calcada, Paulo Ferreira
and Russell Gough, and the 1% Line team
prizes went to Tim Bunce, Paul Kettlewell
and Graham Smith. The top prize, for the
best individual effort was won by Derek
Tocher. Adds significanceto the gamel lost
to him sincetwo prizes swung on that result.
This means Derek has won both IF and
BERSERK! inthe sameyear, an outstanding
performance. Heisthefirst person to do the
double. | personally enjoyed myself a great
dedl, it is no shame to lose to players who
are stronger than yourself, so | don't mind
my record coming away from this event.
Next stop BERSERK! 2003.

THIRD PARTY PRODUCERS
UK AVAILABILITY

As well as editing VFTT | also help to
distribute those third party products not gen-
eraly available in the shops over here.

The prices are asfollows, and are effec-
tive until the next issue of VFTT:

Leibstandarte Pack 1 o/s
Leibstandarte Pack 2 £9.00
Leibstandarte Pack 3 £9.00
Wacht Am Rhein £14.00
Canadians In Italy 1 £9.00
WinPak 1 o/s
Canada At War 1 o/s
Canada At War 2 £6.00
Gross Deutschland Pack 1 £9.00
Schwerpunkt 8 £12.00
Fanatic Pack 1 £8.00

O/S - Out of stock temporarily

Add 50p per item for postage and send
your payment made out to PETE PHILLIPPS
to 23 Jean Drive, Leicester, England, LE4
0GB.

For the latest on stock availability tel-
ephone me (as usua evenings when Man
United are not playing are your best bet!), or

email me at pete@vftt.co.uk.

UK RETAILER STOCKISTS OF
THIRD PARTY PRODUCTS

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

LEISURE GAMES, 91 Ballards Lane,
Finchley, London, N3 1XY. Telephone (020)
8346 2327 or e-mail them at
shop@leisuregames.com.

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

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

If you know of other shops stocking third
party ASL products let me know so | can in-
clude them herein future issues.




Dien Bien Phu (DBP) takes ASL to
Vietnam. After resisting the Japanese for several
years the Viethamese next struggled against the
French. The game provides alarge map of part of
the Dien Bien Phu battle site, with plenty of
counters, overlays and even some brand new
maps.

Themain map isgood, featuring anumber
of hills, covered in wire, shellholes and sparse
vegetation. Three new board sized maps are
added, mostly open terrain with some vegetation.
In addition there are two new overlays, avillage
with rice paddies, and alanding strip. Thelanding
strip isafour hex by seven hex runway. The last
map is a compact micro hex copy of the main
map useful for planning or post victory taletelling.
Trust meit will be abig hit with the ladies!

The counters are nicely done. At some
stage in the planning or production process
Critical Hit decided to issue the game with two
sets of counters, a good idea and hopefully not
too expensive. Asaresult we end up with alot of
ace stuff! In DBP the North Vietnamese (PAVN)
have a similar counter range to WW2 Russians,
with accessto some captured or donated American
equipment. This ranges from M2 Mortars and
Recoilless Rifles through to two types of
Bazookas. For some support weapons and
concealment counters you will need Axis Minor
counters, most players will already have these,
apologies for those who do not. The Vietnamese
are Stealthy, can use Human Waves, and receive
very gentle Commissars. For certain rules they
are treated as Japanese, allowing them to create
DC Heroes, benefiting frominflicting a+2 search
DRM in certain terrain on their opponents, 10%
HIP benefit for daylight scenarios, 25% at Night,
and free Tunnel with every Pillbox benefits. The
bad news is limited to an inability to deploy or
recombine, and a restriction on multi-hex
firegroups, specificaly they cannot form them!
The rules are consistent with accounts of the
PAVN in action.

French troops turn up in British colours!
A bold decision that improves the broken side
morale of French troops. New counters are
provided for French paratroopers, |eaders, several
AFVs, and some support weapons. The French
paratroopers are very tough. ELR of 5,
underscored morale, 6-4-8s with higher broken
side morale. A good selection of SMC give
distinctive Leadership to “British” counters.
Helping the French are T'ia Irregulars, good
guerrillafighters, who proved weak in astand up
fight.

The rules book gives a good account of
the siege of Dien Bien Phu, equipment
descriptions, and rules for a Campaign Game
using the large historical map. As the map
represents part of the entire base the French do
receive some choice of reinforcements. Lookslike
fun, and will appeal to players who excel at
planning.

Moving on to the fifteen scenarios, these

Dien Bien Phu
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range from small scale actionsto massive monster
games on the main map. PTO rules are in play,
with SSRsaffecting terrain in some cases. Before
play it really pays dividends to brush up on
Chapter G, and the rules for Concealed and HIP
h units, searching and fortifications. Some
scenarios employ Night rules so a brush up on
thoseisafair idea. Asaways read the Chapter H
notes for any AFVsor Guns!

DBP1 Bruno’s Flak Attack

This is a combined arms French attack,
with paratroopers, armour, artillery and air
support, against aportion of adugin PAVN Flak
battery. The French force is very strong, this is
partialy offset by the strong Vietnamese position
and HIP status.

PTOisin effect, Brush replaceswoods and
Bamboo, with the other terrain present being
Kunai, Huts and Irrigated rice paddies. The latter
resemble gentle marshland surrounded by paddy
banksthat act ashedges. The Chapter G rulesgive
good coverage, and are a bit easier to understand
when you have adefined paddy type. Shamefully
| have yet to use a paddy bank counter, and
generally avoid the bitsthey surround. Itiscrucia
to note entrenched infantry treat bank hexsides
as hedges under G8.4, thishas asignificant effect
on play.

Have a good look at the rules for Air
support, Napalm, and Creeping barrage
particularly if you are the French.

DBP1 PAVN Set Up

If an Oerlikon or DSHK 38/46 Flak gun
survives you win, you do not even need to have
another unit in play. Very simple victory
conditions, but a tough fight to achieve them.
Another way to win eliminate the entire French
OB; erm moving on!

French forces are very strong. Elite
paratroopers with ELR of 5, underscored morale
and abroken side moral e of nine, they outnumber
you roughly two to one. Support weapon
allocation is about equal, with a slight edge in
your favour if you factor in the flak guns.
Leadership is about even. Stacking the odds
against you, Air Support, 105mm OBA and three
light tanks, each with a 75mm Gun.

Your own troops are tough; Elite, stealthy
with an ELR of four. Further you can humanwave,
exchange two Leaders for commissars, and have
the benefit of twelve trenches. Flak Guns can be
emplaced and of course hidden in concealment
terrain. Up to 10% of your force, well in thiscase
one squad, can set up hidden in concealment
terrain. Therest of your infantry can be concealed,
Trenches can be hidden in Kunai.

Terrainismostly favourable. It isunlikely
you will need to trudge through arice paddy, your
opponent must either go through or round one.
Irrigated paddies slow movement to a crawl. It
takes 3 MF to move into an irrigated hex, with a
+1 for crossing a paddy bank. Moving on top of
the banks is quicker with less cover. Tanks risk
bog on entry/exit for no rea advantage. Banks
provide a +1 DRM against fire, and restrict the
line of sight of entrenched troopsin asimilar way
to a hedge. Expect tank movement to be either
north of or between the two paddies. By guessing
how the Chaffees will move West after passing
the Paddy you can make reasonable guesses as to
Bazooka placement. Up front in ahut or atrench
if you are aggressive, further back if you aremore
cautious. In most games you will have the choice
of long range shots, offset against the loss of
concealment. Even when you do manage a hit
game mechanics drop to kill numbers down
considerably to reflect the historical loss rate of
Chaffees. A BAZ 45 has a to kill of two for a
frontal shot, the 1950 Super Bazooka a rather
better six. Side or rear shots get you into higher
numbers. Evenwith low to kill and to hit numbers
some French players will not want risk a tank,
destruction is unlikely but deliberate
immobilisation is areal threat. Aiming to kill all
three tanks would be ambitious. A more redlistic
planisto deter deep penetration or rapid forwards
movement by armour. | would be happy to stop
the tanks driving through the huts searching for
me by causing PTCs.

Thehutsdo provide concealment and light
cover. Given the expectation of 105mm OBA,
making a stand in the village is hazardous. It is
almost certain the barrage will hit the eastern edge
of thevillagethen movewest. Attackson the 16FP
table can be resisted if you are entrenched. The
real risk is concealment loss either through MCs
or PTCs caused by collapsing huts. There is a
slight risk of blaze followed by spreading flames.
Despite these harsh observations there are some
benefits in setting up in the village. Most are to
do with interdicting French entry or delaying
subsequent movement. Also worth considering
you can emplacegunsin hut hexes, or usetrenches
there either as a feeble anti tank obstacle or to
have asmall presence up front to slow or kill the
French. As PAVN you can set up 10% of your
force, one squad, hidden Thisis not an especially
good ideain brush, the only reason for doingitin
a hut would be to give a better line of sight into
therice paddy. Although thisisan option it might
not be areally good idea.
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Some terrain is confusing. Orchard hexes
appear on the map, presumably they are not in
play, further a swamp hex might also be open
ground. Thisisapoint to clarify before play starts.
| suspect orchard and swamp are open ground.
Thismeans|ess cover to complicate French entry
and to make the end game searching for your last
unit a bit easier. The swamp would be missed as
it restricted tank movement.

Summing up terrain helps by restricting
French movement options, providing conceal ment
terrain to allow you to set up hidden or concealed,
and plenty of potential locations for your unitsto
make search difficult.

Your set up options are diverse. The best
set up anticipates French plansand countersthem.
An absurd example of this would be alone gun
hidden in an area you know will bypassed by the
French, later causing carnage or staying put to
satisfy the victory conditions. Planning is
complicated by OBA and air support, both of
which are variable in effect. OBA punishes
concentrated defence, and provides some cover
by a +1 DRM for lines of sight through FFE.
Without artillery you can move more freely and
are spared anumber of 16 or 20 IFT attacks. Air
support is very variable, most welcome if a
mistaken air attack happens, less so if it starts a
firein the middle of your chosen Kunai patch.

If boresighting was in effect a serious
attempt to kill or hurt the French as they enter
play would have an excellent chance of working.
Without boresighting it is difficult to see a
forwards defence doing massive damage on turn
one. | am not sure an aggressive defence is the
way towin. Thereareaalot of factorsto consider.
First the benefit of trenches, good leadership and
high morale/EL R giveyour small forceresilience.
With reasonable luck you should stand up to quite
heavy French attacks whilst inflicting damage.
Against this you have to consider bad luck. A
single broken squad weakens your force, break
two or three in one turn and French chances of
Victory will grow. Rate of Fireisanother variable.
With hot dice or well thought out firelanes French
entry can be hazardous. With averageluck aviable
proportion of the French forces will survive, to
move against your newly revealed positions.
Firing the flak guns would reveal their positions
exposing them to IFT, OBA, Napalm, tank gun
fire for the best part of seven or eight turns.
Despite my reservations it could work, amazing
luck would help, French troops moving in stacks
would help even more!

If you see an aggressive defence astheway
to go, set up in platoons with good lines of sight
to the Eastern edge. Thisdoesn’t mean aneat line
of Trenches on row H, instead aim for carefully
sited spots with good lines of fire to the French
entry areas or spots they will move through. The
guns can join you in the front line or start further
West.

With the certainty of a serious attack
developing another option isto remain concealed
aslong as possible, with the Guns Hidden. There
are a lot of places to hide - something like 55,
hut, Kunai or Brush hexes, and even the dried
out pond for 56. Probably locations further West
are more practical than those in the Village,
certainly the best place to hide is anywhere the
French do not look! Brush and huts are easier to
search, with hidden units being revealed by
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Infantry moving through them. Kunai must be
searched or troops therein revealed by fire. OBA,
Air support, and IFT attacks are unavoidable,
concesaled troops in trenches can soak up alot of
fire, high moraleand L eadership will help survive
as well. There is a high chance of hurting
searching units and remaining concealed. A few
sniper attacks might discourage masses of low
odds IFT attacks by the French, chance of thisis
dlightly below 2% or 1/54 (always seems higher
on the receiving end).

If hiding is favoured plan you still have a
lot of decisionsto make. A twelve trench complex
or twelve separate outposts are poor choices. Three
or four small defensive groups has a better chance
of awin. At least onewill avoid being hit by OBA/
Air support, tensely awaiting arriving paratroops
and tanks.

It can help to think of set up in terms of
groups of units. With six squads and three guns
thinking in terms of full strength platoons is not
very helpful. One idea is to plan in terms of
individual guns and three two squad units, then
plan defence in terms of six areas of resistance.
Generally the guns should be in the back field
West of row L. All threegunsonrow L isplayable
if you aim to open fire early in the game. If you
plan to win by hiding one or two guns further
West staying silent till later in the game hasagood
chance. Thepairsof squads or weak platoons start
two or three hexesin front. Tailor dispositions to
terrain. If really stuck maybe one platoon in the
middle flanked by another on either side. Give
each platoon a LMG, and a bazooka, give two a
Mortar the other aMMG, add a L eader for avery
basic set up. That isgood enough to play acredible
game. If you really want towin abit morework is
necessary. Make decisions about the location of
support weapons, hide asguad in aclever ambush
position and link your dispositions by the spare
trenches. Avoid alinear defence, it begsto be hit
by acreeping barrage, go for a staggered defence
asfar aspossible. A deeper level of planning gives
thought to rout paths, and how the defence will
hold together as units are broken or disabled. All
sounds very simple, trust me it isn’t. Even an
expert player will work hard to pull this off.
Weaker playerslikemyself will struggle, but | play
thisgame because | enjoy it not because |’ m good
atit!

Before play starts, give thought to
exchanging two Leaders for commissars. Thisis
an option to consider in every scenario. PAVN
commissars are kindly souls who use sarcasm
rather than bullets, there are no deadly penalties
for failing to rally. A slight downer is commissar
quality, basic morale is an excellent nine or ten,
unfortunately half of your commissars will be
penalised by a +1 Leadership modifier. My own
choice is invariably to exchange the maximum
number of Leaders for commissars. Give thought
to spotted fire for the mortars. Assigning support
weapons to Leaders. Setting up a Leader with a
gun crew. As PAVN you cannot form multi
location firegroups, French troops in Kunai are
similarly restricted. Try to avoid the barrage
impact area, it is likely to start on the F hexrow
and move forwards through part of the village.
Despite this an entrenched unit forward of your
main position s helpful. A difficult decision as
thepost isisolated but commit to your choice once
you have decided.

During play, bealert. Look out for fleeting
shots at stacks of units. Seek to inflict search
casualties, withdraw concealed units, blaze away
with any that are exposed. One way to look at
your squads is as mines. Any hex adjacent can
inflict casualties on searching units, moving onto
their hex Kops for a TPF attack including any
supporting MGs. Try to avoid or survivethe OBA.
Hopefor two red cards or aseriesof failed contact
rolls. Good luck with the Hell diver, Napalm is
awesome. Aside from damage at ground zero, fire
will spread to adjacent hexes an excellent way to
flush out your troops. After one bomb run and a
quick 16 IFT strafe the plane disappears, a
mistaken air attack is possible, very helpful if it
happens.

Expect a very difficult game. Keep good
records of your hidden troops dispositions, and
remember wherethey are. Do not give up early in
the game, do not give up part way through the
game or even on turn eight just one gun in play
earns you awin, anything other than the last gun
isunimportant, you don’t even need acrew for it!

DBP1 French Entry And Attack

To win seek out and Destroy the PAVN
Flak guns. OK you can aso win by capturing
them, or by the guns malfunctioning then
becoming disabled. To achieve this you must co-
ordinate a fast combined arms attack against a
small but tenacious defender.

Enemy forces have been described above
at length! With PAVN forces setting up first you
will gain some information from looking at
concealed stacks of defending units. Admittedly
thiswill not tell you wherethe gunsare but should
give a few ideas as to the best approach to the
Village and almost asimportant areasonable spot
to start aim creeping barrage. With three hidden
guns and a hidden squad plus SMC and Support
weapons it is still possible to identify potential
gapsin the defence. An obvious weakness would
be a line of concealed units on a single hexrow
that simply begs for an artillery attack. Do not
expect this too often , and keep in view the
defenders could be entrenched which offers some
protection against OBA.

A Creeping Barrage can vary considerably
in destructiveness. The rules are similar to the
regular OBA section, with a few twists. In this
scenario a barrage has potential to do a lot of
damage, though more often it will help by
discovering some concealed or hidden units,
destroying huts and worrying your opponent.
Barragewill alwaysarrives, ablack card coincides
with your attack, an initial red draw starts the
artillery preparation early. Prematurearrival might
help by sweeping forwards enemy positions with
fire before you arrive , the downsides are it puts
your plansabit out of schedule and might be past
the enemies’ front line when you arrive. On
balance atimeousarriva isbetter, an early arrival
makes you attack a little bit more difficult but
doesn’t mean you've lost! Planning when to lift
the barrage is hard to judge exactly. Keeping the
FFE ahead of your troops is important, to assist
entry, next use the module as OBA to hit
concentrations of enemy troops. My best guessis
to convert on turn three or four. | could easily be
wrong and creeping across the board to lift on
turn seven or eight be a better tactic.

Having planned your artillery support give



thought to entry. Suspected enemy dispositions
are important. If ahorde of stacks are on hexrow
H acautious entry will work. Make use of smoke,
assault movement and entry in the advance phase,
any cover provided by hindrances aiming to lose
asmall proportion of your troopsto enemy fire or
failure to rout. If PAVN forces appear to be
concentrated much further West amore aggressive
entry can berisked. Don’t run merrily onin stacks,
instead bring on one unit at atime pushing as far
asyou can. If any hidden gunsopen uptry to limit
thedamagethey inflict then direct someresources
to destroying it. Being hit by all three guns on
turn one should be unpleasant. As the noise of
Automatic fire dies down gather your troops and
try for awin by turnsthree or four. Onceyou have
found the guns you are well on your way to
destroying them.

Irrigated rice paddies’ aredifficult to sprint
through. They do restrict the line of sight of
entrenched troops and hinder that of others. This
is helpful as the bulk of your troops will enter on
open ground. After you move through the paddy
work your way through the Kunai, hutsand brush
moving West. Keep moving forwards. At least half
of your troops should move in the movement
phase, amost everyone should advance. Thereare
exceptionsto this. Avoid open ground in front of
automatic weapons, and think carefully beforeyou
advanceinto combat with aconceal ed enemy unit.
A frustrating way to lose isto concentrate on the
concealed PAVN units, soundly thrash them then
run out of time to find the hidden guns.

Most playerswill already know how towin
firefights. Given the limited time available push
your attacks hard. With numerical superiority you
can risk a few charges through smoke against
pinned or broken defenders.

The Tanks help a lot. They can drive
through huts collapsing them to discover enemy
units, provide direct fire support, and interdict
PAV N movement or routing. Low gun breakdown
numbers and mechanica reliability are bad news.
Thisisoffset by thefact your losses do not matter.
Lose al three tanks and you can still win! Not
sure if that is historically accurate. In the game
you can drive all three tanks adjacent to a tough
enemy position taking arisk to help your infantry.
If you discover the Bazookas early and neutralise
them the tanks have more freedom of movement.
The plan isn't to throw the tanks away, rather to
risk them aggressively in attacks where they will
draw enemy fire away from the paras, creating
opportunities for other troops to exploit.

Expect air support from a Helldiver with
Napalm and 161FT cannon armament. After two
turns the Helldiver must leave, but will have
caused some damage! Napalm can cause fires,
which may spread to reveal enemy troopsor guns.
With gusts and a mild breeze from the East fires
will spread towards the West revealing some
enemy units. Do what you can with theairsupport,
try not to roll mistaken air attack, be very pleased
if you break any enemy squad becoming
increasingly happy with greater levels of
destruction. Do not betoo worried by enemy Flak,
any shots taken will reveal enemy positions or
spare your ground troops. A blinding result three
malfunctioned Flak guns, a successful bombing
run, a quick strafe then back home in time for
coffee and croissants.

Therulesfor Firein section B25 areworth

aflick through. with gustsand amild breeze flame
and blaze can spread evenin Kunai. generally this
will be helpful cutting down areas to search,
forcing defendersto rel ocate and providing smoke
to cover movement. A possible problem is the
creation of asmall arearinged by blaze counters
that cannot be searched and may contain an enemy
Flak unit. Your only option would be air support
and OBA. The chances of this happening are
dlight. Kindling is an option strikes me as a daft
idea, others will warm to the idea, might even be
a few PAVN adherents to it. Main argument
against tit is you have alot of work to do and an
attempt at kindling ties up a unit for at least a
turn.

Itisamost worth writing “ Find theguns’
on apiece of paper and looking at it occasionally.
If you lose concentration you can be drawn into a
series of protracted firefights with dug in PAVN
troops backed up by commissars. It isimportant
you |locate and destroy |slands of resistance, more
important you dip round their flanks pushing West
to find the Guns. Use spare MF to search, before
moving in the advance phase if you can.
Occasionally you will be hit by search casualties,
losing asquad but finding agun or the sole PAVN
hidden squad (plus any SW and SMC(s)), a
reasonable exchange of information for a half
squad.

Aslong as you keep sight of the objective
and push hard you can reasonably expect to win.
The PAVN is tough, well dug in and hidden or
concealed somewhere in alarge area but you are
conducting a strong combined arms attack with
better troops.

DBP1 Conclusions

Expect play as either side to be nerve
wracking. Without hidden guns a French victory
would be almost guaranteed. The need to locate
and destroy the guns makesfor atense game. The
PAVN player will be awarethelast guniscloseto
the searching French, who in turn will be trying
to guess where it is and how to destroy it in the
time available.

DBP2 Where The Buffalo

Roam

Of the fifteen scenarios in the DBP pack
five feature Night rules. Given the PAVN is
attacking atrench network in very open terrain it
makes sense that a number of attacks are made
under cover of darkness. Despite this historical
fact, anumber of playerswill not be enthusiastic
about playing someor even all of the night games.
I’d recommend playing at least one or two. All
five have been well designed, with interesting

features and give insightsin to the difficulties the
French faced.

Night rules do add some complexity to the
game. Possibly the Attacker gains most from the
cloak of darkness, as the Defender generally has
less fun because of the restrictions on movement
and command control. In most games playing the
defender is“easier”, with alot of work planning
the set up followed by less choices once the
shooting starts.

Asidefromreading the Night rules, players
need to revise Mud, mines, OBA, and to read the
new rules for Bangal ore Torpedoes. Very briefly,
bangal ores can be used in the Prep Fire Phase or
Advancing Fire Phaseto clear wire and/or known
minefields. They attack with a-3 DRM and clear
wire or create a path through AP mines with a
KIA result. Specia rule DBP6 is pretty clear.

