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THE ASL MAILING LIST

The ASL Mailing List is devoted to discussion of Advanced Squad Leader, and is
run by Paul Ferraro viaalistserv program at the University of Pittsburgh. To sub-
scribe go to:

http://lists.asIml.net/listinfo.cgi/asIml-asiml.net.

EMOTICONS

With the growth of the InterNet, emoticons have originated to allow
people to show expressions in 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 left. Some typical emoticons are:

:-) humour or smiley

;-) winking

:-> devious smile

<g> grin

-( sad

:-0 shocked or surprised

#-( hung-over

PREP FIRE

| hatework! As has been so often in the past 12 months, a 100
mile daily commute and numerous occasions working away from
home so much hasled to yet another VFTT being late :-( Attending a
couple of bikeralliesand the local Caribbean Carnival over the past
couple of weekends hasn't helped either! I’ ve got a severa articles
lined up for the next issue, a couple of which just need alittle bit of
work to finish them off, which | hope to get them done early in
September so the next issue will hopefully not be too late (famous
last words!).

Onething I'd like everyone to do in the next couple of weeks
is drop me a few words about their experiences at INTENSIVE
FIRE. In case you haven't realised, thisyear’s event isthe 10th, and
with that in mind I’'m putting together an article looking back over
the previousevents, and I’ d liketo include storiesfrom thosewho' ve
been there. So drop me afew words at the usual addresses.

Double 1. My last, best hope for victory.

Pete Phillipps

VIEW FROM THE TRENCHES is the bi-monthly British
ASL journal. All comments are welcome. Even better, contrib-
ute. Write an article. Design a scenario. Share your ASL experi-
ences with others. VFTT alows you to communicate with other
ASLers. Don't be a silent voice.

Issue 57 should be out at the beginning of September 2004.

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

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

Both the ASL Rulebook and
Beyond Valor are due to be reprinted soon.
With the BV reprint MMP will begin re-
issuing all the modules with un-mounted
maps in the same style as those found in
the ASL Sarter Kit. Asaresult the new
BV will containmaps 1, 2, 3, 4, 5, 8, 20,
21, 22 and 23, as well as 20 counter-sheets
and 20 scenarios, including many currently
out of print scenarios. The retail price will
be $95.00.

All theremaining mapboardswill
eventually be reprinted in the new style
and made availablefor separate purchase.

The next ASL Journal is expected
to be out in the autumn, while the layout
of Armies of Oblivion should be done
soon.

CRITICAL HITS GALORE

Out now from Critical Hit are several
new scenario packs and two historical
modules. TIGERSTO THE FRONT!—Army
Group North 1944 isascenario pack covering
the battles of Army Group North in Russia
in the summer of 1944. It includes 10 new
scenarios, aset of rulesand a22" x 34" map
covering the Panther Line. BATTLE OF THE
BRACCHI HILLS—On the Road to Rome
1944 focuses on the battle for the Mount
Bracchi Triangle during the battle for Rome.
10 scenarios are included, along with new
rules and a 22" x 34" map of the Bracchi
Hillsregion. Both cost $24.95.

BERLIN—Fall of the 3rd Reich is a
detailed new historical module covering the
battle for Berlin through 12 new scenarios.
As well as two large linked mapsheets, the
module includes two countersheets
containing al the SMC, MMC, AFV and
Gun counters needed for play, atotal of 592
counters. Aswell asversions of the standard
ASL countersthere are a so new countersfor
Red Banner squads, fanatic Hitler Youth, and
Volksturm units. Also included is a rules
booklet and Play Aid Card. The module costs
$49.95.

THE TRENCHES

Coming soonisFinland at Wer Volume
1: JATKOSOTA which contains 12 new
scenarios depicting actions from the
Continuation War offensive of 1941 through
to the end of the war when Finland fought to
gject German troops from their soil. Also
included are two mounted 8" x 11"
geomorphic maps which are geomorphic on
three sides so they can be used together in
numerous combinations for half-board
scenarios or combined to form one complete
8" x 22" geomorphic board, a sheet of 106
color die-cut counters, providing AFV's, guns,
SMC, MMC (including new 5-5-8 squads)
and Finnish T-H Hero counters, and aspecia
rules booklet. The pack costs $29.95.

NEW BUNKER NEARS

COMPLETION

Dispatches From The Bunker 19
should begin shipping in September.
‘Pursuing Kobayashi’ sees a regular US
Army company chase remnants of the
Kobayashi Group in ‘45 Philippines, ‘ Point
247 coversthe Grossdeutschland'sfirst taste
of combat as they try to take out positions
on the Maginot Line, while *Asking for
Trouble' hasan elite US Recon unit trying to
hold a town hall from attacking
Volksgrenadiers.

Four issue subscriptions are
availablefor $13.00 ($15.00 outside the
USA). Issueoneisavailable freewith a
subscription or an SAE, while other back
issues are $3.50 ($4.00 outside the USA).
Payments should be payable to Vic
Provost and sent to Dispatches from the
Bunker, PO. Box 1025, Hinsdale MA
01235. You can email them at
aslbunker@aol.com.

Finland 31 War

THIRD PARTY PRODUCERS
UK AVAILABILITY

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

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

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

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

For the latest on stock availability
telephone me (as usual evenings when Man
United are not playing are your best bet!),

or emaill me at pete@vftt.co.uk.

UK RETAILER STOCKISTS OF
THIRD PARTY PRODUCTS

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

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

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

PLAN 9, 9 Rosemount Viaduct, Aberdeen,
AB25 INE. 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 include them here in future issues.




HEROIC GUN-PIT

Wl kiddies, hereweareagain at sunny
Blackpool, but this year, not fighting
BERSERK, but instead asHEROES. That's
got to be the biggest laugh of the century,
you lot as heroes!!

Before | start with this years report, |
am going to remind you lot of what | saidin
the first ‘Gun-Pit’. That is, this writer
totally despises all acts of terrorism, and
those pieces of shit that carry them out. |
am, of course, talking about the Madrid
bombings, to which (belatedly) our deepest
sympathies go to those who have lost
relatives and friends. Let me remind you all
of one thing, only spineless cowards do
terrorism, not real men and women!

It iswith great sadness that | have to
report that therewill beno more BERSERK,
as Steve and Trev have decided not to carry
on. The only bit of good news, is that next
year, we will be having another HEROES
event on the last weekend of March (I was
present when the hippy booked it!). From
every-one who knows Steve and Trev,
especially those who have attended
BERSERK, wewill missyou guys, and wish
you All The Best!

Now to continue, this year's
Blackpool war isbeing carried out with some
of it's usual disregard for any attempt at
seriousASL play, just theway | likeit. Those
that know me, will know that | have NO

Paul Case

intention of playing thisgame serioudly, life's
too short for that! That includes playing
Pete, whom | have never played seriously
sincel’veknown him (we play for what this
gamewasdesigned to be played for, FUN!!!).

Thursday

Arrived at the hotel, and found that
your hero wasthe Advance-Party yet again.
No booze this time, as | have to settle my
stomach a bit, bit of a tummy-ache (all
together now, ahhhhh!). The next to arrive
werelan Pollard and Aaron Sibley, and being
the sad bastards that they are, proceeded to
actually play this stupid game. Their choice
being the one and only Gun-Pit scenario
review, ‘ J59 Friday The 13" . lan decided to
go for the trophy, and started well, he lost.

Then your organiser turned up, and
started dishing out the tournament-packs.
Included in them wasthelatest VFTT. Well,
time to get something to eat, I’'m hungry.
Never played a game, but saw a few others
playing.

Friday

Breakfast at 0800hrs, as it is for
Saturday and Sunday, followed by the usual
total lack of first turn interest in starting a
game. The hippy has announced that the
‘Snakes and Boxcars' competition is on.

Neil Stevens (left) plays Will Roberts - the first time the original IF organisers have been
seen together in years!

Snakes getting £2, and Boxcars getting £12.
A traditionto be continued, | hope! (seelater).

Game 1

News for you lot, is that last years
finalists (for the final BERSERK wooden
spoon) are playing in the first round. Yep,
me and lan Pollard areto face off in thefirst
round (I’mglad | fancy women, he'sbloody
ugly!). Let's see if lan can lose this time!
Thescenariowas' SP3 Duel At Reuler’ with
lan taking those trespassers, the Americans.
Of note wasthe following:- 1) My first shot
at one of lan’s units (a%2 sqd) eliminated it,
those MG'sareuseful for something. 2) lan's
first shot at me went as follows- | moved
my motion PzIV into the LOS of his in-
motion Sherman, hetakesthe shot needing a
6, which he gets (wdr 4, cdr 1) and for the
effect DR, he promptly rolls a 12 (a Dud).
3) Theoneand only PAATCwasal2, rolled
by lan, nice work, boy. And finaly 4) My
PzIV, with 8-1AL, broke the 75L, and first
chance, it repaired. On Turn 3, lan showed
his un-sportsmen like dice-rolling, by
destroying my 3 remaining Panzers, with 3
consecutive kills (One by Bazooka, one by
M 10, and the other by M4), therefore,
winning the game, and losing the chance to
bethefirst ‘HEROES Wooden Spoon holder.
Overall, agood game, played theway | like
them, not serious in the dlightest. 0-1.

Game 2

The next person to try and beat the
‘Gun-Pit’ is Scottish ASL player, Tony
Gibson, a first-timer on the UK tourney
scene. We both chose to play ‘OAF4
Firefight Before Breakfast', with me as the
SS. Started off a bit slow, but things did
happen. Turn 1, and | managed to take some
of his guys prisoner (which Tony slowly
killed off, obviously doesn’t like his own
guyssurrendering!). Alsoon Turn 1, hegot a
CH with one of his M4(105)’'s, 36FP -
3DRM, not niceon thereceiving end, killing
a658 sqd,(alsodoingiton Turn5, killing an
8-1 and 658 Fanatic SS Sqd, bastard!). On
Turn 2, one of my Sd 251/1's, with 658 +
LMG, was Shocked by aMMG, but turned
out to be OK after being CC'ed. Also on
Turn 2, his M10 malf it's MA. Turn 3, and
a 348 goes Berserk, which one of his667's
surrendersto. They are promptly eliminated
by Mr Berserker, who then goes back to
normal, but No Quarter has now been
declared by Hitler’s finest. Turn 4, and |
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A bemused Shaun CarterO (left) involved in play-testing with your editor.

killed his 9-1 when he CC’ed my unloaded
Sd 251/1. Turn 5, and | managed to create a
8-1from afanatic 658 in CCwitha346. My
9-1/658 got ATMM, and killed one of his
M4(105). It al ended on the last CC, with
him needing to kill my 9-1/658 boys, he got
ambush. A 7 wasneeded, herolledan 8. that's
it , game over, and your hero wins a close
contest. 1-1.

Saturday
Game 3

Battle recommences, with another
opponent, this time it's Wayne Baumber
(winner of the last prize at 1F2003). The
war has now gone to the Far East, and it's
time for ‘Johnny Ghurkha' to get his little
knife (the world famous ‘kukri’) out, and
putit touse. Well, on‘ Rout Pak 2 The Glory
Road’, Wayne was the Ghurkhas and | was
from Japan. This scenario was not one of
my finest efforts at counting, as | had too
little Firepower points south of the stream.
InTurn 1, | managed to get one of my tanks
blown-up on his mines, that basicaly was
all that had happened on Turn 1. Turn 2 was
just as exciting as well, my leader’s tank
promptly got itself immobilised whileleaving
the bamboo. Turn 3 was a bit more ‘keep
awake' mode, my other tank managed to get
itself immobilised in Close Combat, while
still in the stream. Turn 4, and now we have
the excitement levels rising, with my 447
stuck on the wire, going (forgive me, Trev)
berserk, having rolled a2 onaMC. My 9-1
Ldr/3x 447 Platoon, while moving singly
along the stream (I like getting wet, Don't),
manages to get a complete squad of 14
soldierskilled (KIA), the other 2 squads did
not do much better, being reduced. The 9-1
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then decided to |eave those un-heroic sons-
of-Nippon behind, and proceeded though
that bullet swept area as though nothing was
there. Those two Reduced squads, in the
DFPh went in different directions, one
reduced further to a 2 sqd, and the other
decided to improve themselves, now giving
my 9-1 a Platoon consisting of a 348 Red
sqd and a 137 %2 sqd. Wayne's blokesin the
Foxhole with the Lt. Mtr broke, and the AT
gun’s crew died. Turn 5 sees Wayne killing
my berserk guysin Close Combat, and yours
truly, being the nice, kind generous person
that | am, now decidesto give-in (not enough
FP on the south side of the stream, or enough
of hisblokesleft tokill, most had run off).1-
2.

Game 4
Sees me paired with Chris Milne,

another new guy to the UK tourney scene,
and we play the first Journal scenario; ‘J1
Urban Guerrillas', with me as the good
communist. This game started as a disaster
for your hero, with me rolling 8, yes 8,
boxcarsin the first turn (7 in my part of the
turn!). 3 of them Morae Checks, one after
the other, not avery good start to thisVienna
battle! | think 3 of the otherswere MC's, as
well. The only good to come out of thisturn,
was that Chris also rolled a boxcars,
malfunctioning his Panther’'s MA, some
consolation | suppose.

Turn 2, and thingsdo look better (they
couldn’t be any worse!), | sent a T.34/85 on
afact finding mission to the other side of the
cana (I like water!), he found Chris's 88L
Flak, which missed him, and Malf, later in
the game to be broken completely. | send
another T.34 to join the marauding one, but
he gets toasted by the Psk. Two SS %2 sqds
were aright royal pain, and just would not
break, blocking my glorious advance for
Comrade Stalin. | think my 39 T.34 malf his
MA in this turn, as well. Turn 3, and on
comethe heavy maob, 2x JS2m’'sand 5x 628's,
from the western part of Vienna. Don’t
achieve much this turn, but later they did,
killing someof those Fascist pigs. Main thing
of note thisturn was that in the Nazis Rally
Phase, | managed to lose a¥2 sqd on another
boxcars, while Chrisrollsasnakesand getsa
8-1 Ldr, life just isn't fair for us soldiers
from Mother Russial

Turn 4, and one of the JS2m’s getshis
first kill, taking out the PzIVJ while the
cowardly pig was haf-hiding behind awall,
burning it, that will teach him! Continuing
with my bad luck, Chrisrollsanother snakes,
whilerallying a348, and getsabloody hero!
The Partisan help proved not much use (the
7-0and 127 generated sofar, were both killed

Ulric Schwela (left) giving given a lesson in playing ASL in the final against Toby Pilling.




in CC), but, | did get to kill that bloody hero
and his Bodyguards (the 348) inaCC. Turn
5 proceeds not quite as planned, with me
losing a447in CC, while he got another 8-1
Ldr to go with themurdering 348. That JS2m
carrieson doing good work by killingMr AL
and his Panther, while they were trying to
reverse out of my way (trying to do the
armour equivalent of sulking, that will teach
them!). That crew getsthe ‘ Order Of Lenin’
for good shooting (plus a year's supply of
Kremlin-standard vodka!). By thistime, my
last T.34 has left the field of battle with a
poorly gun, the one by the 88L got toasted
by a ‘faust, and now burns away quite
happily. Unfortunately, the other JS2m goes
and gets himself amalf MA.

Turn 6, and the crew of the above
mentioned JS2m decide, after drinking some
Vodkain celebration of getting their pop gun
working again, to go on a tour of the city.
Crossing the bridge, they are reminded of
the war by the sight of their dead friends
T.34 burning away. Turning right after the
bridge, they pass a house, and guess what,
some horrible SS blokes come out and blow
them up with their little ‘fausties. Now
deciding that | have no chance at al off
winning, | concede the game.1-3. Chrissaid
that after my atrocious luck on turn 1, | did
far better than he thought | would. Just goes
to show you, don’t give up after a shit turn.
Press on and see what comes your way,
though | was unlucky thistime, next time |
just might get lucky.

Sunday
Game 5

Last game of the tournament, and it
sees me pitted against Mike Standbridge in
SP22 ‘Tod's Last Stand’, with me on the
attack again, as the boys from the
Reeperbahn. | set up my HIP guys to try
and catch Mike out, which they pretty much
did. On Turn 1, Mike's ATR, in his Carrier,
missed with it'sfirst shot, so he IF ed at the
mobile piece of Krupp steel. After getting
the required hit, he needed a 6 (5 to kill).
What does Mike roll? A 7. Lo and behold,
here comes Superman and his tank killing
ATR. He does no better, hitting me but not
killingme.

Turn 2, and out comesMr 10-2 witha
247/LMG, who rolls asnakes, giving him a
2KIA, wasted asthereisonly a467 inthere.
First boxcars goes to Mike on aNMC (457
t0237). A IMC on the guyswiththe MM G,
an 11 rolled and the 247 manning it dropsto
a237. Morebad luck for Mikewhen he Final
Fired a457, rolling boxcarsand , because of
Ammo Shortage, goesto being a447. His51
mtr goesand breaksmy 8-1/467/LMG, with

the 467 now a 447. The Carrier-borne ATR
kills one of my tanks with a shot in the
backside (ouch! That hurt). His9-1/237 Final
Fire on my next-door 247 with a k/1, dead
for the Fuhrer. This wakes up my Sniper,
who kills the Hero. In CC, my 467 dies at
the hands of his Pinned 447, he rolled a
dlippery snakes.

Turn 3, and one of my LMG's has
sometarget practice, killing the Carrier. Out
comesthe fire-group, with a 16+1 attack on
his 9-1/237 team, rolling a lovely 4. 9-1
ELR’ed and the %2 sqd broken. Turn 4, and
now Mike decides to retreat to the VC area
(in my view, a bit late). First off, the mtr
fires Smokeinto hex 43M6, but that was his
last smoke round. | reveal my 8-0/467
HIPsters, breaking the 247/LMG boys, then
reveal the 247 HIPsters, pinning the 10-2/
457/MMG combo after Final Firing. A
British 247 got himself in amess, by going
ahead and getting himself killed for Failure
to Rout (nowhere to go, old chap). Turn 5,
and Mike is hoping to snatch Victory from
thejawsof Defeat. Lady Luck isnot smiling
on the BEF today, as his only MMC with
any chance of reaching the VC buildingsis
pinned by my 9-1/467/LMG team. Mike
then concedes, giving me an overall score of
2-3.

Thewinners are asfollows:-

Champion - guesswho? Toby Pilling.
All hegetsisacertificatethough (actually he
got £75 aswell —Pete). Well done.

Wooden Spoon - Nigel Blair. He
receivesan ASL Starters Kit.

Snakes- Toby Pilling. Hereceivesthe
£2 prize. That'sin addition to the certificate
mentioned above.

Boxcars- Paul Case. Yes, thewriter of

this piece gets a prize. With a total of 15
boxcars, | think | deserve a prizel! As
mentioned at the start, | receive £12. Along
with a £2 coin, | got a Scottish £10 note,
which was promptly exchanged at the bar.

After the prizesweregiven, everyone
who was leaving on the Sunday went. This
left Pete Phillipps, Nigel Blair, Bill Roberts
and me. As Peteand | were going to the pub
to watch the Arsena / Manchester United
match on their giant screen, both Nigel and
Bill went as well. We even got to sit down
and watch the game, as two blokes
(obviously not footie fans) got up and left.
It wasacracking game, end to end, finishing
1-1, giving Arsenal the record of most games
inaseason without defeat intheleague. After
having another beer, we went to a different
pub which served FOOD. | got the blame
for our slight detour, but we got there, and
had adecent meal.

Now, | know thisisgoing to shock the
masses, but your editor, the Hippy, even
managed to nearly fall adeepinthe Pub. Now,
how can he do that? (Coz I'd been out
clubbing ‘til 2 in the morning Friday and
Saturday!! —Pete) Shameonyou, Pete!! The
usual ‘last night game’ with your editor did
not materialise, due to the above mentioned
dozing-off incident. IF2004 here | come!

Monday

Breakfast at 0900hrs, more like
0845hrs, then it wastimeto leave Blackpool
for another year.

Inclosing, | would liketo thank Pete,
Dominic McGrath and Derek Tocher for this

Paul Case takes a break from playing ASL to do something he is good at - write for
VFTT!
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years event, to Roland and his staff for the
use (and abuse!) of the hotel, to my
opponents, and to everyone else who turned

up.

| shall repeat what | keep saying, get
off your asses and get to a tourney. Show
your support for our idiotic past-time, and
make new friends, you may even get alaugh
or two (Guaranteed to if you play me!). The
wholeideaisto get the British ASL scene up

OURNAMENT RESULTS
ere are the individual win/loss records for thg
ournament
0S. PLAYER P w L CRUS
Toby Pilling 5 5 0 3040.0
Russell Gough 5 4 1 31438
David Schofield 5 4 1 3030.0
Martin Vicca 5 3 2 3193.3
Michael Davies 5 3 2 3046.7
Andy McMaster 5 3 2 2990.0
Ulric Schwela 5 3 2 2838.3
Brian Hooper 5 3 2 2808.3
Paul Legg 5 3 2 27133
0 lan Percy 5 3 2 2708.3
1 Wayne Baumber 5 3 2 2558.3
2 Aaron Sibley 5 2 3 3120.0
3 Malcolm Hatfield 5 2 3 3057.5
4 Mark Warren 5 2 3 3012.5
5 Paul Kettlewell 5 2 3 2865.0
6 Paul Case 5 2 3 2807.5
7 Dominic McGrath 5 2 3 2807.5
8 lan Pollard 5 2 3 2652.5
9 lan Daglish 5 1 4 3025.0
0 Mike Standbridge 5 1 4 2685.0
1 Nigel Blair 5 0 5 No Wins
2 Steve Cook 4 3 1 2621.7
3 ChrisMilne 4 2 2 27575
4 Tony Gibson 4 1 3 2790.0
5 William Roberts 4 1 3 2685.0
6 Graham Smith 4 0 4 No Wins
7 Neil Stevens 3 3 0 2833.3
8 Gary Lock 2 2 0 27425
9 Nigel Ashcroft 2 1 1 2515.0
Oliver Gray 2 0 2 No Wins
he Crus column is the average Crusader Ladder rating
f the opponents beaten.

to where the Yanks have theirs, and that
needsyour help. So, you closet ASL players,
join in the fun at Bournemouth in October.
You could meet a big named Yankie ASL
player there. That's the rumour, anyway!!!

Andy Ashton turned up with his
gaming circus on Saturday, and your hero
decided to exchanged some money for
important supplies (ASL Journal 5,
Schwerpunkt 9 and Skirmisher 2 [ yesfolks,

| do play other games, and just like ASL, not
very well ]).

See you at IF, and if you play me,
you'll get amention in my report for VFTT.
| have to get opponents some how!!!

LAYER RESULTS

Here are the individual win/loss records.

PLAYER
Nigel Ashcroft
‘ayne Baumber
Nigel Blair
Paul Case
BSteve Cook
an Daglish
Michael Davies
fony Gibson
Russell Gough
Dliver Gray
Malcolm Hatfield
Brian Hooper
Paul Kettlewell
Paul Legg
[Gary Lock
Dominic McGrath
Andy McMaster
ChrisMilne
an Percy
Pete Phillipps
[roby Pilling
an Pollard
illiam Roberts
Pavid Schofield
Ulric Schwela
Maron Sibley
[Graham Smith
Mike Standbridge
Neil Stevens
Martin Vicca
Mark Warren

NP ORARNOORARNUTUWOUOUNUTOUONOOATONANOWT
N-bl.\)HO-b-bU'IHNUINL\)(A)(A)NNL\)NU)NOUIHU)NWNHWHE
WWRUDAWNRFPRWUORWNWWONWNIANRWONRMRWONNT
[eN-NoNoNoNoNcNcNoNoNoNcNoNc NN NN NN NN NN N NN N-N-Nv)

Toby Pilling receives his Championship winnings (left), while Nigel Blair receives the Paul
Case Booby Prize for the worse performance of the weekend.

HE SCENARIOS

Here is the table of Scenario Win/Loss records
remember draws are used in the tournamen
Fules:

BScenario Allied Axis Dra

\59 Death at Carentan (ATL2 redone) 3 4 0
\93 Faugh A'Ballagh 3 1 0
\P13 Shielding Moscow 0 1 0
CH6 Armored Probe 2 1 0
D1 Urban Guerillas 3 6 0
P41 By Ourselves 1 0 0
59 Friday The 13th 1 0 0

6 Frontal Assault 1 0 0

8 Escape to Wiltz 1 0 0
NQNG1 Fuhrerbefehl 0 2 0
NQNG5 Chateau Nebelwerfer 0 1 0
[DA2 Skirmish In Te Snow 1 0 0
DAF4 Firefight Before Breakfast 2 1 0
RP2 The Glory Road 2 2 0
51 Retaking Vierville 1 0 0
52 War Of The Rats 0 1 0
SP10 Bring Up the Boys 1 3 0
SP11 Pomeranian Tigers 3 2 0
5P22 Tod's Last Stand 1 3 0
BP3 Duel at Reuler 4 0 0
SP75 Taurus Pursuant 4 3 0
5P94 Out Of Oder 0 1 0
5P95 Burn Gurkha Burn! 8 1 0

2 The front In Flames 2 1 0
TOTALS 78 44 34 0

Paul Case collects £12 for rolling the
most box cars in a scenario.

THE TRENCHES



The Crusaders Open ASL Tournament Ladder

Despite the metamorphosis of
BERSERK! into HEROES this year some
things don’t change - such as the fact that
Toby Pilling winsin Blackpool AGAIN!

There have now been 1943 games
played since the first INTENSIVE FIRE in
1995 which means the tenth anniversary
INTENSIVE FIRE in October 2004 will see
the 2000 games barrier broken (maybe we
should havealittle prizefor the playerswho
post the 2000th game? — Pete). For thefirst
timewe have playerswho have played more
than 100 games in UK tournaments (Brian
Hooper and Dave Schofield) There are now
68 players who have played 20+ games, 32
who have played 40+, 16 who have played
60+, and 7 who have played 80+ games. The
top 10% of players have ratings of 3280+
while the upper quartile are rated 3160+.
Thoseinthelower quartile haveratingsbelow

Rank Player Played
1 Toby Pilling 65
2 Steve Thomas 42
3 Simon Strevens 73
4 Mike Rudd 38
5 Fermin Retamero 13
6 Michael Hastrup-Leth 45
7 Derek Tocher 93
8 Aaron Cleavin 6
= Peter Bennett 14
= Bjarne Marell 36
11 Dave Schofield 101
12 Carl Sizmur 16
13 Jes Touvdal 24
14 Russell Gough 61
15 Lars Klysner 11
16= Trevor Edwards 74
16= David Tye 39
18 Ran Shiloah 11
19 Bernt Ribom 5
20 Phil Draper 20
21= Joe Arthur 21
21= Dominic Mcgrath 97
23 Frank Tinschert 15
24= Philippe Leonard 9
24= Steve Linton 11
26= Will Fleming 3
26= Ralf Krusat 6
26= Alan Smee 4
29= Dave Booth 7
29= Peter Struijf 5
31 Daniel Kalman 11
32 Aaron Sibley 50
33= Daniel Batey 4
33= Paul Saunders 19
35 Ray Woloszyn 31
36 Christain Koppmeyer 15
37 Tom Slizewski 5

HEROES! 2004 Update
Toby Pilling Marches On!