DBP2 French Set Up

Your mission is a bit difficult, to prevent
the destruction of both Pillboxes or to control one
of them at the game end. To win you must plan
your defence, counter the PAVN's initial attack
and use your reinforcements to gain control of
one or more pillboxes.

Enemy troops are a mixed bag. Ranging
from elite sappers down to second line sguads.
ELR of threewill result in some replacements but
you should half expect enemy Leaders including
Commissarsto round up any straysand point them
inyour direction. It's an obvious statement but in
the opening two turns you are outnumbered
roughly four to one, not nice. Enemy support
weaponsare numerous, including light, heavy and
medium machine guns, Bazookas, DCs,
Bangalores and even a mortar. Adding strength
to the attack is 100mm OBA with an off-board
observer, two pre-registered hexes, and plentiful
ammunition. SSR apply to the OBA further
increasing the probability of its arrival.

There is a remote possibility of enemy
OBA landing in E3 and achieving this objective
with a critical hit on both pillboxes. The chance
of thishappening in asingle turn will be lessthan
1in 1296, the odds of losing one pillbox say 1in
18. Over the course of play it would be reasonable
to expect one critical hit, two is pretty unlikely. |
do not expect many playerswill simply bang away
at the Pillboxes throughout the game but keep this
in mind as a possibility; unfortunately thereis no
real defence against this except luck!

Your own troops are rather good. Elite
sguadswho are also Fanatic, led by fanatic leaders
including a 10-2, backed up by an 8-1. Support
weapons are reasonable, including a mortar able
to fire illuminating rounds and afair selection of
machine guns. Wire, trenches, pillboxes and anti
personnel mines also help. On turn four you will
receive reinforcements; more on these later.

Thelimited NVR of two hexesisaproblem
making covering the Wire more difficult. On the
up side mud slows PAVN movement....
unfortunately it affects French troops and tanks
later on! NVR doestend to decrease after combat
is joined; a NVR of Zero makes this a much
tougher fight for you.

To an extent your defenceis predetermined
by theterrain and SSR. One MMC and the HMG
must set up in apillbox. All other units must start
in Trenches or the other pillbox. This calls for
sometough choices. First decideif youwill defend
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both pillboxes from the outset. Next how you will
organise your other troops. A wide range of
choices from two squads, MGs and both Leaders
in the pillboxes down to just a half squad can
work. Personally I’ d probably just put ahalf squad
in one with the HMG leaving the other either
empty or manned by asquad plusLMG. A Leader
therewould weaken your defences el sewhere. The
rest of your troops need to screen the pillboxes
from direct Infantry attack. A very simple plan
would start six or seven squadsin adjacent trench
hexes on the | hexrow. A MMG and Leader at
eachend, LMGsdlightly off centre and the mortar
abit further back. More cunning plans will have
some gaps in the front line one of which will be
covered by ahidden squad and LMG or MMG. If
you are less keen on winning go for a pair of
adjacent stacks three squads high next to agap in
the wire. There might be a good case for some
units further west ready to neutralise a PAVN
encircling movement.

Next consider whereto gap your ownwire
to allow reinforcementsto enter. Too far East and
the area may be covered by PAVN troops or fire,
further West increases the distance you will need
totravel and makes reguires you to move through
brush. Keep a careful note of the hexes selected,
be prepared to gap wire and mines with tanks if
you redlly, really haveto!

You can set up to 25% of your OB hidden.
Although you are still limited to Trench/Pillbox
hexes this can help. You can cover a gap in the
wirein greater strength than your opponent thinks,
or keep him guessing about the Pillboxes contents,
even keep a minute reserve ready to bite at a
critical moment. A rule | often forget is the tail
end of E1.2, which allows for SMC and SW to
start HIP. This should complicate opponents
counting counters as their view will be restricted
tosix identical stacks. Theillusion should not last
for long, any confusion or worry caused ishelpful.

A well planned set up helps, more
important is how you control enemy attacks. The
game plan is pretty simple. Try to prevent the
enemy creating gapsin thewire. Shoot gookswith
Bangaloresor DCs' or those attempting clearance
attempts. Thereisn’t much you can do about OBA
created gaps or by shellholes placed under SSR2,
other than try to cover them with fire. Expect to
win most firefights but avoid close combat by
falling back. If the enemy gaps the wire and
overwhelms the defence it will be very hard for
you to win. If you can delay the attack and hit it
with arriving units just before your initial forces
collapse you can win.

Starshells and illuminating rounds are
useful. Potentially every SMC and MMC can
place them subject to a brief availability check
and accuracy DR in the case of Starshells, or To
Hit roll for IR. The Chapter E rules are very clear
and easier to understand when you are actualy
using them. | think you should try to place
I1lumination early in the game, then shoot at your
best targets. When you catch troops moving in
the open even squad inherent firewill be effective.
A MMG and 10-2 Leader can also do a lot of
damage. Gofor the sappers’ if you can beforethey
can use their bangalores, Leaders, Mortar or MG
crews, or the closest most threatening units.

Later on do not stick around for close
combat. Fall back towards the Pillboxes, or move
out of the way along atrench then return to harry
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the PAVN. Until the reinforcements arrive thisis
ascary fight. Obviously you could do with more
squads, more leaders, more support weapons.
Console yourself with the morale of the troops
you have, the strength of your position, the
prospect of reinforcement, and the slow progress
the PAVN make through Mud.

DBP2 PAVN Attack

Destroying or capturing both Pillboxes
earnsyou awin. As noted above this can be done
with your artillery assets, you need to be very
lucky and its not an exciting way to win. Rather
better would be awell planned determined thrust
into the Heart of the French position, screened by
a covering force, followed by a still fight and
eventual victory.

If you opt for a win using your artillery
assets, pre-register E3 and roll snakes eyes to
destroy each bunker some time during the game.
Against a French set up that’s starts two sgquads,
two MGs and the Leaders in the Pillboxes this
really is areasonable opening! Against a weaker
alocation of forces (say just a half sguad and
HMG) thisreally could be amistake. It isalso a
reasonable strategy on turn seven or eight if you
see no other way to win.

Plans B, C, D etc are adeal more difficult
and complex. Broadly speaking your options are
acharge at the French, a slow steady push up to
and through the wirefollowed by acharge or push,
or wiping out the French onboard forces using
artillery and firepower before taking the Bunkers.
Inall casesyou can aso decideto ignoreor oppose
French reinforcements.

Within each of these basic plans there is
room for variation with some similarities. Key to
victory islimiting the opportunitiesfor the French
to place a starshell under rule E1.92. Until you
fire at the French, place a Starshell/IR, resolve a
FFE, movewithinanilluminated hex or arewithin
NVR the Frenchies cannot roll for Starshell.
Assuming you attempt this you might get right
up to the wire and set off your Bangalores before
the French realise an attack is coming. You can
choose not to do this by using your OBA from
turn one onwards and engaging in a firefight. A
difficult choice. Very briefly the chances of
winning a firefight are remote, you are facing
fanatic Infantry in Trenches with longer range,
support weapons and decent leadership firing
from open terrain in poor fire grouping. A push
to the wire under cover of darkness has better
prospects.

Begin by placing shellholes under SSR2.
Choose between guaranteed gaps in the wire,
weakening the French trench network, or a bit of
both. Gaps in the wire are a fair idea, but they
will still need expanding with Bangalores or DC.
Destroyed trenches make approaching wire hexes
easier but offer no guarantees of agap. On balance
a gap in the wire is more use than a disrupted
French position but follow your gut feeling on
this choice it really is pretty crucial. Next, an
amost no brainer, exchange some Leaders for
commissarsyou will need them! Rallying at Night
can take a while, ignoring DM really speeds up
the process. Next pre-register selected hexes.
Maybe D2, E3 or acouple of key spotsin front of
your main line of attack.

Asyou enter the artillery can range on the
French trenches aiming to open fire when the

bangal ores are set to keep the French heads down,
pin a few or even break a squad. This can just
about be done ready for turn two if you use
Leaders to move the sappers forwards, turn three
if you are more sedate. On turnsthree or four there
is an almighty bang as some wire hexes are
cleared, FFE lands, MGs and mortars open up,
some DC heroes head for the wire, followed by
wave upon wave of charging PAVN seeking to
engage your troops in close combat.

After a quiet opening, turns two or three
will be very noisy. A vicious fight will continue
into turns four or five. Try to slip some troops
past the main line of resistance towards the
Bunkers to determine what faces you. Next fend
off the French reinforcements whilst controlling
and subsequently destroying the bunkers.

A significant part of your remaining forces
should go for the bunkers. Six squads and one or
two leaderswith any remaining DCsisabout right.
Expect losses. Try to reduce these by keeping out
of the line of fire and a resolute charge. If the
HMG rolls rate or just lucky and low you will
need to throw more troops at the position. Seek
out close combat then wear the defender down.
Occupy the Pillboxes or attempt blowing them
up with your remaining DC.

Whilst thisfrantic attack is developing the
remainder of your forces is tasked with delaying
the progress of the French reinforcements. All
remaining bazookas should form part of this
screen. Along with HM G/MM Gs teamed up with
the mortar firing illuminating rounds. Mostly
position yourself in trenches, with some troops
up front to impose further delay. All remaining
OBA missions should attempt interdiction.

The tanks represent a real threat. Some
help comes from the Bazookas, mechanical
reliability and the chance of Bogin mud. Crossing
Trenchesor evenwire carriesarisk of bog, ideally
leading to immobilisation, always causing some
delay. OBA, or any remaining DCs can be used,
if not allocated to another task. Thegunsarelikely
to be busy elsewhere, the DCs used to gap the
wire or in the assault on the Pillboxes. Close
Combat is an option a bit desperate but risking a
squad for atank is afair trade.

As soon as you identify the French pre-
designated gaps in the wire, cover them with fire
as best you can. Given more time the French
reinforcements would be able to develop a more
leisurely attack and shoot you to bits. Aimto win
by preventing the French attack retaking the last
pillbox.

On thelast game turn a2™ line squad in a
pillbox can survive to engage in Close Combat
keeping you inthe game even if every other sector
is collapsing.

A few quick thoughts. Draw firewith your
weaker units specifically rifle squads, conserving
the SMG sqguads for close combat. The fanatic
French are hard to kill by fire combat, slightly
easier to take on in close combat or melee. The
Sapper squads cannot recombine, using them to
man M Gsor mortarswill work, but don’t fall back
to do this. Weigh up therisk of moving through a
minefield/wire vs. residual fire. Go for open
ground for choice take a gamble if you expect a
big gain. Lastly accept high losses. You are
charging across open ground in the early part of
the attack, against atrench system fronted by wire
veil of darkness helps, as does OBA, but |osses



will be high. Anything under eight squads on the
approach, a further eight in close combat still
leaves a further sixteen squads and a proportion
of Leaders to face the French counter attack.

Also worth mentioning some dead ducks
of idess. I’ve not mentioned human wave. The
wire and small minefields make this difficult to
pull off. It is a good use for some of the sapper
sguads, or any other half squads you pick up. If
an opportunity arisesgofor it. Not sureitsagame
winning tactic though? A flanking attack moving
further West to avoid the Pillboxes covered arcs
and hit a weaker part of the French line, loses
valuabletime. It would be agoer without the mud
but movement is painfully slow in this one.
Besides once the shooting starts expect to see
Starshells and suffer long range attacks from the
outflanked French.

The French troops are very tough, well led
and well equipped. They represent a significant
threat, almost as dangerous any form of
illumination. Starshell and illumination rounds
will transform Night into day and make acunning
charge with the prospect of a concealed advance
a hazardous run through open ground. Factor
illumination into your plans and be prepared for
turnswhen it haslittle effect or aternatively when
everywhere you want to move islit up.

Quite a lot of choices to make. You start
with careful planning of the approach to the wire,
aflurry of activity to breach it. A mad turn or two
of charge and close combat, then defence against
a French counter attack. Win or lose really good
fun you might even forget you are playing anight
scenario.

DBP2 French Relief troops

On turn four you receive either
reinforcements or a counter attacking force
depending on how successful your defence has
been. With luck the PAVN will be struggling
across the wire, in less ideal circumstances the
Foreign Legion will be fighting hand to hand or
already eliminated. In al cases you need to move
quickly across board D1 and reach the Pillboxes.

Enemy forces can vary immensely from a
small scattered screen of three or four squads, up
to a company strength supported by a number of
MGs' depending on the PAVN’s assessment of
the threat you pose. Very rarely will more than a
company oppose you, less likely is a free run to
board D2. Even if the way 10oks open remember
the PAVN have OBA support, starshells and a
considerable number of MGs ready to target
Illuminated Locations.

Your own forcesareadmirable. All French
troopsare Fanatic, making Les Paras 6-4-9 squads
with an underscored morale, ELR of 4 (unless
DBP5 applies and ELR is5?), and a broken side
morae of 10. Four LMGs, an HMG (.50?), two
MMG and three decent Fanatic Leaders are
supported by three tanks. This is one of the
toughest companies ever seenin ASL.

The main difficulty they face is to cross
board D1 and get into the fight. With mud and
night in effect movement is slowed. This creates
a temptation to run everyone on board in big
stacks on turn four. Well, it could work,
particularly if you cannot be seen and are not
subject to OBA. If caught on the runway by OBA
or MG fireyou could lose alot of troops. A more
cautious entry trickling troops on to the board

might be your only option if the PAVN have
formed alarge firing squad at the other end of the
Runway. Hopefully this will reduce the pressure
on the legion.

In many games moving most of your force
onboard using the runway with tank support will
be practical. Some enemy fire is expected, some
casualties, more often broken squadswith the odd
kill occasionally. In subsequent turns push hard.
The one rule | really like about night is the
resilience of broken units, they do not have to
rout and are not eliminated unless attacked or
mopped up. Thislets you take some chances you
just could not risk in daylight games. Aslong as
youdo not try thisin I1luminated L ocations expect
some favourable results.

When rolling for starshells PAVN qualify
for a +1 DRM, halving the chance of a MMC
placing a Very Light anywhere. This does help
you cross Open Ground. Chances are NVR will
have dropped making infiltration or approach to
PAVN positionseasier. If NVR hasincreased and
165" Regiment places accurate Starshells, play
can get difficult.

The Chaffee, Bison or Oxen can support
the Paras movement of rush ahead to help the
defence. Aggressive movement islessof arisk if
you have encountered most of the Bazookas
aready. Evenif they are out there waiting for you
how dangerous are they to a small moving target
a night? That is the sort of statement you make
before losing all three, but if you are that lucky
winning would only ever have been a remote
possibility. a degree of caution is commendable
but do not conserve the tanks, Paras or even the
Legion at the expense of victory. Making use of
the runway reduces the risk of bog and hastens
movement. Operating crew exposed adds a MG
to your firepower, atrade against the risk of SAN
and Infantry fire.

For all units have a basic idea of the route
you will take. Passing through the wire at the pre-
existing gaps or newly created ones, using tanks
to create new trailbreaks if you have to. Stick to
the plan if you can, deviate to exploit an
opportunity or to recover from a near disaster.

If you push hard, fight hard and
concentrate your troops will reach the Trenches.
Once there movement becomes easier. Exploit
trenches for the cover they provide and their
assistance when moving. Engage in fire combat
to weaken the PAVN, whilst pushing towards the
Pillboxes.

Towards the game end both sides will still
have amass of units on the board. Your intention
isto have more close to the Pillboxes. If you hold
one or both on turn Seven then fend off the last
PAVN attack relax you win!

DBP2 Conclusion

The chance of a “lucky” PAVN win by
destroying both pillboxes using OBA is remote.
It can happen, I’ d be embarrassed to win that way
particularly against a better player or thinking
about it someone new to the game. More often
this will be a much tougher fight.

The burden of clever play falls mostly on
the PAVN who must organise his forces to gap
the wire, overwhelm the defence, fend off the
reinforcementsand destroy or control the bunkers.
The French have adlightly easier job and leading
the Para Company should be fun.

I’m not agreat fan of Night scenarios, this
is definitely worth a look if you are, both sides
Infantry OBs are impressive with added spice
OBA, Armour and even Bangalores'. I'd ask
anyone not too keen on night scenarios to watch
some other players enjoying a game sometime.
Before too long you will be thinking about
Starshell placement, NV R, Freedom of movement
and how you could do a better job than one or
both of the playersaredoing. If I'mwrong you've
lost half an hour, but it could add another
dimension to an excellent hobby.

DBP3 Down and Dirty

Thisisan interesting scenario. Plays more
like a cityfight than a battle in the jungle. The
French already hold sometrench networks, if they
can gain another they win. Heavy rain is falling
at the scenario start, and mud is in effect. A read
through of the Weather Section in chapter E of
the ASLRB will pay dividends. Very briefly, heavy
rain restricts smoke to burning Chaffees, and
provides a LV hindrance. Mud really slows
movement, creates arisk of bog, and lessens the
effect of HE attacks.

Slopes are sprinkled on both the D1 and
D3 maps. This has an effect on movement, and
can provide a +1 TEM against some direct fire.
Slopes have no effect on same level line of sight.
thereis a depression on and around D1C3 which
can be seen from some upslope locations. It is
worth brushing up on the slope rules. Spending
hours tracing hypothetical lines of sight to and
from the depression is not necessary. It is worth
having a good look at the map before you set up
though.

DBP3 PAVN Set up options

At the game start you control four Trench
networks, if you lose control of just one you will
lose unless you recapture it by the game end or
gain control of a French Trench. Your task is
complicated by a restriction on the number of
sguads or sguad equivalents that can begin play
in the two Trench networks closest to the enemy.

Your opponent , even with his
reinforcement isnumerically weaker than you. For
hisattack to succeed hewill need to exploit higher
troop quality, EL R, and raw firepower advantages
backed up by a couple of Chaffees and the
advantage of seeing your set up before he starts.

Your own troops are a reasonable force.
Raw numbers are generally useful in a firefight
or melee, even when other considerations make
enemy units more effective. Leadership is good,
with four Leaders including the option to
exchange for one or two commissars you have
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theoptionto createfour strong defensive outposts.
Up to two squad equivalents can set up hidden
with the RCL and crew counting as asquad. Note
theRCL cannot firefrom within aTrench or when
emplaced, cannot boresight and isnot granted HIP
except by virtue of the PAVN HIP bonus.

The dominant feature of the terrain must
be the Trench Networks, The practice of naming
trenches makes a lot of sense, dating back to the
first world war or earlier. In later paragraphs
networkswill bereferred to by thefirst letter given
in their set up instructions. Some brush and a lot
of shellholes are present providing limited cover.
There isa small depression in and around D1C3
that will not have a great effect on play, and a
small three hex orchard around D3F5. Mud rules
are in effect which slows movement and creates
the possibility of vehicular bog. It is raining,
heavily, effecting fire with aLV hindrance.

So how to start. The set up restriction of
only six squads South of row T really hurts.
Starting twelve sguads in the W3/U3 trenches
would be abetter start. An early decision must be
what force to allocate to each of the forward
trenches. There really isn’t a glib answer to this.
Both need some protection or the French will
concentrate against one and capture it. A weak
garrison isnot much use, | think you need to start
about three sguads and a Leader in both the U3
and W2 networks. Maybe three squads at the apex
(pointy bit) of each triangular position with a
leader or commissar at its base. Add a Bazooka
for Anti tank protection and an LMG or two to
beef up raw firepower. There are many
alternatives. A four two split could work,
substituting a MMG for a LMG, sticking in a
Mortar, even not using your Leadersin forwards
positions'. Daft ideas include putting an RCL in
a Trench, where it is well protected but cannot
fire, neglecting to provide anti tank defence and
abandoning the forward trenches seeking to
prevent their occupation by strong defensivefire.
Deciding which squads to use up front is tricky.
Opinions differ, | would not use second line
squads myself, most likely using three 1st line
SMG and Rifle squads. The SMG squads have
better close range firepower, and can be more
effective in close combat. Rifle squads have a
small range advantage. 1'd listen to an argument
for choosing 2nd Line SMG sguads over rifle
squads, but would be less receptive to using 2nd
line rifle squads as front line defenders. Personal
choice plays a big part in your ultimate decision.

Next decide what you will do with the rest
of your OB. Certainly part of your OB will provide
fire support from the Trench networks in 16 and
Q1. There might be a case for attempting to
reinforce the forward Trenches by setting up
nearby then moving into them. Thisisvery risky.
Thecover approaching theforward areasislimited
to shellholes and some brush with the odd slope
hexside, and therain LV hindrance. If the French
shoot up your troopsin the open then exploit with
their armour you could lose achunk of your force.
Routing units can be interdicted as rain causes a
LV hindrance not aL OS hindrance. with low craw!
it will take to long to rout to cover and rally. The
benefits are a stronger garrison and some
psychological benefitsif the French didn’t foresee
the tactic. Risking a large proportion of your
troops is reckless but two or three squads might
be adecent gamble. Thereisashellholein D3/T3
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that provides good cover for one squad. Another
couple could hide behind brush and hope for the
best.

The DSHK 38/46 is a Gun and can set up
emplaced outside a trench still benefiting from a
+2 TEM. Thisalows set up closer to the forward
trenches than would be the case in the other
Trench networks. The only bad news for the
DSHK is the need for a crew to man it, and the
lowered ROF when using IFE rather that to hit
procedures. Starting hidden, and emplaced in a
brush hex say D305 strikesmeasjolly clever. As
soon as you fire the French will know where you
are. Before you do that small doubt as to your
location complicates his set up slightly and will
occupy his thoughts when planning turn one.
When to open fireisajudgement call, whether to
start on turn one or wait till the French leave the
trenches.

Siting the RCL is difficult. It cannot be
fired fromaTrench or if emplaced leaving uswith
a shellhole, brush or behind a slope as set up
options. The 75mm gun can fire HEAT, with a
TK of 13, effective against a Chaffee. Choose a
spot that appeals, if really stuck my own choice
would be Shellhole D3R6 which is protected by
brush and heavy rain from French fire, at the
expense of some harder to hit rolls for its own
fire. As always use your own ideas if they are as
good or better!

Which still leavesuswith asizesbleforce.
TheMortarscan start in trenchesfiring long range
speculative shots, expecting at least one critical
hit some time during the game. The MMGs, can
be grouped for effect against troops in Trenches
or kept separate to contest French movement. It
isunlikely aserious French effort would be made
against the 16 network. The rules do not prohibit
a French tank crew dismounting to claim a
network, three second line sguads or even just
two are a reasonable insurance policy.

Network Q1 deserves a larger garrison.
Troops there might be able to advance to W2 to
assist the defence and even counterattack against
BB7 if the French mass on the Eastern flank to
take U3. Although you are on the defensive stay
dert for small counter attacks. A single sguad
could run from W2 into the BB7 trench for a
sneaky win.