Derek Tocher

2810 while the bottom 10% of participants
are rated 2665 or less. These numbers have
remained essentially invariant over the last
four years and the distribution of resultsis
essentially Gaussian about 3000.

Toby Pilling went undefeated over the
course of the weekend to win the inaugural
HEROES tournament. He did however only
gain 45 Crusaders Ladder points in the
process leaving him frustratingly on 3995
points. The biggest points loss of the
weekend was displayed by Nigel Blair who
dropped a whopping 365 points, though a
single win did prevent him picking up the
tail-end Charlie prize. Other big losers over
the weekend were lan Daglish (-290 pts),
Graeme Smith (-210 pts) and Mike
Standbridge (-210 pts). Mike'slosscombined

living memory and Mikereplaceshim at the
foot of the table. Wayne Baumber wasabig
winner over theweekend, having previously
been a big loser at INTENSIVE FIRE '03,
gaining 215 points, though this still leaves
him within twenty places of the foot of the
table. However the biggest gain of the
weekend went to Russell Gough who
notched up 365 points and put himself in
14th place. Of the tournament newbies
present the best performance was shown by
Martin Vicca whose 4-2 winning record
notched up 190 points and sees him enter
theladder in 43rd place.

Without further ado hereisthe ladder
asof 20 April 2004.

with two wins by Paul Case lifts Paul of the Q
bottom of thelist for aimost thefirst timein
W—D—L Points 38= Michael Davies 21 14—0—12 3210
58—2—5 3995 38= Klaus Malmstrom 4 3—1—0 3210
32—1—9 3755 38= Nils-Gunner Nilsson 5 4—0—1 3210
47—1—24 3670 38= Yves Tielemans 3 3—0—0 3210
32—1—5 3660 42 Francois Boudrenghien 3 3—0—0 3205
11—0—2 3650 43=  Jean Devaux 3 3—0—0 3190
31—1—13 3615 43= Martin Vicca 6 4—0—2 3190
68—2—22 3595 45 Armin Deppe 13 7—1—5 3185
6—0—0 3565 46= Bill Durrant 5 4—0—1 3180
12—1—1 3560 46= Bob Eburne 48 27—0—21 3180
26—0—10 3560 48= Steve Crowley 47 21—1—25 3175
70—0—31 3530 48= Jonathan Pickles 8 5—0—3 3175
11—0—5 3515 50= Grant Pettit 7 4—1—2 3170
16—0—8 3475 50= Bruno Tielemans 3 3—0—0 3170
34—4—23 3430 52= Rodney Callen 6 4—0—2 3160
8—0—3 3400 52= Mel Falk 9 5—0—4 3160
38—1—35 3380 54 Jeremy Copley 9 6—0—3 3150
18—0—21 3380 55 Nick Edelsten 22 14—1—7 3145
7—0—4 3370 56= Keith Bristow 42 24—1—17 3135
5—0—0 3350 56= Paul Haesler 10 4—2—4 3135
13—1—6 3320 56= Paul O’donald 72 44—1—27 3135
13—0—8 3305 56= Frenk Van Der Mey 4 3—0—1 3135
49—2—42 3305 60 Chris Courtier 13 7—2—4 3130
10—0—5 3295 61 Paul Sanderson 41 21—0—20 3125
7—1—1 3285 62= Lee Brimmicombe-Wood 12 8—0—4 3120
8—0—3 3285 62= Stephen Burleigh 14 6—1—7 3120
3—0—0 3280 62= William Hanson 19 11—0—7 3120
5—0—1 3280 62= Paul Ryde-Weller 10 5—1—4 3120
4—0—0 3280 66= Georges Tournemire 3 2—1—0 3115
5—0—2 3270 66= Mark Walley 4 3—0—1 3115
4—0—1 3270 68= Luis Calcada 43 21—1—21 3110
8—0—3 3245 68= Luc Schonkerren 5 3—0—2 3110
30—0—20 3240 70=  Andrew Dando 44 23—2—19 3105
4—0—0 3235 70= Simon Morris 11 6—0—5 3105
10—0—9 3235 70=  Stewart Thain 15 8—0—7 3105
18—1—12 3225 73 Russ Curry 6 4—0—2 3100
8—0—7 3220 74= Nigel Brown 26 11—0—15 3095
4—0—1 3215 74= Mikael Siemsen 6 3—0—3 3095
VIEW FROM
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81
82
83=
83=
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85=
85=
88=
88=
90
91
92=
92=
92=
92=
96=
96=
98
99=
99=
101=
101=
103=
103=
103=
106=
106=
106=
106=
106=
106=
112=
112=
112=
115
116
117=
117=
119
120
121
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122=
122=
122=
122=
127=
127=
127=
130=
130=
130=
133=
133=
135=
135=
137=
137=
139
140=
140=
140=
140=
144=
144=
146
147

Kevin Beard
Steve Cook
Gary Lock

lain Mackay
Peter Michels
Paulo Aless
Dirk Beijaard
Robin Langston
Chris Milne
Jean-Luc Baas
Serge Bettencourt
Robert Schaaf
Alexander Rousse-Lacordaire
Bob Runnicles
Patrik Manlig
Andy Mcmaster
Shaun Carter
Stefan Jacobi
Ben Jones

Bo Siemsen
Scott Greenman
Ulrich Schwela
Steve Pleva
Daniele Da Bello
Peter Hofland
Vincent Kamer
lan Percy
Colin Graham
Andrew Saunders
Mark Warren
Nick Brown
Steve Grainger
Martin Hubley
lan Kenney
Phil Nobo
Duncan Spencer
Michael Essex
Ivor Gardiner
Gilles Hakim
Kevin Croskery
Eric Baker
David Farr
Malcolm Rutledge
Sergio Puzziello
Simon Croome
Michael Maus
Raurigh Dale
Laurent Forest
Alex Ganna
David Murry
Pedro Ramis
Paulo Ferreira
Bob Nugent

Jon Williams
Derek Briscoe
Martin Bryan
Martin Mayers
Andrea Marchino
Andy Price
Paul Boyle
John Sharp
Steve Allen

Tim Collier
Edo Giaroni
Joel Berridge
Tim Bunce
Brian Martuzas
Andy Smith
Patrick Dale
Phil Ward

Josh Kalman
Martin Kristensen

THE TRENCHES
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9—1—-3
3—0—1
2—0—0
22—0—-21
2—0—1
4-0-2
3—0—2
4—2—3
3—0—2
2—0—1
2—0—1
2—0—1
2—1—1
2—0—1
9—0—7
3—0—3
27—1—-33
5—0—6
17—0—22
2—0—2
3—1—4
17—1—-22
3—0—3
1-0-3
2—0—2
2—0—2
3—1—-2
3—0—2
15—1—17
6—0—4
1—1—1
4—0—4
3—0—1
2—0—2
6—0—5
2—0—2
12—0—11
1—0—1
2—0—3
2—0—1
1—0—1
2—0—2
1—0—2
1—0—4
15—0—14
3—0—4
10—0—9
0—0—3
0—1—1
2—1—-2
3—0—3
4—0—5
2—0—1
6—0—8
0—0—1
8—0—11
5—0—10
0—0—1
1—0—2
2—0—3
3—0—5
1—1—4
7—0—10
1—0—2
1—0—2
7—0—7
2—0—3
0—0—4
8—1—13
2—0—3
5—0—5
2—0—4
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3090
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3075
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3070
3070
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3060
3055
3050
3050
3050
3050
3045
3045
3035
3025
3025
3015
3015
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3010
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3000
3000
3000
3000
3000
3000
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2980
2980
2975
2970
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2945
2945
2945
2945
2945
2940
2940
2940
2935
2935
2935
2930
2930
2925
2925
2920
2920
2915
2910
2910
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2905
2905
2900
2895
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153=
153=
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160
161
162=
162=
164=
164=
166
167
168=
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171
172
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175
176=
176=
178
179
180=
180=
180=
183=
183=
185=
185=
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189
190
191
192
193
194=
194=
196
197
198
199
200
201
202=
202=
204
205
206
207
208=
208=
210
211
212
213
214
215
216

Jakob Norgaard
Bernard Savage
Neil Stevens
Sam Belcher
David Kalman
Paul Kettlewell
Peter Ladwein
Pete Phillipps
Lutz Pietschker
Neil Piggot

Nick Angelopoulos
Bill Eaton

Dave Otway
Sam Prior

lan Daglish
Mike Daniel
Mark Chapman
Paul Legg
Michael Robertson
Clive Haden
Alistair Fairbairn
Nick Ranson
Nick Sionskyj
Chris Littlejohn
Graham Worsfold
Lee Bray
Richard Kirby
Bill Hensby
Andrew Hershey
Flemming Scott-Christensen
James Crosfield
Peter Neale
Burnham Fox
Tony Gibson
Tim Macaire
Rupert Featherby
Nick Quinn
Gareth Evans
Oliver Gray
Steve Cocks
Marc Horton
Chris Netherton
Brian Hooper
Simon Hoare
Jeff Howarden
Christain Speis
Jackie Eves
William Roberts
Nigel Blair
Pedro Barradas
Wayne Baumber
Malcolm Hatfield
Nick Carter
Adrian Catchpole
Neil Brunger
Arthur Garlick
Bryan Brinkman
lan Pollard

John Fletcher
Chris Ager

Nigel Ashcroft
Justin Key
Michael Rhodes
Paul Case
Graham Smith
Roger Cook
David Ramsey
John Kennedy
Mike Stanbridge
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102

22

30

38
33

11
20
21

64

12
49
40
43
86
24
28

24
42

1—1—4
9—1—11
23—2—32
3—0—5
2—0—3
25—0—35
9—0—12
36—0—48
1—0—3
1—0—3
1—0—4
8—3—10
1—0—4
4—0—8
43—1—46
2—0—3
2—0—4
25—1—41
1—0—3
2—0—3
0—0—3
1—0—4
3—0—5
3—2—9
0—0—3
3—0—11
2—0—5
10—0—21
4—0—6
1—0—5
5—0—6
0—0—3
10—0—13
1—0—4
17—0—21
0—0—3
5—0—9
0—0—4
1—0—4
0—0—4
1—0—5
7—2—11
32—1—69
0—0—4
2—0—5
1—0—4
7—0—15
0—0—6
12—0—18
1—0—6
16—0—22
1—0—22
1—0—5
2—0—9
8—0—12
2—5—14
1—0—8
25—0—39
0—0—6
3—0—9
18—1—30
14—1—24
10—0—33
21—1—64
7—0—17
8—2—18
1—0—8
5—0—19
11—1—30
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2825
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A Random Selection Reminder

Oneof theruleswhich | regularly failed
to apply as a newbie is Random Selection
(A.9). It'sfairly easy to remember to use RS
when resolving a K/# or #K1A result on the
(DIFT, but there are many other instancesin
which RS applies. You may save yourself
some heartache by remembering to use ran-
dom selection when a group of units must
suffer some effect, rather than affecting the
whole group of units.| have attempted to
list asmany of the uses of Random Selection
as| could below, along with any special rules
which may apply. If | have neglected some
cases or made mistakes, pleaselet me know.
My thanks to Patrik Manlig for suggesting
some of the uses listed.

Fire Attacks

Use RS to select victims of #KIA
(A7.301). Although therulesare not explicit
on how to dothis, asingle RS dr ismadefor
each unit. The units with the highest n dr’s
are affected, where n is the number of units
to be KIA'd. More than n units may be af-
fected if thereisatiefor the nth highest RS
dr. Use RSto select which units are reduced
by a K/# result (A7.302). Note that when a
squad is chosen by RS and reduced, the re-
sulting HS must take the #M C. However, if
an SMC is selected by RS and survives the
wound severity check, it does not take the
following #MC.

Critical Hits

When aCH (C3.74) is scored against
multipleunits, RSisused to determinewhich
units are affected by the CH. If the attack
scoring aCH affects morethan onelocation,
RS is used to determine which location is
affected.

Cowering

When aFire Group cowers (A7.9) by
rolling doubles on an (I)IFT or To Hit at-
tack, RS is used to determine which units
cower. If aunit cowersitand dl of itsSW are
marked with Final Fire/Prep Fire as appro-
priate. Unitsimmune from cowering (SMC,
Finnish, berserk, heraic, etc.) arenot included
in the RS process.

3107

Bob Smith

Malfunction

If multiple weapons malfunction
(A9.71) whileinaFG inwhich the IFT DR
exceedsthe B#/X#s of multiple SW, use RS
to determine which SW are malfunctioned or
eiminated.

Ammunition Shortage

When a FG suffering Ammunition
Shortage (A19.131) rollsboxcars, use RSto
pick who isreplaced. Note that only MMCs
are affected and selected unitswhich can not
reduce are broken. Unitswhich roll boxcars
on a To Hit attempt are not reduced.

FPF

Units using Final Protective Fire
(A8.31) are subject to both Heat of Battle
and Casualty MC results. When a FG uses
FPF and rollseither a2 or 12, RSisused to
determine which units are affected. Thisus-
age of RSisspecified somewherein Q& A.

Sniper Attack

A non-standard form of RSisused to
determine which units in alocation are at-
tacked by asniper (A14.2). Unlike other uses
of RS, if multiple units are selected not all
areautomatically affected. When RS selects
multiple units, the sniper may choose which
oneto attack. For each of the other selected
units a new sniper dr is made and resolved.
Also, the sniper may choose to bypass the
RSroll and instead target the enemy sniper,
avulnerableinherent crew, or an unarmored
vehicle.

Revealing Concealment

When a unit must be revealed from a
concealed stack (A12.15), roll RS for each
“counter” (A.9) under thetop“?’, including
SW and Dummy counters. If a SW is cho-
sen, select the squad possessing it. If a
dummy is chosen, remove it and choose the
counter associated with the next lower drin
theRS.

Booby Traps

If Booby Traps (B28.9) are activated
by aunit taking atask check then RSisused
to determine which unitsin thelocation suf-
fer Casualty Reduction. Notice as an aside
that when Booby Traps are in affect, even
unitswhich areimmuneto pinsmust roll for
Booby Trap activation when subjected to a
PTC.

Search Casualties

When units attempt Searching/Mop-
ping Up suffer Search Casualties (A12.154),
RSisused to determine which are reduced.

Panzerfausts

When a Panzerfaust (C13.31) is used
versus Cavalry/Infantry (C8.31) and attacks
multiple units in a location, only units se-
lected by RS are affected. The ATTACKER
may bypass the RS and choose to attack an
MMC which is Known and manning a SW
or Gun.

Platoon Movement

Whenvehiclesareusing platoon move-
ment (D14.21) and multiple units become
subject to bog asinglebog DR ismade. If the
bog check failsRSisused to determinewhich
units actually bog. The same procedure is
used for multiple units in a platoon which
are subject to mechanical reliability or stall-
ing.

Vehicular Overstacking

If ahit is scored on an dternate ve-
hicular target due to vehicular overstacking
(A5.132) then RSisused to determinewhich
dternate targetsare hit. Inthiscaseadrmis
appliedto the RS dr for each vehicleequal to
the vehicle sizeto hit modifier.
Thereisonly onecasel canthink of inwhich
some peopl e have mistakenly used RS. Dur-
ing Field Promotion (during CC, A18.12),
RSisnot used. The highest quality MMC is
the one that creates the leader.

VIEW FROM



NTENSIVE FIRE 2004

29 - 31 Ocroser 2004

INTENSIVE FIRE is the UK's longest running tournament dedicated to the play of Advanced Squad Leader.
2004 is our tenth anniversary and players of all standards are invited to attend.

ForMmaAT

The well-established Fire Team Tournament is the main event and of fers the chance for competitive play on the
Saturday and Sunday. Inaddition, the Friday mini-tourneys offer the chance for glory in more specialised
fields of warfare. There will also be a Training Camp for inexperienced players.

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, of fers both excellent gaming facilities and reduced accom-
modation rates (£35 per night for a single room or £30 for a double room). Players wishing to stay on Thursday
evening should book early as there is Soroptimists conference close by on the same weekend and and rooms may
be let out to them. The hotel is within a short taxi-ride of Bournemouth rail station and ample parking is avail-
able. 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 of ten 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.

CosTt

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

FurTeaEr DEtaiLs / REecisTrATION

Contact Pete Phillipps, 24 Huggett Close, Leicester, England, LE4 7PY. Telephone (0116) 210 1798 (+44 116 210
1798 from outside the UK) or email if @vftt.co.uk.



The Rats of Hamich

At INTENSIVE FIRE last year | got
hold of the Melee Pack, ascenario pack pro-
duced by the Southern California ASL Club.
The pack contains six scenarios each with a
cheat sheet outlining the qualities of the ve-
hicles and guns in play. Each scenario fea
tures asmall graphic of the board or boards
inplay and full colour art work for theforces
involved. The overall effect is very attrac-
tive and the scenarios contained are gener-
ally good. One, “The Wolves Last Tooth” is
apersonal favourite, eventhough I’ velost it
playing either side! This write up focuses
on “The Rats of Hamich” however, asI'm
drawntoit asit featuresasmall OB, play is
limited to half aboard and the big attraction
both sidesmake choicesfrom avariable OB.

Thewiderangeof unitsavailablemake
“The Rats of Hamich” adifficult choice for
tournament play and not ideal for a quick
friendly game. That said the selection proc-
ess makes the scenario difficult to analyse
and a good choice when facing playerswho
are strong planners.

Common Elements

Both sides are faced with the same
victory conditions, terrain and are subject to
the same time congtraints, the main differ-
ences being the forces they can select and
the tactics they try to employ.

The mission allows two possible vic-
tories. Atthegame end the Americanswin if
they Control nine of the ten stone ground
level building or rubble hexesin play. Alter-
natively the Germans win if they Control
two or more. Asthe American this suggests
you should aim to capture at least two aturn
on average or if you are the Germans limit
losses to less than two per turn.

An immediate victory is awarded of
both German gunsareeliminated. Thiscould
happen in several ways, guns malfunction-
ing and subsequently disabling, gun destruc-
tion by fire combat, overrun or after capture
or recovery. This should have an impact on
play. German playersshould think very care-
fully before taking intensive fire shots with
the guns, making repair rollsor placing them
in harm way. Some offensive action by the
gunsis needed and it would be a mistake to
remove the guns from the German order of
battle to limit the risk of their random de-
struction. Their fire strength is needed. The
sudden death victory condition will very

Michael Davies

occasionally support a desperate or deter-
mined American attack against theguns. Both
sides should be aware of this possibility.

Board 42 is one of my favourite
boards. It could be described as a sprawling
village next to alarge woods. Special rules
transform Orchards into Shellholes remov-
ing line of sight hindrances, offset by +1
TEM terrain for troops. With Mud in effect
movement is slowed for all units, vehicles
can even bog. Entrenching is more difficult
and HE attacksin open ground are modified
by a+1TEM . Itisharder for firesto spread.

About half of al the buildingsin play
will berubbled under SSR3. With therubbling
of buildingsbeing controlled by adr thereis
scope for some variation . Intact buildings
havecellars. A cellar providesastrong posi-
tion for defence, are treated as fortified so
hard to capture and can trap tanks entering a
building hex. Rubble removesthecellar loca
tion, increases movement costsand createsa
half level hindrance. The latter isimportant
if sighting to or from the C3 Hill area.

Both players should assess the ap-
proachesto thevillage. The American attack
can come from the east or southern edges. In
the east entry south on or south of P5 is
moving through woods only the edge of
whicharevisibleto thedefenders. A fast(ish)
way west is along the K8 to P8 Path. North
of the woods, entry is helped greatly by the
hedgefrom L1to M4, which coversadvance
over open ground. The Pond in M1 is a bit
of a problem for the attacker limiting any
entering units to forming a skirmish linein
M2, N2 and N3, al hexescrying out for bore
sighting! This line of approach gets very
nasty if several buildingsarerubbled to cre-
atealineof sight to the eastern edge from the
hill. Several Germanfortificationsarein play
but will be dealt with later.

Gamedurationislimited tofour anda
half turns, which istough on the Americans
as movement costs during mud are greater.
Time is aways neutral but there is slightly
more onus on the Americans to drive for-
ward at speed. Any UStroops entering from
the Southern Board edge are closer to the
German back field offset against their late
arival.

American OB Selection
Selecting your OB requires three

choices, specifically aforce bonus, four in-
fantry platoonsand finaly one armour group.
The infantry choice provides the backbone
to your attack and is the most important.
You are freeto pick four out of six platoons.
Start by backing your own preferences; if
you enjoy flamethrowers and .50 HMGs
platoons five and six are a sweet choice. If
you can pick your entire OB that way you
can be confident you are fighting with the
troops you are most comfortable with.

If you want to be more scientific look-
ing at points values can help. A 6-6-6 squad
isworth eleven points, a6-6-7 fourteen, and
acrew just seven points. This would make
picking the 4th and 5th Platoons preferable
asthey contain elite squads, followed by the
1st Platoon and a choice between the 2nd
and 3rd. This method gives no value to the
support weapons and must under value the
Heavy Weapons Platoon.

My own choice would probably be
the 4th and 5th Platoons to pick up the elite
squads, demolition charges and flamethrower,
plusthe 3rd Platoon for the Bazooka, backed
up by either of the MMG platoons or more
likely the Heavy Weapons Platoon for the
crewsand Browning .50. Although thisisan
important chunk of your troops the game
will not be over before you start just be-
cause you picked one platoon in preference
to another.

If the balance is in play the 1st and
2nd Platoon are stronger, building acasefor
picking both of them plus two others. It
seems ahit crazy to ask for the balance then
pick something el se!

Next up choose your armour group. If
you have taken the flamethrower or bazooka
platoons or both you already have some anti
tank capability. At short range al platoons
have close combat to fight armour and the
demoalition chargescan alsoice atank or as-
sault gun. If your infantry anti tank assets
are weak the armour group containing the
M4A3 (76)W and M10GMC TD is an ex-
cellent choice. If you want a mix of potent
anti tank weaponry and hard hitting main
armament well the group with the M4A3
(105) and m10 GMC givesit in spades. For
abalanced tank forcethat iseffective against
a wide range of units two M4A3siis just a
bit wesker against armour, partialy offset
by multiple hits on doubles. The last choice
to consider is the three M5A1 light tanks.
Themost obviousgainsarethe extravehicle,
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respectable odds of Canister rounds, small
target size and speed. Against guns the
M5A1s low armour offers little protection
if hit. Struck by a Panzerfaust or
Panzerschreck aburning wreck isthe likely
consequence, the only defencesaresmall tar-
get size, motion and fate.

Looking at points a M5A1 is worth
forty six, M4A3(105) seventy three, M4A3
seventy, M4A3(76)W seventy seven and an
M10 GMC sixty five. On points alone the
M4A3(76)W and M 10
GMC team are worth

thing when this happens you are down one
third to one half of your armour and your
force bonus.

Two parting thoughts. Remember to
roll for Gyrostabilisers, they really are neat.
A moving Tank is harder to hit and if your
return fireis better you gain another tactical
option. More important read the relevant
Chapter H notes, read the chapter E notes
on Mud, and al the rulesfor special ammu-
nition. if pressed for time just read the notes

amost certainly result in about five or six
rubbled buildings, occasionally afew more,
or afew less. Inmost casesanintact building
ismore useful for you. Thereare exceptions.
Thereis some gain from outlying buildings
like J7, B7 or J6 being rubbled as they slow
movement of both infantry and tanks mov-
ing through them or trying to bypass those
locations. Rubbleisimportant for lineof sight.
If say D5 collapses aunit in hill hex D3 can
see all the way to the D9 woods. If F3 goes,
hill hexes are able
to engage units in

the most points, the
three light tanks the
least. Thereisn't much
in it though!

If really stuck
the M4A3s are a solid

MPE
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value from eleven to il beosiers W B sguads, or gofor up

fourteen, a 2-2-7 be- to six Fanatic elite

comesaZ2-2-8foraone squads plus six 1st

point gain, and an elite

6-6-7 goes up from

fourteen to about sixteen points. | do think
the battle hardening option isthe best selec-
tion, 1'd favour hardening first line squads
but appreciate the strength of Fanatic elite
squads with demolition charges and/or a
flame-thrower.

An Armour Leader is worthwhile if
tanks are key to your plans. A worrying
thought islosing an AFV and Armour Leader
early in the game. Unless you gain some-
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for the vehiclesyou select, if you canlook at
the notesfor German Vehiclesand gunsthey
areuseful.

German OB Selection and

Set Up

Before selecting your forcesyou make
adieroll for every building hex. This will

line ones. The mix

of available sup-

port weapons is impressive, you can rea-

sonably expect to be attacked by two or more

MGs, and probably aflamethrower, bazooka

or pair of demolition charges. Every Ameri-

can squad hasarange of six whichisequal to

your own and an inherent fire power of six;

helpful in fire combat and very deadly in
closecombat or melee.

Supporting theUS Infantry areasmall

group of tanks. This can range from three



M5, through apair of Shermansto a Sherman
and M10 GMC. These units all have
strengths and wesknesses. For example the
M5s are strong against infantry, as small
moving targets are hard to hit with PF shots.
Onthedownsidetheir armour isthinner than
other tanks, their gun is feeble against ar-
mour not terribly effective against Infantry
in buildings. The other groups also have in-
teresting features. M10 GMCs have high
rate of fire and powerful 76L guns, partialy
offset by open turrets leaving their crews
vulnerable to some small arms shots or that
sometimes forgotten anti tank weapon the
Sniper!

German forces start with some core
troops to which other selections are added.
Three Leaders and seven squads with three
MGs, ademoalition charge and aPanzerschreck
isastrong foundation. Five of the squadsare
elite and enjoy ELR 3, plus a SAN of four.
All these units can start concealed. Addi-
tionally eight conceal ment countersare pro-
vided to add to the fog of war. SSR5 adds a
pair of tunnels to your OB. Tunnels are ex-
tremely useful. They can connect two tun-
nel entrancesin Woods, Brush, Buildings or
Rubble within a distance of three hexes al-
lowing movement with total protection from
enemy fire. This allows rapid movement
between sectors and creates a safe rout path
for broken units. Have a good look at the
rules for Tunnels in the ASLRB and spend
sometime finding a use for them. They will
not always be crucial to play, accept saving
one or more routing units as a tactical suc-
cess.