A few loose ends. | can't see ause for the
HIP entitlement of the PAVN in this scenario.
Starting the DSHK in Brush makes sense, maybe
the RCL belongsin brush hex D3L3?highrollers
(or should that be low rollers) might want to mass
their forcesready to reinforce theforward trenches
onturnone. Stay alert for opportunities. A human
wave late in the game could be a winner, earlier
on away to cross ground in a hurry.

Set up is important. During play
concentrate on gauging the French players
intentions and thwarting them. To win you must
reduce the French force or cause him to be just
one turn to late capturing the last Trench hex.
Expect a well focused attack against just one
trench network be dightly pleased if he splits his
attack and goesfor two. Aboveall enjoy thegame,
in real life when it gets dark you would be back
in force to reclaim any temporary losses!

DBP3 French set Up and attack
At the game start you control three Trench
networks. If you can hold onto these and gain just

one more you win. The dispositions of enemy
forces do have an influence on how you can
achieve this. The most accessible Networks are
W2 and U3. A determined PAVN opponent could
fill one or the other trenches with six squads and
ahorde of support weapons, and cover the easiest
approach with fire to make a single network
almost impossible to take. The trick would be to
go for the other position! It isworth remembering
the PAVN actually outnumber French troops, are
well led and have a very fair selection of potent
support weapons. The enemy does have
weaknesses. set up limitations prevent massing
of troops in the forwards defences. Weapons are
al B11 or X11, troops quality and ELR are poor,
rangefirepower and fire discipline are even worse.

Although a PAVN point defence could be
encountered it can be overcome, not easily but
by applying the principals of attack outlined
below. An easier defence to overwhelm, iswhen
your opponent abandons the forwards networks
seeking to dominate the approaches to them with
fire. This should fail, even if you just advance a
few half squads in the advance phase, gain the
trenches then hold on against any counter attack.

More realistically you will find both
forward networks defended, some units positioned
to reinforce them and others placed in reserve or
ready to fire in support from a distance. Some
enemy units can set up hidden, most of the PAVN
will bein plain view. Before committing to aplan
of attack have a good look at the PAVN set up.
Look on thisasanalysis of earlier reconnaissance
of the PAVN positions. Identify a weakness then
focus your attack to exploit this.

You are looking for either an undefended
or inadequately defended set of Trenches. I'll give
you aclue it will either be the network in U3 or
theonein W2. Begin by planning movement from
your starting positions to the target trench. Look
for shellholesto provide cover, and brush to hinder
enemy fire asyou approach the Trench. U3isonly
three hexes from DD8, even with mud in effect
you can cover the distance in one or two turns,
four if you restrict yourself to movement in the
advance phase. W2 is only four hexes from BB7
again reachablein two or three turns. In both case
you would need to cross some open ground. The
rain helps a bit, suppressing the enemy by fire
and using tanks for cover helps a bit more.
Estimate how many troops you will need to
overwhelm the defenders and resist any PAVN
attacks. 1'd recommend attacking with a
superiority of two to one, say two platoons (six
sguads), two leadersand all four LM Gsinyour at
start OB. It makes sense to use your best squads
in the assault, the 4-5-8s' are more resistant to
morale checks and likely to survive the crossing
of no mans land in better shape. Once they gain
the enemy trenches they can recover from failed
moral e checks more quickly and stand any attack
better. The tanks' should act in support staying
out of Bazooka range but being more aggressive
once Anti tank assests have been neutralised.

Asimportant as your attacking element is
preparation and continuing fire support. The
60mm Mortars need not be moved during play.
From long range they can help the attack without
exposure to short range fire. Their first target can
be the RCL. This must set up outside a trench if
it is to be effective and can be neutralised by
breaking the crew. Other good targets include



Infantry inthe open or in light cover, broken units
or at worst any troops in trenches. With a ROF of
three in a seven turn game expect at least one
critical hit. With Mud in effect you cannot expect
to do too much damage. At times it will cross
your mind that the 2-4-7 half squads crewswould
have been more use up front helping the main
attack. In truth they probably would not make that
much difference and should do more good
providing long range fire support. If you are not
convinced ditch the mortars and prove mewrong!

The MMGs are important units. Teamed
up with the 9-2 Leader and a couple of squads
they can project 12-16 I FT attacksinto U3 or W2
and 8 IFT attacks out to 12 hexes, beyond that a4
IFT attack at -2 or thereabouts is pretty good.For
a Death Star stack to work you need to pick a
spot that it is difficult for the PAVN to hit with
returnfire, particularly RCL shots, and DSHK fire.
Splitting the MM Gs spreads the risk, and
generates crediblefire attacks from two positions.
Using the 8-1 to direct the second MMGs fire
could work. A difficult choice as he might be
needed for the main assault.

Going over the top on turn one might be a
bit premature. I’ d suggest organising your troops
into platoons with the assaulting platoons in the
Trench networks closest to their target. Fire
support elements are placed to direct fire onto
known or suspected enemy positions with the
tankstwo or three hexes from the Bazookas. Open
up with lots of prep fire. Go for any troopsin the
open trying to reach the forwards trenches then
shoot up supporting MGs' Mortars, weapon
crews, and finally the occupants of the target
trench. On turn one any lucky kills or casualty
reductionsarewelcome. Break results particularly
with ELR reduction are helpful. In subsequent
turns gain acquisition, keep units under DM,
seeking to wear down the enemy. Bring on the
reinforcements through the DD8 network either
to consolidate your own positions and/or to free
up troops to attack the enemy.

Beforelong the PAVN will start to wither.
Thiswill be dramatic if you kill or wound enemy
Leaders less so if your fire is poorly directed,
enemy forces are well handled or you are dogged
by lessthan averageluck. By turn four you should
be in a position to launch an attack. Even if you
are not ready at |east some troops need to go over
thetop thisturn to try. Against afragmented force
normal movement or armoured assaultispractical.
Faced with a strong defence advancing in the
assault phase might be as much as you can do.
Even asingle squad will provide a distraction for
the enemy and start him worrying about the nest
player turn.

In subsequent turns push forwards a bit
more if faced with horrendous firepower, drive
hard if the enemy are caving in. It can help to test
the water with ahalf squad, gauge the strength of
enemy fire then build up the pressure when it is
weak, slow down the attack if hit by accurate and
sustained fire. This is very difficult to do, some
people are naturally good at probing a defence
the rest of us make mistakes and miss
opportunities. Lessthan perfect play will still earn
you Victory.

Once in the Trench, a turn or two are
needed to occupy the whole network, killing,
capturing or chasing away any defenders. At this
point or perhaps a turn before the PAVN player

will aim to contest control of your target. firewill
switch from your supporting positions to the
newly acquired trenches. A massive attack will
follow. A human wave is difficult to stop if you
aremixed up in melee, abit easier if you are well
established. Bring the armour forwards. Aside
from the physical effect of its fire, the presence
of armour will discourage a reckless attack, slow
down a more methodical one and complicate
enemy rout possibilities.

As the PAVN attack this create an
opportunity for your fire support units to move
forwards. In some games the other forwards
network can bevulnerable, if you can chargewith
asuperiority of two or three squadsto onewithout
being hit by covering fire this is very tempting.
More oftenit isbetter to reinforce the main effort.

Watch out for creating an opportunity for
the PAVN. For example a drive into U3 could
leave DD8, AAG or even AAG at risk of attack.
All abit obvious and fairly easy to judge during
play. The tanks can help at this stage if they are
still around and retain mobility. Even if
immobilised they should be able to throw
firepower into the balance.

Onturnssix or seven Down and Dirty will
be interesting. In some games a clear winner will
have emerged. Otherwise a desperate positional
scramble will result. One common criticism of
ASL is the last turn rush for a key location in
positional scenarios. Having played read some
Regimental Histories| think thelast turn scramble
captures some of the confusion of the closing
stages of a firefight. Exciting when you win,
totally unrealistic when you lose!

A few loseends. When to use close combat
requirescareful judgement. Generally fire combat
is better for you, but not in every case. Trust your
judgement in borderline cases. Make use of
captured weapons, particularly MGs'. Do not go
for more Trenches than you need, overextending
yourself is likely to result in defeat. Vitally
important to accept a Trench network must befree
of good order PAVN MMC to be controlled, a
single Conscript half squad that runs in on turn
seven will rob you of victory. If therain stops use
smoke, including WP. No rain makes crossing
open ground more dangerous, increases the
effectiveness of IFT attacks, and improves to hit
numbers. Whilst you are moving, rain helps more
than it hinders, once you have captured an enemy
trench network it would be niceif therain stopped
to make a PAVN rush much harder.

In brief, identify the enemy’s weakest
Trench network, occupy it, then hold it against
any and all counterattacks. Turn seven will be a
bloody fight, the Legionaires' should remember
Camerone, the Algerians' should fight harder to
prove Colonel Lalande wrong!

DBP3 Conclusion

Thisisreally good fun. An exciting trench
fight, effected by the presence of Armour but not
entirely dominated by the Chaffees. Both sides
have avariety of set up optionsand thereis scope
for careful planning and some repositioning of
forces during play. Luck will play apart, if there
isany justice miserable luck whilst moving atank
will be offset by PAVN support weapons
breakdown and more frequent sniper attacks. |
am hopeful of Critical Hit developing aGreat War
ASL modulewith similarly interesting scenarios.

| can’t see an easy way to win this one for
either side, even against a poor set up this will
always be a stiff fight for both sides.

DBP 4 Escape from

Huguette

A trench fight with a difference. Mist
coversthe playing areareducing the effectiveness
of most IFT attacks. The French need to leave
one Trench network in a hurry, break through or
over PAVN lines and gain the safety of another
trench network.

Before play, itsagood ideato read through
the Scenario special rules a couple of times and
set up the trench networks and overlay on theMap.
A rather obvious statement, for which | apologise.
It is critical both players appreciate the effect of
mist on IFT attacks, mud on movement, and the
principals of firelanes. Of these firelanes are the
most important for the PAVN, and to a lesser
extent the French. It is also worth having an
understanding of the terrain, paying particular
attention to the depression, brush, slopes, Hills
and that the H1 and H2 Trench networks do not
connect.

The SSR aregenerally very well explained.
The H6 garrison gain a +1 DRM against IFT
attacks by virtue of improvised flak jackets made
from sandbags, which will help them agreat deal.
Other rules cover Migt, restrictions on the French
troops starting on D1 who must remain in
Trenches, French OBA and a Morale check for
the PAVN before play starts to simulate surprise.

The pregame morale check will not be to
everyone'sliking. Thereisaslim chance of huge
gaps appearing in the PAVNS' defences and an
easy French win. In fact this is horrendously
unlikely. The PAVN are elite troops with a basic
morale of 8. To fail an unmodified morale check
they need to roll 9 or more. This should happen
on ten rolls out of thirty six say 27 or 28% of the
time on average. A casualty reduction result will
happen once in 36 rolls, similarly a HOB result
has the same chance something in the region of
3%7? A pin occursfivetimesin thirty six rolls say
13%. No ELR reduction resultsare possible. Most
HOB results will be favourable for the PAVN,
maybe battle hardening or a Berserk squad.
Applying these Statistics to the fifteen PAVN
sgquads you could expect three or four broken
sguads, with an even chance of acasualty reduced
or HOB effected unit. There will be extremes
ranging for no adverse effects for the PAVN al
theway through to fifteen casualty reduced broken
half squads. If the results are extreme either too
good or bad I'd suggest restarting the game. I'm
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sure this view could cause some arguments!
Finaly do not be put off by SSR 2 it helps add
spice to the game and doesn’t unbalance play.

DBP4 PAVN set up

Thisispretty scary, rather than alast stand
the French have opted for a breakout, catching
you by surprise. To win you must either kill alot
of H6 troops or at |east stop them moving into the
French trenches on D1 or off the Southern edge
of that board in strength.

At the game start the French have eleven
elite fanatic squads , three fanatic Leaders, a
fanatic Hero and afew MGson D2 poised to break
out. Further troops, specifically eight squads, two
leaders, an MMG and LMG support them from
the South with long range fire, and a safe haven
if they break through your lines. Expect some
irritation from a hostile 80mm Module which
probably will not hurt you in atrench but is very
nasty if it catches you in the open.

Your own troops are not a bad lot. Fifteen
Elite squads, with a high ELR of four, three
Leaders, one of which you can exchange for a
commissar, two 60mm Mortars, a HMG, MMG
and two LMG. All start in trenches. Due to the
sudden French breakout, your troops must take a
normal morale check before play starts. Your guys
are pretty solid, most will pass the test, maybe
three or four squads will break, one or two other
pins. Be proud if your lads prove solid, do not
think you have lost if six or even seven squads
unexpectedly break.

Terrain and environmental conditions do
work against you abit. The ground is pretty open
which helps as you gain clear fields of fire with
few hindrances. Your own troopsstart in Trenches
and can even remain there. The French must move
the H6 garrison South to win. mud hinders their
movement giving you moretimeto shoot at them.
The worst effect of mud for you isareduction in
the effectiveness of your Mortars. Mist is avery
mixed blessing. On the plus side it protects you
from the French relief force whose fire will be
amost ineffectual, barring some pretty low DR.
It is also useful if the H6 garrison plan to prep
fire and shoot you up for a couple of turns before
heading South. The major inconvenienceiswhen
the French move South you start racking up
positive TEM for hindrances. In truth thereis not
much you can do about the environmental
conditions other than try to use then to your
advantage. Keepin view the Airfield isarunway,
dlowing faster movement in exchange for a -1
TEM if the French useit to head South. Alsoworth
noting the trenchesin H1 and H2 do not connect.
This is ruddy inconvenient, making lateral
movement from East to West or vice versa more
difficult.

So whats the plan. One idea is killing
seventeen of more VPs of units from the H6
Garrison for awin. Difficult to do, although just
about possible if you get lucky. The best ways to
kill French troops are to catch them in the open
moving infront of your unitsand shoot them, fight
them in Hand to hand or prevent broken units
routing. Going all out for thisfrom turn onewould
argue for substantial firegroups and attempted
double break results. It could work but I’'m
pessimistic given the plentiful cover, Mist and
high morale of the H6 troops. It could work and
theset upissimilar if you go for amore defensive
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strategy asoutlined below. Key differenceswould
be going for double break results and massing
more units in firegroups. The best arguments
against this plan are the creation of one or more
gaps in your defence by concentrating units in
larger firegroups, the very high morale of French
troops, and even the +1 TEM they receive for
improvised flak jackets.

The overall aim of plan B is to accept
killing more than half of the H6 garrison is both
difficult and unlikely. Instead aiming to kill some,
break other and always seeking to delay French
progress. Thereisareal difference between these
two plans, but do not feel committed to one from
turn one through to turn six. A few lucky shotsin
the opening turns may prompt a change of tack,
as could a string of pin results.

So far no dispositions have been suggested.
To begin with your choices are limited to trench
hexes, and shellholesthat formerly were Trenches.
Begin by considering exchanging a commissar
for aleader. Not an easy choice asyou swap an 8-
1 Leader for a 10-0, or 10+1 Commissar. I'd
always go for a Commissar, although would
respect anyone’s choice of retaining theleader and
am reasonably certain neither choice would in
itself lead to ultimate victory or defeat! Next split
your troopsinto three big “ platoons” of three four
or five squads and a Leader with an optional
weapons platoon of Mortars and MGs. In my
opinion the support weapons belong with the
platoons rather than grouped in a separate area.
A dlight problem is the actual composition of
platoons; is it best to form a SMG unit, or split
the squads into mixed formations. A mixed
organisation appeals, again thereis plenty of room
for variation.

Start one sguad on astern flank, another
in the west, and the third in the middle. Now this
might come across as fairly lame advice. Accept
my apologiesasitispretty bad. Alternatives could
include amore central set up, or conversely cover
both flanks and leave the centre relatively open.
Anything is valid so long as it is an organised
defence ready to keep ahead of French thrustsand
not simply aloose skirmish line of units.

Thereareargumentsfor leaving theeastern
flank fairly open as the French would need to
make atime consuming detour to movetherethen
run down the runway. By running along the
trenches you should be able to catch them asthey
start running south and the mist clears?

Siteyour mortarsinthe Trenchesfrom H2-
N3 to take advantage of their range limitations.
The MGs should be sited to provide interlocking
field of fire. Firelanesreally arelethal especially
in LV conditions such as Mist. There are many
good spots, some very good. Make your own
choices, but if stuck G2, K2 and B2 are my
favourites. Add aL eader to prevent cowering and
to exploit any Leadership modifier. Teaming up
Mr 9-1, a squad and the HMG has to be a good
idea.

Set up is only the start of things. Before
play starts you need to survive the SSR2 morae
checksin reasonable strength. It may create afew
gaps; look on these as particularly effective Prep
Fireattacksor theresult of agentle bombardment.
Plan any routs, and mentally reorganise your
defence to cover any gaps broken units create.

French dispositions and to an extent plans
should berevealed onturn one. If the French make

a dash try to shoot them up, survive advancing
fire then win any melees or close combats that
develop. In subsequent turns movetroopsin front
of French probes. Use trenches for this, moving
when you desperately need to cover a lot of
ground, Advance Phase movement for firing units
or weaponsteams. Thisisnot at all easy, and gets
more complicated when being shot at or shelled.

In subsequent turns as you lose units and
French penetration becomes amore seriousthreat
keep your chin up. Win some small firefights, keep
rallying unitsand moving in front just to the sides
of French probes. Astimerunsout French options
diminish. At some stage in the game the distance
between the southern edge and current positions
will become too great, a turn later reaching the
southern trenches becomes hard, then later still
impossible. Calculating movement opportunities
for the French is tedious but necessary.
Particularly late in the game you need to
concentrate you fire against units in danger of
moving south off the board or into Trenches
instead of killing or breaking squads that cannot
possibly move off the board.

French probes are a bit vague. Primarily
because the French can choose where to attack,
also they can choose to attack in one big block or
split across your front. You have little influence
on this but must exploit any weakness or
miscalculation in the French plans.

In planning your own set up it can help to
look from the French side of the board. If you can
see gaps so will the enemy. There is scope for
considerable creativity and guile. Set traps,
tempting an attack in an area of apparent
weakness, |ure the French onto the runway then
mow them down with MG fire if you can predict
the weather, kill, break or pin the French leaders
to slow movement, there can be a number of sub
plots to your basic defensive plan.

If you predict the direction and strength
of French intentions you have a good chance of a
win. Some French troops will escape but not al,
some will be poised to escape on turn seven or
eighth but that is too late you will aready have
won. Be gracious in victory, show respect for an
opponent who earns ten or eleven VPs which
would earn awin if the balance conditions were
in place. Remember to blame any defeat on the
abysmal luck you suffered due to SSR2.

A nagging doubt persistsabout aquick run
south to the French Trenches with some or all of
the PAVN force on turn one. Although not too
keen on the idea myself it might just work as a
surprise tactic. Hopefully you could gain the
trenches as the mist clears, wipe out the relief
force, before catching the H6 garrison in the open
under the sights of your own and any captured
MGs. Not astrategy for thefaint hearted but worth
atry if you are convinced the mist will clear,
French OBA will not arrive and your middle name
is Lucky.

DBP4 French Escape or attack?
In most games of ASL one player is the
defender the other the attacker. Escape from
Huguette 6 isabit different. One way to view the
scenario is as a French attack driving South to
the relief force then either exiting or occupying
the“safe” trenches. Another approachisto psyche
yourself up a bit and view the scenario as an



escape visualising certain Death for any troops
trapped in H6. Regardless of your motivation to
winyou must earn 12 or more V Psfor unitsexited
off the South edge or in the relief forces trenches
at the game end.

Elements of the elite 308th Division hope
to stop you. They occupy a chain of trenches
between the H6 garrison and safety. Fifteen Elite
sguads, three L eaders and seven support weapons
dug in is a strong force. In a protracted firefight
they would regularly lose against just the H6
defenders, particularly as the game is preceded
by acompulsory morale check. Unfortunately you
will not havetime or the environmental conditions
to shoot the PAVN to bits. Further you need to
leave your trenches and move South opposed by
PAVN fire and their physical presence. After
PAV N set up look closely at their dispositionswe
will look at terrain later but you are looking for
gaps in the Defence. On occasions very obvious
gaps you can exploit will be present, particularly
if the PAVN player has started with units closely
grouped in killer swarms three squads high in the
most obvious spot for your attack. More oftenyou
will encounter either a linear defence or a
sprinkling of platoon sized units across the front.
Other possibilitiesareastrong centrewith alighter
screen on the flanks or the complete opposite,
strong flanks and a weak centre. Pay particular
attention to the location of leaders, and SW. Of
particular importance the location of the MMG
and HMG's. At this stage you should be looking
for fundamental weaknesses in set up, or at least
afavourable spot to attack.

Terrain helps your decision. With Mud in
effect movement is slowed to three hexes per turn
for alone squad not using CX. The most direct
route to the Southern edge will take four or even
five turns. One idea is a wide movement down
the Eastern Flank using the Airfield to rapidly
move South. If PAVN set up is very weak on the
Eastern flank this could be a goer. The presence
of aMG backed up with three or four squads make
this less attractive. The real danger is PAVN
reinforcement from other sectors catching your
troops in the open running down the Runway as
the mist lifts. Keep this idea alive but consider
other options. There are other spots that might
offer greater chance of success. In the West there
isasizeable depression behind the front lines that
offers the best protection in the game against
hostile fire, yep it is out of line of sight. South of
the depression is a stand of Brush and some
shellholes al providing cover to get to the safety
of the trenches. Again thisis not ideal if alarge
proportion of unbroken PAVN are covering the
sector. Inthe Centreadoubleline of trencheslooks
less promising than either flank maybeits agood
spot if lightly defended.

Summing up an attack down either flank
or the Centre is doomed if faced by an unbroken
strong force. Equally an undefended or lightly
defended sector offers somereal hope of success.
Making the best use of your own troops to break
through will keep you in the game. For choicel’d
probably go for athrust down the Western flank,
into the depression, through the brush into the
Trenchesthen off the board assuming afairly even
spread of Vietnamese unitsacrossthewholefront.
The relief force has arole to play in this. They
have at least two responsibilities to attrit the
defenders in your chosen sector of attack and to

interfere with movement of PAVN forces trying
to reinforce the threatened sector. The gap in the
trenches between H1 and H2 can be covered with
fire, both residual firepower and more effectively
a firelane from the relief forces MG. Simply
keeping PAVN troops out of the sector you are
attacking in will help, it is as good as a break or
even aKIA/K result. The wounded French Hero
in the North can also hit this hex or the approach
toit. The PAVN might try to “balls’ it by running
through the open hopefully he will suffer for it.
Make use of OBA to try and interdict movement.
Against troops in trenches 80mm OBA is not
tremendously effective, some PAVN troops Will
be reluctant to run through the FFE area, again
thisis as good as a combat result. Other French
relieving troops can take speculative shots when
themist startsto clear. Atlong range against troops
in Trenches with thinning mist or brush in the
way you can’t expect too much a few broken or
pinned squads would be good.

Although therelief force canfirefuriously
from the safety of the Trench network it cannot
jump out to closewith the enemy. The H6 Garrison
really must make amove early in the game. Early
on you should identify the sector you will attack
or escape through, revise your plans dlightly if
the PAVN suffer terribly from SSR 2 morale
checks, before climbing out of the trenches on
turn one. Under cover of Mist, with sand bag flak
jackets (+1 TEM) and a basic morale of nine due
to basic morale and fanatic status it is very
tempting to charge. Attempt this with some units,
go for assault movement with others. Walking into
afirelaneisbad newstry to avoid thisby skirting
around them or keeping the small hill on D1
between you and Charlie. If the Mist startsto clear
on turn one staying in the trenches just isn't an
option. There is a strong case for some of the H6
troops using prep fire to soften up the Defenders,
with differing opinions asto the size of thisforce.
About 25-30% seems right making use of the
MMGs' and wounded Hero. Make sure you fire
in the advancing fore phase, before advancing
going for Close combat if the opportunity arises.
| think the spearhead of your attack should be the
6-4-8 squads, they have better raw firepower in
theadvancing fire phase, and are awesomein close
combat.

On turn two. You should be feeling more
confident whilst the PAVN beginsto swest. If you
can occupy a small sector and build a bridge for
your troops to run South his chances of Victory
will depend on closing the gaps and quickly! You
must resist this with IFT attacks, OBA if it is
sighted and accepting close combat if offered.
Trickle troops South always maintaining a sense
of urgency.

Thisisvery tricky to do, the gifted amongst
us will get it right either through a deep
understanding of the game blind luck. everyone
else, myself included will make mistakes, firing
too soon, delaying Southwards movement or
fighting for too long. Do your best, it isreasonable
to expect the PAVN play to also include some
mistakes. Perhaps the worst mistake to make is
being drawn into a successful firefight, killing
PAVN but losing sight of exit requirements.

Before too long you will have some H6
troops in the Trenches. Moving them off board
immediately protects them form enemy fire. A
Shiper attack that kills Mr. 10-2 and robbed me

of Victory would be infuriating, with a SAN of 4
and lots of DR it is hot impossible. judging when
to fight and when to withdraw needs careful
planning. Once you have twelve or more CVPin
the Trench move off, passing any SW to the
remaining troops as you go. If before then you
can provide fire support do so to give others a
chance to escape.

A few lose ends. An 80mm module is
alwayswelcome, with three red cardsin the draw
pile, mud and trench networks don’'t expect too
much from it though. Make use of smoke!
Obviously when you are charging the Trenches,
also when crossing open ground. An unusual use
isfor the relief force to smoke adjacent hexes to
give cover. Keep aside record of any relief force
troops that become fanatic to avoid the
embarrassing error of exiting one off-board in the
belief that it was a H6 unit. I’ ve not encountered
anyone who would knowingly do it, but would
be profoundly miserableif | didit myself . Moving
on, half expect the PAVN to launch a desperate
attack in the closing stages of the game. Either to
stop units exiting or reaching trenches. This will
require careful target selection and a cool head
stay alert till the end of turn six. Finaly stay
focused on the objective, don’'t become distracted,
note the turn record and the movement abilities
of your units.

Although turns one and two are abit hairy,
onceyou reach thefirst trench network you should
gain confidence. If you can restrict or oppose the
lateral movement of PAVN troops you can
reasonably expect a Victory. Win or lose spare a
thought for the French Sergeant who helped give
his comrades a fighting chance in redl life.

DBP4 Conclusion

Not everyone is going to like this,
personally | think it is a very good scenario with
an interesting OB and challenging Victory
Conditions. SSR 2 the PAVN morale check has a
big effect on balance, SSR 8 the +1 IFT modifier
for sandbagsiscontroversial. Even so Escapefrom
Huguette 6 deserves to be played at least once as
afriendly game. A lot of thought has gone into
the design and the Historical write up is exciting.

Thisis probably more fun for the French ,
with a seriously strong force and a just cause to
fight. Everyone should experience mounting
excitement as turn six approaches.

DBP5 Langlais on Hill 781
This scenario features a French attack up

a Level four Hill against a larger PAVN force

preparing to either counter attack or resolutely
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defend the Hill. Dense Jungle, double crests,
French assault engineers and the appearance of
the T'ai Irregulars make this an interesting Fight.

For French players there is the added
attraction of Lt. Colonel Pierre Charles Langlais,
a45 year old Breton who broke hisleg onlanding.
Scary looking bloke from the few photos of him
I’ve seen.

Looking long and hard at the map will help
both players. Lessthan half of board 39isin play,
rows R to EE. The entire central Hill is covered
by trees, as open ground, brush, and Orchard
hexes on the Hill become Dense Jungle. In R2
crag is present which may be significant when
planning PAVN set up. Key features include the
Path from R8 to U4, and the outcrop at V7 and
WS8. Itisalsoworth noting only 20 level four hexes
are available for PAVN set up, complicated by
Dense Junglelimiting penalty free stacking to two
squads or equivalents per hex. As Dense Jungle
isinherent terrain lines of sight are very restricted,
most fire combat will take place at one hex range.

The French player benefitsmorefrom very
close scrutiny of the map. Most of the PAVN
moves will be down hill costing less MF than
ascent. Uphill movement requires 4 MF into
Dense Jungle4 MF, acrossadoublecrest thisrises
to 8MF! SSR 5 helps advances up a single slope
but does not help when double crests are crossed.
Key spotsfor French study arethe Path connecting
R8 and S7 for a quick route onto the Hill, Hexes
U7 and W7 if you fancy a fight to control the
spur from V7 to W8, and the hexes around BB5
the Northern end of the Central hill level four area
if manoeuvre against a flank appeals.

If you have two copies of board 39 use
oneto help calculate movement costs. Theartwork
on the Hill is good, unfortunately with a liberal
covering of counters it is difficult to check
elevation without moving stacks.

DBP5 French set up

This is a very difficult scenario with
considerable scope for making snap decisions
during play. A bit of pre planning and assessment
of the PAVNS' strengths' and weaknesses does
help a bit. The mission objective isto gain more
VPs' than you lose. Points are awarded for CVP,
and control of Sangars. You effectively lose VPs
when the enemy gains control of foxholes. The
fortification control is interesting. Sangars are
worth morethan foxholes, giving you avery slight
edge before the game even starts. Look very
closely at the set up conditions, Sangars' are
limited to level one or two hexes, which cannot
be adjacent. This spreads them out nicely.
Foxholes are also limited to non adjacent
placement on level one or two hexes but you can
bunch them together more easily due to the
geography of your set up area. Thismakesdefence
dlightly easier. Trust methisiseasier to seeif you
start placing counters on board. The Vietsend up
with aspaced linefrom say R1to AA3, compared
with your choice of either a cluster around CC8
or aline of your own.

Enemy forces slightly outnumber your
own, by twenty two squads to twenty. You have a
slight advantage in Leadership, better support
weapons, flame-throwers, demolition charges, and
generally higher ELR. Your usable firepower is
much stronger, particularly at close range. The
bad newskeepsthe Vietsinthegame. All 1stLine

THE TRENCHES

PAVN are stealthy, up to 10% FRU of hisforceor
three squads can set up hidden, as can the DSHK
38/46. Another problem is the T'al irregulars.
Their ELR isvery low, with six morale expect to
see some disrupted units! In melee or Hand to
hand the PAVN have a slight edge due to stealth
and generally being uphill of your troops.

Before playing against alive opponent try
a bit of solo play advancing up hill against a
concealed PAVN squad in dense jungle, chances
areyou will lose more unitsthan the enemy do. A
firefight works better for the French. PAVN cannot
form multi location firegroups, cannot recombine
and lose disproportionately when casualty
reducing. If you can draw the enemy into a six
turn firefight you have a very good chance of a
win!

Todraw your opponent into afirefight you
need to manoeuvre against a weakness in his
defences. Setting up across the entire hill will
tempt the PAVN into a down hill charge against
part of your force. With luck you could emerge
Victorious but there are rather better alternatives.
Concentrating in a line of seven or eight hexes
with some troops covering your flank or flanks
makes the hexes in front of you very dangerous.
Even against aconcesal ed stack you should be able
to get something better than an 8 +2 IFT attack ,
rising up to 16, 20 or 24 IFT attacks at +2 TEM
once concealment is stripped. Bring DC and
Flame-throwersto the Party , factor in Leadership
and suddenly thisdoesn’t look like an easy PAVN
win. Higher ELR will reduce the incidence of
replacement, higher morale will aso do this and
makes breaking less likely. As for rallying, well
here Commissars really help the PAVN, a bit of
bad news, try to keep them busy rounding up
conscript half sguads.

Thinking about individua firefights, aim
to KIA, K or double break units. As the PAVN
cannot recombine casualty reduction really hurts.
First linerifle haf squads are 1-3-7s' feebleina
firefight and none too deadly in Close combat. A
French half squad will have 2 or 3 firepower and
importantly can recombine. The T'a are an
exception to this being more like PAVN. Keeping
the T’ al inreserve and using them in close combat
makes a deal of sense.

Although afirefight is offensive by virtue
of killing enemy units at a faster rate than you
lose you cannot really expect to stay in one spot
and win. Some offensive movement is essential.
This might just be contraction or reorganisation
of your skirmish line, but at some stage moving
uphill or round the flanks of the summit might be
viable.

When this happens watch out for hidden
units. Any hex you have plastered effectively with
fire should be clear of enemy troops. Any hex
whereyou have seen two enemy squad equivalents
is also safe, as are any hexes below level four.
Keep in view if you are aready winning by five
or more CVP thereis no real need to go looking
for trouble! If you are down by a similar amount
well really you do need to risk it.

Beforeplay read therulesfor Dense Jungle.
They are really easy to understand and you do
need to know everything. For example recovery
is less likely to happen, entrenching is pretty
difficult (and pointless?), and you just might want
to hack a path through the undergrowth.

So far I’'ve make no specific mention of

where to attack. There are three main areas to
consider. The Southern and Northern map edges
and around the V7, W8 spur. To my mind the
Northern flank looks the most tempting as you
can overlap the defences there and try to gain a
Sangar. The Spur allows easier access to Level
Four at some risk of wandering into hidden units.
The Southern flank offers a rather useful path,
tainted by the prospect of PAV N reservesarriving
just behind you. Pick a spot that suits then set up
to attack it. You can even split your force if you
have a strong yen to do so.

| favour using the T ai on the flanks. The
cutting edge of your force will be aline of six or
seven hexes with two squads and a couple of
support weaponsin each hex. Thereisno ultimate
set up which will win the game, mixed stacks of
paras and Moroccanswill work, concentrating the
MMGs or splitting them up is workable. Mostly
this comes down to personal choice or style. I'd
suggest keeping two Legionaire half squads
together, maybe a FT for one a DC for the other.
Later these can recombine as a squad. Stick Lt.
Colone Langlaisnear themiddleand a-1 Leader
on either flank and you are ready to fight.

A few quick ideas and loose ends.
Generally avoid CC particularly Hand to hand,
you are stronger in afirefight. The T'al are weak
in a firefight, but can defend reasonably well in
close combat. Don’t get too aggressive. You only
need to beaV P ahead to win. Being aglory hound
and charging up the Hill risks all. Expect some
bad luck, some gacked rolls, adverse Close combat
results and the odd sniper attack. Use the
concealment countersto confuse the enemy when
hetry to determine the composition of your stacks
and to create sniper bait. Remember Human wave
cannot be launched from an adjacent location, so
you are spared it unless you move too far East.
Onceyou start winning the firefight expect to see
Hidden units appear and reserves shift laterally.
Watch out for concealed units drawing fire
sometimes these will be dummies. Finally keep a
grip on your own morale. In scenarios like this
one, fretting or worrying, or just losing heart can
rob you of Victory. Takeabreak if you are getting
a kicking, conversely pile on the pressure when
you gain an advantage, don’t reduce the opponent
to tears but make them sweat.

Thefirst turnwill be nervewracking. After
that you should settleand go onto win. Half expect
aclose result and afew grey hairs.

DBP5 PAVN set up

To win you need to amass more VP for
fortification control and CV P than the French do.
Thereisachanceyou might equal the French total
in which case you have earned a legitimate draw,
not something you see very often in ASL.

Enemy forces range from T'al Irregulars
through to seasoned French Paratroopers,
Legionaires with FT and DC, and some
Moroccans who are decent enough troops. In
terms of raw firepower the French have a big
advantage, the T’ ai are conscripts so cower more
than regular troops, but even they have firepower
equal to the mgjority of your own forces. Enemy
morale is better than your own, as is support
weapon allocation when you take account of
breakdown numbersisslightly superior. Engaging
in aprotracted firefight probably isn’t the way to
win, unless you are very lucky.



If fire combat might not lead to awin, the
aternativeisclose combat. The good newsisyou
are Stealthy that gives you a better chance of an
ambush. In Dense Jungle norma French troops
will struggle to ambush you due to the steathy
modifier and a +1 for advancing in Jungle. On
the offensive stealth and the Jungle DRM cancel
each other out. An exception to this rule is the
T'a who are also stealthy. Unfortunately whilst
you have some advantages in close combat there
aresome problems. Top of thelistisbasic strength.
your troops are 5-3-7s and 3-4-7s' taking on 6-
4-8, 4-5-7, 2-4-8 and 3-3-6 units. For the best
results you need to seek to fight the enemy on
equal or superior terms, say SMG squad Vs
Moroccans or T'ai, or two Rifle squads against a
lone Moroccan or Legionnaire Half squad.
Againgt the Paras, well, it's best to avoid them
unless they are pinned, counter exhausted, you
have the advantage of concealment or most of
these circumstances apply.

Summing up both fire combat and close
combat are not ideal. To win you need to use a
very carefully organised combination of both.
Some help comes from the French set up. Ideally
a dispersed set up across the entire board would
allow you to defend in some sectors by
concealment and skulking, whilst concentrating
for awin in other sectors. More likely the French
will have massed in one or two areasfor an attack.
By carefully studying board 39 we should be able
to find spots were the PAVN can fight at a slight
advantage. A good example of what we need is
hex U7. If occupied you could start the attack with
a fire attack from U6 followed by further fire
attacks or close combat initiated by units in T6
and V6. It may even be possible to assault move
safely to V8 to capture retreating units. If this
attack works skulking in other areas could
consolidate a slight gain. If the French are not
present in this hex look at W7, Z7, even BB7 for
a similar opportunity.

French set up can frustrate your plans, your
opening volley might fall on stack of dummies,
or robust units that shrug off your fire. Play
requires some very swift reaction to
disappointment and a plan B. Keep in view the
French too will have aplan. Thiscould beadrive
onto level four hexes or a movement round the
Northern flank. The flank attack can be slowed
by concealed units, or opposed in strength. It really
isn’t possible to stop a determined attack gaining
at least a foothold on the hill summit. One idea
makes use of the 12.7mm MG, and its ROF of
two to oppose a French assault. Probably not a
good idea to put this in the front line as its loss
could give the French some easy points. If you
seethe HMG as not very effective placing it way
back in R3 ensures only a deep penetration by
the French will get anywhere near it. An added
advantage your opponent will bewondering where
the HMG is, perhaps moving cautiously until he
finds it?

If agap or weakness appearsin the French
line aflanking attack could lead to captured units
or even foxholes. Certainly worth atry if you are
opposed by only asmall stack of concealed units.
Even more doable if you have found most of the
dummy counters or stacks and can identify
roughly what opposes you.

If al this seems like hard work and you
like a gamble a charge on turn one has potential.

This could be preceded by prep fire, an attack in
the advance phase by concealed units or amix of
both. A nice simple attack if you are in a hurry.
Against a dispersed force there is a very real
chance of success. It will not work too well if the
enemy opensup with effectivefireinthedefensive
fire phase or is strong in the areas you attack.

In addition to setting up the HMG
emplaced and/or hidden you can use HIPfor 10%
of your force FRU. Up to three squads is a
reasonableforce. These units can be used to screen
defensive areas, to hide reserve units behind your
front line or set cunning traps. Most traps require
French troops to be moving or on the summit,
but if this becomes unlikely there is no harm in
exchanging hidden status for concealment and
moving forwards.

During set up it is important to plan rout
paths that take account of Dense Jungle stacking
limitations. By exchanging one or two leadersfor
commissars you can plan to return broken units
tothe battle as soon as possible. I’ d beinclined to
take two commissars, other players might opt for
oneor none. Really thisisdown to personal choice
and should reflect your own style of play rather
than my own preferences.

At some stage expect reinforcements.
These can range from two to three squads with or
without a leader, not a bad little force that may
scare the French away from the Southern edge of
the board. If this catches a partially completed
enemy attack in the flank tremendous. Almost as
good drawing enemy troops to oppose it, or
gaining a fox hole or two. Chances are you will
get something early in the game. If you are
unlucky you might roll high till turns five or six.
It doesn’t mean you have lost the game,
particularly if fear of the threat has done some
work. | might be missing something, how does
the dismantled MMG assemble in time to make a
difference? In brief roll low.

In some respectsthe terrain should feature
inyour plans. Being uphill in dense Jungle makes
you hard to shift. Dense Jungle negates your
inability to form multi location fire groups and
gives some discouragement to French close
combat attacks.

Thisis atough fight, which is difficult to
win. Due to your up hill position and first move,
plus the advantage of setting up second you do
enjoy more initiative than the French. A win
would be nice but settlefor aclosegameand alot
of fun if you are dogged by unfriendly dice or
exceedingly good French play.

DBP5 Conclusion

Another scary scenario. Both sides have
strong forces, the French have the edge in
firepower, the PAVN in close combat if you allow
for stealth and the high ground. Not for the faint
hearted, thisreally will provides atest of players
knowledge of therules, ability to plan and to make
snap decisions. A variety of stratagems can be
adopted by both sidesranging from blood curdling
charges, intensefirefights, through to manoeuvre
to gain the foxholes or Sangars.

Only dight disappointment is the terrain,
or rather thelimited lines of sight, which prevents
a human wave attack by the PAVN.

| o i

DBP6 Route 41

Thisisanicely designed scenario, aclassic
ambush which starts well for the PAVN then gets
harder asthe French recover. Both sides get some
pretty serious OBA, plenty of support weapons
and enough troops. One dlight snagisterrain, Palm
trees and buildings are treated as open ground,
walls and hedges are ignored. Most players will
cope with this easily, afew will be discouraged.
Itispractical to cover buildings on board 16 with
open ground overlays, you only need three, and if
needs be place overlays over some of the other
buildings as well. | find it helps to think of the
non existent walls and hedges as being very low,
too low to influence play.

Before play starts, before you even open
the bidding for a favoured side have along hard
look at the map paying particular attentionto lines
of sight, rangesand set up areas. Also refresh your
knowledge of the rulesfor OBA, particularly Pre
registered hexes.

DBP6 French set up

For thefirst couple of turnsyou face some
very rough treatment, to win you must preserve
some of your forces to the game end. The only
criteria for Victory is your own casualty cap.
Consequently enemy casualties are not important
beyond the fact the more you kill the less PAVN
there are to attack you. Prisoners are also rather
important, a captured Para trooper squad earns
the PAVN four VPs', a captured 10-2 Leader a
whopping six. So the mission is to avoid being
killed or captured in great numbers. Fortunately
the casualty cap is very high, twenty eight points
or thirty two if you have blagged the balance. Your
entire at start order of Battle totals twenty eight
CVP. Whilst you can expect a kicking on turns
one and two, if even a small part of your initial
force survives you can win.

Your initial forces are impressive. Ten
sguads, four Leaders and a sprinkling of support
wespons. The paratroopersare superb, expect their
broken side morale of nine to keep them in the
gamelonger than you might at first expect. French
Artillery haslong beenimpressive, perhapsgoing
back to the days of Joan of Arc. If you can call
down 105mm OBA on troops in woods even
harassing firewill cause some casualtiesor at least
provide a hindrance to IFT attacks. Giving the
radio to Mr 10-2 isan idea, another Leader might
do an equally good job though? It is possible
PAVN attacks will prevent any fire missions ever
being resolved. The mortar just needs assembling
then it can start to hit any troops in Jungle with
lots of small attacks helped by airbursts. Pay
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careful attention to SSR 3, it keepsyour troopsin
the game and will greatly frustrate enemy units
rushing out to take prisoners.

Set up islimited to the twelve contiguous
road hexes between 16N4 and 16Y 4. Setting up
asquad or half squad per hex isavery reasonable
idea. Stacking is a bit more of a gamble.
Admittedly a stack of three squads and the 10-2
Leader is tough to break by IFT attacks, with
81mm OBA, high SAN and some pretty serious
IFT attacks your opponent will have adecent stab
at doing it! Worth trying if you are a very
aggressive player but not for the faint hearted.

If you decide on a column, split leaders
and support weapons evenly. Taking a tip from
the British navy your better Leaders should be
near the front and back of the line with either a
LMG or dismantled MMG. The Mortar makes
sense just about anywhere, maybe towards the
Southern board edge. The radio with an 8-1 or 7-
0 Leader can start near the middle. Nothing too
clever there, and plenty of room for substituting
units or even some stacks.

In somerespectstheterrainisrather hostile
to you. At start you are in open ground trudging
down a road with some signs of recent shelling
(PAVN spotting rounds). On either side are high
hills partialy covered with Jungle. No spot on
the road cannot be hit by fire from a number of
PAVN set up locationson turn one. The only cover
nearby is some Kunai, well lots of it really. This
provides a very useful ground level hindrance,
negates FFM O, and if you are looking for more
good news, well it doesn’t cause airbursh or make
critical hits any worse than they already are. As
Jungleisalevel two obstacleto LOS, the number
of decent locations for PAVN set up is limited,
even so they will be able to hit any hex on the
road they choose on turn one.

Enemy forces are pretty substantial.
Twenty squads, four leaders, four 60mm Mortars,
four MMGs, and four LMGS'. Rather worryingis
an 81mm Battalion Mortar with a pre registered
hex. Itisworth reading chapter C asnot only does
apreregistered hex add a black card to the draw
pile, and increase accuracy you might also be
shocked to see your opponent place a SR on turn
one and convert this to a FFE 1 in his prep fire
phase. If he has opted for harassing fire upwards
of five of your unitscould behit by a4 IFT attack.
As PAVN Battery access and Radio contact is
automatic on turn one you are almost certain to
behit by something. Thereisavery remote chance
of thisfirst attack being slightly off target, bevery
pleased if it happens. Expect some grief from the
MMGs', alot of Mortar attacks which will not be
discouraged by your SAN of two, and some low
odds IFT attacks from inherent squad firepower.
Enemy leadership is nothing specia unless you
have conceded the balance (try not to!). ELR is
pretty average, and enemy inherent range does
not exceed your own. If you do get drawn into
firefights settlefor EL R replacement resultsif they
happen, its generally better to break enemy units
rather than concentrating force to kill them.