Other fortifications should also be se-
lected. Pick between two flavours of Mines,
Wire, Trenches and asingle fortified build-
ing hex. If you think inherent Panzerfausts,
the PSK, AFV gun and Ordnance pair are
sufficient anti tank protection, the four AT
mines may belessfavoured. If you are weak
against armour after selecting anti personnel
wespons go for the AT mines. The Fortified
Buildingwill haveitsfanscreatinga+4 TEM
location highly resistant to enemy attack.
Join this up with a Tunnel or two and you
have aserious strongpoint. Thebest counters
to afortified building are the flamethrower
and 105mm armed Sherman. With the AT
mines and possibly the Wire the woods
around D9 can become very tricky for Yank
units entering on turn two from the south
edge. A conceded half squad or squad, evena
dummy flanked by Wireand mines can cause
havoc as any enemy troops enter. The obvi-
ousdownsideif the southern flank isignored
theenemy can have an easier time elsewhere.
If a woods-based Ambush doesn’t appeal
the Wire and mines can help elsewhere. A
German unit can rout through a Tunnel to
avoid Wire or mines, American infantry will
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occupy the building but will later need to
advancethrough fortifications. Wireisfunny
stuff. Its effects against infantry can vary
from one turn to the next. Armour can re-
moveit at the first attempt or even get hung
uponit! Onceatank ison Wireafairideais
to change VCA, risking Bog but rolling to
remove Wire at the sametime. The Trenches
arefair gun positions, excellent onthehill if
rubble in front of them gives aclear line of
sight. Alternatively they can link buildings
with other defensive outposts, provide afee-
ble obstacle to tanks or a hull down tank
position. Choose carefully which fortifica-
tions you want then incorporate them to
your plans.

The German armour group is limited
to asingle vehicle, either a PzKpfw IVH or
IVJ, or a StuG 42 (L). The PzKpfws are
pretty similar, the J has a
Nahverteidigungswaffefor close defence, the
H has afaster turret traverse. My own pref-
erence is for the J but there isn’t much dif-
ference between them. Both cost seventy
three points. The StuG 42 (L), is a lower
points value of sixty four but a very potent
weapon against infantry with H9 HEAT
rounds for tanks. An Armour Leader com-
mandsthe StuG making it at |east equivalent
invalueto the PzKpfw 1Vson offer. My gut
feelingisthe PzK pfw I VH isthe best choice
but I'd respect anyone choosing either of
the other two vehicles.

The AFV machine gunsare primarily
for use against infantry. To take on armour
the PzKpfw IV have powerful 75L gunswith
abasic to kill of 17, adequate against light
tank armour of six factors and just about
deadly vs. Sherman or M10 GMC withan 8
AF. A few hitswill struggle abit against the
11 AF onthe M4A3 (76)W or (105) but will
eventually do thejob. If you are an optimist
thetank gunsboast A3 for 1944 and ato kill
of 20 moving us into the realms of burning
wrecks.

The StuG has no armour piercing am-
munition. The 105 can fire HEAT with a
basic To Kill of 15, and
H9 depletion. Not strong
against armour, the StuG
ismoresuitableto fireat
Infantry or Buildings.
Rubble is unlikely, but
casudtiesfrom 201 FT di-
rect fireattacksareamost
inevitable.

Roll for Schuerzen
beforeplay starts, adr of
fiveor lessgivesyou ex-
tra protection against
HEAT rounds. If you
enter woods, buildingsor
rubblethe Schuerzen will
belost. If you areagood

sport remind your opponent to roll for Gy-
rostabilisers, they give the American Armour
more options but make the game moreinter-
esting.

In additiontothe AFV you arefreeto
select one of three Ordnance pairs. The best
selection against infantry targets is a 105
Artillery piece (thirty eight points) and 75*
Gun (thirty four points). For anti tank work
another 105 is teamed with a 50L ATG
(thirty seven points). For mixed targets a
75mm Gun (thirty one points) isteamed with
a75L ATG (forty three points).

On pointsalonethepair of 75mm guns
isthe“best” choicebut think carefully about
your gameplan beforeyou decide. The 75mm
Artillery piece hasalow breakdown number
B11 whichisworryinginagamewhich fea-
tures a sudden death victory triggered by
gun destruction.

After careful thought you will havean
OB comprising two or three infantry pla-
toons, several fortifications, a pair of guns
and atank or assault gun. Next you need to
plan your defences. The objectiveisto end
the game with two or more stone buildings
(or Rubble) Controlled and at least one gun
on the board. Both guns must be eliminated
totrigger animmediate Americanvictory. A
captured gun is not strictly speaking elimi-
nated but if the last gunin play is American
controlled you should expect itsdestruction,
even against a newbie you should concede!
Thetoughest buildingsfor the Yanksto take
are furthest away from the entry edges. F3,
B6, D5 arefairly remote, most of the others
are“easily” takeninthetimeavailable. Your
defence can seek to destroy the Americans
as they arrive or trade space and casualties
for time seeking to win beforethe enemy can
seize the last building required or destroy
the second gun late in the game.

Begin by organising your defence
around theleaders, forming two or three pla-
toons maybe with aheavy weapons section.
The Heavy Weapons section is a grandiose
name for a deployed squad manning the
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MMG and Panzerschreck. The PSK team
can start in woods or brush or even behind a
hedge. A building or Rubbleislessfavoured
but just about practical. If the PSK team is
alone and presented with a good shot eat
back blast if therisk of damage to an enemy
tank isworth ahalf squad. A similar accept-
ance of risk applies to PF shots; you can
trade half a squad for a Sherman and still
win. Of course don’t go for backblast when
better shots are available!

On turn one consider defending a pe-
rimeter with areas of defencearound the clus-
ter of buildings around the J2 woods, alittle
further south around J5 and some forces
around H6 and B6/B7. The greatest concen-
tration of force should face units entering
from the east. From J3 the L1to N3 hedge
can be covered with rifle and MG fire and
bore sighting N2 or N3 may pay off. Some
anti tank defencefor this sector isneeded. A
PSK inthe 2 woodsissensible. A gunsofar
forwardisabit of agamble. If you are confi-
dent try it but keep the other gun way back
to avoid an early American Victory or avery
pressured game after thefirst gun goes. Keep
your armour mobile, admittedly Mud may
lead to bog or mireand ultimately immobili-
sation but therisk isfinite. From E4 you are
hull down with shots at units south of the
hedge. This putsthe vehicle in agood posi-
tion to help defend F3 and D5 later in the
game. Armour could start in a building or
rubble. J1 isfair, J3 not too bad, the JO and
J2 woodstempting. If an early American at-
tack aimsfor the buildingsaround J2 an AFV
there makes the combat intense. If you have
AT minesusethem to cover approachesblind
to your gunsor out of range of credible PFor
PSK shots. AP mines can slow an attack
from the south by being placed in say the B9
and E10 woods or make the path through
the woods harder to traverse, K7 begs for
mines.

Onturnoneyou will get anideaif the
Americans will commit some forces to the
south. If he hasn't you face an attack from
just onedirection. Although thiswill feel dif-
ficultitiseasier to face than an assault from
two directions. If some or most units are
attacking from the south that movewill need
unitsin front of it. You can shift troops lat-
eraly if the sector will be heavily hit. Use
tunnelsfor thisif you have them. It not only
protects your troops it suggests to the en-
emy you anticipated the direction of his at-
tack and set up to exploit this.

Spotting the guns is crucia. Too far
forward and the Yankswill suffer heavy casu-
atiesearly inthe game but canice both guns
with moderate luck. Too far away from the
fighting and the Rats of Hamich will miss
their fire power. I'm tempted to siteagunin
Building/rubble F3, with another in atrench
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maybe on the hill, say C3/D3. Other set ups
can work, a gun up front can be very de-
structive, capable of inflicting enough dam-
ageto stall an attack. Two gunsin the front
lineis more of agamble, hoping for serious
casualties as the enemy enters. Don't forget
guns can move even in Mud. Trying to re-
pair malfunctioned gunsisagamble perhaps
not worth the risk. Intensive fire is another
actionto carefully consider beforetaking that
extrashot. A hit recklesswiththe B11 75mm
Gun, not so crazy when in danger of imme-
diate lossin any event.

Panzerfausts are valuable short range
anti tank weapons. With seven squads in
play you qualify for ten which should be
enough for two or even threetanks. Shermans
arelargetargets making them easier to hit. At
two hex rangeamoving target isatough shot
if you have moved or are avoiding backblast.
Be patient. Wait for tanks to stop or get
closer.

Odd things help. Fortifications out of
line of sight remain hidden. mineare hidden
all the time. One of the mistakes you can
makein ASL istoforget thelocation of mines,
afortified building or other hidden unit until
after the point it is useful. If you are prone
to this place the units on the map either at
the start of the game or at aconvenient point.
This alows a crafty use of mines. A mine
counter could be AP mines, AT mines or a
mixed field of both. Hidden they are a nasty
surprise; placed on board expect them to
channel enemy movement.

With asmall OB you need to fall back
before the enemy can concentrate for an at-
tack on your first line of defence. If you
have been lucky or the attack has been poorly
executed think about staying to fight onemore
turn.

The small size of your forceisworry-
ing. If you are drawn into a protracted
firefight you should “win” or rather kill more
units. Unfortunately if you are exchanging
favourably say almost two squads for one
your defence will collapse when you arere-
duced to two or three squads. In the closing
turn this is where you expect to be, but if it
is only turn three or the start of turn four
you need to worry a hit!

Thevariable OB makesthisoneinter-
esting. You know you are going to be at-
tacked by four platoonsof infantry and some
armour. You can never be sure exactly what
with and from where the attack will develop.
Some American choices are dightly better
than others, just as your own force selection
is important, but | think the advantage of
some groups over othersis slight and could
easily be offset by asinglegood DR. Towin
you need to out fight the Yanks, and make
fewer mistakes than your opponent.

American Set up and At-

tack

Building or rubble control islikely to
be the way you win this scenario. Occasion-
aly you may beabletowin asaresult of gun
elimination either through luck or skilful play.
Generally the Germans will take some
chanceswith one gun but keep the other safe
in the tenth building or even further back.
Accept alucky win if you destroy the sec-
ond gun during an otherwise stalled attack,
and acknowledge your debt to chance. Most
games will require greater effort. Aim for a
swift entry onto the board in the opening
turns followed by the gradual accumulation
of victory locations.

Enemy forcesare selected from avari-
able Order of Battle. The infantry force is
fixed at five elite squads, two 1st line and
threeleaders plusasmall assortment of sup-
port weapons. Of the latter two are very
worrying. A MMG has considerable range,
rate of fire and if directed by the best Ger-
man L eader a-1 modifier. Buttoned up tanks
should not be overly concerned, infantry and
open topped tank destroyers or tanks with
exposed crews are vulnerable. The
Panzerschreck commands respect. Until its
location is known any Infantry stack may
contain aweapon capable of destroying any
vehicleyou possess out to four hexes range.
A moving M5 is fairly safe at long range
needing an improbable hit or Leader direc-
tion for a hit, Shermans due to large target
size are easier prey. Once the PSK is de-
tected its threat to armour is reduced but
you may aready havelost 50% of your AFV
support.

At closer range, up to two hexes
Panzerfausts are threatening. With seven
squads in play the Krauts have a maximum
of ten, in practice alot less are likely. If not
fired at armour SCW are effective against
your infantry behind walls, in buildings or
rubble.

Part way through the game expect to
be hit by a demolition charge. With three
leaders and just seven sguads the Germans
may gift the DC to the 8-0 or 7-0 Leader
who will be relatively happy to throw or
place it on your troops.

German armour is limited to asingle
Panzer 1V or StuG. Although outnumbered
by your Armour it can be expected to do
serious damage. Half expect toloseavehicle
taking out theenemy AFV. If you can do the
job with abazooka, flame-thrower, demoli-
tion charge, infantry attack or lucky mal-
function so much the better. Generally win-
kling out the tank with armour should be
avoided.

Expect to see at least three stacks



topped with %2’ counters. More than that
and at least oneisadummy. Oneisan AFV
and two stacks will contain German guns.
The enemy has three basic choices ranging
fromapair of 75mm gunsthough afield gun
and AT gun to a 105mm and 75* Infantry
Gun. You will not know what you face until
one gun opens fire or is revealed by your
attacks. With a gun known you should be
ableto determinewhich group you face. The
best defenceisline of sight, but if you must
goinharmsway arough ideaof the potential
strength of German attacksis helpful. In an
M5 your best armour is six factors, in some
Shermans this rises to eleven but for both
the M 10 Tank destroyers and Shermans can
expect to take afew hits on eight factor ar-
mour.

The deadliest threat is 75L APCR at
short rangewith abasictokill of 20. Barring
a dud this is near certain death. A hull hit
might just survive if you are lucky. This
shouldn’t happen too often as A3 for am-
munition availability isatough roll. Regular
75L shots are 17 To Kills with a credible
chance of destruction. The 75mm Artillery
gun has an unusual HEAT round with less
penetrative power than AP, maybe worth
the shot if the To Hit roll is exactly 5 or if
your armour is stacked with infantry. The
75mm Infantry gun will use HEAT, a13 To
Kill isstrong against M5sbut lessthan ideal
against anything else. Any 105mm Gunscan
asoroll for HEAT, a15 Tto Kill isthreaten-
ing. Morelaughable are HE attacks; aTo Kill
of 10 shouldn’t do much damage. Although
the StuH 42 has no armour piercing rounds
any 105mm Guns taken do have HE with a
to kill of 15 which is awhisker better than
HEAT. Expect the first shot to be HEAT
then HE if playing an aert opponent. The
50L AT gunhasanexcellent rateof fire. APCR
isavailable (A4 ), but more often expect AP
with To Kill of 13. The PaK 38 is very mo-
bile and may take some shots then relocate
to asafer part of the board.

A cheat sheet is provided with the
Melee Pack detailing all the guns and tanks
availableincluding To Kill numbersand am-
munition availability and it iswell worth re-
ferring to during play. As always reading
chapter H for everything that might be used
inactionisagood idea.

sdlection of five. All thechoicesarevaluable,
though used in different ways. AP mines do
what they say on the box. Being hidden you
have no ideawhere they might be until you
find them. My greatest fear would betofind
themin the C10 and E10 woods as | entered
from the southern edge on turn two. Other
options are open to the Germans. Another
ploy could use mines behind a building, the
Jerries run from the building using atunnel,
you develop your attack and assault move
on top of aminefield. Keep thisin perspec-
tivethemines cannot be everywhere, in some
gamesyou will not find them! AT minesare
another good choice. No threat to infantry
they will kill or immobilise any tank that
finds them. For low factor fields you can
balls your way through, if the tank ison a
minefield but in a good spot consider stop-
ping and fighting from where you are. Wire
isn't too likely and avoidable when known.
It can bog tanks or disappear the first time
an AFV entersit. | wouldn't expect to see

Wire. Trenchesare possible. They areagood
way tolink buildings, provide god cover and
act as afeeble obstacle to tanks. If building
F3isrubbleahilltop Trench hasagoodfield
of fire, thisbecomesvery useful if thel3and
J3 buildings are also rubble. The last Ger-
man option is afortified building. This can
create a strong position for a gun or MG
next and isnot too shabby ahomefor atank.
With cellarsin play Buildings do offer some
fortified locations but some opponents will
still want the fortified building. It is a good
choiceif it stops you getting that last build-
ing. Remember you can driveaclosetopped
vehicle into a fortified building if it is des-
perate.

So much for the enemy, your own
troops you selected even before the terrain
wasdecided. Although you can’t change your
selection, thevariableterrain in play should
make you consider how you use them. The
most extreme example of thisisthe effect of
rubbleonlineof sight fromthelevel onehill.
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If the Germans can see over the L1 to M4
hedge this should have a big impact on how
you enter. After looking at the map and Ger-
man set up you should start to estimate where
the German is concentrated. With eight
dummy counters in play and every unit in
the OB concealed this has to include some
guesswork. Even so you should havearough
idea of the guns and tank location. Trueyou
can't tell the difference between aconcealed
StuG or Panzer 1V, or precisely which gunis
in alocation but you can tell wherethey are
not. You can apply some guess work but be
careful. The better your opponent is at the
game the more deceptive his set up will be!
Really crafty Huns may add a concealment
counter toan AFV to makeit look likeagun,
tempt you onto a minefield or even draw
sniper fire. Themuch lessable might cover a
swathe of their defences with obvious
dummy stacks. In all cases be careful. As-
sess the enemy’s strength and gamble a bit
but don’t decide astack isdefinitely dummy
and charge it with a stack of units.

An early decision must bethe strength
of any force committed to the southern flank.
Atleast aplatoonisafair idea, with aleader
to add movement and rally broken units. Be
careful how you enter. With minesand Wire
in play you could chargeinto amess of Ger-
man fortifications. If you do this carefully
by leading with half squadsthis might not be
atotal disaster. Aslong asyou gaininforma-
tion about the German’s strength and loca-
tionin exchangefor slight lossesyou are till
inthegame.

Committing armour to the southern
flank isscary. A few AT minesor Panzerfaust
teamscould stall entry andinflict casualties.
A singleM5light tank isafairly small force
which could have an impact if unopposed,
and isn't greatly missed if it finds mines or
strong AT defences.

Moving down the P8 to K8 path is
swift and almost totally immune to enemy
fire. A platoon down thisline appeals but it
isnot mandatory. Most of the rest will enter
along the eastern board edge, using the cover
provided by woods and hedges, or perhaps
Armoured Assault. Ridersare an option, not
the best ideain the opening turn, potentially
more useful if the Germans are collapsing
and you need to cover ground quickly.

Develop the attack using planned
routes across the board, with positionsto be
reached at the end of each turn. For example
aplatoon might enter on the southern board
edge on turn two, aiming for the C9 woods,
then towards B6/B7 buildings, through D5
to F3 on turn five. Good ideabut more diffi-
cult against opposition. You need similar
plans for troops entering along the wooded
Path or from the eastern edge.

Although basic plans are important,
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theenemy will soon have someinfluenceon
your progress. Allow some flexibility. If a
lucky shot destroys a tank or breaks a stack
your plansmay accel erate gaining ground or
inflicting loss on the enemy faster. Con-
versely if the attack is met by masses of
relocating German troops accept slower
progress.

Theworst way to losethisscenariois
to lose sight of the mission. I’ ve a bad habit
of keeping my casualties low, here that
doesn’t matter. You can lose your entire OB
as long as the last man down dies hard and
takes the second gun with him. Expect to
lose thearmour support, with so many guns,
anti tank rockets and maybe a few mines
around this is near certain and not critical.
Be more worried when you lose a leader,
you only start with three and they are all
precious.

Thereal probleminthisattack istime.
Double the number of turns and the Yanks
would win most of the time, aturn less and
the Germanswould prevail more often. The
attack really must goin fast, that means more
casualties, more broken unitsand even KIAd
ones. Aslong asthe Germansarelosing some
unitsyou can tolerate | osses of about asquad
per turn on average and still have someforce
to achieve victory.

Conclusion

Playing the attacker in thisscenariois
challenging. The Americanswill need to be
fast and aggressiveto win, trading casualties
for terrain. In defence the Germans have a
lot going for them, plenty of tools to use
against armour, fortifications, mud, conceal -
ment and depth. The biggest worry is
strength, the Americans have the edge in
numbers, with the extra firepower factors
deadly at short range or in close combat.

Both sides can expect afew surprises.
For the Americans this may be mines, find-
ing abuildingisfortified asyou advanceinto
it, or concealed units. For the Germans the
direction of the Yanks assault and the units
he uses can not be predicted.

Certainly thisis a balanced scenario.
The variable OB options make force selec-
tion and planning interesting. | do not be-
lieve there is a perfect choice of forces for
either side that guarantees awin, but trying
to pick the best you can from the choices
availableiscertainly enjoyable. Replay value
probably isn’'t afactor but any scenario like
thisthat makes planning difficult appealsto
me!

SPECIAL AMMO

Scott Jackson

Start with C8.9 (the most important
rule) and then read the rest of this section.

Note that, basically, the attempted use
of Specia Ammunition is in reality a “FREE"
shot! Well, almost. Since most Depletion
numbers are down in the 4-5 range (with a
couple of 3, 6, and 7's), that usually means
that an attempt to use that Special Ammo will
either result in a Hit or in “no special ammo”;
and “no special anmo” means that, other than
possible Gun Malfunction (and Low Ammo,
by errata), there was *NO SHOT*!

Also, note that if there was no shot,
then there was usually also no CA change... So,
in that case, you can reconsider your options—
do you want to shoot again with regular anmo
or do you want to pop smoke and go motion
instead? Or you could simply fire at a different
target!

Another small but vital rule is embedded
in C8.2which states that Elite units of any
nationality increase their Depletion Number
by one. Note that there is errata that defines
“elite” as German SS or Russian Guards
Formations; and units defined as such by SSR.
The errata also clarifies that all Depletion
Numbers of elite units [and not just AFV] are
increased by one.

The third important rule is C8.31, where
it goes into HE Equivalency. Basically, this
means that Guns/SCW can fire HEAT at non-
vehicular/Gun targets and affect them (though
the use of HE would have more impact). This
table only applies if you fired AP or HEAT,
but it is important because it allows you to use
your PF/PSK/BAZ/Piat against Infantry targets
(but only if they are receiving wall/building/
rubble/pillbox TEM).

C8.4 Cannister is an interesting
section—though it's use is more often found
in the PTO than elsewhere. With the errata
that allows ROF, Cannister has become a major
anti-personnel tool, especially for clearing out
suspected enemy locations! Since it affects 4-
5 hexes on each shot (don’t forget C8.41,
which allows an Area Fire attack at adj. LOF
hexes in addition to the 3 target hexes!), you
can often find out far more using it to Recon-
By-Fire than by attempted Searching (which
is almost useless in the PTO jungles).
Theoretically, Cannister should also be useful
for building recon/clearing since it can attack
3 levels of a building—though | have never
used it for such.

For C8.5 and C8.6 (SMOKE and WP),
the important thing to remember is that it
must be fired before any other friendly unit
fires non-SMOKE. So, SMOKE(/WP) first,
then shoot to kill. Of course, this may mean
that the SMOKE/WP you just put down may
hinder your later shots... You also want to
remember C8.52 - always place SMOKE at
ground level in the target hex, and a Gun cannot
place SMOKE in its own hex.



ASL STARTER KIT

After the ASL Starter Kit arrived |
spent two days wading through it. | fell be-
hind on two projects, my chores at home,
AARs from the previous weekend and my
PBeM games. | did remember to shower. To
have something to show for this “wasted
time”, asmy wifecallsit, | thought I’ d share
what | found with those of you who have
held back from acquiring it yet.

Let megiveyoutheoveral gradefirst:
A-

This product succeeds at doing what
has needed to be done since the curtain came
down on the Avalon Hill Game Company in
1998. We now have a self-contained intro-
duction to the hobby that the current gen-
eration of pimply-faced nerdsand geeksborn
during the 80s can both afford and under-
stand. The chrome is off, the rules are bite-
sized and we're back to a “beer and pret-
zels’ (Diet Coke and Doritos?) game that
can be learned and played (twice!) in an af -
ternoon. This is more fun than a barrel o’
monkeys for less than US$25. Then, if the
crowd is hungry for more, they can dive
deeper into the ASL canon.

I'll follow the handy parts liss MMP
sticks in their products these days to give
you the details.

BOX

Thisisservicesbleand attractive, same
construction as the recent historical studies.
What | like best is this simple sentence on
the front: “This game contains everything
you need to begin playing Advanced Squad
Leader.” ‘Nuff said.

MAPBOARDS

Cardstock is the wave of the future;
the obvious middle ground between cost and
sturdiness. | took the boards to Kinko's and
they laminated aswell as| expected. Although
nearly as light as un-mounted maps, they
are much sturdier and don’t curl or flop
around when laminated. From both cost and
quality perspectives, | think thisisthe gam-
er’shest choicefor aboard surface. Just don't
roll boxcarsand find thelaminaterollershave
eaten them!!!

I'm a little disturbed that my boards
were trimmed a bit off centre, with the top
of number 1 hex grid lines being shaved off
while there is a little surplus on the end of
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the number 10 hexes. But thisis a matter of
+/-1mm, and | can live with it. Another in-
teresting touch isthe use of reversetypeface
for the hex grid co-ordinates printed on dark
areas, making them much morelegible- nice
move!

Besides buildings, terrain are roads
(paved and unpaved), woods (and woods
road), orchard and grain. All arelevel 0. The
ASL K worldisflatter than aclassroom full
of middle school girlsin Kobe.

Tom Repetti’ svoice of concern onthe
ASLML about the use of cookie-cutter clip
art buildings need to be answered. A quick
examination shows that yD8 and yO10 are
perfect clones, while zF5 appears to be a
“Mini Me” of yM4. | have to call this
chintzy, too, in spite of the need to keep
costs under control. The vast maority of
buildings are stone, so our newbies will be
getting over-used to +3 modifiers. By the
way, thereare no 10-3 |leadersin the counter
miX.

COUNTER SHEET

The counter sheet isof the same stand-
ard we have seeninthehistorical studiesand
in For King and Country. | love these sheets
because MMP has finally found a printer
with sharp, accurate dies. The cuts are cen-
tre-on and clean. No more stubble on the
counter sides, either. All “hanging chads’ have
been rel egated to the corners, which our flocks
of newbieswill soonlearntotrim. | can hear
the hazing at Dubuque Cornfield Wars 2004
now, “Hey, Meat, you’'ve got sloppy
counters. When you're on the victory po-
diumat ASLOK, you can keep your counters
any way you like. Until then, you're just a
slob, so pick up anail cutter at 7/11 and get
to work.”

Last year Will Fleming raised aques-
tion on the ASLML about spray-on fixative
smearing the counter ink. | don’'t know if he
ever got an answer to his concerns, and |
don't use the stuff myself. Still it appearsto
be fairly common in the community, so it
might be helpful to see some follow-up.