You can make some guesses about enemy
deployment, but as PAVN sets up second and
enjoys some HIP and alot of concealment thisis
not too easy. On board two Hill 621 islikely to be
occupied by enemy mortars, the radio and most
if not all of the MMGSs'. Most of the remaining
units could be in Jungle or even on level one Hill
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hexesasthesestill providea+1 TEM against your
fire. On both boards some units may be positioned
to oppose or delay the arrival of reinforcements.
On board sixteen most ground level locationshave
their LOS hindered by Kunai. At Level 1 hexes
S8, R8 and Q9 are tempting. for the Mortars and
MMG. At ground level 110 is afair spot for the
MMG. On both boards a proportion of enemy
units might plan to charge through the Kunai to
capture some of your troops. Regardless of set
up, you can expect lots and lots of enemy attacks
in the opening turns. I d be surprised if hordes of
enemy units remained concealed or hidden and
frankly would rather they did!

When your reinforcements arrive some of
your at start forceswill be already dead, other will
be rallying a few will be fighting and trying to
move away from OBA or enemy infantry
concentrations. Keep in view the reinforcements
will aso count as CVP. Plan your entry carefully.
Run if you have a clear way onto the board be a
bit crafty if you are walking into a Mortar and
MMG ambush. Remember you have smoke and
can enter concealed if you assault move or enter
in the advance phase. Probably you will need to
use the arriving troops to cover the withdrawal of
broken squads. If you can help prisoners escape
it will frustrate your opponent and keeps you in
the game.

Keep a close eye on the clock. Turns one
through to three will pass very quickly and be
fairly unpleasant. The remaining turns should be
less hectic but may feature relentless mortar
attacks and the unwelcome attentions of enemy
Infantry. After fighting a way out of the initial
trap you must survive to the game end, in quite a
long scenario.

In summary, there are hordes of PAVN
Infantry , really nasty OBA, and difficult starting
position to contend with. | think itisworth playing
the French for precisely those reasons.

DBP6 PAVN Set up and Ambush

Earning twenty eight or more CVP by the
game end earns you awin. If you wipe the floor
with the French and destroy 28 CVP earlier in
the game it might be worth claiming a Victory?
The casualty cap is rather high. Earning al the
points through unit elimination will require the
destruction of the entire 1st Company. If French
balance is in effect you will also need to kill
another four CVP.

Killing the entire force will not be easy.
Some of your fireattackswill be KIA or K results
whichwill generally earn oneor moreVPs'. More
oftenan attack will resultin amorale check which
eight morale Parachutistsare apt to pass. A double
break will casualty reduce a squad, or eliminate a
half squad, but this is hard to achieve against
troops with a broken side morale of nine. SSR3
doesn’t help asbroken French units can low crawl
away from adjacent units towards other PAVN
troops.

Toincreaseyour chance of awin tow basic
tactics will help. The first is to take prisoners
whenever possible. Thisearns double CVP at the
game end. Prisoners can be escorted off afriendly
board edge, in this scenario | would guess any
edge other than the South is friendly but discuss
this one with the French before play starts. If you
declare no quarter early in the game, Route 41
becomes alot harder.

Thesecond key ruleisencirclement. If you
subject the enemy to consecutive attacks within
inherent range from opposite directions an
encirclement counter is placed on al unitsin the
location. Several benefits accrue, French return
fireis less effective, effective morale drops and,
if | understand SSR3 correctly, still forces broken
encircled units to surrender. Another benefit is
the doubling of movement cost for units exiting
anencircled location. Section A7.7 of the ASLRB
isworth studying before play! In practice aiming
for encirclement is easy if you organise your fire
attacks. Begin by firing from one board then fire
another unit from the other. If your first fire attack
results in a kill a follow up attack might not be
needed, anything less and asubsequent encircling
attack movesyou one small step closer to Victory.

The Paras are atough bunch, al are Elite,
with an ELR of five and adequate support
weapons. At start you outnumber the French by
two to one, this soon drops as another eight Para
sguads enter the fray as early as turn two. T win
you must carefully pick your targets. | believethe
most dangerous French man is the chap with the
radio. Given time hewill call down 105mm OBA
using adraw pile of nine black and two red cards.
You can hope for red cards, and failed contact
rolls, but there is acase for trying to kill or break
the guy. Most opponents will use Mr 7-0 as the
observer, somewill usean 8-1, avery few Mr 10-
2. Next on the most dangerous list is the 10-2,
assuming heis not operating the radio. After him
all other Leaders are dangerous, followed in
descending order by any squads with MGs', the
mortar and crew, squads, and finally half squads.
In the first couple of turns you need only worry
about the !1 st Company. Later French
reinforcements will be an issue of which more
|ater.

Your own troops should be pretty pleased
with themselves, they outnumber the French by
two to one, have the advantage of abetter position
and shooting first. You start with a fair selection
of support weapons, reasonable Leadership and
the very important 8lmm Mortar module.

The most important man on board two is
the Artillery observer. Decide where he will start
the game and how he will be used in the first
couple of turns. Pick a spot for the Pre registered
hex. To do this you need to make some
assumptions about French set up. Although
restricted to the road, French troops can stack up
tothree squadsin asingle hex with all the L eaders.
It would be nice to preregister a hex occupied by
three sguads with another six in the adjacent
locations, rarely will you be that lucky. Options
include acentral spot like T4 or further South say
Y 4. Any spot is a gamble, be pleased if it was a
good choice don’t despair of it wasn’t too clever.
Make sure the observer has a line of sight to the
chosen spot. SSR2 alows for HIP. Dueto line of
sight obstaclesthere are not too many clever spots
for the observer. Jungle hexes R8, S9, T9, X8 and
X9 are dl worth alook. If you can accept setting
up in the open and forgoing concealment or
hidden status have a look at level three hex O6.
This has the best line of sight available paid for
intermsof vulnerability to enemy fire. Trust your
own judgement in choosing aspot that fitsin with
your plans. If theenemy avoidsyour preregistered
hex and you are al so unsighted remember you can
relocate to a better spot. On turn one you would



like to see French troops standing around your
preregistered hex. This allows for placement of a
spotting round and immediately converting to a
FFE 1. If accurate you start hitting the enemy with
16 IFT attacks at zero TEM. Given French set up
along the road as many as three hexes could be
effected. Harassing fire is an option, attacking on
the four IFT column, over abigger area. What to
useisajudgement call. If you are inaccurate and
very unlucky instead of flattening French troops
you will be hammering open ground or Kunai.
This should not happen too often. correct the
Artillery in subsequent turns.

Therest of your troops on both boardstwo
and sixteen have anumber of options. Theextreme
choices are to aim to destroy the French through
long range firepower or seek to overwhelm or
capture them in close combat. Massing your
troops for a human wave on turn one is pretty
silly. Sotoo is over reliance on raw fire power to
kill the French. Admittedly even the most bizarre
stratagems can work in ASL given the right
opponent or astring of lucky die rolls but usually
there are alternatives.

Personally | would use some troops as a
fire base and other as an assault force. Mortar and
MMG crews are the teeth of the firebase. Against
direct fire light Jungle provides equal protection
compared to Infantry height advantage. Against
OBA or Mortars height advantage has an edge,
trading concealment for protection. On board two
any of the locations given for the observer are
valid. Onlevel onehills, look at 09, P8 and Q7, a
bit restricted but not too shabby. Fortunately you
can decide which spots to use after the French
have set up! The assault force can start in the same
hexes. Generally locations closer to board sixteen
are good. Open ground is not out of the question,
remember you move first and shoot first and the
Frenchies are also in the open.

On board 39 line of sight is hindered at
ground level by ahuge swathe of Kunai that gives
the French the same protection aswooden or stone
buildings (+2 or +3). At level one there are some
reasonable spots for a MMG or Mortar. Jungle
hexes S8, R8, and Q9 are fair. At ground level
light Jungle in 110 is an interesting spot for a
MMG team. A firelane here would greatly
complicate movement across the Y hexrow on
board sixteen. Thisisan important row for troops
moving North or South. There might be a case
for using an MM G or mortar on board 39 to slow
the movement of French reinforcements. Tricky
choice as the more units used for thisthe less are
availablefor hitting the onboard troopsin thefirst
two turns.

With Mr 7-0 tied up with the radio, you
are a wee bit short on Leadership. Exchanging
one or two Leaders for commissars can improve
your ability to rally troops. On board thirty nine
you can hold your force together reasonably well
and even attack in more than one place. On board
two effectively thereis only one leader available
and you must choose whether to have him stay in
a fire support role or move forwards with any
assault troops.

After afusillade of shotson turn one assess
thedamage you have caused in the prep fire phase.
with accurate artillery, and some better than
average rolls the French might be weakened. If
most units are broken a charge to exploit this can
work. If you have done less damage a more
cautious approach can be better. In all casestry to

keep the French from the Southern edge.

I’ ve not said too much about conceal ment.
In addition to the observer, up to two squads can
start hidden in concealment terrain. There might
be a case for using this alocation to hide some
troops to oppose the rapid movement of
Reinforcements. Other ideas include cunning
traps for the opponent, erm |’ m not too sure what
these might be though. Possibly the Jungle in
39110 is suable for both purposes, it can oppose
movement on the Y hexrow and might spring a
surprise on a routing unit.

If you do not need to conceal units make a
few dummy stacksto draw sniper fire, particularly
around the observers location. Try not to conceal
just for the sake of it if you plan to move and/or
shoot on turn one. Similarly conceal units that
are out of the French line of sight.

A few loose ends. Go for close combat
when you can. Nearly alwaystake prisoners. Half
expect the French to use inherent smoke, pass
morale checks you would not believe and give
effective return fire when you least expect or
appreciateit! If your MGs' or Mortars break join
the fight in the middle your own CVPs are
unimportant. In similar vein you can lose your
entire force, some of it can be captured and still
win if you hit the French CVP Cap. I'd be
disappointed to come close to victory, and still
lose with an intact PAVN OB, its not unlucky 1'd
have done something wrong!

Finally keep an eye on theclock. Havefun
for the first two turns, start to feel the pressure as
therelief force arrives and chips away for the rest
of the game. The first turn should always be fun,
afterwards the game gets harder but remains
enjoyable.

DBP6 Conclusion

| do like Route 41 as an ambush scenario.
It is hard for the PAVN to win unless they move
forwards and attack at short range or in close
combat. The French arevery resistant to all forms
of attack and have to be as they start in difficult
circumstances.

For the French in particular there is scope
for very rapid thought and action in response to
the effectiveness of PAVN attacks. This also
appliesto an extent for the PAVN who must exploit
any good fortune to build awin.

Possibly thisismorefun for the PAVN than
the French, athough | think it is fairly balanced
and might even favour the Paras.

DBP7 Castor’s Opening Act

Rather likethelook of thisone. The French
must push through the PAVN lines to catch the

HQ of the 148th Regiment to the South before it
can escape. Before play chapter H is worth
reading, also gen up on Recoilless Rifles. A long
hard look at the map in conjunction with the SSR
will pay dividends. Grain and orchard are open
ground, the only terrainin play islimited to Huts,
Brush and hex upon hex of open ground.

DBP7 PAVN Set up options

One way of looking at the Victory
conditionsisterritorial simply to limit the exit of
French forces to eight EVP. Alternatively by
reducing the French forceto seven VP or lessyou
will win aslong as your opponent doesn’t benefit
from leader creation or a Battle hardened L eader.
Limiting French exit is more redlistic than awin
by massive attrition but keep the ideain view in
caseyou quickly gain the upper hand in afirefight
and can capitalise on it by using your reserves.

Set up options take account of these two
ways to win. If your aim is to reduce the French
by firepower you need to prepare akilling ground,
draw him into it then kill as many troops as you
can. If you favour this approach setting up on or
closeto row F to hit the French on turn one offers
the best chance of success. I'd agree a set up
further South could do the same to arash French
advance but it would give your opponent more
opportunities to rout, and present him with the
opportunity to spoil your fun with smoke and
speculativefire. On turn one the French can move
on in the advance phase but more often will
present targets moving in the open covered by
patchy smoke.

Severa problems complicatethis strategy.
Top of the list must be raw firepower, closely
followed by range, troop quality, leadership and
terrain. Your own forces have a raw firepower
including MGs' of 60, backed up by amortar and
57mm RecoillessRifle. Unfortunately four squads
are5-3-7s and eight are 3-4-7s which can reduce
your firepower by awhole 12 FPfactors, down to
48 Factors. Bring range into the equation and
firepower drops again. Take into account
hindrances from Brush and any French smoke and
suddenly a board edge massacre becomes less
realistic. In the advancing fire phase any
remaining French troops have araw firepower of
4 Factors, totalling up to 48 factors if you have
achieved very little on turn one. Making use of
the cover provided by huts will help, even
concealment in brush conceals your intention to
make a fight of it. Worth using HIP and
Conceal ment counters to disguise your plans-you
have a better chance of wiping out French units
if enemy forces misread your set up asadelaying
action. One other idea to consider, stacking
concentrates your force and maximises the raw
IFT firepower you can use. The downside is
greater vulnerability to return fire and a more
predictable set up.

Potentially you could kill or break alot of
French in the opening turn and do more damage
in your prep fire phase. By all means try an
aggressive opening if you feel lucky, but consider
other options before you do this! Plan B is an
extremely defensive set up, far to the South,
concealed in Brush. The plan is to complicate
French entry. Your own forces are not drawn into
afirefight early in the game, whilst your Mortars
and MMG/HMG’ can deter rapid French
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movement. With proportionately much smaller
forces this would be an excellent plan. One
difficulty you hit is a limited range of locations
to hide, with the distinct possibility of French
troops taking the huts and commencing a brief
firefight to shoot a whole in your defences.
Routing present problems for your troops which
will only partially be offset by exchanging aleader
for aCommissar. A slight variation on thisdefence
uses hidden units and perhaps a few concealed
units mixed with dummies to discourage rapid
French movement by starting in the Village.
Against very cautious opposition this highly
defensive set up will work very well, certainly
worth considering if your opponent lacks dash.
Against stronger opponentsthereisan aternative.

The basic idea is to form the defence
around two small defensive Islands with some
associated outpost or sub units. Another Leader
would be very helpful alowing athird Island to
beformed. Begin by forming two platoons of three
squads, a Leader, HMG or LMG, and position
them in the Village. Decide on rifle or SMG
squads once you have loosely fixed the units
location to take account of the range you will be
firing at. Tend towards having two squads
forwards, one back with the leader and MG so
you can try to rally broken troops. optionally you
can add an LMG or another squad to these
platoons. The remaining five or six squads need
to be used creatively. Lots of ideas are practical.
A mortar and crew in the back field ready to offer
fire support and create a tactical problem for the
French. A hidden unit concealed in a startling
location. Intelligent use of concealment counters
to create dummies or beef up small stacks. Even
a couple of sguads up front seeking to scare he
French on turn one. The Gun can betricky. Firing
it sends a jet of flame out of the back. Anyone
immediately behind the gun risks injury, with a
further threat of flame. A lonebrushisan obvious
but effective spot for the gun. There are plenty to
choose from P1, NO, even N4 look good, many
others are decent enough.

Onturn one contest French movement with
firepower. Long range MG fire, RCL and Mortar
shots are worth taking, the risk from return fireis
minimal. Although this exposes your unitsto fire
this is an acceptable risk to slow French
movement. In subsequent turns give ground
slowly. Beabit stubbornif you are presented with
achanceto prevent the rout of some French units,
being careful not to be drawn into firefights you
will lose. Think carefully before you reveal any
hidden units be very please if you inflict search
casualties.

Keep skulking or moving units back
gradually always seeking further delay. With a
reasonable set up, fair run of the dice and some
quick thinking during play you should pull off a
winor comevery closetoit. If you can keep track
of French units exited this will help anticipate
French moves to a limited extent. Certainly on
the last turn you will know if a frantic dash is
needed or if you have already lost.

Never givein before the French have won.
Some crazy things happen in ASL. The best
obstacle to movement is not amassivefire attack,
alowly conscript squad will block movement of
good order units. Make use of firelanes, final
protectivefire, intensive or sustained fireanything
that might break, pin or divert an enemy unit.

THE TRENCHES

Fight hard thefate of your friendsin head quarters
is at stake.

DBP7 French entry and Attack

Thisisatricky scenario to win, play starts
moving onto the board in the face of awell armed
enemy resolved to prevent you exiting eight or
more EVP. At game start you have atotal of thirty
one EVP, you can just about afford to lose eight
squads and three Leaders and till win aslong as
the rest of your troops exit on time.

Enemy forces are numberous, with plenty
of support weaponsincluding a57mm Recoilless
Gun and aMortar. Troop quality islower, with an
ELR of three there is a chance of second line
sgquadsor conscripts appearing. PAVN Leadership
is a bit sparse @a 9-1 Leader and an 8-0 or more
likely acommissar. enemy firepower islimited, a
bit more scary a SAN of five, alot more scary
two sguads and their accompanying leaders or
support weapons can set up hidden. Due to some
hidden status the approximate positions of some
enemy units can only be guessed at.

Your own troops are simply outstanding,
three Leaders, one of them a 9-2, twelve
Paratrooper squads, and a sprinkling of support
weapons, including a pair of mortars complete
with WP 8 (7+1 for elite unit).

Three factors make this scenario a
challenge, enemy troops, terrain and time. In my
opinion the most hostile is the terrain. There is
very little cover availablefor your troops and just
about enough to hide the enemy. The highest TEM
in play is for huts! Scattered brush prove some
cover and hindrancesto fire. Along the North edge
where you enter two brush hexes afford cover, a
problem if enemy troops oppose your entry. Time
isalso aconsideration. Without much dead ground
or cover you will be tempted to limit movement.
To cover sixteen hexes in six turns will require
more than assault moves and advance phase
movement. Enemy forces will be totally opposed
to the idea of a French win. They will seek to
inflict casualties or delay, conduct a stubborn
defence hit you with afew surprises during play.

Despite all the bad news there is a very
good chance of a French win. Consider the basic
pointsvalue of the Infantry involved, PAVN SMG
squads are worth 12 points, Rifle squads 10 for a
PAVN total of 128 points, against twelve Para
Squads at 16 points each for 192 points. A
reasonable argument for playing the French, even
alowing for Support weapons, concealment and
hidden status.

One of the fundamental principals of war
is to gain the initiative. When attacking a
defensive position that should not mean adetailed
plan of attack that does not vary in relation to
enemy dispositions. For Castors opening act you
will have to make ajudgement of how the PAVN
is prepared, then make plans to exploit any
weaknesses or work towards your ultimate plan
for Victory.

The enemy has three basic strategies. A
deep defence aiming to allow you some freedom
of movement in the opening turns before strongly
opposing your exit. A layered defence to delay
your advance and inflict casualties or thirdly a
Stonewal| defence aimed to stop you on the board
edge.

All three defences have strengths and
weakness, a big problem though is the difficulty

in guessing which one your opponent intends to
use. With two hidden units, concealed units and
some dummy stacksthereissome scopefor being
misled. There is scope for some miscalculation
particularly if you avoid moving in stacks, running
through open ground and make use of smoke,
search, and your firepower.

A deep defence concentrates most of the
enemy troops near the exit area. Some forces will
opposeyour entry and subsequent movement with
a larger portion retaining concealment of hidden
status until you are nearly ready to exit. If you are
excessively cautious or deceived by dummy
counters or small screening forces awin become
very difficult. Ideally you need to anticipate this
strategy and move further and faster across the
board. Once you have determined the PAVN
strategy occupy the Village, set up your Mortars
and M Gsand shoot aholeto exit through. Routing
enemy unitswill struggle, pick up afew prisoners
on your way out. Your chances of awin against
this defence are much better than average, don’'t
blow it by being excessively cautious.

A layered defence that seeks to contest
your movement and/or inflict casualties is more
of a threat. Rapid movement will be countered
by fire, a cautious build up by a slow PAVN
withdrawal. Although difficult to beat there are
tactics that will work. Manoeuvre against any
weaknessin the defence, use WP fromtheMortars
to reveal units or even break them follow this up
with fire attacks or aggressive moves if you are
screened by smoke. Sounds easy, well it can be
sometimes, other times it will all go horribly
wrong, running out of WP, aseriesof painful SAN
attacks and tenaci ous defenders being encouraged
to rejoin the fight by a commissar. A creative
attack taking advantage of small opportunities as
they arise requires concentration. If you organise
your forces as platoons and assign them an
approximate route over the board you reduce the
burden of planning the activities of al your units
every turn. Most important the location and
activities of Leaders. With very low TEM any
Leader with a Negative modifier in a small
firegroup can destroy enemy units. For example
asix IFT attack directed by Le 9-2 causes akill
onafour or lesswhichissix times more effective
than an unmodified attack. A casualty reduced
result is also more likely occurring on a five or
six. Anything less than a nine causes a morale
check or better. All very obvious but worth
emphasising in an unusual scenario were the
strongest defensive terrain is a flimsy hut! Add
an LM G tothe party and you becomedlightly more
lethal. Provided you work hard to win firefights
and keep moving forwards you can reasonably
expect both a tough fight and a rather satisfying
win.

A less effective defence, a “ Stonewall”,
might be more commonly seen particularly if your
opponents are aggressive. The PAVN might go
for a quick win, opposing your entry onto the
board with his entire strength. In ajust world this
should not work, unfortunately it can. If you enter
in stacks running through open ground you will
be subject to numberous fire attacks from a
defensive set up on the Northern edges of the
Village. Hidden and concealed units make it hard
to redlise this is the enemy’s plan, look hard for
subtle clues. Thereisn't any real way of knowing
where the hidden stacks are, they could be tucked



away in adistant corner, right in the middle of a
defensive position or even under a dummy stack
or in the same hex as area unit. Impossible to
tell on turn on. The concealment counters can be
used to create dummies, pad out other stacks. At
most three enemy “units’ can be created. usethese
small pieces of information to try and gauge the
strength of the enemy in the Village. With practice
you can make fair guesses of the location of
Leaders, particular types of support weapon and
even the recoilless rifle. Sometimes you will be
wrong or perhaps badly wrong but that doesn’'t
mean you shouldn’t try! Be careful not to use
wishful thinking, placing enemy units were you
want them then being indignhant when your
opponent hasn't fallen in with your ideas. Avoid
spending too long doing this, add to your estimates
of enemy dispositions as units are revealed.