Asto counter content, Germansarein
the majority, probably because they have
the greatest variety of squad types. All but
the 838 ubermenschen arerepresented. This
makes the US 747 top dog on the ASL XK
street. Although thereisonly one 667, there
are1stand 2nd linerifleand even greeniesin
good numbers. | was|ooking forward to see-
ing more Russian 447s and 426sto fill gaps

in my swarming Soviet masses, but thereare
only 5 and 6 of them, respectively. In addi-
tion, lvan gets 14 (!) x458 and 3x527, with
no 628sinthemix. Ah, well... SW arelimited
to MGs, FTs and DCs. The Soviets (natu-
rally) come out on the short end of the stick;
no HMG, .50cal or FT, and just one of those
overweight, cantankerous Maxim guns plus
3 LMG. Fritz get alibera supply of LMGs
with 2 MMGs and an HMG. Joe is blessed
with 2 MMGs and a .50 cal, but no water-
cooled HMGs.

RULEBOOK

This is 12 pages of easy-to-read
typeface with plenty of clear colour illustra-
tions and examples. Rules are explained ac-
cording totheir order in the Sequence of Play,
for the most part. | like these rules in that
they tell players what to do, as opposed to
the ASLRB, which defines terms and estab-
lishes the parameters of each rule. In this
sense, the ASL XK rulebook is clearer and
more understandable than its counterpart
sections of Chapter A and B. The ASL Ks
together may end up making the ASLRB more
of a“referenceguide.”

Some have suggested that the ASL SK
is not programmed instruction, but | would
offer that it is in a very broad sense. Al-
though new rules are not added each sce-
nario, what is presented to novices hereisa
very limited amount of Chapters A and B
that should penetrate the noggin by the time
the 6 scenarios have concluded. With any
luck the Starter Kit #2 will be along soon and
our initiates will get asecond dose of infan-
try rules and new terrain plus EC. Then
there'll be #3 with another step. Looks like
Pl to me, but you can call it what you wish,
it's still good for the hobby.

What's left out for next time? Here's
an unofficial, incomplete list from Chapters
A and B: spraying fire, snipers, underlined
ELR, firelanes, concealment, HtH CC, cav-
ary, fires, EC and wind, bypass, HOB, pris-
oners, dm M Gsand much, much more. How
many of us will instinctively roll for Wind
Change at first and watch our new students
of the game say, “Huh?”’

Adding another A3 or 11x17 sheet
would create four additional pages of text.
Or, if you shrank the cover illustration, cred-
its, MMP ad and a few other places you
might get back two columns. If you were
MMP, what would you include in the extra
space? More on that in a moment.

VIEW FROM



SCENARIOS

Sam Belcher did agreat job of summa-
rising the scenario content, so I'll bow to
him here:

S1 - Retaking Vierville - 7 June 1944
(Vierville, France)

11 US squads, with a 9-2, two 8-1's and
an 8-0

11 German sgquads, with two 9-1's, an 8-
1 and 8-0

No support weapons. Village board, 5
turns.

Americans win if there are no good or-
der German MMC in four specified buildings.

The Americans start with three squads
on board. In the first three turns both sides’
forces trickle in two or three squads at a time.

S2 - War of the Rats - 26 Sep 1942
(Stalingrad)

13 Russian sguads with a MMG and 3
LMG. Lead by a 9-2, 8-1 and 8-0.

11 German squads withaMMG, 3 LMG,
FT and 2 DC. Lead by a 9-2, 9-1 and 8-1.

City Board, 6 turns.

Germans win if they control three spe-
cific buildings.

S3 - Simple Equation - 12 Oct 1944
(Aachen, Germany)

12 German second line and conscripts,
HMG, 3 LMG, 8-1, 8-0, and two 7-0

14 and a half US squads, 2 MMG, FT, 9-
2, 9-1, and two 8-0.

Two half boards - city/village, 6 and a
half turns.

US wins immediately when they con-
trol at least 25 building hexes.

S4 - Welcome Back - 16 Dec 1944
(Bosingen, Luxembourg)

8 mixed quality US squads, .50 cal, 2
MMG, 2 FT, 10-2, 8-1, 8-0

15 second line German squads, 2MMG,
3 LMG, 9-1, two 8-1, two 7-0

Village board, 5 and a haf turns.

Germans win by exiting 10 VP.

S5 - Clearing Colleville - 6 June 1944
(Colleville, Normandy)

10 German squads, HMG, MMG, LMG,
8-1, 8-0, 6+1

12+ US sgquads, 3 MMG, 9-2, 9-1, 8-1,
8-0

Village board, 5 turns.

US Wins if there are no good order Ger-
mans MMC in stone buildings within victory
area.

S6 - Released from the East - 11 Dec
1941 (Istra, Russia)

9 Elite Germans squads, MMG, 3 LMG,
9-2, 8-1, 8-0

14 Elite Russian squads, MMG, 2 LMG,
DC, 9-1, 8-1, 80

City board, 5 and a half turns

Russians win if they control at least two
of three specified buildings.

Can these scenarios be played fairly
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and enjoyably with all Chapter A rules?Hard
to say yet, but there's nothing wrong with
trying. | can’t imagine it would make that
much difference. We' Il find out after they’ ve
been played for awhile.

A quick interlude here on the text in
themodule. | believel till seefar too many
easily preventable errors for a commercial
product like this. For example:

Thereisaglaring error involving DM
removal in the Rally Example (pointed out
on the ASLML, | believe). Bound to create
newbie confusion.

Unnecessary use of passive voice
abounds.

Easy ones like, “... the grenadiers ...
haved to face ...” in a scenario aftermath. If
my English Composition teacher were till
aive, we' d be ducking thrown chalk.

My suggestion, hard though it may be
on the bottom line, is that MMP's proof-
reading and editing cadre is not up to the

task. A project co-ordinator/editor is needed
on every project to keep all text at an ac-
ceptable level of quality. | wouldn't put up
with thisin a product manual or a presenta-
tion, and | think this is an equivalent case.
Thisisthe hardest thing | have to say about
aproduct | like very, very much. | hope it
will be taken in the spirit intended.

QUICK REFERENCE DATA

CARD

When this acronym pops up, | really
feel likewe'reback in SL. The QRDC ison
one8.5x11, too. | seeour tender young minds
will be getting fed the orthodox line as only
the IFT is shown. The addition of the MF/
PP chart from the article by Steve Petersen
inthe ‘96 Annual isanice touch.

DICE

For some reason the coloured dieisa
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few mm smaller across each side. Probably
doesn’t matter statistically, but it feels odd.
Was somebody trying to get rid of inven-
tory?

WHAT TO LEAVE OUT?

Overdl, it's hard to argue with the
choicesthat MM P has made for what should
constitutethe“basic” infantry game. Spray-
ing fire or Snipers wouldn’t have been that
hard to include, but they are definitely not
core. Still, | don't want to start seeing a lot
of new guys get into the bad habit of not
consciously looking for a possible SAN on
every dice roll. Bypass and fire lanes defi-
nitely belong in an “intermediate” game. So
does concealment, although it is critical to
successful play. | think my votewould go to
amodified HOB without surrender. Heroes,
battle hardening and berserk add alot of spice
to the game. But perhaps that’s too much
counter sheet and rulebook space after al.
Sigh...

ACKNOWLEDGEMENTS

It looks like Ken Dunn and Pete
Phillips in particular were big contributors
to MMP'seffort to create this product. Goes
without saying that without MMP and the
playtest crews nothing would have hap-
pened. I’'m also curious if Robert Wolkey's
iASL initiative from awhile ago was part of
what helped get this off the ground. | under-
stand he had to abandon hiseffort for lack of
time, but if he was part of the inspiration, |
hope he gets some recognition. Wolkster has
always been very vocal about bringing new
blood into the hobby.

To summarise, thisfeelsalot like go-
ing back to Squad Leader again, and I’ mvery
happy to have it. Personally, | made a very
strange jump into ASL, having owned the
rulebook but nothing else for many years
and with only afew S series experiences
under my belt. Then, | got lost in my career
for 10 years. | came back into it solitairein
*99 and found the smoke rising from the ru-
insof AHGC. Sincethen, with the generous
help of Will Fleming and Malcolm Rutledge,
I’ve gradually found my legs, but many
things still don’t come naturally to me. This
product may help me finally get the kinks
out of my basic game and start playingin a
more fast-paced, coherent manner. | think
my next six scenarios havejust been picked!
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Everything about Stats
for ASL

Sam Belcher

Everything you ever wanted to know
about stats for ASL.

Column A = Chancetoroll EXACTLY
that number
e.g. 14% chancetoroll a6
Column B = Deltafor exact match
e.g. The % difference between 6 and
7is3%
Column C = Chancetoroll Lessthan
or Equal to
Column D = Chance to roll Greater
than or Equal to
Column E = Ddltafor <=, >= DRs
e.g. The % difference between <=6
and <=7is17%

Column

A B C D E
DR
2 3% N/A 3% 100% N/A
3 6% 3% 8% 97% 6%
4 8% 3% 17% 92% 8%
5 11% 3% 28% 83% 11%
6 14% 3% 42% 72% 14%
7 17% 3% 58% 58% 17%
8 14% 3% 72% 42% 14%
9 11% 3% 83% 28% 11%
10 8% 3% 92% 17% 8%

11 6% 3%
12 3% 3%

97% 8% 6%
100% 3% 3%

Of particular interest for ASL, column
C shows the probability of rolling less than
or equal toaspecific DR. So, if a7 will cause
a least a Morale Check, you should get a
MC or better 58% of the time.

Look at thejump fromaDR of 6to a
DR of 7! This makesit clear that oneDRM
can increase/ decrease your odds of success
by as much as 17%! (Think long and hard
beforeyouincludeaCX unitinaFire Group
to bump your attack up to another column.)
Another obviousapplicationisaleader with
a negative DRM - it amost never pays to
include him in a fire group if it means his
DRM will not be used.

A Close Combat example. Vsan AFV,
a squad has a CC value of 5. This means
there is an 11% chance that AFV will be
Immobilized (Col A, DR 5), and a 17%
chance that the AFV will be destroyed (Col
C, DR 4 or less). Of course, this also means
that there is a 72% chance (Col D, DR 6 or

more) that the AFV will survive (and be
mobile) to conduct it's CC attack.

Once you' ve seen the relationship in
columns B and E, they can be deleted. The
table becomes:

DR = <= >= DR
2 3% 3% 100% 2
3 6% 8% 97% 3
4 8% 17% 92% 4
5 11% 28% 83% 5
6 14% 42% 2% 6
7 17% 58% 58% 7
8 14% 2% 42% 8
9 11% 83% 28% 9

10 8% 92% 17% 10

11 6% 97% 8% 11

12 3% 100% 3% 12

| round off these numbersin column
C (<=) to memorize the stats for this col-
umn. (Comes in handy when you're trying
to estimate the likelihood that an attack will
be successful - and lets face it, plus minus
5% isclose enough!)

DR  Probability
2 5
3 10
4 20
5 30
6 40
7 60
8 70
9 80
10 90
11 95
12 5

Of course, you can get even weirder
with stats, but for most ASL purposes, the
“Less than or Equal to” approximation is
closeenough.

At least, the way | play - its close
enough. :)

VIEW FROM



A Closer Look at Concealment

Concealment is probably one of the
most often ignored or overseen blessings of
the game. | exactly remember that when |
start playing ASL alot of yearsago, | had to
learn (and memorize) so many rules, that
this Conceal ment thing became such alittle
problem beside many other that | tended to
ignore it. Oh, not that you think | hadn’t
known about the protective effect of being
concealed (halved IFT FP against concealed
units), but | most often thought that gaining
Concealment is not necessary because the
unitswill lose Concealment as soon as they
taketheir next action. Sometimes| evenwas
too lazy to put the Concealment counter on
top of some units which where obviously
not in immediate danger (EX: A leader be-
hind the lines).

So let’s ook a little bit closer at this
Concealment thingwhichistoday in my eyes
the probably most important game feature
to help you on your way to victory (of
course besiderolling low and playing thefa-
vourite side according to ROAR). Naturally
| cannot come up with all rules concerning to
Conceament. But | want to try to give you
afeel for when it should be useful to think
twice beforemaking your decisions. Itisalso
clear that there will always be situations
when the suggested tactics will not work.
But at least you should be aware of those
differences. Say, for example, in gameswith
alot of open ground (e.g., Desert). It will be
very difficult for the ATTACKER to stay
concealed if he must cross Open Ground.
But at least you should know then that
you're more vulnerable and try to look for
other possihilitiesto receive the extra cover
givento you by those Conceal ment counters.
And then probably for the first time you
will recognize how useful Concealment re-
alyis.

Some Orders of Battle provide the
Defender already with an amount of Con-
cealment counters. Use them wisely in your
initial Setup, but notice that the Defender
canawaysconceal ALL of hisunitsafter his
Setup if al of the Attacker’s forces enter
from offboard. Moreimportant, the Attacker
is not allowed to inspect your counters be-
forehe make his set-up, or - if hecomefrom
offboard — until &l Defender units are con-
ceded. If the Attacker sets up onboard too,
then only those Defender units gain Con-
cealment which are completely out of LOS
of al enemy unitsor at least 16 hexes awvay
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from aunit with LOS to it. It doesn’t matter
whether they are in Concealment terrain or
not. But remember that only those stacks
whichdo not aready have an OoB-given one
initsstack can grow aConcealment counter.
Beside the OoB-given Concealment all this
is true for the Attacker too. So every unit
can be set-up offboard concealed. One of the
tricks in the DEFENDER's repertoire is to
use those OoB given Concealment counters
to create Dummy stacks. A Dummy |ooks
like aconcealed unit and acts like one. Note
that Dummies must setup in Concealment
terrain.

Besidethe chanceto conceal your units
during/after setup, the ATTACKER can con-
cedl every Good Order unit whichisin con-
cealment terrain and out of LOS of all enemy
,,Good Order units at the end of the CCPh. A
unit completely out of LOS but not in con-
cealment terrain can make a dr which must
be < 5 but add its USMC. There are severa
dr modifiersfor this action.

A good Defender will already in his
setup use every trick to make his opponent
unsure about units and positions. One very
important thing is to study the terrain and
try to have aLOS to every enemy approach
route. This will at least strip Conceal ment
from the attacking units. And believe me,
that is more often than you think a consid-
eration for agood Attacker. Of course many
scenarios have obvious spots for HMG's
and MMG's, but isn’t the fear of the oppo-
nent often enough. Must there really be a
“real” unit? A stack of ‘2+3' (three counter
under the Conceal ment counter) lookslikea
leader stacked with a MG equipped squad/
HS. Makes you think twice as the Attacker.
The fear will often prevent your opponent
from taking the “MG-covered route”. He
probably will switchto the more securelook-
ing route. Thisis most often al so the slower
route and so you have reached already one
goal: to sow him down. Now you can use
that spare MG to make this route as costly
as possible.

If you have AFV inyour initial force
you can conceal them like Infantry. But note
that they — unlike Infantry — immediately
lose Concealment whenever an enemy unit
within 16 hexes hasaL OSto them and they
arenotin Concea ment terrain. Convert fregly
some small OoB-given Concea ment coun-
ter into big ones and create Dummy AFV.

Here again you must set them up in Conceal -
ment terrain. Your opponent now can not
easy say where your real AFV’s are. This
can giveyou asignificant advantage. Thisis
even more true if it is a late war scenario
where every hit will probably be aKill too.

You seethat Concealment isvery use-
ful in hiding your defence. Your opponent is
not alowed to inspect concealed counters.
Thisisobvious, but think about those coun-
ter intense games. There you cannot track
every unit you have already ‘seen’ during
the course of the game. So it makes a differ-
encewhether your unitsare concealed or not.

Now, say you made your Setup and
your opponent starts his MPh. Are you one
of those guys who shoots on the first op-
portunity? Why? Better hold your fire and
make your opponent unsure about your de-
fensive positions. Nothing is better for the
defender then an opponent who doesn’t
know about the defence. And have you ever
seen the mouth of an opponent wide openin
astonishment, when that surely Dummy
stack suddenly opens up firewhileit had let
pass several other opportunities before?

Now, if itisyour turn of moving, then
don’t Prep Firewith concealed units, unless
it is one of your best weapons with ROF
capability. They arein play toinflict casual-
ties, so use them. The other units should
better skulk/move. Even the best conceal-
ment isn’t secure against heavy enemy fire.
So one of the highly recommended tactics—
even used by real infantrymen, in real com-
bat — is to avoid enemy fire. Don't stay in
dangerouslocations. Try to moveout of LOS
of all enemy units. That also helps to speed
up the game because the DFPh will then be-
come very short! Remember that even a
Dummy unit can deny your Opponent Con-
cealment gain, if itisin his LOS. So it is
awaysworth athought to move/placeasin-
gleconcealed HS or even adummy stack on
a good observation spot. This denies Con-
cealment gainfor theattacking unitsand hope-
fully draws also some of the attacker’s at-
tention.

Speaking of denying the enemy some
fire possibilities and knowing that this will
not be possible for the duration of a whole
game, we cometo the obvious and probably
most remarkable effect of being concealed.
You immediately become half vulnerable.



That is as if the TEM of the terrain you're
into is suddenly doubled. Don’t hold e to
this because I’'m no mathematician, but you
get the picture. The incoming FPis halved.
That very often is the difference in becom-
ing broken rather then Kia'd. Don't speak
about ELR. Then again there is the psycho-
logical effect which has such an great impact
on this game. Of course | would Prep Fire
with an 8FP +1 shot against an enemy key
position. Theaverage‘7 DRwould gainme
at least aNMC. Against a concealed unit |
would become unsure because | would have
to trade now my movement capability against
a very unsure ‘PTC-or-worse-result’. One
pieceof adviceis"Let your Opponent make
thedifficult decisions. Don’t make them too
often by yourself inagame. The chance that
you'll be wrong more often then being right
ishigh and that can makethedifference”.

How often has your best leader be-
come killed by a sniper? How many times
he could be still alive if there had been a
Dummy (or a lonely HS) adjacent to him?
Too far away you say? No problem, CX
your dummy stack and move him up to 6
MF. You even can claim Road bonus. Sure
enough all movement must be outside of en-
emies units LOS. Remember that you can
split a ?+2 stack which holds a Dummy and
area unit into two ?+1 stacks. This is the
only situation that allows you to create a
complete Dummy stack during the course of
thegame. The Attacker' sconfusionisraised,
whileit also doublesyour |eaders chances of
escaping the dreaded enemy sniper.

Then thereisalso agreat psychologi-
cal impact on a player who sees a lot of
concealed enemy units. It isthe principle of
“Showing strength where weakness rules’.
This principle is based on the visual impact
on psychology. Seeing something isthefirst
impression we get. If we seealot of counter
we beginfeeling bad. Of coursewe only must
have alook at the OB of the scenario to see
that half of this mass of counter must be
dummies, but thisis often not the case. Even
if | know thisfact my first visual impression
led me often become being to cautious.

OK. The enemy is near now. What to
do. How often did you move up your de-
fending unconceal ed squad into the position
where it could Defensive Fire against mov-
ing (probably in the Open) enemy units?
Unfortunately were most of this positions
also in the LOS of enemy units, thus pre-
venting you from gaining Concealment? If
you're already concealed then this could be
asign for you being a good player. Then of
course it could be wise to move into those
positions. But if you're not concealed then

you now are not only more vulnerable to
enemy Prep Fire, you also givehimthechance
of using Assault movement to come adjacent
to you. This combined with some SMOKE
can make your situation very bad. Could it
be a better option to stay one hex behind?
The drawback is that if the enemy now
moves adjacent, he (probably) can claim
TEM. But if heis still concealed you only
must temporarily reveal a Good Order unit
to strip his Concealment (unless he Assault
moved in non-Open Ground). Even now -
with aPoint Blank Fire opportunity - it could
be wise to hold your fire. His AFPH fireis
halved (even while he is adjacent). If you
stand this your opponent again must make
the difficult decision whether to go into CC
or not. Theambush dr will giveyou asignifi-
cant advantage and even without thisis CC
an alwaysrisky situation. Ah, Ambush!!! A
conceal ed unit can deduct 2 from itsambush
dr. Remember that even ONE still concealed
unit in a stack is enough to qualify your
wholeforcefor this—2 ambush dr. Soif your
squad is stacked with a leader, the leader
should opt to stay concealed if the squad
decidetofire. Do hear cowering? Of course
isthisagain aconsideration.

So far we discussed some points for
the defending forces. Now let’s think about
sometactics for the player who has the bur-
den of attacking. Usually the attacker has
the task to close up with the defender and
then take some buildings, make CVP's or
exit units. On the way to this goal the at-
tacking infantry is running more or less
through the defender’ sfirepower. Anoldrule
saysthat “firewill burn you”, which means
that you sooner or later you begin to take
casualties A good Attacker will be able to
delay this point until far to the end of the
game. Why isthisso? | mean, when | fire 8
flat shotsthen thereisno difference between
agood or abad player. The chances of failing
therequired MC'sare equal. Redlity is, that
the good player will take less (probably no)
8 flat shots, thus giving him a better chance
of surviving. How does he do this? He also
must closein with the Defender. Yes, but he
will try to move and stay concealed so long
until his chances of inflicting casualties
(breaking enemy units) are at its maximum.

It took me a very long time until |
understood that thereisno need to move my
squads into positions where they are able to
use the AFPh to fire with halved FP against
defending unitsin high-TEM terrain. Much
better is the option to move out of LOS of
the enemy, stay conceal ed and then advance
into the LOS of the enemy. This combined
with chainsof possible Firegroupswill make
the DEFENDER think twice, because now

the effect described in the ‘ Defending-sec-
tion’ comes into effect. You probably see a
withdrawing or skulking DEFENDER.

In your next MPh you may probably
be able to first lay SMOKE and then As-
sault Move into the SMOKE adjacent to the
enemy. For using histactic to its best effect
you'll need two sguads. One will throw the
smoke grenade (and lose concealment if in
LOS of an enemy unit — but at least the op-
ponent must show you a rea unit), while
the other Assault moves concealed into the
now (hopefully) smoke-filled hex. Thisisa
good tactic to retain Concealment even if
crossing Open, because infantry — unlike an
AFV —won't lose Concealment if in Open
Ground and an enemy unit hasaLOS to it.
Of courseisthisonly an option if you have
smoke available. Here the US squads have
an great advantage with their ‘3’ smoke ex-
ponent. That's also why AFV'swhich often
have SMOKE capabilities are so important.

Perhaps you have a nasty DE-
FENDER fully aware of the things | de-
scribed some paragraphs before. This ‘bas-
tard’ stays concealed. OK, then it will be
time to strip his Concealment. Some ways
you can do this as the ATTACKER are:
Moving into hislocation. Thisimmediately
forcesthe DEFENDER to drop Concea ment
from at least one unit, to prove there is a
Good Order unit which can force the AT-
TACKER back. If there are only Dummies
then you can go on otherwise you' re forced
back and this units MPh ends immediately.
You cannot do this with own Dummies, be-
cause the ATTACKER must prove first,
that he has at least onereal unit in his stack.
Drawback is that the now unconcealed DE-
FENDER probably will opt to fire at your
unit. Thisisthen Point Blank Fire and will
leave Residual Firepower. I'll spare telling
you about al possibilitiesavailabletoyou if
you have AFV’sin your force too..
Searching. By searching ahex al itscontents
will becomerevealed, evenif thelocationis
not accessible to the searching unit. Exam-
ple? Ok, you managed to move your 8-1
lead 747 conceal ed adjacent to the last Ger-
man unit which is also concealed on level 2
of abuilding. You then move a HS on the
ground floor under the German squad. Now
you declare a search. Even if you roll asix
you can search at |east one hex which can of
course be the own hex. This will immedi-
ately strip Concealment from the German
squad onlevel 2 evenif no stairwell isinthis
hex. Now your 8-1 and 747 get a-3 ambush
drm (-2 concealed, -1 leader) which gavethem
amuch better chance ambushing the German
squad. A drawback of Searching isthe Search-
ing Casualty dr you must make after finding/
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revealing an enemy unit/mines.

Firing. Last but not least you have the op-
tion to strip the Concealment by brute force.
Fire at the concealed enemy and achieve at
least a PTC. The drawback hereis that you
lose your Movement capability (in case of
the PFPh) or have only low odd shots (in
case of the AFPh) which tend to activate the
enemy sniper more often then they will have
someeffect on the concealed enemy. A prob-
ably more elegant way (at least for the US)
isto Fire WP or throw a WP SMOKE gre-
nadeinto the concealed enemieshex. Dueto
the NM C the enemy immediately loses Con-
cealment. There is no major drawback for
AFV’s. Infantry have to be adjacent to do
0.

Let's say you have broken an enemy
squad which is now under DM and must
rout. They rout and you advance. The bro-
ken unit — unlike a dummy unit — cannot
prevent you from gaining Concealment. If
your opponent doesn't rally his brokiesyou
should try to move adjacent with aconcealed
unit. Note that you don’t lose Conceal ment
because only Good Order units can strip
Conceament. Oops what's that. Now you
have a concealed unit adjacent to an broken
enemy squad. Canthebrokierout? Of course
not, because it is not under DM. Notice that
only aKnown enemy unit caninflict DM on
broken units. The upcoming CC will prob-
ably betheimmediate end of the brokie. The
ambush driswith a+2 for the brokieand (at
least) a—2 for the concealed unit. The CC
then will see the attack against the brokie
with a—3 DRM (-2 against broken units, -1
ambush) with no chance of return attack. If
the brokie wants to withdraw — what is not
mandatory during the initial CC — there is
another -2 DRM. Good chances to elimi-
nate/capture them and then till advance con-
cealed (you retain Concealment evenin CC
if you ambush and eliminate the enemy) an-
other hex. If that's not a good deal | don’t
know what. Concerning broken units you
should be aware that you can fire at them
and still retain Concealment if no other un-
broken enemy unit can see the firing unit,
but of course this brings the broken unit un-
der DM.

Ok all thesesthingsend at some point
in the game. Both forces are now involved
into heavy closein fighting where only rare
possibilities for gaining Concealment will
arise. Now other skillsarerequired. But hold
inmind that even now every chancefor gain-
ing/stripping Conceal ment should be used.
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Set-Up Pointers

Peopl e often think long and hard about
the tactical considerations when setting up.
But you should also remember some of the
things the game allows you to do at set up,
hence the following list. Note that this list
probably doesn’t include everything.

HIP Japanese

Japanese troops get an automatic 10%
HIP capability *in addition to* any SSR ca-
pability for daytime scenarios and 25% at
night. (G1.631)

Deploying

Nationalities which may deploy can
get free deployment for 10% of their OB
prior to the start of play. (A2.9)

Bore-Sighting

If you' rethe Scenario Defender, have
you bore-sighted any weapons that qualify?
Did you remember that all MMG, HMG
and SW MTRs can bore-sight? (C6.41)

Speaking of which, were you aware
that you get free LOS checks during bore-
sighting for the purpose of determining eligi-
ble hexes?(C6.42, A2.9 Q& A)

HIP Fortifications

Did you remember that fortifications
which set up in concealment terrain are set
up HIP? (A12.33)

And that fortification that don't set-
up in concealment terrain are considered in
concealment terrain for set-up purpose (i.e.
set-up HIP), but lose their HIP status easier.

Foxholes

Have you remembered that if a sce-
nario card givesyou 9 Foxhole counters, that
what it isreally giving you is any combina
tion of Foxhole countersthat can hold up to

9 squads? (So you can take 9 1S counters, 3
3Scounters, etc.) (B27.1)

Terrain Limitations

You can't set up overstacked ... but
you can set up avehiclein Bog terrain with-
out rolling for Bog/Immobilization (A2.9).

Vehicle Motion Status
Unless specified by SSR, on-board
vehicles may not set up in Motion (A2.52)
However, vehicles which enter from
off-board are always assumed to be in Mo-
tion (A2.52)

Hull-Down
You can make HD attempts.

Read the appropriate

Chapter H Notes

Noteany special abilities of your ord-
nanceand vehicleshave(roll for gyros, write
downtheTK #'s, smoke#'s). A *75 Sherman
isnot a 75* Sherman. The former denotes
that you should look up the ordnance list-
ing, the latter has alower TK#.

HIP Guns
Emplaced guns set-up HIP.

Thislistisn'tal-inclusive. However,
it does touch on some points that new play-
ersinvariably forget about as they focus on
a“good” setup from atactical and strategic
sense. But sound tactics can be made even
better if you remember these things, some of
which may enhance your setup.




Of the eight phases of a Player Turn,
seven have brave and powerful names.
Moving, firing, advancing, and rallying are
the stuff of which late-night war moviesare
made. But routing is, well, wimpy. An
afterthought. Something you hope happens
to the other guy whileyou grab some nachos.
And the rout rules do nothing to change this
perception. They’'re longwinded yet
sometimes imprecise, and they alow the
usually omnipotent commander far less
control than normal over his units.

Yet the rout rules do alow options,
and a player with a firm grasp of them can
legally do thingsthat will make his opponent
(and probably his own broken units) howl
in disbelief. Just as importantly, a player
without a good feeling for the mechanics of
routing will missopportunitiesand possibly
let his opponent get away with things he
shouldn’t.

RULES SECTIONS DEAL-

ING WITH ROUTING

A10 Morale

A20.21 RtPh Surrender, Encirclement

C1.51 OBA effects

E1.54 Routing at Night

E4.33 Wearing Skis

E9.5 NA for Paratroops

F.1C Desert

G11.77 Caves

G14.41 LC/Amphibian during
Evacuation

ROUTING IN A NUTSHELL

Only broken, DM units, and leaders
stacked with them, may rout. All routing
units have 6 MF. Light stuff (<=IPC) must
be portaged; heavy stuff must be dropped.
Only broken units in a Blaze, in an Open
Ground hex inthe LOS and Normal Range of
a Known enemy unit (in the desert, also
within six hexes), or ADJACENT to an
unbroken, armed, Known enemy unit must
rout. Such units become DM if they’re not
already.

Once it is determined that a unit will
rout, it must establish atarget hex. Theinitia
target isthe closest (in MF) woods/ building/
pillbox(/cave at the unit’ soption) hex. A hex
must be eliminated from considerationif it's
(1) ADJACENT to a Known enemy unit
(unlessthe routing unit isleaving that unit’s
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hex) or (2) Closer to a Known enemy unit
thanthecurrent hex. A hex may beeliminated
from consideration if it containsan FFE or a
Known minefield, or is (1) equidistant to a
Known enemy unit from the current hex, (2)
on the other side of a Blaze or unbridged
water, (3) part of thesamebuilding in which
the unit began the RtPh, (4) morethan 6 MF
away (not counting entrenchments/
pillboxes), or (5) equidistant (in MF) to a
target that the routing player prefers. Once
the target is selected, the routing unit must
rout toward it, i.e., it must end the RtPh
closer to the target than it started, and at no
time may it increase the distance between
itself and itstarget.

Certain things may influence the rout
oncethetarget isdetermined. An enemy unit
that becomes Known to the routing unit
enables it to avoid hexes equidistant to the
Known enemy unit and forces the routing
unit to avoid hexesADJACENT or closer to
the Known enemy unit. Entering
entrenchmentsalong therout path will reduce
the MF remaining to the unit from what was
originally calculated. A Low Crawl alows
the unit to stop its rout after one hex and to
forego Interdiction. Otherwise, if the unit
has arequired target hex, it must attempt to
reach it in one RtPh. It is not required,
however, to take the quickest path; any path
that will get the unit to the target hex in 6
MF or lessis acceptable, aslong as the unit
never increasestherangeto itstarget hex on
its way there. Once the unit reaches its
target, it may continue only directly to other
building/woods/pillbox hexes (EXC: A unit
inacave complex can't leaveit).

Routing through Open Ground within
theLOSand Normal Range of an enemy unit
that could (if it werethe MPh) apply aFFMO
shot at full FPwith no positive DRM causes
the routing unit to suffer Interdiction and
take an Interdiction MC. Any voluntarily-
routing GO leader dies if the unit stacked
below him fails an Interdiction MC.

If No Quarter is not in effect, then a
broken unit ADJACENT to a GO Known
armed enemy Infantry/Cavalry unit must
surrender, unless it can rout away without
risking Interdiction or using Low Crawl.
(Disrupted or Encircled unitswill surrender
evenif they dohaveasaferout path.) Certain
he-man-class units never surrender by the
RtPh method: Fanatics, Japanese, Gurkhas,
Commissars, Partisans, and SSvs. Russians.
They get to Low Crawl or risk Interdiction,

and dieif that fails. If No Quarter isin effect,
then any unit (even aDisrupted or Encircled
one) can rout away, risking Interdiction or
Low Crawling to its heart’s content.

A lot of attention has been paid to the
ASL Annual 93a rule change involving
voluntary break. It'sno longer legal to break
voluntarily unless ADJACENT to an
unbroken enemy unit or within LOS and
Normal Range of an armed and unbroken
enemy. So you can't voluntarily break units
far from the enemy, rout them forward, and
rally them. Voluntary Break is, however, till
quitelegal and useful for itsintended purpose:
getting doomed units out of harm’s way.

At Night, everything changes.
Nobody surrenders in the RtPh, nobody is
eliminated for Failure to Rout, and a DM
unit can Low Crawl (only) anywhereit wants
aslong asit doesn’'t move toward a Known
(keeping Night LOS in mind) enemy unit.
Staying ADJACENT to a Known enemy
unitislegal. A DM unit cannot lose its DM
until it makes an Original Rally DR <= its
printed morale.

BASIC ROUT PHILOSO-
PHIES

The idea behind the RtPh is that
broken unitsneed to run away from the scary
enemy and toward cover, where they can
regroup, rally, and return to the fray. Thisis
what your broken unitswant (asrepresented
by thelack of total control of their movement
during the RtPh) and usually what you want
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aswell. In simplest terms, broken units rout
away from the enemy, and toward woods or
buildings. Both of thesearebeneficial to their
survival, since being further away from the
enemy reduces the chance of being harmed,
and since woods and buildings provide both
cover and rally bonuses.

Ideally, you want to rout into awoods
or building hex that is out of the LOS of all
enemy units, and near afriendly leader. This
maximises rallying chances in two ways.
Most units will usually have difficulty
ralying under DM, and a unit out of enemy
LOS cannot be placed under continual DM
by potshots. A leader allows rally attempts
every Player Turn (as opposed to the one
self-raly attempt per side per Game Turn).
Furthermore, such rallies will not have the
+1 self-rally DRM and may have a further
helpful DRM if the leader has a negative
modifier. Unfortunately, a player often has
many more broken units than |leaders, so
some planning is important.

Your units will break. It's an
unfortunate fact of life. The key is keeping
the broken units alive and returning them to
the fight. That means planning rout paths as
part of an attack or defence. For the defender,
an important factor is checking out the
rearward woods and building hexesthat can
provide rallying points. Large expanses of
woods or multi-hex buildings are good
because a broken unit can keep routing
backwards to the limit of its 6 MF, and the
terrain in the intervening hexes will often
block LOS. One-hex clumps of woods or
Single Story Houses often indicate bad
routing terrain, because aunit may beforced
to rout to such ahex and then not allowed to
movefarther fromtheenemy until itsDM’ed
again on a subsequent Player Turn. It may
be useful for lesser leaders (or Commissars,
if one is lucky enough to have one) to be
stationed behind thelinesif ahex lookslike
a definite rally point. Ideally, such a point
should be screened from thelikely direction
of enemy advance by severa friendly units
and some nice L OS-blocking terrain, so that
a single leader can raly a bunch of units
without risking amega-DM from asingle 1-
FP shot.

For the attacker, rout paths are aso
important, but since hisforcesarein motion
they're less predictable. The key isto avoid
sending in isolated units to spots where
they’re doomed if they break. So avoid
“surrender or die”’ situations such as those
where your unit will be surrounded on all
sides if it breaks or, if No Quarter isnot in
effect, where your unit can’t rout without
incurring Interdiction or resorting to Low
Crawl. Maintaining a couple Good Order
units near your broken guys is helpful to
avoid a prisoner seeking counterattack, and
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often easier for the (usually numerically
superior) attacker than for the defender.
Unfortunately for the attacker, his units are
usually routing the wrong way, while the
defender’s broken units often fall back just
behind his Good Order units. The attacker
must bal ance speed versus sefety; voluntarily
routing a unit and a leader 6 MF back to a
saferally point may be agood idea near the
beginning of alonger scenario, butit’srarely
worthit near theend, whenit haslittle chance
to get back to thefront. Sometimesyou have
the chance of Low Crawling or risking
Interdiction to get to asafer spot. There'sno
absoluterule of whichto choose. Obviously,
you don’t want to risk giving your opponent
hiswinning CV P by blowing an Interdiction
roll that you weren’t reguired to take. But
an over-conservative Low Crawl canbemore
dangerous than a bold run for freedom
sometimes, especially in your own Player
Turn. Inthat case, your unit will get no Self-
Rally attempt (unlessit'saleader or crew, of
course) and may well be surrounded during
your opponent’s MPh without a fight.
Better to risk Interdiction than to be faced
with certain death or (sometimes worse)
surrender. Consider the chance of making the
Interdiction MC, the consequences
(including thoseto any leadersaong for the
ride), and the relative positional advantage
gained by the extra hex(es) of movement if
you avoid Low Crawling. Balance the gain
against the risk, and hope for the best if you
decide to risk it. Remember the most
commonly successful rout/rally pattern: rout
away out of LOS, fail to rally under DM,
lose DM, rally successfully without DM.
This reguires that the unit first manage to
rout totally out of enemy LOS or range, and
then that the enemy can’t get there during
the next Player Turn. Note that a unit that
breaks and routs out of LOS during the
enemy Player Turnwill amost certainly get
araly attempt without DM, sincethe enemy
can’'t move into LOS during the friendly
Player Turn. (The soleexceptionsarerouting
or Withdrawal from Melee; notethat DMing
a“safe” unit can be one of themost dastardly
usesof asleaze-rout.) Unitsthat break during
their own Player Turn should try to get to a
position not only out of current enemy LOS,
but out of LOS of likely enemy positions
after the next MPh and APh. Having large
buildings or expanses of woods is helpful
here, asis having Good Order units nearby
to thwart enemy counterattacks seeking to
DM or capture important (albeit
temporarily) broken units.

USING THE ROUT RULES

TO YOUR ADVANTAGE

For starters, remember that although
the usual purpose of routing isto get broken
units away from danger to aspot wherethey
canraly, that's not al it can be used for.

In the last few turns of a scenario,
broken units without leaders nearby don’t
have much of a chance to run away, raly,
and come back. So rout them to a legal
Location where they can block enemy
movement, or leave them where they are if
they’ redoing agood job. A broken (but non-
disrupted) HS sitting on a crucia hex will
stop the enemy from going throughiit for the
turn—which may win ascenario that requires
your opponent to exit through a particular
hex. Or sometimesthere’sonly onegood path
around wire, mines, or bamboo. A stubborn
broken unit who refuses to budge from that
spot until forced to do so may hold up the
enemy advance for another crucial turn.

In the cases where arouting unit ends
its MPh in Open Ground and has the option
of retaining DM, it'sgenerally abad ideato
do o if the chance of ralying right thereis
high. Also, such aunit canregain DM to rout
againif within LOSand Normal Range of an
armed enemy unit, so in cases where the
enemy has a MG position with limitless
LOS you know you'll be able to regain the
DM &fter a failed rally attempt, so there's
no point in keeping it. On the other hand, a
unit doesn’t want to be stuck in the open,
without future routing possibilities, just a
few hexes away from a friendly leader in
better rally terrain. It'simportant to balance
the better chance of immediaterally without
DM with the benefits of being guaranteed
another chance to rout next Player Turn. If
the unit isn't stacked with a leader, and it
either surely isn't the best one on which to
use the one Self-Rally attempt or the next
turn is the opponent’s, then the DM counter
really doesn’t hurt.

When your opponent has a vast CC
advantage coming up, especialy if he has
good Ambush odds, don’t forget your
opportunity to voluntarily break and rout.
Unless the beleaguered unit defends a key
victory hex, such a move is smart for two
reasons. it keepstheunit aive (albeit broken),
and it prevents your opponent from
executing an Ambush Withdrawal for afree
hex of movement. But check for alegal rout
path before breaking the unit; it'sillega to
Voluntarily Break if that would cause
immediate elimination or reduction. The
corollary is not to leave your opponent’s
units almost-surrounded, with a way to
squeak out. Consider his rout paths away
from CC, and try to send somebody around
theflanksto deny them. Also, voluntary rout



issometimesagood ideafor theextrastrategic
movement, though its use for such has been
restricted by erratato caseswherethere'san
enemy nearby. Don't doit unlesstherallying
oddsarevery favourableor the unitisuseless
whereitis, and check therout pathscarefully;
once the unit is broken it will stay broken
evenif it can’t legally go where you wanted
to send it. Also, remember the implications
of voluntarily breaking for Japanese units. a
squad becomestwo broken HSif full-strength
and only one if reduced-strength, a crew
becomes abroken vehicle crew, and aleader
has no way to break at al. These factors,
combined with their extra prowess in CC,
make voluntary break ararer choice for the
Japanese than for other nationalities.

A broken, DM, low-morale HS
without a leader nearby just isn't likely to
rally soon. Wouldn't it be nice to inflict the
same status on the enemy’s nearby non-DM
stack of higher-quality broken units? If
they’reout of LOS, try tofind alegal way to
rout ADJACENT to them, inflict DM, then
rout away. (Oops! Didn't see those guys.)
Remember: Find out whereyou want to rout,
find al closer target hexes, and then find
enemy unitsthat will allow you to disqualify
each of them. It works more oftenthan you' d
expect.
Let’'ssay you' regunning for CVP, and
your concealed unit runsup ADJACENT to
an isolated non-DM broken unit. You could
shoot it in the AFPh without losing
concealment (assuming no nearby GO
witnesses), but why give the unit afree DM
counter and an excuse to rout away if you
fal to eliminate it? Instead, refuse to give
your opponent an opportunity to rout, and

then move in for CC. The -2 vs. a broken
unit helps a lot, and the ambush odds are
decidedly in your favour (-2 for your
concealed unit, +1 for his broken one). If
you miss, you get another chance in your
opponent’s turn, with an extra-2 CC DRM
since the broken unit will be forced to
withdraw from Melee. Heck, you might even
feel confident enough to try to capture the
broken guysrather than killing them.

Sometimesyour enemy’s broken units
can help you out quiteabit. If your skulking
opponent has a big concealed stack nearby,
forcing one of his broken units to rout that
way will take care of that concealment
without firing a shot, through the magic of
overstacking. Even without forcing an
overstack, any acquisition on the broken unit
will follow it to the hex-full of hisconcealed
buddies.

As the Scenario Attacker in a Night
scenario, your broken guys may be DM for
quite a while. But that also means they get
almost-free one-hex routs every turn. Don't
stop moving forward just because you're
broken—keep moving at asteady two hexes
per turn, and let the leaders catch up to do
their RPhmagic.

Got an obnoxious broken enemy unit
still hanging onintheupper level of avictory
building? Stick a unit on the staircase(s)
below it. Instant Encirclement. Now move
anybody ADJACENT, and you have a
prisoner. Conversely, do not put your broken
units in upper-level buildings in staircase
hexes, sincean enemy can Encirclethemand
be ADJACENT for the capture in one fell
swoop. Broken units in rowhouses are
particularly susceptibleto thismove so don’t

rout upstairsin arowhouse unless you have
absolutely no other choice or you are
confident your opponent’sforward progress
(especialy his progress towards the ground
level of that rowhouse) can be checked for
several turns by covering units.

Don't invoke No Quarter without a
good reason. Prisoners with atotal USH <=
that of their Guard aren’t much of a burden
and allow instant Deployment, even to
Russians and other nationalities that
ordinarily cannot deploy. Moreover, once
No Quarter isin effect your enemy’s scared
sguads can Low Crawl their way out of traps
and risk Interdiction to avoid your barbaric
troops. And, of course, you lose any VP or
Interrogation advantagesto taking prisoners.

CONCLUSION

The rout rules are dense, tricky, and
pretty boring. But at least they’ re short, and
they're consistent. Most ASL players know
the basic ideas presented here, but it's
entirely possible to play for years without
getting al of thetechnicalitiesright. What's
even more important than knowing the rout
rules, though, is planning for the safety of
your broken units before they break. Don’t
put your units where breaking equates to
certain death, at least without areally good
reason. Planning your rout paths during
setup allows a masterful fallback defence
where broken and unbroken units move
together, rallying to support one another.
Spreading your leadersand using theterrain
correctly on the attack means that an entire
flank won’t stop cold for want of a7-0 leader
to rally three squads, or because all of the
broken sguads can't link up with a single
leader. Since what happens during the rout
phase is so regular and predictable, it's
possible (indeed necessary) to plan for it
ahead of time. The dice can thwart most of
your plans most of thetime, but aclean rout
to asafe rally point isthe next best thing to
not breaking.
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I recently bought Critical Hit's
Advanced Tobruk System (ATS) module
Santa Maria Infante (SMI), about the US
351st Regiment of the 88th Division and its
attack toward the village of Santa Maria
Infante in Italy. Not that | wanted to play
ATS, but the subject was interesting and |
felt sure | could convert it to ASL. What
follows are my attempts to rework it, but |
would appreciate any comments from
anyone else has who has taken an ATS
module and tried to do the same thing. Note
that | don't have any other ATS modules
(which might provide a better insight into
some of the choices| have made).

SMi

The game itself has one large map,
withlargehexes. The US are attacking along
aridge, with flank positions available to the
German defenders on some spurs and minor
hills. There are few buildings and limited
other cover, but the hillsides are terraced so
troops can use this to approach out of LOS.
The map was posted on CH’s website
(which | know is being revamped) but isn’'t
as garish in red life as it appeared on the
web.

Thereare 12 scenarios, many of which
are quite small with around 3 to 10 squadsa
side, and one larger with 20+. There are a
few vehiclesand the odd gun or mortar. The
scenariosfollow the action up (and back and
start over again) the ridge, and cover action
fromwhat are effectively 8 CG periods 11th
N, 12th AM/PM/N, 13th AM/PM/N, and
14th AM.

The German player is defending in
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Converting from ATS to ASL
Chris Riches

most missions, and usually has a selection
of mines, pillboxes, wireetc. Withtheterrain
as it is, it shows why night assault was
appropriate for some of the actions, but then
units got stranded at daybreak when they
didn’t clear thewholearea, and suffered from
the inevitable German counterattack.

The game obviously comeswith ATS
counters, but none as yet I’ ve felt aneed to
use. Potentially the markers come in useful
for various things.

Conversion
The conversion wasn't too difficult
to do, and some things fell into place more
naturally than others. My aim was to do an
80/20 job and get on with playing, rather
than spend along timeanalysing each element.
The key areas addressed were:
- Leaders
Squad Type
SW and Crews
Guns & Vehicles
Fortifications
Others
There was no need to do anything
special as regards terrain, and the map
includes no special non-ASL features.

Leaders
ATSleaders comein 2 flavours only,
and the number of leaders in a scenario is
higher than in ASL. To determine the type
and quantity of ASL leaders, | did 2 things:
a) Establish aratio between ATS and
ASL leader quantity, and thusthe correct the

number of Leadersinthe scenariotoan ASL
basis.

b) Select specific Leader types.

To do this, | took around 70 official
ASL scenarios for each side and worked out
the average scenario leader ratio for each
nationality. This equated to 0.3357 Leaders
per Squad for the Germans, and 0.2962 for
the US.

| then compared this with a similar
parameter for the ATS scenarios, which had
ratios of 0.52 for Germans and 0.48 for US.
| was then able to determine a conversion
factor:

ASL Leaders

=0.645 x ATS Leaders (Ger)

=0.615x ATSLeaders (US)

Thus this generated the eguivalent
number of ASL |eaders for each scenario as
shown in tablel.

To address quality, | considered 3
options:

1. Allow the player to roll for leader
quality likein acampaign game.

2. Allocate LeaderspertheDY Orules.

3. Allocate L eadersbased on mirroring
Leader distribution in other ASL scenarios.

| chose option 3, even though it was
more work, because option 1 could lead to
too high variability (especially in these small
scenarios), and option 2 again is better with
larger forcesizes. | asowanted to pre-define
the Leaders and put them on the scenario
cards.

Thereforel used thedatafrom my ASL
Leader Spreadsheet to pick appropriate
Leader groupsfor thenumbersneeded. Where
the US need came out at 2.4 for example, |



picked a 2 Leader group from the US start
point. | looked at the actual Leadersin ATS
(1-1-8 or 1-1-7) to choose a group with the
samefed intermsof Leadership as| thought
the scenario designer intended.

My list of leadersfor the SMI scenarios
istherefore shown in table 2.

| chose no 9-2s as | didn’t think it
appropriate from the Small Unit History
available for this action from the internet.

Squad Type

Here, theissue was different - how to
correlate the ATS squad types with ASL
types. So for Germans the ATS hierarchy is
(infamiliar FP-Range-Moral e format):

7-5-8

6-5-6

5-4-5

4-5-4

This shows, with increasing quality,
both increases in firepower and morale, but
not in range. Compareto the ASL hierarchy:

4-6-8

4-6-7

4-4-7

4-3-6

which isn’t far out on morale, but has
flat FPand increasing range. Eventhe 5-4-8
and 8-3-8 don't fit a better pattern, and
besidesthere was nothing in SMI to indicate
the presence of Engineers.

Similarly, how to assess the effect of
ATShaving USmoraeat 7 (for the majority
sguad type) and the Germans at 6. The data
shows that during the conversion, 87% of
the time the Germans improve morale by at
least 1, whereasthe USworsen by at least 1
82% of thetime.

Suffice to say, | chose the following

Scenario Equivalent Number
of ASL Leaders
Ger us
1 0.6 12
2 2.6 248 2.4
3 13 18
4 13 24
5 39 37
6 19 12
7 5.8 3& 3*
8 19 3
9 19 24
10 13 12
u 0.6 24
12 32 37
* These each had two significant separatg
lUSforces.
Tablel Leader Comparison

representation for the various squad types,
and ignored the US BAR gunner (although
those of you with Point du Hoc can use the
BAR counters from there if you wish).

Nationality ATS ASL

Ger 7-5-8 4-6-8
6-5-6 4-6-7
5-4-5 4-4-7
4-5-4 4-3-6

us 8-5-9 6-6-7
7-6-7 6-6-6
6-5-6 5-4-6

SW and Crews
For SW, ATS has no German LMG,
but lots of MMG and HMG.

Nationality Weapon ATS ASL
Ger HMG 8-14 7-14
MMG 5-8 5-12
us .50 cal 14-20 8-20
HMG 8-14 6-14
MMG 5-8 4-10

I chose to reduce the Germans to a
maximum 1 HMG and 2 MMG per scenario
(apart from scenario 7, which islarge enough
to warrant double quantities of each) — or
per group where these set up separately.
Those deleted were replaced with an
equivalent number of LMG. The US| left
untouched, as the ATS to ASL firepower
reduction for these weapons was enough in
its own right (and the unit histories talk
specifically of the machine gun support used
in this attack).

ATS has HMG with inherent crews,
and since | prefer to do this, | added one Inf
crew per HMG & MMG. However, add one
HSif you prefer. Given the small number of
squads in the scenarios, | do recommend
adding something.

Some ATS scenarios added crews to
US light mortars. | recommend a vehicular
crew (asaSupport Weapon Team) with every

light mortar, or tough luck and you have to
crew it from within the OB.

Other SW - flamethrowers, PF etc are
no issue.

As a comparison, here is the ratio of
US:German firepower (Squad and MG
normal FP) per scenario, showing therelative
comparison of ASL to ATS. | am happy to
accept therelativeincrease in US firepower
astheir morale suffersinthetransition. Given
the ROF of MGs, these humbers would
increase marginally inthe USfavour.

Scenario ATS ASL Comparison
US:Ger US:Ger ASL/ATS

Ratio  Ratio
1 1.65 1.75 1.06
2 1.67 1.94 1.16
3 1.29 1.24 0.96
4 1.76 1.93 1.10
5 1.58 1.67 1.06
6 1.19 1.18 0.99
7 1.47 1.57 1.07
8 0.65 0.77 1.19
9 1.73 1.82 1.05
10 1.48 1.58 1.07
11 2.91 2.94 1.01
12 1.91 2.13 1.11

Guns and Vehicles
Guns trandate easily, and as normal
each should be given itsown Infantry Crew.
Vehiclesneed no changing, and areall
availablein ASL.

Others

A few things need to be considered:

OBA - module size is not an issue.
ATS allows an additional observer for each
module. Thuseither add aFOO team (ielike
a SFCP) - my preferred choice - or an
additional leader (8-0 or 7-0 to avoid
unbalancingit).

SAN - | madeajudgement intheterrain
to have the Germans with SAN 4 (having

Ger

7-0

8-0,8-1,9-1

8-0

8-1

7-0, 8-0, 8-1, 9-1
8-0,8-1

Scenario

8-0,9-1
8-0,9-1

81

7-0

7-0, 8-0, 8-1

REBowo~N~ou~wNR

Table2 Leader Conversion

7-0,2x 8-0,2x 8-1,9-1

us

81

8-0, 9-1; 7-0, 8-0, 9-1
8-0,9-1

8-0,9-1
7-0,8-0,8-1,9-1

81

7-0, 8-0, 9-1; 7-0, 8-0, 9-1
7-0,8-1,9-1

8-0,9-1

81

8-0,9-1

7-0,8-0, 8-1, 9-1

P
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Scenario German Forces (ASL)

1

10

12

1x 4-6-7, 1x 4-3-6, 7-0

Ix MMG, 1x LMG, 1 Crew

1+3+5 Pillbox, 1 Wire, 12 AP mine factors.