Having guessed enemy plans and some
dispositions organi se platoonsready to attack. The
only terrain on the board edgeis brush in A4 and
A7. If you enter units on these two hexes using
assault movement you may get a chance to place
smoke and retain concealment. If you draw fireit
might spare other troops moving in the open,
unless your opponent retains ROF. If smoke is
place the next unit can enter benefiting from the
cover it provides placing smoke to cover the next
unit to enter. A lot can go wrong, ROF, low ralls,
failed morale checks and elimination for failure
to rout. Expect some losses. Up to four squadsis
possible but still leaves you a respectable force.
Limit your movement keeping out of normal range
when possible. In the advancing fire phase shoot
back, settle for breaking units is you can, enjoy
any more serious casualties. Priority targets should
be Leaders, support weapons crews and stacks of
units in that order. Somewhere on the list fire
attacks to give units a valid rout path. Thereisa
plan B, entry in the advance phase. Definitely a
sensible option for your Leaders. Has some merit
in so far as you are spared enemy defensive fire,
some unitswill gain concealment and your return
fireinthefirst volley of afirefight will be stronger.
Definitely an option, less aggressive but still
viable, it might unnerve or annoy an aggressive
opponent....which isnot aproblem! Onceyou are
on the board, win the subsequent firefight then
dash off the board. It is very tempting to stay and
kill Vietnamese if you are winning, do not lose
sight of the Victory conditions.

In all cases. Do not be scared of close
combat. Trading squad for squad makes sense if
you have numerical superiority, maybe avoid it if
you have had bad luck and losses early in the
game. Don't dig foxhole, avoid kindling unless
you really have to. Make use of cover. Search for
enemy units. Stay focused on the Victory
conditions. Roll low and retain ROF.

Whichever defensive set up the PAVN are
using expect an interesting fight. Thingswill look
bleak to start with, and can appear to get worse
on turn one. As play progresses the effectiveness
of French firepower and resilience of elite troops
with an ELR of 5 and underscored morale will
start to earn you a win. With only two leaders,
lower morale and an ELR of 3, the PAVN force
should melt away.

DBP7 Conclusion
Expect the French to exit at least some
units after astiff firefight. Some of the excitement

will come in the closing turns as the French plan
their exit, and the PAVN scratch a force together
to prevent it. The opening turn can be hectic or a
test of French nerve depending on PAVN set up.
Given you could play this one in an hour easily,
playing both sides is an option or even a quick
replay if you think your opponent was just plain
lucky! | liked the narrative on this one. Exiting
units are not moving off the edge of the world but
attacking a Headquarters, capturing maps,
destroying radios, shooting a few REMF and
reducing the combat effectiveness of the 148th
Regiment.

Which coversthefirst haf of the Dien Bien
Phu pack. I'll try and write up the other scenarios
for the next issue.

DEBRIEFINGS

This following Q&A and errata has
been posted the Internet ASL Mailing List
by various publishers in recent months.

ASL Journal 4
JM2 Bloody Omaha InMSR 6.31, replace the three instances of
“pillbox” (but not “ pillboxes”) with “ Trench”.

TheFineArt of Bushwackin’ On page 12 inthe 3 column about
half way downit says“You will beabletoroll for Ambush without
taking a PAATC (assuming it's an AFV) even though you' ve lost
concealment.” Thisstatement isonly trueif other Infantry actually
Advancesinto CC. Theeditorsaresorry if thishas confused anyone.

Fanatic Pack 2
Q FE 17 Philippine Scouts at Mabatang delete one Japanese crew.
FE 20 Collision Course the Germans movefirst.

Q

New German SW Info
And A Startling Conclusion!

Rusty Witek

Expertson WWI1 infantry weapons havelong been impressed with the battl efield performance
of German machine guns. Although the German infantry soldier wasusually saddled with an obsolete
rifle, the superb MG-42 gave the Wehrmacht formidable firepower and unprecedented tactical
flexibility.

Recent research by noted small-arms expert Gus Klim in his magisterial magnum opus
Small Arms of the Wehrmacht, 1937-1945: Apotheosis and Transcendence reveals a hitherto
unknown aspect of the MG-42's performance —in early 1943, German designers converted al their
machine guns to “never” guns. As suggested by the name, “never guns’” NEVER run out of
ammunition, making squad resupply a thing of the past. In the annals of modern warfare “never
guns’ previously had been used only by small children playing army men and cowboysand Indians,
in order to redress the problem of some kids having revolvers and therefore running out of anmo
after six “bangs.” Transferring this concept to modern armieswastypical of the brilliance of Teutonic
weapons designers.

Infact, the accumulated weight of evidence now requiresaradical revision of many historians’
viewson thewar. According to most expertsin ordnance and tank design, the conclusion isobvious:
Germany won World War I1.

“Just look at the facts,” says Jurgen Fliedermaus, author of Turns Out There Weren't So
Many Russians After All (1999), “the Tiger and Panther tanks (especially when retrofitted with the
super-secret “Zip-aGun” turret traverse) were unsurpassed in power, armour, and sheer coolness.
Kidstoday are still building plastic models of the ME-262, and if any of those big stupid Shermans
or Stalin tanks would get close to a German infantry squad, Pow! a panzerfaust right in the kisser!
And don’'t even get me started about the flak 88s.”

Historians now conjecture that German armed forces were victorious around December,
1944. “1t must have happened,” says Klim. “Add up the MG-42, the fast turrets on those groovy
tanks, throw the cool SS uniformsin there, and it's the only thing that makes any sense. But the
Americans, Russians, and British just kept bleating about ‘freedom’ so much that this mistaken
impression of German defeat somehow took hold.”

Even after amost 60 years, the ramifications of the German victory in WWII are expected to
be wide-ranging, including massive linguistic changesin Central and Eastern Europe and aradical
revision of the situation in the Middle East. Fortunately, changes to the Advanced Squad Leader
wargame system are expected to be minimal.
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An Armful of ASL Stuff

The week before and including
INTENSIVE FIRE 2002 waslike Christmas come
early for an ASL nut like me. A friend returned
from ASLOK with an armful of new ASL stuff —
dthoughinthepresent climate“ ASL Compatible”
is probably the better description of these.
Schwerpunkt 8, Onslaught to Orsha from HOB,
several scenario packs from the Winnipeg ASL
club and something from anewcomer, the Fanatic
Pack. Since then we' ve had the new ASL Journal
and the second Historical Study Operation
\eritable, both from MMP.
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October 2002

AF orum of lndependent Scenario Design

SCHWERPUNKT 8

The first | opened was of course the new
Schwerpunkt. Anyone who has read my earlier
reviews of the Schwerpunkt series will be aware
that | hold these in the highest regard. I'm sure
that there will be no surprises from our friends
who will attend the seventh annual BERSERK!
tournament in March this year when they see the
scenarios we've set, because, as ever there will
be a fair number of these scenarios included. As
inthe previousissues, Schwerpunkt isamagazine
stylepublication with at least one articleincluded,
thistime alook at the make up of the Russiansin
ASL. It has been along time since the first
examination of the Soviet OB was written in the
first ASL Annual and Brook White goes into
considerable depth in his discussion of how the
reality of the Soviet forces in WWII should be
translated in ASL terms. As occurs in many such
articles, Brook recommends that certain SSRs be
applied to more accurately represent certain
aspects, such as the poor training and experience
of crews, leader ratios and so on. Whether any
scenario designerswill be persuaded wewill have
to wait and see.

THE TRENCHES

Trev Edwards

The scenarios — as always twelve of them
— seem to be agood batch. | have been fortunate
to have played most of them by now. The only
one | have found so far to favour one side
(admittedly after only oneplaying) is‘ SP91 Show
A Little Guts', where | found the palm trees that
the Japanese attackers approach through gave
them so much cover that the US firepower had
little effect in the game | played. The other PTO
affair is *SP95 Burn Gurkha Burn’ which is a
really well paced scenario. A small force of really
good quality Japanese engineersare assaulting and
trying to clear three hills of Gurkhas (also very
good quality troops) with a sizeable flanking
attack from areduced strength first line company.
The Gurkhas get reinforcements including a 9-2
and the fight for the last hill is atight, tense way
to end the scenario. | really likethisone and think
itisaclassic.

| played ‘SP89 Assaulting Tes' against a
weaker opponent (yesBenitispossible) at IFthis
last year and | think it hasthe makingsof aclassic
also. See my write up of that tourney for a
description of thisgem, which | hopeto play again
soon. By now | have played and won SP96 Husum
Hotfoot’ both ways, as the SS and the Brits, so
1I’m bound to find that balanced (I love Wasps!).
*SP87 Fangsof the Tiger’ isalot of fun. Hulldown
positions for T-34s trying to stop Tigers moving
down a one-road axis to exit or destroy all the
enemy armour on theroad. Very enjoyable. ' SP85
The McCown Encounter’ sees a scratch force of
Americans trying to stop acompany of SS, al of
whom are in haftracks, from exiting off the far
side of afull board (or scoring killson M10 TD).
It is tough for the SS because there are inherent
pinch points and mines, as well as the US
personnel and vehicles to deal with. Just atouch
too big for BERSERK! we felt. ‘SP94 Out of
Order’ is set during the same operation as the
HOB scenario ‘FF14 Operation Rosselsprung’
and is a fight over a large building held by
Yugoslavian partisans. Beset on all sides by SS
paratroopers and a platoon of Bosnians they are
in for asurprise because the Germans have special
ammo which can fire up through floorboards to
higher floors, even if there is no stairwell! This
really needs you to set up extra boards or other
representations of the building so that you can
seewhat isgoing on (at Berserk! we are providing
copies of the building so the payers may usethem
to represent the higher floors—an ideawe nicked
formtheKinetic Energy boys). | have also recently
played “ Seelow Seesaw” whichislikealater war
version of “Hill 621.” A horde of Russians charge
across board 44 at their enemy supported by some
impressive heavy metal of the Red variety.
However, the Germans get a128L AT gun which
they can place atop the board 9 hill. Thisisadeath
ray and | seemed not to miss at al when playing
Ben at it. Given the height advantage the
German's enjoy and the LOS available to their

numerous MG's the SMOKE from the ISU 122's
is going to be the difference between awin and a
lossfor Ivan here. The other scenarios| am yet to
play, but they all look very promising, except
perhapsfor anall armour affair with |S2sslogging
it out with King tigers—lookslike the player with
themost turret hitswill win that, making it appear
that the dice will determine the winner more than
skill alone perhaps.

| know some playerswho may bemoan the
fact that the scenarios are light on chrome or
anything particularly memorable. That is, there
isno night, exotic terrain, desert or anything more
spectacular by way of weather than alittle wind,
twilight, mist, LV and snow to be found here.
Vanillaistheusual descriptor used in aderogatory
tone. Well, | like flavoured ice cream, but what |
realy enjoy isareally well made Vanilla. In ASL
terms, | am perfectly happy running a small to
moderate sized combined arms affair in NW
Europe aslong asthe scenario is otherwise sound.
Throw inacouple of PTO scenarios (as here) and
I"'m well happy. My one note of concern would
be the prevalence of the SS in this pack: Aside
from the two PTO scenarios, six of the remaining
10 scenarios depict the SS in some situation or
other. The allure of the SS never seemsto fadein
ASL terms. That being said, you' Il be hard pressed
to find a better value for money product that this
latest issue. It gets my endorsement.

ASL JOURNAL 4

Thenew ASL Journal 4 waspublished late
last year and my initial reaction was pure pleasure
at the quality cover illustration which is the best
yet by far. Ken Smith’s painting of Scottish Recce
soldiers and carriers in a moment of calm in
Normandy is very nice. The soldier in the



foreground, loading his SMLE like he means it
and looking into the distance is the best rendition
of asoldier we've seen on an ASL product since
George Parrish died some years ago.

48 Pages with only two ads for upcoming
attractions— unless you include the page with the
tournament listing and the appetiser for Operation
\eritable (a sneak peek at the Stirmtiger from
OVHS). Thisfollowsthe formula of recent years.
The cover gives away the hint that Carriers are
the flavour of the month (year). No less than six
of the 12 scenarios contain carriers of onetype or
another. lan Daglish’s opening articleisheavy on
the history side and isn’t quite as essential aread
as the really excellent breakdown of the bocage
he gave us last year. It does make fascinating
reading however because the way ASL has us use
carriers doesn't sit well with the reality. lan has
provided some of the scenarios as well and we
liked one of them, “Unlucky Thirteenth,” so much
it found it's way into this years BERSERK!
tournament. Shaun Carter and Charles Markuss
write about the India Pattern Carrier (not a true
carrier in ASL terms) and again there’'s an
illustrative scenario (which | have only played very
ineptly as the British myself, sad to say).

Laurent Closier has written a piece on an
aspect of the war, or rather an arena, whichwas a
closed book to me: the fighting for SE Asia and
there are three of his scenarios set there. Japs vs
the French will be abit of achange. An excellent
analysis of how light mortars work has made me
realise that | haven't been factoring the effect of
thesmall calibre at ranges over 12 hexesproperly,
thus justifying that article in my book. Thereisa
large SASL scenario set on OmahaBeach which |
can't offer any insight into, sincel’ ve never played
any SASL.

I wasn't particularly amused by the gag
rules for lighting strikes, nowhere near as funny
as the counter for the piper and not a“patch” on
mine dogs (sorry). | aso found the choice of
scenario for the analysis article — * J24 Smashing
The Third’ —to be astrange one becauseit occurs
to me that each side’s strategy is pretty
straightforward and obvious, having played it a
couple of times. I'm sure there are many better
potential subjects waiting to receive such a
thorough work through.

One thing that is a“must have,” isthe set
of hedge overlays. These are going to make it
possible to make any half board a dense bocage
maze, or to restrict LOS across otherwise open
boards. | think we' |l seeafair few of the Tactiques
scenarios published by in the near future since
these new overlays are reproductions of those
originally published in that venerable publication.
One scenario using these overlays ‘ The Lawless
Roads', isalso ascenario used at BERSERK! and
wewereableto use‘ Roses For Vandervoort’ from
Tactiques as well because of the overlays being
officially published. Great timing.

I like the new Journal overall. There's
plenty here for you to get stuck into and it was
well worth the money (seemed a lot cheaper to
me than last year’s only £12.99!).
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OPERATION VERITABLE

After an agonising wait, the universaly
unpopular pre-order number was reached and
MMP went ahead and printed their second
Historical Sudy: Operation Veritable. I'll be
abbreviating that to OVHS from now on. We're
back to the quirky artwork on the box and it looks
like advice from some players has prevented the
gaffe of the wrong Canadian Flag being used on
the cover (theoriginal publicity shotsof the cover
showed the modern red and white flag, not the
one in use in 1945). The box will probably be
thrown away pretty soon anyway.

The format is just like the Operation
Watchtower module for last year. Incidentally,
having played that more thoroughly 1'd change
my very hesitant endorsement of that to a
recommendation to buy because it turned out to
be a great experience! The effects of the
combination of night and Jungle on ASL is quite
striking. Also, in the review of that first MMP
Historical Study, | overlooked such gemsasBerlin
Red Vengeance and Fortess Cassino. In both of
these Heat Of Battle OB had already used the
combination of scenarios and campaign set on a
historical map along with geomorphic map
scenarios depicting actions nearby, all inthe same
module.

You get a 28 by 46 hex map (similar size
to the PB map) of the terrain straddling the road
that ran between the border villages of Goch and
Kakar which was the site of an intense battle in
early 1945 between the Royal Hamilton Light
Infantry (pronounced as “Riley” which gives the
map and CG it'stitle- “Riley’sRoad”). The Allies
were pushing to gain territory in the area to the
south of the Reichswald and the Germans put up
some stiff resistance, throwing in some of the best
units they had left bay that late point in the war.
The map depicts gently rising terrain with
farmhouse and barns (ASL factories). The
dominant ridge and most of the terrain represents
recently ploughed fields. Going is soft and on one
particular day of the battleit is so bad (following
overnight rain) that any vehicular movement up-
slope garners a Bog check. Familiar to owners of
KGP and PB will be the wire fences and slopes,

while the cellars for ABTF are also present; the
rulesfor all of thesearereprinted inthe 18 Chapter
Z pages that come in OVHS. The map does
immediately strike me as having sweeping fields
of fire across acres of what is essentially open
ground. The defender will certainly be favoured
if heisingood terrain, but that is scarce. My main
gripe with this product isthat the artist who drew
the map has applied shadows to the buildings.
Thiswill only serveto make L OSthread checking
harder, something I’m not keen on. It's also odd
that thewoods don’t have shadowsif the buildings
do have them. On the other hand, the crest lines,
running as they do through terrain such as the
ploughed fields, have been picked out with afine
but clear line which makes it easy to see the
terrain. | can remember having to go over
previously issued HASL maps with a fine point
pen to pick these out. Nice work this map in this
regard, having played a scenario on that northern
portion of the map | found that both my opponent
and myself were never confused about levels.

The combatants on the scenarios and CG
set on the map are amongst the best each side had
to offer: Canadians against a previously
unmolested German Paratrooper division and the
Panzer Letr. It isthe latter who make up most of
the German counters provided in OVHS. In order
to distinguish these from other Wermacht units
they have red ID numbers. At first | just thought
this a weak excuse for selling us more Panther
counters, but there is a perfectly valid reason for
supplying these counters in this form. The Lehr
unitswill waysbewithdrawn after aCG scenario
because they were only to be used in attacks, not
in defence. The counters do look rather smart, the
red-on-blue is striking, although | note that we
have some already familiar names on the SMCs
(when are we going to see a 10-3 Von Edwards
counter | wonder). Thein-crowd of MMP and co.
get their names on the counters again. The star of
the piece is the new Sturmtiger counter, the first
time the beast has appeared except in a Kinetic
Energy rare vehicles pack now long out of print.
It has a 380ml MA, can not use Bounding Fire
and can only fire once every other player turn.

The British get a load of extra Ram
Kangaroos, some Shermans, Wasp carriers, SMCs
and AT Guns plus an extra set of “normal” 458
sguads (ie not the airborne types from PB). Oh,
and we get lots of PIATs. All are welcome
additions to my counter mix. As ever, the
publishers are trying to supply enough kit that
the prospective buyer will not have to own more
than the core modulesto pick this historical study
up and play it, which is fine except that you also
need alot of the geomorphic boards not contained
within Yanksand BV to play some of the scenarios
not set on the Riley’s Road map itself.

You get a total of 16 scenarios, five of
which are played on the HASL map, the rest on
geomorphic boards, including two on DASL
boards. One is played on an ocean overlay with
building and sand dune overlays representing the
flooded town of Niel. As in Operation
Watchtower, there is one scenario we have seen
before, ‘ Tusde at Thomasof’, which is reprinted
here in arevised format. There is a real mixture
from night, to amphibious assaultsin DUKWSs. |
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have only had time to play two scenarios so far,
but both were really good. ‘Bewildered and
Belligerant’ seesBritish unitsset up in apartialy
rubbled city board. The Germans can enter from
any side and their VC are to exit off the opposite
side. This really has a lot of reply value as the
way the Tommies react to the line of attack will
make al the difference. They only have one 6pdr
and it could find itself out of position. The other |
have played is ‘ The Good Shepherd’” which is a
DASL affair involving an attack by a company of
Canadian infantry supported by three Shermans
and aWasp of the 1% Hussars into a built up area.
Entertaining, well paced and ideal use of the DASL
map as fights for buildings would cause stacking
problems. We may have found our first two
scenarios for BERSERK! 2004.

You get a nice enough booklet containing
an historical overview which shows how the
scenarios fit into the overall history of Veritable.
There are designer notes and an article on the
“funnies’ which are largely underused in ASL as
far as | am concerned. Plenty get used in the
scenarios here, especialy the AVRE and Wasps.

| have had alook at the CG and | noteyou
buy units of up to Company strength. There can
be air support, night fighting and variations on
artillery (creeping barrage and so on), but
otherwise | think this should be extremely
accessible to most ASL players. Even though |
have just begun to delve into this new module, |
can recommend this wholeheartedly to all. It is
well worth the £35 | paid for it.

ONSLAUGHT TO ORSHA

Heat of Battle have a well earned
reputation for producing excellent products, but
with Onslaught To Orsha they have outdone
themselves. OtO is essentially their take on the
Historical study and actually comes across astwo
linked but distinct products, one is based around
alarge (73 x 142 cm) historical map (that’s the
Onslaught to Orsha part) and the other isa battle
review (the “Operation Begration Battle
Review”). The overall result is a pretty thorough
examination of what was going on in the high

THE TRENCHES

summer of 1944 on the Minsk-Moscow highway
(and aong the Minsk-Smolensk railway), as the
irresistible red tide crashed against well prepared
German positions across awide front. As soon as
| mention that the whole thing was put together
by Chas Smith, you'll know you're on to a good
thing. Chaswasresponsiblefor theHell on Wheels
pack, the best of which ended upin print by MMP
and also the unpublished Herman Goring pack,
scenarios from which were again published in the
earlier ASL Journals. This has a pedigree that is
hard to beat.

The product comes in a cover which
doubles as a CG force organiser and contains a
full colour chapter divider (the map side is
monochrome to aid copying), something neither
OVHSor OWHSfrom MMP had. The fact that it
doesn’t come in a box is also worthy of praise
because the outer packaging isn't going to end
up in abin once the other components are stored.

The map is realy big for one sheet and
has oversized hexes (alwayswel comein my book)
| can’t say I'mwild about the flecks of dark green
in the pale OG hexes but | don’t think it will
detract from play. The playing area is 52 x 30
hexes and represents a plateau with some higher
terrain along one flank. The battlefield is dotted
with shellholes and there are gullies, but there is
little really defensible terrain present. | note the
presence of slopes and some unique combination
hexes (shell-hole-orchards and grain-road). The
playing area is split right down the middle by a
railroad.

The counter sheet ispretty impressive. The
AFVs and aircraft are all in colour, although to
be honest the plans of all the T-34s|ook the same
pretty much (ie the turrets on 76L and 85L seem
the same). You get acollection of what | can only
describeas* Red Funnies,” which include variants
on the flamethrower T-34s including better
armour than the ones in BV and also T-34/85s
and KV-1s with FT SA. Another welcome
addition to the Soviet OB are various different
types of T-34 and KV-1minerolling tanks, all of
which will feature heavily in the CG because the
Germanslaid vast quantities of minesinthisarea.
Thereareincluded also alot of lend lease vehicle
to supplement the Shermans already in the
Russian colours. We get two variations of “75”
Shermans, Valentines, Matildalls and US Trucks
and AA haf-tracks. The most striking counters
are the air support counters. The rules alow for
six variations on the air support available to the
Russians, al represented by differently armed IL-
2 Sturmovik counters. Most welcome of al isthe
return of a favourite of mine from the COI days
of old-school Squad Leader — Stukas with 37LL
cannons. Throw in some cupolas, some German
OP tanks and some extra Russian Armour leaders
and you have your counter sheet. As described
above the plan views of the vehicles (AFV and
planes) are in colour. The letters HOB appear in
grey on the background on both sides. They are
distinct fromthe* officia counters’ but they won't
look too much out of place on the board. The
counters are really robust and very well die cut,
taking little effort to be taken off the sprue.