10x 4-6-7

8-0,8-1,9-1

1Ix HMG, 2x MMG, 2x LMG, 1x 81 Mtr, 1x 50 Mtr,
4 Crew, 1 SWT.

2x 1+3+5 Pillbox, 4 wire, 28 AP minefactors.

Group 1: 1 Observer, 1x HMG, 1x 81 Mtr, 2 Crew.
Group 2: 1x 4-6-7, IXx MMG, 1 Crew.

Group 3: 1x 4-6-7, 1x 4-3-6, 8-0, Ix MMG, 1x 81
Mtr, 2 Crew.

1x 1+3+5 Pillbox, 2 Wire, 24 AP minefactors.

4x 4-6-7, 8-1

Ix HMG, 1x MMG, 1x 75* Inf, 3 Crew

1x 1+3+5 PFillbox, 1x Trench, 1x wire, 12 AP minefactors.
Group 1: 1x HMG, 1x 81 Mtr, 1x 75* Inf, 3 Crew.
Group 2: 6x 4-6-7, 2x 4-4-7

7-0, 8-0, 8-1, 9-1. Make one random selection roll
and the highest rolling L eader(s) are wounded.

2x MMG, 2x 81 Mtr, 1x LMG, 4 Crew.

Fort: 3x 1+3+5 Pillbox, 3x Trench, 4x Wire, 32
AP minefactors.

Rnf: 1x StuG 111G

2x 4-6-7, 1x 4-4-7, 8-0, 8-1

2Xx MMG, 1x 75L AT, 3 Crew

1x 1+3+5 Fillbox, 1x Trench, 2x AT minefactors
Group 1: 1Ix HMG, 1x 50L AT, 2 Crew.

Group 2: 6x 4-6-8, 10x 4-6-7, 8x 4-4-7, 7-0, 2x 8-0,

2x 8-1, 9-1, 4x MMG, 2x HMG, 3x LMG, 1x PSK,

6 Crew.

Support: 1x Observer, 2x 75L AT, 1x StuG 111G,

6x 1+3+5 Pillbox, 8x Trench, 7x Wire, 64 AP minefactors.
Rnf: 2x StuG I11G.

6x 4-6-8, 10x 4-6-7, 8-0, 9-1

IXx HMG, 2x MMG, 2x LMG, 3 Crew.

Rnf: 1x Pz IVH

Require 16 VP,

6x 4-6-7, 8-0, 9-1

IX HMG, 2x MMG, 1x LMG, 1x 50L AT, 4 Crew

2x 1+3+5 Pillbox, 3x Trench, 3x Wire, 32x AP minefactors.
3x4-6-7,8-1

Ix HMG, 1x MMG, 1x 50L AT, 3 Crew

1x 1+3+5 Fillbox, 1x Trench, 1x Wire, 2 AT minefactors.

bx 4-6-7, 7-0

Ix HMG, 1Ix MMG, 1x 20L (6), 3 Crew

1x 1+3+5 Pillbox, 1x Weapon Pit (if used), 5x
Trench, 2x Wire, 8 AP minefactors.

10x 4-6-7, 7-0, 8-0, 8-1

IXx HMG, 2x MMG, 2x LMG, 1x FT, 2x 50L AT,

5 Crew

1x SdKfz 234/2

3x 1+3+5 Fillbox, 6x Trench, 8x Wire, 64x AP mine
factors, 2x AT factors

Table 3 ASL forcesin the converted scenarios

USForces (ASL)

4x 6-6-6, 8-1

1x MMG, 1x 44 Baz, 1 Crew

Require5VP.

Group 1: 2x 6-6-7, 4x 6-6-6, 2x 5-4-6, 8-0, 9-1.

2X MMG, 1x.50 cal, 1x Lt Mtr, 3 Crew, 1 SWT.
Group 2: 1x 6-6-7, 6x 6-6-6, 2x 5-4-6, 7-0, 8-0, 9-1.

2X MMG, 1x Lt Mtr, 2 Crew, 1 SWT

Require8 VP.

Group 1: 1x 6-6-6, 9-1.

Group 2: 2x 6-6-6, 8-0, 1Ix HMG, 3x MMG, 3x Lt Mtr, 4 Crew,
3 SWT.

Require2 VP,

1x 6-6-7, bx 6-6-6, 2x 5-4-6, 8-0, 9-1

2X MMG, 1x Lt Mtr, 1x Baz 44, 1x 37L AT, 3 Crew.
Require8 VP.

3% 6-6-7, 7x 6-6-6, 3x 5-4-6

7-0, 8-0, 8-1, 9-1. 1x Observer.

3X MMG, 3x Lt Mtr, 2x Baz 44, 3 Crew, 3 SWT.

Require 11 VP,

2X 6-6-6, 2x 5-4-6, 8-1

1x MMG, 1x Baz 44, 1 Crew

5x M4A1 MT

Group 1: 8x 6-6-6, 9x 5-4-6, 7-0, 8-0, 9-1, 3x MMG, 1x Baz 44,
3 Crew, 2x Observer.

Group 2: 9x 6-6-7, 4x 6-6-6, 7-0, 8-0, 9-1, 3x MMG, 3x Baz 44,
3x Lt Mtr, 3x HMG, 2x .50 cal, 3 SWT, 8 Crew.

Rnf: 7x M4A1 MT.

2X 6-6-7, 4x 6-6-6, 3x 5-4-6, 7-0, 8-1, 9-1
2x MMG, 1x .50 cal, 1x Baz 44, 3 Crew
6x Foxhole

3% 6-6-7, 7x 6-6-6, 8-0, 9-1, 1x Observer

3x MMG, 1x .50 cal, 1x 81 Mtr, 5 Crew

5x foxholes

1x 6-6-7, 4x 6-6-6, 8-1

2X MMG, 1x 81 Mtr, 3 Crew

2 Foxholes.

2x M10 TD

Require 8 VP (each Trench or Pillbox =3 VP).
3x 6-6-7, 6x 6-6-6, 8-0, 9-1

3x MMG, 2x .50 cal, 2x HMG, 7 Crew

7x 6-6-7, 10x 6-6-6, 7-0, 8-0, 8-1, 9-1, 1 Observer
4x MMG, 2x .50 cal, 2x Baz 44, 1x FT, 1x 37LL AT, 7 Crew

1x M3 ht
Rnf: 3x M8 HMC

Require 10 VP

THE TRENCHES
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had time in a prepared position with good
fieldsof fire), and the USwith a2 (advancing
across open terrain).

ELR | took straight from the DYO
tables - a 3 for each side. The US 88th
Division wasn't a combat hardened unit so
thisisfine.

VC - thiswasone areawhere | nearly
came unstuck, having got stuck into thefirst
scenario and then realised that ATS counts
VPs differently to ASL. Squads are worth 3
VP, whereas other unitsare more comparable
with ASL. Luckily in SMI the vehicle count
islow, and VP requirements can be reduced
by 1/3 (apart from scenario 12, where | have
only reduced it marginally).

Fortifications
These are pretty straightforward as
follows:

Bunker

ATS has a capacity of 1 but 360° fire.
Use a 1+3+5 Pillbox representing the kind
of bunkers likely to have been constructed
by the Germans in this locality.

Wire
1forl

AP Mine

There are very few mine factors used
in SV - too few to make sensein ASL (eg 1,
or 3). | thought | might have misunderstood
the ATS system, but in the end opted to
multiply the ATSfactors by 4 and then they
can be used in ASL in whatever strength
desired per hex. In some of the larger
scenarios, one might arguethat 64 factorsis
too many, but hey we didn’t ask you to
attack here!

AT Mine

A few AT minesareavailable (andwere
used historically on the main road up the
ridge). Here, a straight 1:1 conversion felt
better, but on both types on mines a second
opinion would be helpful.

Foxhole
1forl

Weapon Pit

Thisiseasily represented asaDug In
AFV and a normal Emplaced Gun. If you
wanted you could use a Weapon Pit (and
rules) from Pointe du Hoc by CH.

Hedgehog
UseaTrench

330

Scenario Summary

Sowrappingit al up (but apologiesif
in the playing about with stuff I've left
glitchesin it — there can always be an errata
sheet tofollow!), table 3 shows my reworked
scenario OB list.

For all scenarios both sides have an
ELR of 3. Asfar as SAN goes the German
SAN is4 and the USSAN is 2.

Summary

So, with a bit of analysis and some
guesswork it's not too difficult to convert
ATS to ASL. And with the CH publishing
schedul e showing someinteresting products
(Oosterbeek Perimeter appeals), hopefully
itwill be abit easier next time.

Meanwhile, back at SMI, I'm trying
to knock up a campaign game. With the 8
periodsfor the USto capturethevillage, and
the opportunity for the Germans to defend
each tactical bound of terrain and then fall
back, it ought to work out well. Give me a
shout if you've done it already.......!

Q

ASL FOR SALE

Item Price
Yanks *** £15
Partisan *** £10
The last Hurrah ** £10
Gung Ho * £35
KGP 2 * £29
ASL annual 92 * £10
ASL Rulebook *** £10
Guerra Civil * £29
Operation Compass/Wavells 30,000 £25
Carnage at Cassino * £18
Arnhem the 3 Bridge * £20
Ruweisat Ridge * £20
Squad Leader *** £15
Gl: Anvil Of Victory *** £15

* Mint counter sheets intact and all maps over-
lays in perfect condition.

** Good condition.

**x Used.

Prices do not include postage.
Contact Paul Jacobs, 14, rue de Delemont, Saint

Louis, 68300, France. Tel 0033.389.67.98.94
or email pauljacobs@wanadoo.fr.

DELIBERATE
IMMOBILISATION

Russ Bunten

Here are some non-egghead numbers
for you. Some of the “rea” math guys may
want to elaborate but | have tried to make
this as brief as | can. The numbers listed is
that Final TK# that will generate an effect
on the vehicle (including a Possible Shock)
from Direct Fire AP at least as often asa DI
Attempt will hit and immobilise the target.
HE Ammoisabit different and isnot included
here. No final TK # of >6 were included. |
figure that if the Final TK is 7 or greater,
then you’ll probably not betoo interested in
immobilising it. The percentages are the
actual numbers that will cause the effects at
the listed DRM and Final TK#.

Assumptions:

Fina Modified TH# = 10

Total TH DRM = +7/+6/+5/+4/+3/
+2/+1 (these are the most common total
DRM including Moving Target DRM, Target
Size, Leadership, Range, etc)

The TH and TK DR’'s are taken as a
sequence (i.e. they cannot be separated and
examined asindividual events)

The Total TH DRM from the non-DI
TH Attempt is 5 less than the DI Attempt
TH DRM (i.e. if the DI TH DRM = +6,
then the non-DI attempt is +1). This will
not necessarily hold true for all cases
(particularly LATW) but issufficient for this
analysis.

Total DI

THDRM TK# DI% TK%
+7 2 5.6 6.0

+6 3 111 139
+5 4 16.7 25.6
+4 5 27.8 40.5
+3 6 33.3 41.0
+2 6 41.7 47.3
+1 6 47.2 47.3

As you can see, a Final TK or 4 or
moremakes DI amost awaste of timeunless
you are ableto reducethe TH DRM in some
way. Leaders can really swing thisin your
favour though. Look at the numbersfor a+5
DI attempt and a +3 DI Attempt. That 9-2
can really give you an edge to at least stop
that tank from moving. Hopefully these
numbers hold water (though not all factors
have been taken into account). Bottom line
isthat if your Final TK#is4 or higher, shoot
tokill unlessyou can get the TH DRM below
+4.

Q
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The Pain and Joy of
Off-Board Artillery

OBA. How many times have you and
your opponent looked at a scenario, seen
that acronym, and then steered clear? OBA
isindeed a difficult thing to master, both in
terms of rulesand in terms of using it effec-
tively. For many people, there are enough
good scenarios without OBA that it isn't
worth learning. OBA, however, is difficult
toavoidin ASL. By never playing scenarios
with it, you seriously limit the choices you
have, particularly among larger scenarios.
Most seriously, you can’'t play Campaign
Games (CGs) without it. Sincetheintroduc-
tion of the OBA Flowchart in Action Pack 1,
many more people have started to play sce-
narioswith OBA. Thisarticlewill hopefully
help those looking to improve their OBA
tactics, now that they have the rules down.
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THE JOY

First things first: OBA can be an in-
credibly powerful additiontoyour OB. OBA
modules of 80+mm, 100+mm, and 120+mm
are pretty common. These represent 16FP,
20FP, and 24FP attacks. Not bad! And since
an OBA concentration affects 7 hexes, or 19
hexeswith harassing fire (more on thislater)
you canreally do some damage. Thismeans
your opponent will probably be afraid of it,
and will have to adjust his tactics accord-
ingly. Large OBA can be pretty effectivein
causing buildingsto rubble and starting fires
as well. All of this gives you the ahility to
deny parts of the map to your opponent.
This goes a long way toward helping you
win.

THE PAIN
The use of OBA certainly has its

THE TRENCHES

Mike Licari

downsides. One is frequently overlooked:
having an on-board observer meansoneless
leader to rally troops, direct fire, or help
troops move. This is particularly problem-
atic when you don’t have too many leaders
to start with (e.g. Russians), or if you have
some of your leadersKI1A (e.g. whenfacinga
high SAN).

Another downside is that OBA is of-
teninaccurate. Although there are someways
toimprove accuracy or reduce the problems
of inaccuracy, the fact remains that some-
times you just can’'t get the SR or FFE to
land where you need it. With the high prob-
ability that LOS between the observer and
the AR/SR/FFE will be hindered, accuracy is
often impossible.

Finally, gaining/maintaining radio con-
tact and battery access can be a maddening
experience. The process is sufficiently ran-
dom that you should never plan an attack or
defense that will be dependent upon key
OBA missions. I’ ve seentwo OBA batteries
in one scenario go out the window on the
very first game turn. Four consecutive “red
chit” draws, two for each module, and sud-
denly my opponent was missing what turned
out to be akey element of his defense.

TRICKS OF THE TRADE
There are several tricks to employ
OBA effectively. Not all of these will apply
in every situation, but these tips are general
enough that you can use them frequently.

Target Areas

Aim for choke-points and enemy
troop concentrations: Using OBA on the
defense can be a key asset, particularly if
you can channel the enemy to use a certain
path, then interdict that path with OBA.
This obviously works best when you have
fortifications like mines and wire, but any
defense should be ableto channel theenemy.
This maximizes the killing opportunity for
your OBA, sinceit will hopefully forceyour
opponent to bunch up his troops more than
he otherwise would (particularly if the path
you'reinterdicting is narrow).

This leads to the second part of this
tip: aim for concentrations of troops. Since
an OBA concentration covers 7 hexes, you
have the potential hit alarge number of en-
emy units. Aiming for concentrations of

troops a so minimizesthe effects of aninac-
curate FFE; try to place your SR correction
in aplacethat will nail the enemy no matter
where it drifts.

If the enemy units are primarily in-
fantry moving in the open or in woods, con-
sider a Harassing Fire mission. It will cut
your firepower by quite a bit, but even a
small 12FP 70mm OBA harassing mission
has 4FP. | know | would think twice about
charging through some open ground hexesin
that FFE and exposing myself to a series of
4FP(-2) attacks! If the enemy is the de-
fender, aiming for concentrations of troops
will likely also be the equivalent of aiming
for the lynchpin of the defense. One fire
mission may just be ableto destroy asignifi-
cant chunk of the defensive line, if your op-
ponent has not spread out. This Hint can be
particularly effectivewith Rocket OBA and
apre-registered hex. If you know whereyour
opponent will defend or attack, one of these
nasty surprisescan really help you out. This
ismost effectivein Campaign Games, asthe
opportunity to use Rocket OBA with pre-
registered fireisrarein scenarios.

OBA vs AFV

Don't forget that OBA can be reason-
ably effective against AFV, even heavily
armored ones. Sometimes your OBA mod-
ule represents the best anti-tank weapon in
your OB. For example, let's say you're the
Americanswith a105mm OBA modulefac-
ing a German Panther. Drop an OBA FFE
concentration on that tank, and you’ Il shock
or immobilizeitonan IFT DR of 5or 4 and
kill it on a 3 or 2. Not great odds, but the
odds of you getting that tank from the front
with a Sherman’s puny gun are far worse. If
that Panther is in woods (even in bypass),
you get a -1 to that IFT DR which greatly
improves your chances of an effect. OBA
against lightly armored and/or open-topped
AFV is even more powerful. Consider the
105mm OBA module again, thistimevs. a
German SPW 251/1 halftrack in the open.
You'll shock or immobilizeitonan IFT DR
of 7or 6andkill itonab or less.

OBA vs Terrain

Large OBA missions can redlly rear-
range the map. 120mm and 150mm OBA
missions can wreck havoc on your oppo-
nent: they can generate some tough MCs
and they can rubblebuildingsand createfires.



This is an important tactic to remember in
CGs, whereyou'll befighting over the same
terrainfor several scenarios. By creating rub-
ble and fires, you can deny key locations to
your opponent and maybe eliminate a few
of hissquadsin the rubble.

Field Phones

If you're on the defensive, consider
exchanging your radiofor afield phone. These
thingsare great since only boxcarswill deny
radio contact, and your OBA will stay in
play more consistently. Furthermore, ob-
servers with Field Phones always get to set
up HIPif in concealment terrain. The catch
isthat these things can't move, so you need
to plan your observer’s position very care-
fully. Make sure your opponent doesn’'t
surprise you with an unexpected line of at-
tack that you can't see. Also, therearetimes
when your phone lines may be cut by en-
emy attacks in the phone's security area.
Phone lines can aso be cut by enemy OBA
FFEs, so field phones are less useful when
the attacker also has OBA.

SMOKE

SMOKE isperhaps my favorite OBA
mission. Often, OBA is given the task of
trying to blast enemy infantry that are in
good positions, such as entrenchments or
stonebuildings. Thisisfineif the OBA mis-
sionisabigone, like 120mm or 150mm. But
if you'retrying to break or kill these troops
with 70mm or 80mm OBA you just aren’t
going to have much success. Sure, you might
get alucky low IFT roll on somebody sitting
in a foxhole, but more than likely you will
leave your opponent unscathed. Think about
it: 80mm OBA is 16FP; vs. infantry in a
foxhole, the DRM is +4; since the average
and most likely IFT DRis7, thisismodified
to an 11 or ameasly PTC. So in this case,
you'll get just aPTC or no effect at al more
than half the time. This same effect applies
to enemy infantry in a stone building with
onelevel abovethem. Against enemy troops
with 8 morale, you're even lesslikely to get
any joy from that OBA. Instead, SMOKE
those positions! Although obviously not as
destructive asHE (although WP can be nasty
sometimes), SMOKE will guaranteethat the
enemy positions will be ineffective in the
near future. | alwayssay “blindisasgood as
dead”. Thisalso meansyou have good cover
to move up for some DC attacks or CC, and
it forces your opponent to vacate the loca-
tionsif hewantsto use his smoked-out guys
effectively. Remember that SMOKE mis-
sions can not be fired using Harassing Fire.

WP
| mentioned WP above, but it war-
rants its own treatment. This stuff is great,

if you haveit; typically the US will be most
likely to employ WP viaOBA, although the
British have it occasionally as well. OBA
WP has al the same effects as WP grenades
or ordnance-fired WP, plus some extra ben-
efits. A WP OBA mission is agreat way to
cause some problems for you opponent,
because unlike WP grenades or ordnance-fired
WP, OBA WP causesamorale check when it
isplaced and when infantry/vulnerable PRC
enter aWP FFE location. A WP OBA mis-
sionisalso agreat way to potentially burna
lot of terrain fast; many players forget that
WP placement also can causeaflamein burn-
able terrain when the EC are dry. If you hit
seven burnable hexes with your WP FFE,
get out that kindling chart! Given the useful-
ness of OBA SMOKE outlined above, WP
is great...blind your opponent and maybe
break him or burn him out!

The “SR Threat”

Oftentimes, just placing an SR onthe
map will cause your opponent to have fits.
With an SR on the map, you aretelling your
opponent that in the next player turn you
could drop OBA just about anywhere (al-
though perhaps most likely somewhere
within 3 hexes of the SR due to the reduced
extent of error if inaccurate). Since your op-
ponent should be concerned with the “cor-
rect and convert to FFE” threat, he' |l haveto
alter his tactics. This may cause him to
spread out a bit, maybe denying him the
opportunity to set up a good multi-location
firegroup. Or it may cause him to evacuate/
avoid apatch of woods. Or it may force him
to use a slower, but safer, way of moving
across the map. The point is that a smple
SR counter can do al that because you can
correct it many hexesand still convertittoa
FFE. Once converted however, further cor-
rection is limited to a mere 3 hexes. This
creates zones on the map that will be im-
mune to potential OBA attack in the next
player turn or game turn, and your oppo-
nent can switch back to his original tactics.
With the “SR Threat” however, there are
very few of these immune zones.

Concealment

One way to reduce the effectiveness
of your opponent’s OBA is to retain con-
cealment as much as possible. Thisisatac-
tic that you should always use when play-
ing anyway, but itsvalueispronounced when
you'refacing OBA. If your opponent istry-
ingtoland hisAR or corrected SR/FFE ona
hex and can only see unitsthat aren’t known
to the observer, then he has to make another
battery accessdraw. Thiscanbeakiller, asa
red draw at this point voids the mission and
the AR/SR/FFE isremoved from themap. If
your opponent is constantly faced with con-

cealed units in and around his target area,
this will likely delay or interrupt the em-
ployment of his OBA. This tactic is par-
ticularly effectivewhen facing an OBA mod-
ulethat hasal ready drawn severa black cards
(thus increasing the Red:Black ratio) or a
module that starts the scenario with a high
Red:Black ratio such as Russian OBA.

Stacking and Dispersion

Thereverse of Hint #1 isto not allow
your opponent to clobber much of your force
with OBA at any onetime. Thiscan bedone
by reducing the amount of stacking you do
(stacking generally is not a great idea any-
way). Less stacking means |ess of a chance
that your 10-2 and three 838s will go down
to one IFT DR that rubbles the building
they’rein. Instead you might lose your 10-2
and one 838 which is still a bad thing, but
not nearly as disastrous. Through dispers-
ing your force, you can aso reduce the
amount of your troops that get hit by the
FFE. By placing units/stacks in every other
hex, rather than in adjacent hexes, you en-
sure that your opponent will have to use
less-effective Harassing Fireto get morethan
a couple occupied hexes in the FFE. This
also nullifies somewhat the use of SMOKE,
outlined in Hints #5 and #6.

Location, Location, Location
Somewhat obvious, but worth men-
tioning. The effectiveness of OBA depends
largely onterrain. If you can pileup positive
IFT DRM, you will survive much longer in
an FFE. You can get some pretty high modi-
fiers pretty quickly, too. A squad on ground
level of atwo-story stone building getsa+4
DRM, whichis probably enough to fend off
80mm or smaller OBA.. If that’samulti-story
building he's in then that DRM is +5 (+3
TEM, +1 for each full level above). Since
both of these buildings aren't terribly rare,
it's quite easy to rack up a +4 or +5 DRM.
Foxholes and trenches are just as good, giv-
ing +4 TEM against OBA attacks. In Cam-
paign Games such as Red Barricades, those
fortified Cellarsreally dothetrick: they give
a final DRM of at least +6; it's +7 for a
multi-story building (!), which is enough to
even fend off 150mm OBA. Stay away from
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woods hexes, with their -1 DRM for
airbursts.

Find and Neutralize the Ob-
server

One of your first goals should be to
find where your opponent’s OBA observer
is, either on the board, or what hex he’'s“in”
for off-board observer LOS purposes. Once
you’'ve done thisthere are several waysyou
can neutralizehim. First, you cantry to éimi-
nate him; on-board observersobviously have
to have LOSto your units, soif it'sfeasible,
fireback! A good player, however, will make
sure that the only shots you get on him will
be crummy ones. So, a second way to neu-
tralizethat observer isto blind him with hin-
drances. Fire or place (e.g. via AFV smoke
dischargers) SMOKE in hishex and/or along
hisLOS. Without LOS, he can’t place ARY
SRs or correct SRYFFESs. A third way isto
leave the observer with few targetsin LOS.
Whilethisisn't always practical sinceit can
involve some serious shifting of units, there
are times when you can leave only a squad
or two in LOS of the observer. Then your
opponent hasto deciderisking an accessdraw
and using up a black chit just to pound a
small part of your force. If hedoes, you also
now have alarge OBA-free zone (see Hint
#7).

CONCLUSION

Although these hints will help your
OBA tactics, they do not take out all the
uncertainty. OBA will always be fickle.
Murphy’s law applies ruthlessly to OBA:
it will drift when you absolutely need it to
be accurate; worse, it will sometimes drift
onto your own troops; you will still draw
those red chits at the most inopportune
times; you will rubble empty buildings, but
roll boxcars on the IFT for occupied hexes;
your radio will conk out. But thisis ASL. If
you can't stand these things happening every
once in a while, you shouldn’t be playing
this game! The hints outlined above will re-
duce the pain and increase the joy of OBA
through good tactics...luck still depends on
that Battery
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UNIT CAPABILITIES

Roy W. Connelly

| was playing agamethe other night at
our club meeting against a newb with about
10 gameson hisresume. The scenario called
for anumerically superior force of American
747 unitsto assault ahill against rather weak
opposition who would be receiving
reinforcements on Turn 3. The scenario did
not go well for my opponent and I’ m afraid
he may have come away with a bad
experience. Much of the blame falls at my
feet, | did not take into consideration that he
lacked an understanding of how to makethe
most of the American forces at his disposal.
As aTeacher in thisinstance | should have
gone over the unique capabilities of hisunits
and given him some ideas regarding his
options.

Different units have different
capabilities and each requires experience to
understand how to get the most out of them.
Over the next fiveweeks (including thisone)
| hope to give newbs a better understanding
of how atype of unit can be utilised. | have
no desire to cover each unit, that would take
forever, so for now | will just look at the
‘BigHitters', and some of the specialist units.
If | find time | might look at Line and lesser
Elite units and the weak units. | am hoping |
may be able to talk my buddy Mike into
writing about the Japanese as he is more
experienced inthe PTO than | am.

Disclaimer- In this discussion | will
be covering SS, French, and Italian units as
they are used in ASL. | have no desire to
discuss political or personal opinions
regarding the morality or brutalness of the
SS or the historical fighting abilities of the
French and Italiansin W.W.II. | am hoping
that this newbie tip will bring good
discussion to the mailing list. If | receive e-
mail regarding political or personal feelings
regarding these units historically, they will
go unanswered.

Now, let'shavealook at the Big Hitters
in ASL. Grogs could probably skip this part
if you feel the need.

The Big Hitters

Big Hitters| will defineasan excellent
unit from top to bottom. They have excellent
numbers in Firepower, Range and Morale,
and at least two of these factors are
underlined. Most generally they come with

a decent Smoke exponent or have a specia
ability and at times have both. Some
examples of unitsthat fall into this category
are the British 648, the German 658 SS, the
American Marine 768 and the powerful yet
sometimes difficult to play American 747.
These are the ones | will look at.

British 648

S

What's not to like? This unit comes
equipped with an underlined 6 for Firepower
and anice little smoke # of 2. The Rangeis
average but underscored allowing spraying
fire and the 8 Morale (underlined also) will
keep him in the game and at strength due to
ELR 5. The British usually play with anice
assortment of Support Weapons which
makes these units even more powerful.

In those up-close-and-personal PTO
situationswhereyou' refiring at point blank
range, a 648 with any kind of British MG
can dish out some seriousfirepower, enough
to make you start expecting those 1JA to
step-reduce with every shot. Just make sure
you don’t losethemin CC and the 648's can
do you good.

German 658 SS

The658is, in my opinion, the best all
around infantry playing piece in the game,
able to dish it out and take it. The 6FP is
good but lacksthe assault fire bonus (except
in 44/45 scenarios), Smoke is 2. The above
averageunderlined 5 Rangealowsyouto hit
at a distance and utilise spraying fire. The
underscored morale of 8 makes it a tough
customer to knock down. But the thing that
puts these units over the top is the broken
side 9 Morale. A DM 658 in rdly terrain
with an 8-1 leader rallies on a 7 or better,
after losing DM this same unit in the same
situation rallies on 11 or less! These units
are usually not down long. They're
particularly tough on defence because they
can self-break and rout away from danger,
then have a great chance of popping right
back up. The only thing tougher isaRussian



with a Comissar.
A SS 348 half squad is nothing to
sneeze aeither.

Marine 768

fie

768

Thisunit could get my “Best to Play”
distinction (yeah, like that means anything)
if it were used more often. The German 658
is seen with much more frequency but you
can't gowrong withthe 768. A 7(!) FPto go
along with 6 Range and 8 Morale makesthis
unit avery Big Hitter. All three numbersare
underscored and it comes with a 3 Smoke
exponent. Broken side8 Moralewill get him
back in the fight and the Marines usualy
come equipped with a formidable array of
MGs, FTs, DCs and the like. But you'll
usually need it all to dig the wily Japanese
fromtheir fortified holes.

We'll get to the 747'sin amoment.

Sure, all this information is on the
counter. So why did | bother? Well, more
often than not, newbsfail to utilise the small
stuff that their units offer. Smoke and
spraying fire are often forgotten in the heat
of battleand arejust asimportant if not more
so than a FP factor of 7.

The reason | started with the big
hittersisbecausethey arefairly easy to play,
and they offer the Newb a nice array of
choicesin how to play hisgame. Be careful,
acouple of early wins with these units can
lead you to overconfidence that will make
you pay thefirst time you play with weaker
units. The Big Hitters can be effectivein a
stand off battle due to FP and range or in
close up slugfests because of smoke, assault
fireand morale. Aswewill seewith the next
three newbie tips, the situation will often
dictate how you play a particular type of
unit. But with the Big Hitters, although you
don’t want to be reckless, you can be
aggressive or passive using the combination
of FP and movement complimented by
smoke, spraying fire and a confidence in
moral e to achieve your objectives.

American 747

Ta7

Playingthe Americanscanbeapanin
the butt. The Paras are no different. They
have an excellent 7 FP, but are average in
both range (4) and morale (7), all are
underscored giving it some much needed
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optionsand it comeswith a Smoke exponent
of 3. What makes these units so difficult to
play? They are deceptive. The Para player
really needsto understand the situation heis
in. 747srarely comewith theusual American
compliment of support weapons. Leadership
is generally above average but few. Due to
thelack of support weapons, the Paras must
rely on themselves, usually they haveto get
within 4 hexesto do much damage and take
advantage of that assault fire bonus. The 747
is a borderline Big Hitter, played properly
they can put ahurtin’ ontheenemy. A player
must use all the tools at his disposal with
these units to be in position to win at end
game. They can be Big Hitters, they just
need more finesse than the rest.

One last thing to note when facing
squads which get the Assault Fire bonus -
say you're being attacked by 6FP units
which get Assault Fire. You'rein abuilding
and concealed. If you don’t First Fire at the
opposing units as they move, they’ll fire at
you with 3FP each (6FP halved for firing in
the AFPh and again halved for firing at a
concealed unit = 1.5 FP, +1 for Assault Fire
= 2.5 FP, rounded up to 3 FP). If you DO
First Fire at the attacking units, they’ll
Assault Fire back with 4FP each (6FP halved
for firing in the AFPh = 3FP, +1 for Assault
Fire = 4FP, rounded up to 4FP). Not much
difference. So | find myself dropping
concealment to First Fire at these guys more
often, sincetheir Assault Fire bonus usually
only spellsthe difference between the 2 and
the 4 FP columns of the IFT.

SPECIALIST UNITS

Now let’s have a look at some
specialist units. These are counters which
have special abilities given to them and are
many times given in an OB for a specific
reason. The four | want to use as examples
are the German 838, the Russian 628, the
Ghurka, and the Partisan. (yes, | said
Partisan)

German 838
E

8'3-8

The 838 isdefinitely aspecialist unit.
They are usually in a scenario or are
purchased in Campaigns for specific tasks.
When used properly they are probably the
hardest hitting, most difficult to defend
againgt, scariest countersinthe set. However,
Newbs have a tendency to over-rate them

and in the hands of an inexperienced player
they often are played under their potential.

838s have an ELR of 5, a Smoke
exponent of 3 (except Finn 838) and all
factorsare underlined. Often, they aregiven
Assault Engineer capability raising their
Smoke number to 5! Their rangeisthething
though, at greater than three hexes, these
units are no more than glorified 468s. The
838s in an OB are usually given a wide
assortment of SWs. Flamethrowers, DCs,
MGs, and whatever else is needed to
accomplishtheir task. Goliathsaregenerally
entrusted to the 338 HS.

These units are for in-your-face
fighting, using Smoke to get close, high
firepower inthe Advance Fire Phaseand CC
phase. When you sit down to play ascenario
with 838'sin your side's OB, look carefully
at the task at hand. You'll probably see
something that the 838 is needed for; a
fortified position, cleaning out cellars, dugin
tanks etc...

Russian 628

Want a difficult unit to play? Here it
is. Good FP and morale, but can you get
close enough to use it? The 2 Range is
pathetic so you have to get creative with
these unitsat times. They make good Human
Wavetroopswith their high morale, (look at
thetailor-made HW set up for youin Guards
Counterattack) and their need to get close.
At ranges greater than 2 they are almost as
poor as the Russian conscripts. They can
aso be used to exploit a hole or breach in
you opponent’sdefence, holding it openand
staying put with their high morale.

In RB, they help hold the factories,
and are unstoppablewith aCommissar. (NB:
only buy them in RB when the momentum
has shifted to your side). Give ‘em aLMG
and they're a 8-2-8 monster!

As attackers, they are good riders
(ML) and can beferried up close quickly to
have a close impact.

I’vealso found that a6-2-8 witha FT
and Commissar in anight attack is as potent
aforceasyou'll ever need. :-)

Gurkhas

s
-

E-4-8

Gurkhasuse British 458, 648 counters

most often. These units hold a specia place
inmy ASL heart (sniff!) They are ablast to
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play. Generally found in PTO scenarios, |
have also played them in a Cassino
Campaign. These units seem destined to take
on the tough Japanese in our hobby. They
get a special -1 in HTH combat, are
considered Commandos (H1.24) and are
really the only units in our game who can
stand toe-to-toe with the Japanese. If you
haven't played Gurkhas before, givethem a
shot. You can’t afford to be reckless with
them, but they do offer some opportunities
against the Japanese that you just can't
utilise with other PTO units.

Partisans

I include partisans in the specialist
category becausethey areusually given some
meansto get their job donethat they wouldn't
ordinarily have. Mila 18 isagood example;
the partisansin this scenario havefanaticism,
stealth, MOL, sewers and HIP. In the
Czerniakow Bridgehead they aregivenMOL,
sewer movement and Stealth. Even as
recently as J2, the scenario “Scobie
Preserves’ has Partisan units and they are
able to use special ATMM rules against
Infantry and Riders. Yes, inal these scenarios
the Partisans also have some things taken
away from them like suffering from ammo
shortage, or no deployment, or captured
weapons penalties.

Players tend to shy away from
Partisan scenarios, understandably. However
| think that they arejust asfun and challenging
as the rest of the scenarios out there when
played properly and using the tools given to
them.

Specialist counters are in your OB
generaly to performtasks, and to get specific
things done. When used to these ends you
will enjoy success. When trying to use the
838 or 628 as regular line units, you are
removing some of their unique capabilities
and taking them out of their element.

Gurkhas and Partisans are specialists
too, athough in a different light. They are
often the only troops in your OB, but own
or aregiven special abilitiesto deal withthe
enemy.

Understand why they are there and

use them properly, and your game will not
suffer for it.

THE TRENCHES

Truly Critical Hits

Brien Martin

One of the ‘trouble spots’ in the
application of ASL mathematics comes
whenever it isessential to computethevalue
needed for aCritical Hit (CH) onthe Infantry
Type Table of the ordnance charts. It's very
easy to make mistakes here. Making a
mistake in one direction will increase the
number of CH that you have (which will
infuriate your opponent), and making onein
the opposite direction will leave you
disappointed that you aren’t smoking enough
targets.

Beforewetacklethemath, let’sreview
what isand isnot a CH:

On the Area Target Type, a CH is
scored whenever an ORIGINAL DR of 2is
rolled during the To Hit process.

Onthe Vehicle Target Type, aCH is
scored whenever an ORIGINAL DR of 2is
rolled during the To Hit process.

When resolving HE FFE or WP, a
CH is scored whenever an ORIGINAL DR
of 2 is rolled during the IFT resolution
process, even if the target is Hull Down.

For LATW Hit Tables, a CH is
scored whenever an ORIGINAL DR of 2is
rolled during the To Hit process.

If the lowest FINAL TH DR is the
only possible hit, then a CH is scored on a
subsequent dr of 1.

On the Infantry Target Type, a CH
is scored when the FINAL TH DR is less
than half the MODIFIED TH number

On the Infantry Target Type, a CH
is scored whenever an ORIGINAL DR of 2
is rolled during the To Hit process and is
followed by:

A subseguent dr of 1 OR

A subsequent dr that isless or equal
to half the MODIFIED TH number

Here's an example of the Infantry
Target Type CH process. Let's say that a
57L, firing at arange of 14 hexesisfiring on
an Infantry target. The BASE TH number is
6, modified by a+1 for the L, and -1 for the
57mm. Thus, the MODIFIED TH number
is 6. Any FINAL TH DR that is 2 or less
will result in a CH. However, if the
ORIGINAL DR is a2, then a CH can be
scored if the subsequent dr is either a 1, or
less than one-half the MODIFIED TH, or 2
(whichislessthan 3, whichisone-half of 6).

The last sentence of the preceding
paragraph is very important. It's possible

that aFINAL DR of 2 or lesswill be aCH,
but that a FINAL DR of 2 or less is not
possible, given C5 and C6 modifiers. In that
case, an ORIGINAL 2 may still get the job
done, but only if a subsequent dr is 1 or 2.
Admittedly, not great odds &#133; but not
impossible, either.

Where folks can get into trouble on
the Infantry Target type is when they
compute the MODIFIED TH number
improperly. The MODIFIED TH number
iscomprised of amaximum of four elements
(found in Rule C4), asfollows:

The BASE TH number, found in
Table C3 on the Infantry (Other) line

A modifier based on Gun Barrel
Length (*, L, or LL)

A modifier based on Special Ammo
(APDS/APCR or SMOKE)

A modifier based on Gun Caliber (up
to 40mm and/or up to 57mm)

NOTE: The Gun Caliber modifiersare
cumulative. Thus, a40mm gun getsboth the
under 40 AND the under 57 modifiers.

Note that the only modifiers that
apply in determining a CH are those found
in Rule C4. The Rule C5 and Rule C6
modifierspertaintothe DICE ROLL ONLY,
and lead us to the FINAL DR. It is the
FINAL DR that is compared to the
MODIFIED TH number to determinea CH.

The CH rulesgiveeven veteran players
fits at times, proving that no matter how
good aplayer is, he can’'t know everything.




“THIS IS THE CALL TO ARMS!

Thisisthe latest edition of the UK ASL Players Directory. It is broken down by country and then by postal code region. The date at
the end of each entry is the date the address was last confirmed.

AUSTRALIA

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

AUSTRIA

Jeff Crowder, Erdbergstrasse 74/17, 1030 Vienna

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

Ronald Novicky, Hoffingergasse 12-14/9/13, A-1120 Vienna
F. Schonbauer, Institut fur Softwaretechnik,, Resselgasse 3/188, A-
1040 Wien

Fritz Tichy, Hoernesgasse 20/16, 1030 Vienna

BELGIUM

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

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

T Bauwin, 23, Avenue du Cerf-volant , B-1170, Bruxelles
Serge Bettencourt, 11, Rue Fontaine d’ Amour, B-1030, Bruxelles
D. Boileau, 15, Avenue Rene Stevens, B-1160, Bruxelles

Mr. Bosmans, Koningin Astridlaan 180, , B-2800, B-2800
Mechelen

J.P Buchkremer, 20A, Rue du College , B-5530, B-5530 Godinne
T. Cavelier, 22, Rue O. Maesschalek, B-1080, Bruxelles

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

J.P Dasseville, Reginalaan 3E , B-8670, B-8670 Oostduinkerke
R De Sadeleer, 1, Quai des Peniches, B-1210, Bruxelles

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

JM. Dricot, 7, Avenue des Grenadiers, B-1050, Bruxelles

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

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

P. Henderyckx, 11, Sint-Johannastraat, B-2160, B-2160
Wommelgem

H Heyman, 91 B, Klapperbeekstraat, B-9100, B-9100 SI-Niklaas
J Himschoot, 36,Truyensstraat , B-2930, B-2930 Brasschaat
Vincent Kamer, 275, Albert ler , B-1332, B-1332 Genva

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

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

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

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

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

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

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

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

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

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

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

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

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

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

Luc Schonkeren, Borsbeekstraat 43, B-2140, Borgerhout,
Antwerpen

C Scref, 109A, Avenue Jupiter , B-1180, Bruxelles

M Steenwege, 74, Rijshenvelsstraat , B-2600, B-2600 Berchem
Bruno Tielemans, Smoutmolen 7, 1640 Sint-Genesius-Rode
Yves Tielemans, Stationsstraat 154, 1640 Sint-Genesius-Rode

M Valkenaers, 1207 Chaussee de Wavre , B-1160, Bruxelles

B Van Wassenhove, 12, Avenue Isidore Gerard , B-01160, Bruxelles
G Verdonck, 28, Morselveldenlaan , B-2640, B-2640 Mortsel
Jan Verreth, Trompetvogelstraat 29, 2170 Antwerpen

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

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
s

D Matiieson, PO BOX 3124 Medley, Alberta, TOA 2M0O

R Sanderson, 19005-76th Ave, Surrey, British Columbia, V4N
3G5

S.P Smith, 1001 1 NE 9th Slreet, Vancouver, WA98664

DENMARK

Michael Hastrup-Leth, Favrholmvanget 15, 3400 Hillerod
Lars Klysner, Egilsgade 2, 2. t.h., 2300 Copenhagen S
Peter Lageri, Tolderlundsvej 86, Itv, 5000 Odense C.

EIRE

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

ENGLAND

Pete Bennett, 84 Littlebrook Avenue, Burnham, Bucks. (16/09/02)
Andrew Daglish, 7 The Spinney, Cheadle, Cheshire ()

John Kennedy, 2 Hawthorn Road, Hale, Altrincham, Cheshire (23/10/
98)

Aaron Sibley, 13 St Paul’s Close, Swanscombe, Dartford, Kent (15/11/
96)

Mike Brewer, 6 Goldsmith Way, St Albans, Herts, AL3 5LG (01/03/02)
F. B. Dickens, 62 Yarnfield Road, Tyseley, Birmingham, W. Mids., B11
3PG ()

Steve Grainger, 23 Winterton Road, Kingstanding, Birmingham, W.
Mids., B44 OUU (18/11/98)

Garry Cramp, 25 Ferndale Road, Hall Green, Brimingham, W. Mids, B92
8HP (31/10/96)

Stuart Brant, Flat A, 1186 Evesham Road, Astwood Bank, Redditch,
Worcs., B96 6DT (28/01/02)

Jeff Hawarden, 9 Laburnum Road, Helmshore, Rossendale, Lancs., BB4
AF()

Craig Ambler, 2 Queensbury Square, Queensbury, Bradford, W. Yorks.,
BD13 1PS (28/02/97)

Phil Ward, 7 Burnsall Mews, Silsden, Keighley, W. Yorks., BD20 9NY
(06/03/00)

William Roberts, 1 Kiln Close, Corfe Mullen, Wimborne, Dorset, BH21
3UR (23/10/98)

David Schofield, 11 Longfield Drive, West Parley, Ferndown, Dorset,
BH22 8TY (23/10/98)

Stuart Holmes, 1 Milne Street, Irwell Vale, Ramsbottom, Lancs., BLO 0QP
(08/03/02)

Shaun Carter, 3 Arnside Grove, Breightmet, Bolton, Lancs., BL2 6PL
(28/10/00)

Charles Markuss, 23 Melrose Road, Little Lever, Bolton, Lancs., BL3
1DX ()

Mike Standbridge, 31 Hunstanon Drive, Bury, Lancs., BL8 1EG (17/11/
98)

lan Kenney, 53 Withdean Crescent, Brighton, W. Sussex, BN1 6WG ()
Graham Smith, 56 Durham Road, Bromley, Kent, BR2 0SW (21/06/01)
Andy Tucker, 78 Constance Crescent, Hayes, Bromley, Kent, BR2 7QQ
(11/11/99)

Bill Durrant, 5 Gatcombe Court, 65 Park Road, Beckenham, Kent, BR3
1QG (19/06/99)

Neil Piggot, 2 Beechmount Grove, Hengrove, Bristol, Avon, BS14 9DN
0

Brian Hooper, Basement flat, 125 Redland Road, Redland, Bristol, Avon,
BS6 6XX (30/10/99)

Rasmus Jensen, 17 Berkeley Road, Bishopston, Bristol, Avon, BS7
8HF (29/10/97)

Gaute Strokkenes, Girton College, Cambridge, CB3 0JG (23/10/98)
Paul O'Donald, 13 Archway Court, Barton Road, Cambridge, Cambs.,
CB3 9LW (07/08/02)

Andrew Eynon, 36 Greenbank Drive, Pensby, Wirral, CH61 5UF (05/
01/03)

Derek Cox, 25 Cramphorn Walk, Chelmsford, Essex, CM1 2RD (04/01/
03)

Nick Ranson, 34 Mill Lane, Witham, Essex, CM8 1BP (22/03/97)
Alistair Fairbairn, 3 School Lane, Brantham, Manningtree, Essex, CO11
1QE ()

Martin Johnson, 16 Wick Lane, Dovercourt, Harwich, Essex, CO12 3TA
0

Matthew Leach, 12 Lodge Road, Little Oakley, Dovercourt, Essex, CO12
5ED (19/08/02)

Rob Gallagher, 153 Halstead Rd, Stanway, Colchester, Essex, CO3 5JT
(31/07/01)

Derek Tocher, 19 Tyrell Square, Mitcham, Surrey, CR4 3SD (27/09/98)
Derek Briscoe, 129b Melfort Road, Thornton Heath, Croydon, Surrey,
CR7 7RX (18/01/99)

Joe Arthur, 33 Cedar Close, St Peters, Broadstairs, Kent, CT10 3BU (31/
10/99)

Peter Wenman, 12 Clementine Close, Belting, Herne Bay, Kent, CT6
6SN (26/07/98)

Andy Back, 21 Elmwood Court, St Nicholas Street, Coventry, W. Mids.,
CV1 4BS ()

Hubert Noar, 39 Rugby Road, Cifton, Rugby, Warks., CV23 ODE (11/
11/01)

Tim Collier, 71 Kinross Road, Leamington Spa, Warks., CV32 7EN (26/
11/02)

Tony Wardlow, 6 Beech Tree Avenue, Coventry, W. Mids., CV4 9FG ()
lain Mckay, 8 Southfields Close, Wybunbury, Cheshire, CW5 7SE (28/
10/00)

Carl Sizmur, 53 Singlewell Road, Gravesend, Kent, DA11 7PU ()

lan Pollard, 67 Stonebridge Road, North Fleet, Kent, DA11 9BA (10/03/
98)

Sean Pratt, 19 Premier Avenue, Ashbourne, Derbyshire, DE6 1LH (07/
08/02)

Neil Brunger, 72 Penhill Close, Ouston, Chester Le Street, Co. Durham,
DH2 1SG (25/03/03)

M. W. Jones, 1 Cheviot View, Front St, Dipton, Stanley, Co. Durham,

DH9 9DQ ()

Chris Bunyan, 89 Hallcroft Road, Retford, Notts., DN22 7PY (17/10/
98)

Roy Quarton, 8 Bassey Road, Branton, Doncaster, S. Yorks., DN3 3NS
(01/11/00)

David Farr, First Floor Flat, 259 High Road Leyton, Leyton, London,

E10 5QE (25/04/99)

Larry Devis, 104 The Mission, 747 Commercial Road, London, E14 7LE
(21/07/01)

Michael Essex, 1 Manchester Court, Garvary Road, London, E16 3GZ
(24/04/03)

Michael Chantler, Flat 7, Pickwick House, 100-102 Goswell Road,
London, EC1V 7DH (05/05/03)

Mike Elan, 26 King Edward Street, St. Davids, Exeter, Devon, EX4 4NY
(01/06/00)

Andrew Saunders, 3 Torbay Court, 221Devonshire Road, Blackpool,
Lancs., FY2 0TJ (29/12/00)

Nigel Brown, 3 Chepstow Road, Blackpool, Lancs., FY3 7NN (31/10/
96)

Arthur Garlick, 23 St. Annes Road East, Lytham St. Annes, Lancs., FY8
1TA (04/05/98)

Michael Davies, 36 Heyhouses Court, Heyhouses Lane, Lytham St Annes,
Lancs., FY8 3RF (21/10/03)

Russell Gough, 4 Berrells Road, Tetbury, GL8 8ED (31/10/99)

Chris Netherton, 16 Quintrell Close, Woking, Surrey, GU21 3BT (26/
03/03)

Tim Bunce, 3 Wren Close, Yateley, Hants., GU46 6NZ (28/10/00)
Jeff Cansell, 24a Upper Queen Street, Godalming, Surrey, GU7 1DQ (17/
03/97)

Giuilo Manganoni, 111 Kings Road, Godalming, Farncombe, Surrey,
GU7 3EU (30/04/96)

Simon Croome, 1 Dowling Parade, Bridgewater Road, Wembley, Middx.,
HAO 1AJ ()

Jackie Eves, 1 Dowling Parade, Bridgewater Road, Wembley, Middx.,
HAO 1AJ ()

Kevin Beard, 36 Oxford Road, Harrow, Middx., HA1 4JQ ()

Malcolm Hatfield, 336B Alexandra Ave, South Harrow, Middlesex, HA2
9DB (24/04/03)

Neil Stevens, 8 Trenchard Avenue, Ruislip, Middlesex, HA4 6NP (27/
09/03)

Chris Littlejohn, 214A Field End Road, Eastcote, Pinner, Middx., HAS
1RD ()

Paul Kettlewell, 1 Puffin Way, Watermead, Aylesbury, Bucks., HP20
2UG (01/01/00)

Nick Edelsten, 139 Hivings Hill, Chesham, Bucks., HP5 2PN (05/09/
01)

Ivor Gardiner, PO Box 62, Hereford, HR2 6YL (17/03/02)

Gary Headland, 35 Grammar School Yard, Old Town, Hull, Humberside,
HUL 1SE ()

Malcolm Holland, 57 Westfield Rise, Barrow Lane, Hessle, Humberside,
HU13 ONA ()

Steve Balcam, 1 Cornwall Street, Cottingham, N. Humberside, HU16
4NB (01/01/96)

Ruarigh Dale, 13 Swinemoor Lane, Beverley, Humberside, HU17 0JU
(24/04/03)

Tony Maryou, 41 Benton Road, Ilford, Essex, IG1 4AU (15/08/00)
Kevin Gookey, 95 Willingdale Road, Loughton, Essex, 1G10 2DD (17/
02/01)

David Austin, 86 Lindsey Way, Stowmarket, Suffolk, P14 2PD (04/01/
00)

Paul Legg, 21 Grimsey Road, Leiston, Suffolk, P16 4BW (05/10/99)
Andy Smith, 31 Egerton Road, New Malden, Surrey, KT3 4AP (23/06/
99)

Ben Jones, 72 Church Road, Hale, Liverpool, Merseyside, L24 4BA
(02/08/98)

Andy Ashton, 62 Earlston Drive, Wallasey, The Wirral, Merseyside, L45
5DZ ()

Gareth Evans, 29 Hillfield Road, Little Sutton, South Wirral, Merseyside,
L66 1JA ()

Patrick Dale, 28 Bancroft Road, Cottingham, Market Harbourgh, Leics.,
LE16 8XA (10/11/00)

Nick Brown, 53 Henley Crescent, Braunstone, Leicester, Leics., LE3
2SA (15/11/96)

Pete Phillipps, 23 Jean Drive, Leicester, Leics., LE4 0GB (11/11/98)
John Elwen, Vine Cottage, Main Street, Walton, Nr. Wetherby, W. Yorks.,
LS23 7DJ (01/05/98)

John Truscott, 28 Bracken Edge, Leeds, W. Yorks, LS8 4EE (21/11/98)
John Overton, 68 Brantingham Road, Whalley Range, Manchester, M18
8QH (18/09/02)