Inside the folder you get a52 page chapter

which dividesinto severa parts. Thefirst 22 pages
make up a familiar looking Chapter Z clone like
you'd get in any HASL module from MMP,
including the CG rules. | don’t know whether it
was intentional or done on purpose but | got an
extra copy of pages 11 & 12 which have the
available purchases, the reinforcement groups,
printed there. Tidy. | note that you buy infantry in
companies, which gives an idea of the size of the
forcesinvolved. The CG ruleslook very like that
we' ve seen before. Theillustrations for rules and
countersarein full colour throughout. Production
values are superb.

The next section is a Chapter H style
presentation giving you the gen on all the different
ground vehicles in the game, again in full colour
and with well illustrated examples of the use of
mine roller tanks against combinations of mines
and wire as well as against just mines. The you
get two SASL missions (still mean little to me)
and then you get into an annotated “Map Study”
inwhich the strategic pictureislaid out along the
same lines as we have seen in the MMP studies
with the scenarios mentioned as you go along.
There then follows a discussion of the forces
involved, again illustrated, this time with photos
and computer graphics. And then you get a
rundown of the OBs involved in Bagration.
Whew!

And then there are the scenarios. 22 of
them divided into two groups. OB 1-14 are the
Operation Bagration set which are all set on
geomorphic maps. Each scenario card has the
familiar (by now) HOB layout with the vertical
turn record track and | am pleased to say that the
board layouts still contain a rendering of the
terrain (the boards themselves), making the card
easier to read without getting the boards out. Print
quality is excellent. OtO 1 — 8 are all set on the
big map and represent the Onslaught to Orsha
aspect. Once again the terrain in play is
reproduced in miniature.

Bearing in mind that | have not yet had
time to sit and play any of this yet, having been
busy getting BESERK! ready this winter and
acknowledging that the only real proof of any
pudding isin the eating as ever, | can say that this
must be the single most impressive “third party”
product | have ever seen. It loses no ground at all
tothe MM P HASL moduleswe have seen recently
in al but one respect, that of price. If you aren’t
keen on Eastern Front battles, you aren’t going to
think that the £50.00 price tag will be worth it.
But it really lookslike you' re going to be missing
out.

This summer is going to be agreat onefor
the ASL player with all the excellent new material
to play. | have several other products on my desk
which | haven't the time or space to review this
time, which is a shame. I'll do my best to have
something ready for Pete’s next edition.



FANATIC PACK #1

Here are some designer notes on each
of the scenariosfrom Fanatic Pack 1. Try to
give you an insight into the mind of the
madman that is me. Hope you enjoy.

FE 1 A Victory for Early

Polish Armor

This scenario resulted from areading
of an articlein the TANK S online magazine
located on the TANKS website. It features
an action between the Polish Army and the
invading Russians. The article was fairly
detailed with regards to the action and
included a map of the battle. | like esoteric
subjects and early war stuff so this was a
natural fit. Ontop of that the scenario features
the FT-17 a vehicle that doesn’t often get
much use.

| tried to keep the units fairly simple.
Instead of designing a whole new system/
counter set for one scenario | decided to use
the existing counter mix. The relative
strengthsfeel right given the situation so that
worksfor me. Removing the special Russian
Characteristics of Human Waves and
Commissars seemed logical and worked
from adesign standpoint. Having the Russian
tidal wave acrossthe boardswould certainly
effect balance in this scenario. The article |
read indicated that the MG’s had been
removed from the tankettes, thus the SSR
on CMG. The +1 for the PAATC should
represent both the hesitancy and
unfamiliarity of the soldiers with tanks and
prevent the tanks from being swamped too
quickly inthe village.

The scenario should play out fairly
historical. The Poles were able to push into
the town with their armor, the infantry may
find it harder to get in. The Poles should be
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Designer’s Notes

Paul Kenny

somewhat secure in the town before the
reinforcements come on which historically
resulted in the tanks being pushed out of the
town.

The design of the scenario was fairly
straight forward except the board layout. The
action occurred across gently rolling hills
into asmall village. Although the boards as
represented to sort of provide this fedl it is
not the perfect fit. | just dont get the feel of
gently rolling farmland from any of hte
boards and IMO board 46 just doesnt cut it
it seems too contrived, but since board 10
getsso much useand 46 wasfairly new when
| started the design | went with it.

FE 2 Dans La Bataille, Pour
La Patrie

This scenario arose from reading an
article on a Modeling website. The action
detailsapart of DeGaull€' s counterattack that
athough was very promising did not have
the punch to slow down the Germans. This
scenario features a large French tank force
trying to force their way through a small at
start German force reinforced at mid game
by asubstantial German armored force. The
action described in the article had the French
armored force pushing up several roadsinto
the HQ of the German 1st Panzer Regiment.

The article provided me with afairly
accurate OOB for the French vehiclesand |
researched a number of sources to find out
typical armor that would have been in the
area. | think thisresulted in aniceaction that
isrelatively rarein ASL an early war armor/
infantry battle.

This one will be tough on the
Germans. Not only do they have to prevent
the French from exiting they haveto protect
their fairly vulnerable armor from becoming

easy CVP. The Germanwill haveto striveto
fight like their real world counterparts,
outmaneuver the French with their great MP
and get in close rear and side shots, blow
smoke and hide. The lumbering French
monsterswill fall, slow and steady and if you
can pick off atank aplatoon will slow down
considerably. Useyour infantry to target the
French motorcyclists, hopethey dismount as
thiswill slow them down too. Try to get long
range early shotson theridersto break them
early and get somebailing out MC’s. Protect
the at start tanks from early kills, use them
against theinfantry and to lay smokeinfront
of the heavy tanks to alow your stronger
armed and armored tanksto rushin for akill
or two.

The French should just push, get
forward, don’t worry about getting CV Pthey
will come naturally, keep together and keep
theexitinmind. The scenarioisalot shorter
than you think.

| found this one to be deceptively
tough for the French. They appear to beable
towalk acrossthe board and initialy | had a
VP requirement of around 75 but |
consistently found the French moved way
to slow, especially with tanks failing
nonplatoon movement DR as these become
a factor. The German must be cautious but
will beableto, if he uses his assets properly
to slow down the French.

FE 3 The Border Forts

This scenario arose from an articlein
World War 1| magazine that described the
troubles|taly had in November 1940. Desert
has been an area of ASL that has bececome
somewhat neglected in recent yearsand | fear
with the lack of availability of the desert
boards etc, will continue to be. This action
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occurred in East Africa and features some
early war armor, which is always afavorite
of mine. Throw in both sides getting Aerial
Support and WAY COOL!

Thedesign of thisone camerelatively
quickly. The Italians were defending a fort.
Well how does one best represent that? |
think the trenches and wire nicely present
an obstacle to the British similar to a fort.
The British “broke” into the fort so that is
represented by them getting through the
fortifications. Earlier | had the British
entering from offboard but too much time
was spent traversing the board, which is
boring and resulted in a few picked off
British tanks, thus | decided to start emright
closeto thefort.

Theltalian unitsarefairly typical rear
areadefenders, not the best Italian available
but the 7 morale should allow them to stand
up a hit to incoming firepower, the 2 ELR
seems about right. The AT Guns seem
appropriate and since this is East Africa
went with the ancient 70* INF Gun.
Remember you don't gain acquisition with
that bad boy.

The British get a decent group of
infantry. | had considered using 447's but |
thought with the relatively low ELR too
many 436's would come into play thereby
really slowing down the attack. Given the
need for some strength in fighting into the
fort | went with the greater range. Thereisa
big difference between the non-cowering 457
and the cowering 447. Thetanksare afairly
typical group of early war desert vehicles. |
intentionally limited the number of Lt MTRs.
| wanted to prevent a board covered with
smoke blinding the Italians. That will have
to be done with aliberal and intelligent use
of vehicle dust.

FE 4 Whirling Dervishes

| am especially proud of thisscenario.
This action is esoteric and features some
rarely used vehiclesin auniqueaction. When
designing | frequently look for a“hook” for
the scenario. The “hook” for this one was
the rescue action. | found this action in a
World Wer || magazine. Thearticlewasfairly
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descriptiveinits OOB and TO& E whichwas
useful in developing each sides units.

| used a different technique for the
“fort” from FE 3 which | believe is more
appropriate for the action represented. The
fort walls should prevent the French and
Italian vehiclesfrom getting into thefort. The
Garrison was made strong enough to defend
itself but not pose an unacceptable risk to
the French.

This one will test your abilities with
Chapter H. The Italian Autosaharianas have
PP capability. HINT: try to usethat in getting
units offboard! Both sides have some potent
yet brittleweapons. Thelight dust was added
toassurethat thevehiclesaren’t blasted away
too quickly and should give each side some
maneuverability with them.

This one plays out as a challenge for
each side. The French have to cover awide
area, keep the Garrison contained and avoid
encircling attacks. They do get the quality
troops and the advantage of getting the first
shot in. The Italians have adlight advantage
in numbers and get EVP bonus. Look for a
charge to the fort by a sacrificial lamb to
release the garrison followed by a break for
the board edge.

FE 5 Beyond the Call of
Duty

This scenario went through the most
revisions of any in the pack, several years
ago | came across a brief description in a
book (the name escapes me at the moment)
which | THINK was the American Army
study of the German Baltic campaign by an
Author named Blue, | could be wrong on
that one. Thereason it went through so many
changes is that on the face of it a bunch of
green Allied Minor squads shouldn’t be able
to stand up against 1st line German squads
with Assault Engineers but | found that
consistently the Germanswere getting beaten
around quite a bit, the reason primarily was
the unique combination of fortifications,
MG's, guns and concealment. The Germans

had atough time of balancing aggressiveness
with caution and the result is afairly tense
scenario.

Originally this scenario had a couple
of hill boards on the southern side but |
removed them as it took the tanks too long
to get into the action. | think boards 11 and
18 nicely represent the hilly terrain in the
areaof the battle. The OOB’swere based on
my assumptionsfor the border guard and for
afrontline Kampfgruppein early 41. | think
green troops represent fairly accurate the
quality of the troops in Yugoslavia at the
time, even a 2 ELR seems generous but |
didn’t want the squads disrupting too readily.
A few cheesy gunsroundsout the units. The
book said the pillboxes were poorly
constructed aswerethe AT ditchestherefore
the reduced Pillbox TEM and my decision
to give the HT the ability to cross the
trenches.

Thesourcefor this scenario described
the Germans as a Kampfgruppe and |1IRC
included some engineers. The presence of
the engineers may have resulted from the
description of the Germans destroying the
pillboxes.

This scenario has been on the back of
my computer for 4 or 5 yearsnow and | am
glad | wasableto getitinto print. Again this
scenario realy has an enjoyable level of
tensioninit. The Gerriesare under alimited
amount of timeto crossthe board. They will
be getting hit by long range fire from nasty
popguns. Hopefor atank to comein view of
your 251/10 or ATR for some CVP.

FE 6 Cavalry Charge at

Mussino

Another scenario that has been sitting
in my computer for a LONG time. Severa
years ago | considered creating a scenario
pack featuring cavalry. This was one of the



scenarios. Some of its companions include
Fort Kassala and Race for Freedom
published by Critical Hit, both of which are
cavalry scenarios. Thisis another one | am
glad was able to see print, although this one
was a lot easier to develop the FES. This
came from a Cavalry of World War 2 book
which had a page or so on this battle. It
generously gave both sides OOB so that
madeit alot easier. | went with elite squads
for the Russians as | think the Mongolians
were better troops and that cavalry are
typically higher caliber soldiers. That with
the limited range of firepower that is think
isappropriatefor mounted soldiersmadethis
a good fit especially with the design
consideration that | wanted to limit the
Russians ahility to fire from afar. The four
tanks seem appropriate for reconnaissance
units at the time so thus the Russian OOB.

| chose anumber of appropriate guns
for thetime framefor the German OOB. The
supporting infantry was developed as a
balancing force and changed somewhat
during Playtest as| got afeel for how brittle
each forcewas. The OBA wasadded togive
the Germans some much needed killing
power but as it is OBA it is fickle and its
loss wont necessarily spell doom for the
Germans.

One thing about the mist, the
description of the action mentioned the mist
in the area so it was included it also helped
from adesign standpoint in that it helps the
Russians close.

FE 7 - FE 10: The Dutch

East Indies Campaign.

| had contemplated the creation of a
HSASL featuring the Netherlands East
Indies campaign for submittal to MMP for
publication. This contemplated HSASL
would feature 12 +/- scenarios along with a
number of special rules and some rare
Japanese and Axis Minor Vehicles. The
special rules included Native Partisan
Troops, Landstrom Troops (essentially
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Allied Minor Native Troops) and new unit
typesfor Allied Minor Cavalry. | believethat
athough the project had merit and would
have presented someinteresting stuff | don’'t
think MMPwould havegivenit high priority,
considering the other interesting stuff they
have going. So | decided to use four of the
more interesting scenarios in Fanatic Pack
#1. | tried to select a decent variety of the
scenarios that | had developed for the NEI
HS.

The primary source for this was the
Netherlands East Indieswebsite, whichisan
excellent resourcefor thisareaof World War

FE 7 Quick & Dirty

That describes both the play and the
design of this scenario. The Japanese are
unloading on Javaand send areconnaissance
detachment to secure some bridges. The
Dutch arrive shortly before the Japanese and
thereisaracefor the bridge. Theinformation
| had avail able described the unitsand armor
availablesoit waseasy to generatethe OOB.

Oneasideisonthearmored carsused
by the Dutch, they had two other armored
vehicles on Java that were more prevalent
thenthe MH-I11. The Overalwagen whichis
an armored truck and the excellent Alviss-
Strassler Armored Car, both of these vehicles
I hope will make it into the vehicle counter
mix some day.

A simple meeting engagement on the
excellent board 47. Smallish in size | hope
this is a good tourney scenario. Don't just
look at the OOB and give the scenario to the
Japs, yesthey are powerful but they lack AT
weapons and the 8 FP on the Dutch AC is
pretty devastating, try to get the Dutch ATR
to a position to get a side shot. If the Jap
player is worrying about the ATR he isn't
attacking your infantry. A lucky break with
atoss of the DC on the bridge could win it
for you. That was the goal of the Dutch (to
destroy the bridge) thus the sudden death
VC.

FE 8 Soebang Serenade

A redux of an Annual scenario (Defeat
in Java | believe) where | utilize more
appropriate units. | borrowed acouple of the
boards from that scenario IIRC and added
the airfield board as the action covered an
assault on the airfield.

Unfortunately we don’t have the
Overalwagens to use which were actually
there but this was the only major armored
engagement of the Javacampaign so |l putin
all of the Dutch toys available. The
information | had indicated therewasaforce
of 100 Japanese in the town including a
couple of Guns so that part of the order of
battle was clear. The Japanese had secured
the airfield then moved into the town so a
signficant portion of their force was still at
the airfield. The Dutch attacked thetown in
a series of assaults and in one had reached
all theway to theairfield before being pushed
back. Late arriving Jap armor aided in the
defense. The Japanese were initially
surprised by the Dutch attack therefore the
Turn 1 Pinning. The VC reflect the Dutch
attempt to capture the town.

A meaty PTO scenario with realistic
potential for armor vs. armor action, | realy
like this one.

FE 9 Blackforce Counterat-

tack
The Dutch weren’t the only force
fighting on Java. | even have a scenario in
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development featuring Dutch, British and
Americans fighting the Japanese! In this
action the Japanese had forced a river
crossing and established a bridgehead. The
British tank force that was on the island
launched a counterattack and push back the
Japanese, wiping em out.

The OOB was worked out through
Pting, | found the Japanese were able to
break the Brits too much keeping em out of
thevictory area, so | both reduced the Jap to
Brit ratio of forces and gave the Brits a
couple of -1 Idrs to help with ralying. The
British tanks are expendabl e (note the errata
that dictatesthetank FPisnafor the Victory
conditions) so they are used aggressively and
tendtofall prey to the Japanese AT weapons.
But again, just having a PTO armor action
is cool unto itself.

Another smallish scenario designed
for tourney use, | hope you enjoy.

FE 10 An Abandoned Army

Thisisanother one of those scenarios
| am especially proud of. Thisonefeaturesa
HIP Dutch force ambushing the Japanese.
The twist is that like Urban Guerrillas (J1)
the Japanese will be helped by randomly
occurring partisan units popping out of the
jungleand kunai. | admittedly stoletheidea
but imitation isthe sincerest form of flattery.

The Dutch are described as an
Abandoned Army so naturally are depicted
with mostly Green Squads. A few 457s are
added to give them some muscle. This is
more for prevention of ELR failure
disrupting them then for benefits of range as
the action should mostly be at close range.
The Japanese force was a second line
division used to mop up North Sumatra so
thus the 347’s.

Play won't generate too much in the
way of partisans but aHS or hero are likely
to appear at the odd timeto cut routs, ambush
etc. The scenario lookstough on the Japanese
but if he can get asquad or two with aleader
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through the defense and rush him off board
hein amost halfway to the required VP and
trust metherewill belots of dead soldiersin
thisone. Don’t forget Civilian Interrogation
a suddenly revealed squad could mean the
difference between life and death for the
Japanese.

FE 11 Italian Winter

This scenario arose from an action
depicted in a book by Werner Regenberg
regarding the use of armored vehiclesin the
German Security Forces. For thoseinterested
inarcane ASL and arcane vehiclesthis sce-
nario offersalot. First you have Italian Par-
tisans, captured T-34 tanks in German ser-
vice, German and ltalian troops in action
together and use of board 50. The OOB's
cametogether pretty easily for the Germans
andtheltalians, you have security troopsand
late war fascists so 447 and 347 were logi-
cal choices. The Germansget the use of some
Engineers who were critical in the action
depicted so thustheinclusion of the 838's. |
agonized over the inclusion of 1 or 2 T-34
tanks during design. Playtesting with one
tank found it getting knocked out fairly early
with the 81mm MTR or with a Deliberate
Immobilization, so | opted to go for two. |
will discuss this in more detail later. The
Partisansare your typical mixed bad of 527's
and 337's. | provided them with Italian
equipment and Heavy MTR and aroadbl ock
to slow down crosstraffic between the hills.

| have heard a lot of controversy on
this scenario. The Germans tend to teke a
beating early on coming onboard across open
ground but have “easily” been able to cap-
ture the necessary hexes for victory. | think
though that if the Partisan concentrates early
on with taking out the Tanks and not the in-
fantry he will benefit in the long run. He
should target the T-34' swiththeHeavy MTR
and the 20L ATR and the DC if he gets a
chance. The Heavy MTR will with a ROF
of 3 get afew chancesto shock, or immobi-
lize which it can do on a TK of 4 or less.
Difficult? Yesbut oddsare he should be able
to nall at least one tank. The tanks will be

slowed by the hill and the ground snow and
the stream so you know where he is going.
And the T-34's do not have smoke to help
the Attackers. Try HIP' ing asquad or leader
with the DC and blasting atank that triesto
encircle. You haveto be creative. If you are
too intimidated by thistank vs man confron-
tation then give the Italians the balance.
Molotov Capability will give the Partisans
another weapon to fight the German tanks.

The biggest thing going for the Parti-
san is the early casualties the German will
be taking, hit him and make him take MC's
crossing open ground. Do thiswith inherent
FP and the MG's leaving the Heavy MTR
for the tanks. Use all your Partisan tricksto
gain advantage in CC with stealth and at-
tacking vs CX troops. The Attackerswill be
slowed by the snow and the hill. Although
difficult try to keep as many good order
squads in place near the peaks to hold off
late game antics.

FE 12 Once More Into the

Breach

This action was described in Antonio
Munoz's Forgotten Legions book. The Ger-
mans are on a rescue mission to help a be-
leaguered and surrounded garrison to get out
of atrap. | likethisoneasitisauniquesitu-
ation for AL, a rescue operation and it is
dlightly different from the earlier ones in
Fanatic Pack #1 as both sides find them-
selves cutoff. It ends up being who is trap-
ping whom.

The German OOB came together
quickly. These were late war SS units so the
658's were used, assumptions for numbers
of squadswas made. The | solated group was
sized to be both athreat but not too large as
to dominate the Russians. That nasty 81mm
MTR will have to be addressed by the Rus-
sian or he will be taking a hurting on that
flank. Thetwo armored vehicleswerelisted
inthe book so that was easy. A smattering of
SW and typical leaders flesh out the Ger-
man Order of Battle. The Terrain was estab-
lished to give the Russian some decent de-



fensiveterrain, allow themto movelateraly
under cover and slow down the reinforce-
ments.

The Russian OOB was developed to
balance off the German groups. It should be
strong enough to hold off the reinforcements
but not too strong as to be an immovable
object. The Russian will have serious deci-
sionsto make asto how to alocate forcesto
each flank and isthe true appeal of this sce-
nario. How much can be used to hold the
isolated force and till have enough to slow
the reinforcements down?

| enjoy delaying scenariosfor defend-
ers where you try to throw the attacker off
base by one or two turns, enough for thevic-
tory. If the Russian can cause the Attacker
to delay enough, to Prep when he should
move or give him akey break he should be
able to win. 18 VP is a lot of units to get
across the playing area, better than 50% of
hisforce. If he loses the HT or the AA HT
he will definitely be hurting. And the late
arriving T-34's could easily be enough to
grasp victory from the jaws of defeat for the
Russian. The German will have to allocate
unitsto PsK or PF the Russians, but on each
flank. Many difficult options for each side.
A red blast and | hope you giveit atry.

“THIS IS THE CALL TO
AMERICAN ARMS!”

Thisisthelatest edition of the American continent ASL Players Directory.
It is broken down by country. Within the country, players are listed according to their

ZIP/Postal Code.

Canada

Martin Hubley, 105 Melrose Avenue, Halifax, Nova Scotia, B3N 2E6

L Fernandez, 3220 Milleret, Ste Foy, Quebec, G 1 X- 1 N8

‘I" Gongora, 3316 Edouard Montpetit #10, Montreal, Quebec, H3T 1K5

Michael Rodgers, 5187 Beamish, Pierrefonds, QC, H8Z 3G4
Adrian Earle, Apt 201, 17 Martborough, Ottawa, K1N 8E6

Jim MacLeod, 978 Strathcoma Street, Winnipeg, Manitoba, R3G 3G5

Rick L. Fortier, 766 Brock Street, Winnipeg, Manitoba, R3N 0Z5
George Kelln, 350 Kenaston Blvd., Winnipeg, Manitoba, R3N 1V8
D Matiieson, PO BOX 3124 Medley, Alberta, TOA 2M0

R Sanderson, 19005-76th Ave, Surrey, British Columbia, V4N 3G5
S.P Smith, 1001 1 NE 9th Slreet, Vancouver, WA98664

Mexico

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

United States of America

M. Allenbaugh, 1117 Beall Place, Laurel, MD20707

E. Angleton, 4818 Cross Creek Lane APT O, Indianapolis, IN46254
G. Ashton, 2880 Carter Road, Trevose, PA19053

Chris Barlow, 24 Audubon Avenue, Braintree, MA02184

Linda Barnickel, 3453 SW Burlingame Road. Apt C203, Topeka, KS

66611

Mark Beaty, 115 Oakridge Drive, Weatherford, TX 76086
J. Berhalter, 2900 Colerain Rd #223, St Marys, GA31558
Brian Blad, 1031 S. Stewart #2204, Mesa, AZ 85202

Wayne Boudreaux Jr., Apt. #8, 4420 Wimbledon Drive, Grandville, MI

49418

L). Bradbury, 13127 South 2615 West, Riverton, Utah 84065
Scott Brady, 273 Merline Road, Vernon, CT 06066-4024

David Cabera, 1206 Spring Street, Apt #9, Syracuse, NY 13208
M. Cadieux, 11610 Zandra Ave, Midwest City, 73130

T. Campbell, PO BOX 23591, Sacramento, CA95823

E. Carter, 410 N. State, Geneso, |L61254

Zeke Carter, 666 Prospect Street #705, Honolulu, HI96813

R.F Conabee, 1014 Washington Street, Apt 3, Hoboken, NJ07030-52022

J. Coyle, 13226 Shady Ridge Lane, Fairfax, VA22033

C. Cuneo, 628 Feirfield Avenue, Gretna, LA70056

S. D'éelia, 77 Maple Ave, Greenwich, CT06830

D.A. Dally, 901, Oeffiing Drive, McHenry, 1L60050

Steve Dethlefsen, 11808 April Ann Avenue, Bakersfield, CA 93312
B. Dey, 610 N. Willis, Champaign, 1L61821

J.C Doughan, 1903 Chesnut Circle, Ardmore, PA19003

R. Duenskie, 13 Hickory Drive, Stanhope, NJ07874

W.B. Edwards 11, 2400 New Berne Rd, Richmond, VA23228

Ben Emanuele, 256 Lake Shore Drive, Pleasantville, NY 10570-1304

Cliff Emery, 1306 Buddy Moore Road, Colbert, Georgia 30628

Mark Evans, 4740 Rusina Road, Apt #109, Colorado Springs, CO 80907

C. Fago, 1012 Saxton Drive, State College, PA16801
J. Farris, PO BOX 547, Norman, OK73070

FANATIC ENTERPRISES PRESENTS

FANATIC
PACK #2

12 SCENARIOS COMPATIBLE
WITH THE ASL SYSTEM

Defeat at Seroczyn Leman Bridge
Sewh in the Back Collision Comrse
Cantested Landing Tiger of Vitehak
Where the ets the Bome Rampage a1 Ritpong
Philippime Mabutang Operation Spring
The Bear Battalion Atiacks An Unconventional Attuck

FANATIC ENTERPRISES s please to announce the release of FANATIC PACK #2, another fine scenario pack
covering avariety of unique actionsfor the ASL system. This scenario pack contains 12 well-tested, balanced,
fun and different scenarios. We at Fanatic Enterprises have listened to your concerns and have improved both the
layout and formatting of our scenario cards. As always our scenarios are on card stock and per your wish the
orders of battle have been included in boxes similar to other producers.

Defeat at Seroczyn, September 1939

Stab in the Back, September 1939

Contested Landing, May 1940

Where the Bullet Meets the Bone, November 1941
Philippine Scouts at Mabatang, January 1942
The Bear Battalion Attacks, September, 1942
Lemon Bridge, July 1943

Collision Course, September 1943

Tiger of Vitebsk, December 1943

Rampage at Ritpong, May 1944

Operation Spring, July 1944

An Unconventional Attack, March 8-9, 1945

If you areinterested in purchasing FANATIC PACK #1

or FANATIC PACK #2 the cost per pack is $12 plus $2
shipping and handling in the US. International costswill

be $12+$4. Make checks or money orders out to Paul
Kenny and mail to Paul Kenny, PO Box 644,

Haddonfield, NJ08033. | also accept Paypal under the

name homerclesl1@hotmail.com.

Stephen Foren, 406 Northwood Dr. #3, West Palm Beach, FL 33407
G. Fortenberry, 232 Linda Drive, Burleson, TX76028

Carl Fung, Castle Point, P. O. Box S-359, Hoboken, NJ 09030

Russ Gifford, 320 E. 27th Street, South Sioux, NE 68776

Randy Glesing, 10040 Penrith Drive, Indianapolis, Indiana 46229
Chuck Goetz, 531 S. Sharp Street, Baltimore, MD 21201

Eric Gustafson, 3 Mercier Drive, Belchertown, MA 01007

W. Hancock, 728 Dutton Hill Road, Gray, Maine, CT04039

B. Harden, 237 Montecito Avenue -Apt 1, Monterey, CA93940
Charles Harris, PO Box 39215, Tacoma, WA 98439-0215

Jeff Harris, 4501 Tillery Road, Apt # D-30, Knoxville, TN 37912
Andrew Hershey, 361 Hilitop Drive #335, King of Prussia, PA19406
G. Holmberg, 9051E 7th Street, Tucson, AZ85710

Scott Holst, 5530 N. Artesian, Chicago, IL 60625

P. Hornbeck, 6504 NW 3lst Street, Bethany, OK 73008

Tu.x Humphrey, 730 Chester Street, Oakland, CA94607

Rich Jenulis, 6713 Classen Avenue, Cleveland, OH 44105

Richie Johns, 9771 Jefferson Highway #185, Baton Rouge, LA 70809
David Johnson, 9028 Preakness Drive, Florence, KY 41042

C. Kavanagh, 59 Ridgefield Drive, Centerport, NY 11721

Stewart King, 13826 S. Meyers Road, Apt #2037, Oregon City, OR 97045
Randolph Knight, 419 Shore Road, Westerly, RI 02891

L.P. Kreitz, HC64, Box 462, Trout Run, PA17771

M. Laney, 7608 Monterey Drive, Oklahoma City, OK73139

V. Lewonski, 509 South Bishop Ave, Secane, PA19018

Brad Lipps, 8379 Youngstown-Conneaut Road, N.E. Kinsman, OH44428
Rick Lubben, 400 W. Main Street, La Porte City, IA50651

D. Lundy, 54 Wiltshire St, Bronxville, NY 10708

R. Lyon, 5125 Heather Drive #111, Dearborn, M148126

Chris Maloney, 319 Larkfield Road, East Northport, NY 11731-2903
Roger March, 469 Avenida De Socies #11, Nipomo, CA 93444

Kurt Martin, 2684 Avonhurst, Troy, M148084-1028

Brian Martuzas, 108 Church Street, Mooup, CT 06354

Douglas Maston, 4 Three Meadows Ct, Greensboro, NC 27455-1728
I..R Mehr, 718 Cascade Creek Dr, Katy, TX77450-3210

K. Meyer, 1090 Peggy Drive, Apt #7, Hummelstown, PA17036

Jeff Miller, 263 Buchert Road, Gilbertsville, PA19525

M. Monczunski, 233B Fielding, Ferndale, M148220

W.B. Nagel, 9712 W. 105th Terrace, Overland Park, KS66212

James Neary, 1729 Forest Cove #308, Mt Prospect, IL 60056

J. Paull, 404 Trappers Run, Cary, NC27513

Frank Payne, 7625 SW 91st Avenue, Portland, OR97223-7029

S. Petersen, 1 12 Vernon Ave, Glen Burnie, MD21061

Glenn Petroski, 210 W. Hunt, Twin Lakes, WI 53181-9786

P. Pomerantz, 818 Redwood Avenue, Wyoming, PA19610

JJ. Quinn J, 707 Mitchell Street, Ridley Park, PA19078

Tod Reiser, 472 Hartwick Road, Mercer, PA 16137

Tom Repetti, 17322 Peoli Way, Parker, CO80134

Michael Rhodes, 850 Lincoln Centre Drive, Foster City, CA 94404
Tate Rogers, 4930-F Corporate Drive, Huntsville, AL 35805

R. Rossi, 30970 Stone Ridge Drive #12301, Wixom, M148393

Darryl Rubin, PO Box 907, Redmond, WA98073

Robert Schaaf, 2335 Middle Creek Lane, Reston, VA

John Slotwinski, 2701 Harmon Road, Silver Spring, MD 20902

C. Smith, 3736 Sacramento ave, Santa Rosa, CA95405

W. Smith, 426 Beech St #8B, Kearny, NJ07032

Jan Spoor, 2849 Woodlawn Avenue, Falls Church, VA22042-2045
Ray Tapio, Critical Hit! Inc., 88 Lodar Lane, Brewster, NY 10509

S. Tinsley, 8444 NW 87th, Oklahoma City, OK73132

J. R. Tracy, 59 W. 9th Street, New York, NY 10011

Rick Troha, 4485 Oak Circle, North Olmsted, OH 44070-2838

W. Ulicki, 230 Washington Valley Road, Randolph, NJ07869

Paul Venard, PO Box 1716, Bonners Ferry, Idaho, 83805

D. Wetzelberger, 24 Dulaney Hills Ct, Hunt Valley, MD21030
William Wiesing, 1936 Pine Meadow Avenue, Tom's River, New Jersey,
NJ08753-7823

K. Wilhite, 121 Springfieid Lane, Madison, AL35758-1973

G. Windau, PO BOX 13134, Toledo, OH43613

R. Wolkey, E6208 6th #D 1, Spokane, WA99212

Paul W. Works, Jr., 12018 W. 68th Street, Shawnee, Kansas, 66216
Darrell Wright, 1007 West Cole Street, Dunn, NC 28334

Brian Youse, 309 Chase Hill Court, Severn, MD 31144

Eddie Zeman, Heat of Battle, PO Box 15073, Newport Beach, CA 92659
Steve Zundel, 3601 Dawn Smoke Court, Raleigh, NC 27615

Nadir El-Farra, Front Line Productions, PO Box 10345, Glendale, CA
91209-3345

Paul Simonsen, 2118 N. Orange Grove Ave., Pomona, CA 91767
Robert Hammond, 4414 Stay Ct., Orange, CA 92868

Tom Huntington, 1425 Bison Ridge Drive, Colorado Springs, CO 80919
Evan Sherry, Sherry Enterprises, PO Box 3, Ruskin, FL 33570

Vic Provost, Dispatches From The Bunker, 209 Granby Rd. Aot. 18,
Chicopee, MA 01013, MA 01040

Donald Garlit, 17430 Brady, Redford, Michigan, M1 48240

Ray Woloszyn, 317 Kilburn Way Lane, Kernersville, North Carolina,
NC27284-7104

JR Van Mechelen, Apt 8E, 301 Heights Lane, Feasterville, PA 19053
Will Fleming, 20455 First Avenue NE #C103, Poulsbo, WA98370

If thereare any mistakes, pleaselet me
know so | can correct them for the next edi-
tion.

Q
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ON THE CONVENTION TRAIL

There are more and more ASL tournaments cropping up all over the world. In fact, it is possible to be involved in an ASL tournament at least once a month,
often more, if you were so inclined (and had the financial meansto live such alife - | wish!).

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

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

MARCH
Bitter Ender 2003

When: 14 — 16 March.

Where: Ramadalnn Hotel (Blue Ridge), 1520 Blue Ridge, Raleigh, NC 27607. Tel (919)-782-7525, fax:
(919)-832-4100, or email www.blueridge.pmcproperties.com. All the rooms are doubles and the hotel rate is
$69.00 per night, which includes breakfast. The Ramada Inn will hold these rooms at this reduced rate until
March 7, 2003. To ensure you receive this reduced rate, mention “Bitter Ender” when you call to register.

Fee: $30.00 for players that pre-register or $40.00 on the door. Entry for asingle day is $18.00.

Format: Fiveround Swissformat event. Therewill also bethree mini-tournaments, two on Friday and one
on Saturday. Gaming will officially begin at 0900 hours on Friday, March 14th and end 1600 hours on Sunday,
March 16th.

Notes: The Gamer’s Armory (operated by Scott Blanton) will providethe prizesfor first, second and third
placefinishes.

Contact: Chuck Payne, 107 White Sands Drive, Cary NC 27513. Tel (919) 467-4129 or email
chuck_payne@worldnet.att.net or cpayne@tality.com. You can also visit http://www.geocities.com/
blackbeard2001 for the | atest details.

BERSERK 2003

When: 15 - 17 March.

Where: Hotel Skye, South Promenade, Blackpool, England. Room rates are £20.00 for ashared room or
£26.50 for asingle room and include breakfast. Bar meals and good beer are also available at the hotel.

Fee: £6.00.

Format: Fiveround tournament beginning Friday afternoon (arrangementswill be made for those unable
toarriveuntil Friday night), with three or six scenariosto choose fromin each round. Playerswill be expected to
have aknowledge of thefirst half of the Chapter G rulesto play in the tournament. CG and friendly games can
also be found throughout the weekend. There will also be aspecial three round tournament for new players.

Contact: Steve Thomas, 19 Derwent House, Samuel Street, Preston, Lancs., PR1 4YL, or email Trev
Edwardsat trev@cableinet.co.uk..

Southern Ontario ASL Tournament

When: 15 - 17 March.

Where: Travelodge Burlington, 2020 L akeshore Road Burlington, Ontario, Canada. Tel (905) 681-0762).
Rooms are $109.00 per night (this could include 1 to 4 people) and include continental breakfast each morning.
When calling the hotel ask for “GROUP BLOCK" or quote “SOUT" to get the specia room rates.

Fee: $30.00 CDN ($20.00 US) per person.

Format: Fiveround, Swissstyletournament. Three rounds Saturday (starting at 8am) and two on Sunday
(finishing at 5pm).

Contact: Nick or Lisa Hoekstra at (905) 319-8289 or by email at dhoekstra@cogeco.ca or
nhoekstra@vdwengineering.com.

Nor’Easter VII

When: 28 — 30 March.

Where: Best Western Royal Plaza hotel, Marlborough, MA. Room rates are $99.00 a night for up to 4
people, $15 for acot. Make sure you mention “Nor’ Easter” to get this rate, and make your reservations at least
2weekshefore Nor’ Easter - the earlier the better. The Best Western Royal Plaza phone number is 508-460-0700.
1f coming from the airport, or by train, make reservations with the Marlborough-Westborough Airport Shuttle
800-242-0064.

Fee: $20.00 pre-registered by Feb 21, $25.00 at the door.

Format: The main tournament starts Friday and is a five or six round Swiss format event, with five
scenarios to choose from per round. There will also be two mini tournaments on Saturday.

Notes: First place getsadioramacourtesy of Joe L eoce. Second and third placefinishersreceive plagues,
asdo thewinners of the mini tourneys.

T-shirts are $18.00 each.

Contact: Make cheques payableto Mike Allexenberg and send to Nor’ Easter V11, c/o Mike Allexenberg,
27 Juniper Brook Rd, Northborough, MA 01532. Visit http://asl.yankeegamers.org for the latest information.

APRIL
RENCONTRES 2003

When: 19 —21 April.

Where: Namur, Belgium.

Fee: +12.00 (+5.00 for asingle day).

Format: 4 round Swiss style, with 3 scenarios each round to choose from. The theme of the scenariosis
‘Facing TheBlitz- Allied Minors 1939-1940' . Therewill be one game on Saturday, two on Sunday and thefinal
game on Monday.

Notes: Rencontres is part of the mulit-gaming event DIPLONAM 2003 held by the gaming club IN
LUDO VERITAS.

Critical Hit will publish a special historical map for the event centred on the Glider assault against the
Canal Albert’sbridgeat Vroenhoven on May 10-11, 1940. The admission for the weekend includes copies of the
scenarios and the historical map.

Contact: Pedro.Ramis@cec.eu.int. Visit wwwi.critical hit.com or www.ilv.be for more details.

ANZACON 2003

When: 2527 April.

Where: The Copeland Committee Room, Ashburton Public Library, 154 High Street, Ashburton Victoria.
Melways Reference 60 C9. Accommodation can arranged for interstate or overseas visitors. Please contact us
for billeting arrangements.

Fee: To be announced.

Format: Four playing sessions, two Friday (two medium to short length), one Saturday (all day block-
buster), one Sunday (medium length). Two scenarioswill be available at each round for selection by playerswith
atheme based on “ Old Favourites’.

Contact: Steve Banham on 0409 775290 or banhamsr @optusnet.com.au.

THE TRENCHES

MAY
2003 MONTREAL ASL FESTIVAL

When: 17 - 18 May.

Where: DaysInn Montreal Metro Center, 1005 Guy Street, Montreal, Quebec, Canada, H3H 2K 4. Phone
1-800-567-0880 toll free or (514) 938-4611 for rates and reservations. There is a special $99.95/day if you
reserve before April 9; mention Michelle Jodoin. Most rooms have 2 double beds. All rooms are air-conditioned
and have color television. The hotel has arestaurant and is near a variety of restaurants, as well as shops and
nightclubs. Indoor and outdoor parking available (charges apply for both).

Fee: $17.00 (US) or $25.00 (Canadian). Single day entry is half the full fee. Pre-registrants will receive
tournament information and scenarios around mid-March.

Format: 5 time-limited rounds of action starting on Saturday at 8:30 am. Each round will have achoice
of three scenarios, with scenario substitution possible by mutual player consent and TD approval.

Contact: Bruno L' Archeveque, Montreal ASL Festival, 2294 Fauteux, Laval, Quebec, H7T 2S6. Email
blarcheveque@aircanada.ca.

LOGCON SWEDISH ASL TOURNAMENT

When: 29 May — 1 June.

Wher e: Tornadoskolan, Skarpnéck, Stockholm, Sweden. Thereisroom at thesiteto sleep (bring asleep-
ing bag!) or there are plenty of local hotels (900SKR / +100 per night) and hostels (250SKR / «25 per night).

Fee: 200SKR / «25.

Format: 5 round Swiss format with three scenarios (and ABS) to select in each round. Thursday is
availablefor free gaming with the tournament starting late Friday morning.

Contact: Peter Rogneholt, c/o Svedin, Rotevagen 4, 74696 Skokloster, Sweden. Email him at
rognholt@al gonet.se. The latest information can be found at www.al gonet.se/~rognholt/logcon.htm.

JUNE
AUSTIN ASL TEAM TOURNAMENT

When: 19— 22 June.

Where: La Quinta Inn Round Rock 2004 North [-35 Round Rock, Texas. Tel 512-255-6666. When
reserving rooms mention you are with the Central Texas ASL Club and you will get adiscounted rate of $65.99
plustax per room. Thisrateis good until June 6th, 2003.

Fee: $27.50 prior to 1 June, $35.00 thereafter.

Format: The" Team” Tournament isreally two tournamentsin one. The main tournament hastwo person
teamsof all skill levelscompete—teamswill berandomly assigned at the beginning of thetournament. You must
register by 1 June to be eligible. The tournament inside the tournament has players challenging for the coveted
10-3 Award, which goesto theindividual who perseveresthroughout the weekend and bestsall comers. For those
on atight schedule therewill beaSaturday only “ Texas Heat” mini-Tournament starting at 9AM —entry for this
isonly $17.50.

Contact: Mike Seningen at mikes@intrinsity.com. Checkthe web site at http://www.angelfire.com/tx2/
seningen for the latest details.

OCTOBER
INTENSIVE FIRE 2003

When: 24 — 26 October.

Where: TheKiwi Hotel, West Hill Road, Bournemouth, England, BH2 5EG. Telephone (01202) 555 889
or fax (01202) 789 567 to arrange accommodation.

Fee: £6.00. Players pre-registering will receive atournament program in September.

Format: Threeround Fire Team tournament (two rounds on Saturday, one on Sunday). Therewill also be
some single day mini-tournaments on the Friday. Open gaming isavailablefor thosewho do not wish to take part
inthetournament.

Notes: Prizesare awarded to winning playersand the Convention Champion, whoisthe player judged to
have had the most successful tournament with all games played over the weekend being taken into consideration.

Contact: For more details or to register contact Pete Phillipps, 23 Jean Drive, Leicester, LE4 0GB. Phone
(0116) 233 5896 (evenings only) or email if @vftt.co.uk.

NOVEMBER
GRENADIER 03

When: 6 -9 November.

Wher e: Oberbettingen, alittle town in the German part of the Ardennes. Thereisarailway stationin the
villageand atrain to Cologne every hour (travel time about 50 minutes). Thelocation offers sleeping roomsfor
45 persons, a huge kitchen (where our Marketenderin Andreawill continue her cooking businessfor us), abig
playing areaand an additional separate big room which wewill use for eating. Roomsare mostly three and four
bed rooms with shower. Bed and breakfast is «30 per night.

Fee: *5 per day (+2 for Sunday).

Format: Thetournament will be again aSwiss stylefive Round tournament. Wewill offer again an event
for playerswho don’t want to participate in the tournament.

Contact: Christian Koppmeyer, Hagebuttenweg 9, 41564 Kaarst, Germany. You can email him at
Christian.K oppmeyer @freenet.de. Check out the Grenadier web site at http://www.asl-grenadier.de for up to
dateinformation.

Q



NTENSIVE FIRE 200:

24 = 26 Ocroner 2003

INTENSIVE FIRE is the UK's longest running tournament dedicated to the play of Advanced Squad Leader.
This year sees the 9" INTENSIVE FIRE and players of all standards are invited o attend.

FormaT

The well-established Fire Team Tournament is the main event and offers the chance for competitive play on
the Saturday and Sunday. In addition, the Friday mini-tourneys offer the chance for glory in more special-
ised fields of warfare. Likely topics for this year include Stalingrad street fighting, 'Fog of War' and, espe-
cially for the inexperienced player, the Training Camp.

For those not interested in fournament play, or not able to make it for the whole weekend, there is always
room for pick-up games and friendly play.

VENUE

The Kiwi Hotel, centrally located in Bournemouth, offers both excellent gaming facilities and reduced accom-
modation rates (£31 per night for a single room or £26 for a double room). The hotel is within a short taxi-
ride of Bournemouth rail station and ample parking is available. To book contact the hotel on (01202) 555 889
(+44 1202 555 889 from outside the UK). You can also book online at www.kiwihotel.co.uk.

For foreign visitors, lifts can often be pre-arranged to and from major airports. For those contemplating an
extended stay, Bournemouth offers an excellent base for the military historian, being within easy reach of
important military museums at Bovington Camp, Winchester, Portsmouth and Aldershot.

CosT

Weekend registration for the fournament costs just £7. The tournament program listing the weekend's
scenarios and evenfts is available from late September to anyone registering in advance.

Furtaer Deraiis / RecisTRATION

Contact Pete Phillipps, 23 Jean Drive, Leicester, England, LE4 OGB. Telephone (0116) 233 5896 (+44 116 233
5896 from outside the UK) or email if @vftt.co.uk.
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