Bernard Savage, 73 Penrhyn Avenue, Middleton, Manchester, M24 1FP

(10/03/98)
Simon Sayers, 21 Barlea Avenue, New Moston, Manchester, M40 3WL
(16/09/03)
Bob Eburne, 33 Whitton Way, Newport Pagnell, Bucks., MK16 OPR
(27/10/00)

Jamie Sewell, 115 Cresent Road, Alexandra Palace, London, N22 4RU

Andy McMaster, 29 Kingsley Place, Heaton, Newcastle Upon Tyne, NE6
5AN (13/10/03)

Michael Rudd, 2 Blaeberry Hill, Rothbury, Northumberland, NE65 7YY
(12/03/02)

Geoff Geddes, 30 Sheepwalk Lane, Ravenshead, Nottingham, Notts.,
NG15 9FD ()

lan Willey, 17 Strawberry Bank, Huthwaite, Sutton-In-Ashfield, Notts.,
NG17 2QG (26/03/02)

George Jaycock, 51 Burleigh Road, West Bridgford, Nottingham, Notts.,
NG2 6FQ ()

Chris Gower, 7 Boxley Drive, West Bridgford, Nottingham, Notts., NG2
7GQ (28/09/98)

L. Othacehe, 17 Russel Drive, Wollaston, Notts., NG8 2BA ()

Duncan Spencer, 33 St Anthonys Road, Kettering, Northants, NN15
5HT ()

A. Kendall, 12 Hunsbury Close, West Hunsbury, Northampton, NN4
9UE (13/12/98)

Nigel Ashcroft, 5 Grasmere Way, Thornwell, Chepstow, Gwent, NP16

VIEW FROM



5SS (20/03/03)

Clive Haden, 2 The Drove, Taverham, Norwich, NR8 6FT (21/10/03)
Steve Joyce, 23 South End Close, London, NW3 2RB (31/01/01)
Peter Fraser, 66 Salcombe Gardens, Millhill, London, NW7 2NT ()
Nick Hughes, 15 Layfield Road, Hendon, London, NW9 3UH ()
Martin Mayers, 41 Frank Fold, Heywood, Lancs., OL10 4FF (16/09/02)
Toby Pilling, 51 Wensum Drive, Didcot, Oxon, OX11 7RJ (19/03/02)
Grant Hewitt, 44 Waltham Gardens, Banbury, Oxon, OX16 8FD (19/03/
00)

John Sharp, 3 Union Street, Oxford, Oxon, OX4 1JP (23/10/98)
Alan Anderson, Penmareve, Maddever Crescent, Liskeard, Cornwall,
PL14 3PT (11/12/98)

Nigel Blair, 105 Stanborough Road, Plymstock, Plymouth, PL9 8PG
(14/08/01)

Paul Rideout, 5 Fisher Close, Stubbington, Fareham, Hants., PO14 3RA
0

Simon Strevens, 14 Teddington Road, Southsea, Hampshire, PO4 8DB
(23/10/98)

Justin Key, Flat 7, 41 Nightingale Road, Southsea, Portsmouth, Hants.,
PO5 3JJ (31/10/99)

Simon Hunt, 26 Inhurst Avenue, Waterlooville, Portsmouth, PO7 7QR
0

Keith Bristow, 11 Coltsfoot Drive, Waterlooville, Hampshire, PO7 8DF
(23/09/01)

Trevor Edwards, 18 Conway House, Samuel Street, Preston, Lancs., PR1
4YJ (23/10/98)

Steve Thomas, 19 Derwent House, Samuel Street, Preston, Lancs., PR1
4YL (23/10/98)

Phil Draper, 8 Chesterman Street, Reading, Berks., RG1 2PR (28/10/00)
Paul Sanderson, Flat 4, Russell Street, Reading, Berks., RG1 7XD (26/

03/00)
Michael Strefford, 3 Walton Way, Shaw, Newbury, Berkshire, RG14 2LL
(05/06/98)

Roger Cook, 24 Fifth Road, Newbury, Berkshire, RG14 6DL (27/11/
o1)

Dominic McGrath, 19 George Street, Basingstoke, Hampshire, RG21
7RN (31/10/99)

Stewart Thain, 55 Lysander Close, Woodley, Reading, Berkshire, RG5
4ND (14/09/01)

Kevin Croskery, 4 Beechey Way, Copthorne, W. Sussex, RH10 3LT (10/
09/02)

Bill Hensby, 32 The Vineries, Burgess Hill, W. Sussex, RH15 ONF (18/
06/99)

John Barton, 194 Chanctonbury Road, Burgess Hill, W. Sussex, RH15
9HN (01/04/03)

Nick Carter, 43 Halsford Park Road, East Grinstead, RH19 1PP (30/07/
03)

Keith Graves, 51 Humbar Avenue, South Ockenden, Essex, RM15 5JL

0

David Higginbotham, 18 Westfield Garden, Brampton, Chesterfield, S40
3SN (03/07/00)

Andy Osborne, 42 Atlantis Close, Lee, London, SE12 8RE ()

Simon Horspool, 28 Crown Court, Horne Park Lane, Lee, London, SE12
9AA (04/02/01)

Martin Edwards, 127 Pepys Road, London, SE14 5SE (02/09/99)
David Ramsey, 41 Twin Foxes, Woolmer Green, Knebworth, Herts, SG3
6QT (02/03/02)

Chris Milne, 19 Redoubt Close, Hitchin, Herts., SG4 OFP (09/05/01)
Roger Underwood, 34 Woodside Lane, Poynton, Cheshire, SK12 1BB
(28/10/00)

Andrew Dando, 26 Constable Drive, Marple Bridge, Stockport, Cheshire,
SK6 5BG (17/09/02)

Graham Forster, 1 Dalston Drive, Bramhill, Stockport, Manchester, SK7
1DW ()

lan Daglish, 5 Swiss Hill Mews, Alderley Edge, Cheshire, SK9 7DP (30/
10/99)

Steve Crowley, 2 Mossy Vale, Maidenhead, Berks., SL6 7RX (01/03/01)
Adrian Catchpole, The Malting Barn, Top Lane, Whitley, Melksham,
Wilts., SN12 8QJ ()

Jon Williams, 17 Larch Road, Colerne, Chippenham, Wilts., SN14 8QG
(06/12/98)

Bill Gunning, 14 Eagles, Faringdon, Oxon, SN7 7DT (14/09/97)
Chris Riches, 3 Bernwood Grove, Blackfield, Southampton, Hants.,
S045 1ZW (16/03/02)

James Crosfield, Hughcroft, Church Hill, Buckhorn Weston, Gillingham,
Dorset, SP8 5HS (25/03/03)

John Fletcher, 191 Trent Valley Road, Stoke-On-Trent, Staffordshire,
ST4 5LE (23/10/98)

Ronnie Tan, 250 Hydethorpe Road, Balham, London, SW12 0JH (21/
07/01)

Julian Blakeney-Edwards, 1 EImbourne Road, London, SW17 8JS (21/
10/98)

Lee Brimmicombe-Wood, 49 Edgecombe House, Whitlock Drive,
Southfields, London, SW19 6SL (31/10/99)

Christopher Chen, Flat 11, 14 Sloane Gardens, London, SW1W 8DL
(25/02/99)

Jonathan Pickles, 115 Wavertree Road, Streathem Hill, London, SW2
3SN (26/03/99)

David Tye, 35 Redburn Street, London, SW3 4DA ()

David Otway, Department of Chemistry, Imperial College, South
Kensington, London, SW7 2AY (14/03/98)

Jean-Pascal Paoli, 51-60 Evelyn Gardens, London, SW7 3BH (03/05/
00)

Chris Courtier, 17b Hargwyne Street, London, SW9 9RQ (23/10/98)
Paul Case, 12 Park Street, Dunster, Minhead, Somerset, TA24 6SR (28/
10/02)

Carl Bedson, 5 Allerton Meadow, Shawbirch, Telford, Salop, TF5 ONW

0

Nick Law, Flat 4, 12 Boyne Park, Tunbridge Wells, Kent, TN4 8ET (21/
06/99)

Mike Batley, 2 The Gables, Argos Hill, East Sussex, TN6 3QJ (29/04/
o1)

Bill Eaton, Dart House, 20 Bridgetown, Totnes, Devon, TQ9 5BA (13/
04/00)

Nick Quinn, 7 Woodgrange Avenue, Ealing, London, W5 3NY (04/03/
02)

Dave Booth, 47 Dunnock Grove, Oakwood, Warrington, Cheshire, WA3
6NW (07/10/96)

Robin Langston, 105 Little Bushey Lane, Bushey, Herts., WD2 (19/09/
96)

Paul Ryde-Weller, 44 Farm Way, Watford, Herts.,, WD2 3SY ()

Sandy Goh, 12 Mornington Road, Radlett, Herts., WD7 7BL (31/10/
96)

Ulric Schwela, 19 Siddow Common, Leigh, Lancs., WN7 3EN (02/09/
99)

THE TRENCHES

Michael Murray, 34 Bell Road, Walsall, West Mids., WS5 3JW (30/03/
99)

lan Price, 19 Upper Green, Yettenhall, Wolverhampton, W. Mids., WV6
8QN ()

Michael Clark, Wold View, East Heslerton, Madton, N. Yorks, YO17 8RN
(12/02/02)

David Murray, 29 Middle Street, Nafferton, Driffield, S. Yorks, Y025 4JS
(27/06/01)

Wayne Baumber, 1 Crabmill Close, Easingwold, N. Yorks, YO61 3BX
(24/10/03)

FINLAND

V. Hilden, 12A5 Huuilakatu, Fn-00150 Helsinski
Tuomo Lukkari, Haukilahdenkuja 7A8, 00550 Helsinki
Eero Vihersaari, Itéinen Pitkékatu 50 A1, 20700 Turku

FRANCE

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

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

P. Anselin, 96, Avenue Corniche Fleurie, F-06200 Nice
Jean-Luc Baas, 5, Rue Robert Lavergne, F-92600 Asniere

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

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

A. Bert, 3. Square Montpensier, F-91380 Chilly-Mazarin
Francois Boudrenghien, 195 rue de la liberte, F-59650 Villeneuve
d'Ascq

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

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

Philippe Briaux, 51 rue Dareau, 75014 Paris

A. Bureau, 10,Rue de Nassivet, F-44200 Nantes

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

Laurent Closier, Le Franc Tireur, 6, rue Consell, Appt 5, 29200
Brest

P.F. Daniau, 28 Rue du Docteur Legay, F-59110 La Madelaine
L. David, 1, Rue des Millepertuis, Appt 32, F-33700 Merignal
Y. Dejoncke, 42, Grande Rue, F-91620 La Ville Du Bois

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

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

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

Philippe Duchon, 35 rue Neuve, 33000 Bordeaux

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

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

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

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

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

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

R. Guettier, 16bis, Rue de I’ Abbe Gregoire, F-92130 Issy les-
Moulinx-

E. Guilloux, 11, Rue Victor Basch, F-78210 St Cyr L'Ecole

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

Olivier Irisson, 43 rue du Caire, 75002 Paris

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

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

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

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

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

David Lindelhof, 17, Le Prieure, F-01280 Prevessin

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

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

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

P. Martin, 3C, Rue du General Leclerc, F-91230 Montgeron
Alex McCusker, Route de la Telecabine, F-01170 Crozet

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

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

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

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

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

Bruno Nitrosso, 227, Boulevard Voltaire, F-75011, Paris
Gehres Patrick, 72, Avenue de la Resistance, 91260 Juvisy sur Orge
A. Plait, Jasna-Le Coin, F-72220 Marigne

Franck Reinquin, Division Moyens Informatiques et Services, CNES
- Agence Francaise de |I'Espace, 18 av. E. Belin,

B. Rey, 53, rue du Gal de Gaulle, F-22730 Tregastel

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

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

Philippe Rohmer, 12, rue d’Alsace, 95130 Franconville

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

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

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

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

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

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

C. Waurtgenstein, 46, Rue des Charmilles, F-67400 Illkirch

GERMANY

K. Angermund, 4. Lembkestrasse, D-4330 Muelheim/Ruhr 1
Rolf-Udo Bliersbach, Altenberger-Dom-Str. 154a, D0-51467
Bergisch Gladbach

P. Bohm, 112, Landshutter Allee, D-80637 Munchen 19
Markus Braun, Gartenstr. 24, D-73117 Wangen - Oberwaelden
Matt Brennan, Kunnenkampf Allee, 173, D-2800 Bremen
Adrian Carter, Pfarrer-Heberer-Strasse 34, 55411 Bingen

Jens Droese, Lornsenplatz 9, 22767 Hamburg

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

Klaus Fischer, Lindenstr. 22, 69502 Hemsbach

Rudi GroBholdermann, Rundstr. 25, 47475 Kamp-Lintfort
Matthias Hardel, Begasstr. 2, 12157 Berlin

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

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

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

Ralf Krusat, Claudiusstrasse 15, 10557 Berlin

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

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

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

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

Frank Tinschert, Demburgstr., 27, 14057 Berlin

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

HOLLAND

Dirk Beijaard, Enschedepad 78, 1324 GK Almere

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

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

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

John den Olden, Beukenlaan 12, 1505 GS Zaandam

H. Hidding, 66, Schipbeekstraat, N-3313AR Doordrecht
Peter Hofland, Schoolmeesterstraat 25, 2523 XE Den Haag

T. Kok, Pres. Roosveltlaan. 20, N-5707GE Helmond

Hennie van der Salm, Merkelbackstraat 12, 3822 EP Amersfoort
B. Van Schalkwijk, 242, Uilenstede, N-1183AR Amsterdam
M.J. Vandenborn, 22, Heikantsestraat, N-4841EH Prinsenbeek

ISRAEL

Daniel Kalman, Rehov Hava Lutski 11b/1, 76251 Rehovot
Ran Shiloah, 17 Shmuel Hanagid Street, Jerusalem, 94592

ITALY

Paulo Alessi, Via Verona 32/2, 10098 Rivoli (TO)

L. Balestreri, Via Pionieri dell’aria no 1 1, 1-33080 Roveredo
S. Cuccurullo, 19, Vittorio Emanuele 111, 1-04016 Sabaudia (LT)
R. De Leo, 8A, Via Todde, 1-09128 Cagliari

V. De Pascali, 18 Via Emilia Ponente, 1-40133 Bologna

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

A. Fantozzi, 26/20 Viale Samnione, 1-20020 Arese (Mi)

Alex Ganna, Via Cavour 37, 21100 Varese

Edo Giaroni, Via Don Maesani, 12, 1-21046 Malnate (VA)
Michele Lupoi, Via Cesare Battisti 33, 40123 Bologna

G. Manaresi, Via Fratelli Cervi 40, 1-40064 Ozzano (BO)

A. Matteuzzi, 8, Via Savena, 1-40065 Pian Di Macina,

F. Mazzucchelli, 46, Via 4 Novembre, 1-21044 Cavaria NA)

R. Niccoli, Via Cesare Del Piano, 1-04016 Sabaudia (LT)

S. Rapana, Via Cesare Del Piano, 1-04016 Sabaudia (LT)

P. Selva, Via Val d'Ossola 14, 1-00141 Roma

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

JAPAN

Hidetaka Hayashi, 6-1-308, Nakazato-Cho, Shinjuku-ku, Tokyo,
162-0804

MEXICO

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

NORWAY

Ole Boe, Paulus Plass 1, 0554 Oslo

Johan Flatseth, Sigurd Iversens Vei 39d, 0281 Oslo
Olav Heie, Arneborgveien 9, N-1430 As

Joakim Ruud, Chr. Michelsensgt. 4, 0568 Oslo

R. Vetne, Helgen, N-3745 Ulefoss

PORTUGAL

Luis Calcada, Rua Dr. Mario Ouina 10, 2765 Estoril

SCOTLAND

Tony Gibson, 107 Queen's Den, Hazelhead, Aberdeen (22/05/00)
Martin Vicca, 37 Dean Gardens, Westhill, Aberdeen (27/08/02)

lan Percy, 1 Polmuir Road, Aberdeen, AB11 7SP (06/05/98)

Steven Trease, 2 Charlestown Circle, Cove, Aberdeen, AB12 3EY (17/
06/99)

Paul Saunders, 59 Grampian Gardens, Arbroath, Angus, DD1 4AQ (29/
03/03)

Michael Green, 27 Rotchell Park, Dumfries, DG2 7RH (12/09/02)
Mark Chapman, Flat 7, 265 Gorgie Road, Edinburgh, EH11 1TX (12/
12/02)

Garry Ferguson, 30E Forrester Park Avenue, Edinburgh, EH12 9AW (07/
12/98)

Bill Finlayson, 19 Taymouth Road, Polmont, Falkirk, Stirlingshire,
FK2 OPF (16/06/01)

Andrew Kassian, Flat 14/2, 20 Petershill Court, Glasgow, G21 4QA (01/
01/96)

Ellis Simpson, 4 Langtree Avenue, Whitecraigs, Glasgow, G46 7LW (20/
04/99)

Oliver Gray, 117 Upper Dalgairn, Cupar, Fife, KY 15 4JQ (17/08/00)
Garry Marshall, 24 Allardice Crescent, Kirkcaldy, Fife, KY2 5TY (21/05/
01)

Andrew Cowie, Elizlea, High Street, Errol, PH2 7KJ ()

Jonathan Swilliamson, Da Croft, Bridge End, Burra, Shetland Islands,
ZE2 9LE (01/05/98)

SOUTH AFRICA

Kevin Pietersen, PO Box 102585, Meerensee, Richards Bay



SPAIN

Jesus David Argaiz Martinez, Avenida de Espafia 16 2-A, 26003-
Logrofia

Fernando J. Garcia-Maniega, Plaza Europa 6, 34003-Palencia
Paul Silles McLaney, ¢/ Don Ramiro, 5A, 2°F,

SWEDEN

Pers Anderson, Gryningsv. 79, S461 59 Trollhattan

Jonas Cederlind, Spelmansvéagen 17, 696 31 Askersund
Steve Cocks, c/o EHPT, Vastberga Alle 9, S126 25 Stockholm
Styrborn Glen, Brotorp, Asa, S-661 93 Saffle

Andreas Hinz, Steglitsv. 3c, 22732 Lund

Per-Olaf Jonsson, Untravagen 1, S-115 43 Stockholm

Klaus Malmstrom, Klinkendalsv. 6 Brokind, S590 41 Rimforsa
Patrik Manlig, Semanders v. 1:420, S752 61 Uppsala
Nils-Gunner Nilsson, Oluff Nilssonns v.8, S433 36 Partille
B. Ribom, Falkenbergsgatan 13A, S-41265 Goteborg

Bernt Ribom, Falkenberg sg. 13A, 41265 Gothenburg

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

Asad Rustum, Kungshamra 21/014, 170 70 Solna

SWITZERLAND

I~ Goni.Ai.E L, 4, Chemin du Lussex, CH-1008 Jouxlens-Mezeri
P Wahl, 23, Checnin des Merles, CH-1213 Onex/Geneva

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 Fairfield Avenue, Gretna, LA70056

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

D.A. Dally, 901, Oeffiing Drive, McHenry, IL60050

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 111, 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

Stephen Foren, 406 Northwood Dr. #3, West Pam 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, OK73008

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, Rl 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, NY10708

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

1..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, W| 53181-9786

P. Pomerantz, 818 Redwood Avenue, Wyoming, PA19610

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

Tod Reiser, 472 Hartwick Road, Mercer, PA 16137

Tom Repetti, 17322 Paoli 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, NJ 08753-7823

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 Caro-
lina, NC27284-7104

J R Van Mechelen, Apt 8E, 301 Heights Lane, Feasterville, PA
19053

Will Fleming, 20455 First Avenue NE #C103, Poulsho, WA 98370

WALES

Martin Castrey, Connah’s Quay, Deeside, Flintshire (20/10/03)

Paul Jones, 9 Cwm Nofydd, Rhiwbina, Cardiff, CF 14 6JX (22/11/02)
Kev Sutton, 1 Gorphwysfa, Windsor Road, New Broughton, Wrexham,
LL11 6SP (25/02/99)

C. Jones, Deer Park Lodge, Stepaside, Narbeth, Pembrokeshire, SA67
8L ()

Emyr Phillips, 2 Cysgod Y Bryn, Aberystwyth, Ceredigion, SY23 4LR
(27/08/02)

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

ASL Word Search

Here'salittle ASL word search puzze to keep you occupied while you wait for the

next VFTT to arrive.
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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 means to live such a life - | 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!

AUGUST
WILD WEST FEST X

When: 27 —29 August.

Where: Shilo Inn, 2300 S. W. Hazelfern Rd, Tigard, OR 97223. Tel 503 639 2226. Book by 20
August to get the special room rate of $59.00 per night.

Fee: $25.00.

Format: The player to be undefeated on Sunday is the winner. To qualify the player must have
at least four wins by Sunday morning. Games started before midday Friday do not count. After each
round the player must face an opponent with a similar win-loss records.

Notes: There will aso be a Team tournament, a Tank Rumble and a Heroes event.

Contact: For more details contact Keith Todd, PO Box 23153, Tigard, OR 97281 or visit the
website at http://w3.gorge.net/proéman/wwf 10info.html.

SEPTEMBER
A BRIDGE TOO FAR 2004 ARNHEM ASL TOURNA-
MENT

When: 17 — 19 September.

Where: Stayokay Hostel, Diepenbrocklaan 27, Arnhem, Holland. Next to an excellent gaming
room, the hostel offers its own restaurant, bar and various amenities. 20 beds have been pre-booked
at the Hostel, which will be offered on a first-come first-serve basis. For those who prefer to stay in
anearby B&B or those not served on this basis the organiserswill be happy help in finding alternative
accommodation near the venue.

Fee: £7.00.

Format: Five-Round Swiss style tournament, which has attracted an international audience. In
each Round, the players will choose from three selected scenarios. After each round the players will
face opponents with similar win-loss records, until a winner can be announced after round five.
Players also receive points for opponent win/losses, which will be used to determine final rankings
in case of an equal overall record. The Scenario List will be announced in early July.

Notes: Therewill be an Operation Veritable Battlefield Tour on the Thursday with avisit to the
Goch-Kalkar areaof Germany. Thiswill befollowed by avisit to the Dutch War Museum in Overloon,
Netherlands.

Contact: For more details contact Pete Struijf by email at pastruijf @hotmail.com or visit the
website at http://www.xs4all.nl/~hennies/.

CANADIAN ASL OPEN

When: 17 — 19 September.

Where: The Viscount Gort Hotel, 1670 Portage Avenue, Winnipeg, Manitoba. Attendees can
contact the hotel by telephoning (local) 204 775 0451 or toll free at 1 800 665 1122, or by email at
infor@viscount-gort.com. They can also be visited at www.viscount-gort.com.

Fee: To be confirmed.

Format: Five rounds starting Friday afternoon and ending 1600 Sunday afternoon. There will
be two rounds on Friday, two rounds on Saturday and one round on Sunday.

Contact: JimMcLeod, Box 31, Group 8, RR 2, Dugald, MB, ROE 0K 0. Telephone 204 444 2583
or email jmmcleod@mb.sympatico.ca.

OCTOBER
OKTOBERFEST ASLOK 2002

When: 3 —10 October.

Wher e: Radisson Inn, 7230 Engle Road, Middleburg Heights, Ohio 44130. Telephone 440-243-
4040. Room Rates are $78.00 for 1-4 occupants.

Fee: Likely to be similar to last year, about $20.00 or $25.00.

Format: Same as always. Weekend tournament plus numerous mini-tournaments.

Contact: Mark Nixon, 443 Richmond Park West, #201D, Richmond Heights, OH 44143, or by
telephone on (440) 473 1680. You can also email Rick Troha at aslok@nwsup.com, or visit the
ASLOK home page at http://www.nwsup.com/asl ok/.

INTENSIVE FIRE 2004

When: 28 — 31 October.

Where: TheKiwi Hotel, West Hill Road, Bournemouth, England, BH2 5EG. Telephone (01202)
555889 or fax (01202) 789 567 to arrange accommodation. Single rooms are £33.00 per night, double
rooms £29.00 per night per person if booked prior to 1 October — thereafter normal rates apply.
Remember to mention INTENSIVE FIRE when reserving to qualify for the specia rates. You can
also book online at www.kiwihotel.co.uk.

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

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

Notes: Prizes are awarded to winning players and the Convention Champion, who is the player

THE TRENCHES

judged to have had the most successful tournament with all games played over the weekend being
taken into consideration.

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

NOVEMBER
GRENADIER 04

When: 11 — 14 November.

Where: Oberbettingen, a little town in the German part of the Ardennes. There is a railway
station in the village and a train to Cologne every hour (travel time about 50 minutes). The location
offers sleeping rooms for 45 persons, a huge kitchen (where our Marketenderin Andreawill continue
her cooking business for us), a big playing area and an additional separate big room which we will
use for eating. Rooms are mostly three and four bed rooms with shower. Bed and breakfast is <30
per night.

Fee *5 per day.

Format: Thetournament will be again a Swiss stylefive Round tournament. We will offer again
an event for players who don’t want to participate in the tournament.

Notes: There will be a battlefield tour through some of the Hurtgen Forest battlefields on
Thursday or Friday.

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

MARCH 2005
HEROES 2005

When: 25 — 27 March.

Where: Hotel Skye, South Promenade, Blackpool, England. Room rates are £22.00 for ashared
room or £28.00 for a single room and include breakfast. Bar meals and good beer are also available
at the hotel.

Fee: £7.00.

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

Contact: For more detailsor to register contact Pete Phillipps, 24 Huggett Close, Leicester, LE4
7PY. Phone (0116) 210 1798 (evenings only) or email heroes@vftt.co.uk.
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HEROES 2006

ADVANCED SQUAD LEADER TOURNAMENT
25 -27" MARCH (FRIDAY THROUGH SUNDAY) 2005
HOTEL SKYE, SOUTH PROMENADE, BLACKPOOL, ENGLAND

THE EVENT

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

BOOT CAMP

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

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

THE VENUE

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

Bed and breakfast is just £22.00 per person for a shared room or £28.00 for a single room.

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

HEROES 2005 BOOKING FORM

Please enclose a cheque for £7.00 for registration payable to PETE PHILLIPPS and a cheque for £10.00 for the hotel
deposit payable to HOTEL SKYE and return with this form (photocopies acceptable) to Pete Phillipps, Heroes 2004,
24 Huggett Close, Leicester, LE4 7PY.

NAME

ADDRESS

NIGHTS ROOM REQUIRED FOR (tick each one)

THURS FRI SAT SUN

SINGLE ROOM DOUBLE ROOM

NAME OF PERSON SHARING WITH
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