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Commissar's Corner:
Matt Shostak

The State of the Club. It has been a while since | have
written about the state of our club, so it seeikss tiow is as
good a time as any for a review of where we arkerd@ is a

lot of good news to report. Texas ASL is very 8tro Our
tournament was well attended last year, and wilitgi15"
year milestone this June, with Rick Reinesch nokinta
the reins completely after his apprenticeship undéce
Seningen. The Houston group will be running tlaginual
tournament at OwlCon in February. We currentlyen&o
players listed as “active” on our ladder. Many ame
Austin, but we also have many in Houston and the
Dallas/Ft. Worth area. Moreover, San Antonio ASL
appears to be gaining steam, with newcomer Scolit Be
stepping up to a leadership role and hosting regydane
days the 3 Saturday of every month. There is some hint
that he’s already picking up recruits to our south.

Recently we've had several new arrivals on the iAust
scene: Gary Krockover, Grady Neely, and Mike Iigal
Unfortunately Mike was only able to hang with us f
short while before real life intervened and fordgich to
move away. Let's all welcome Gary and Grady to our
group. Mike, we hardly got to know you and we hape
see you again sometime, perhaps at our tourney dagie
Stalwart Jeff “T-bone” Taylor also moved away ovke
last year or so, and now the latest news is thdt MVP,
yeoman, and all around great guy Sam Tyson will be
moving as well. Sam’s contributions to our clulvéadeen
huge, from helping put together this newsletterruioning
the club website, to hosting regular game days,zagalggle

of other things. Although Sam will certainly bessed, the
good news is that he plans to continue most ofdhiges
from afar, only dropping the game days from hig. lis
Meanwhile, Brian Roundhill and Mike Seningen have
stepped into the rotation for game day hostingntakver

for Mike Denson and Sam, and keeping a nice balafce
northern and southern locations. Thanks guys.

Whenever | take a step back and look at turnokerthis, |
am reminded how important recruiting and retenigonWe
should all be thinking of ways to help in this grbat even
without novel plans and new ideas, we can do aitaply
by participating actively in the club and by playia wide
variety of opponents. Doing so creates camaraderika
positive feedback loop, building momentum. Wetéated
game days create a great energy, so take advaottéligat.
Beyond playing, you can write something for this
newsletter and submit it to me. | can always us@em
material and fresh ideas. You can also contadt Ricsee
how you can help him with the tournament. For ¢hobus
in Austin, we have a great opportunity to interaith the
San Antonio guys, since it is so much closer forthan
Houston or Dallas. Having Austinites show up frexfly
for San Antonio game days is sure to be a moratesteo
for both sides as we expand our list of opponems a
friends.

One of the best things about ASL in Texas is thg s@
many players have really stepped up to take orelsaip

roles. | don't think any one person would have ¢hergy
to organize everything we do. Just look at lastiéss recap
of the 2006 tournament to see such a large nunfoguys

helping out with that event. We also have multipople

hosting game days, running a tourney in Houstoritjngr

articles, running our website, participating in tlalder,

fighting for the virtual ten-gallon hat, writing taf action

reports for our blog, bantering on our email listed of

course simply playing lots of scenarios. It's vexciting

and gratifying to be a part of Texas ASL. We'vangoa

long way since our humble beginnings a decade amalfa
ago. Let’s keep all the positive waves going.

Tactical Tip

Beware of flamethrowers vs. your AFVs. A flamethes
does not make a To Hit roll, but instead attacksA&V
directly on the HE and Flame To Kill Table. It hrmbasic
kill number of 8, which is halved for long rangBlo armor
factors apply. The only other modifiers are tha Kill
number is increased by 1 for a CE AFV, and by 2dor
open-topped vehicle (these are cumulative), andiriber
increased by 1 if hit through the rear facing (@7.2 It
doesn’t matter if the AFV is in motion, if theredmoke (or
some other hindrance) in the way, etc. For a wddic
flamethrower, it doesn’t matter if the vehicle haschange
covered arc to fire. Simply make a roll on thd falble,
subject to those few modifiers just listed. Thiakes the
flamethrower a very powerful antitank weapon indeed
provided you can get one close enough to use ibr F
determining whether you are hitting the AFV in trear
when presented with multiple target facings, useT Kill
DR to determine whether the hull or turret is Hitg is per

a Perry Sez because it is not clearly spelled out).
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Scenario Analysis:
J50 - The Cactus Farm

Zeb Doyle

It's often stated as gospel that the ASL systenmn&agpst
strengths are its versatility and its vast arragagnarios. |
can't disagree at all, although | would argue thia
corollary to that statement is that ASL also comith so
many fair to middling scenarios that the great aresoften
overlooked. In an effort to help correct these miftaws,
I'd like to discuss J50he Cactus FarmThis is a very fun
scenario that deserves more than its current 26ngia on
ROAR. Perhaps the upcoming reprint of board 43 can
expose it to a wider audience and ignite the istetkis
overlooked gem deserves.

The main attraction offhe Cactus Farmis how much
action it packs into two half-boards and seven surA

small but elite force of Germans, backed by ariilland

two of the rarely seen squeeze-bore guns, mustaéddm
and a hill against a large but unwieldy force ofitiBin

infantry, armor, and aircraft. It's a classic matphof

quality vs. quantity in a combined arms attack, dhne
addition of some unusual terrain in the form of taac
patches and hedges helps to really spice things up.

German Advantages: Elite Force, Artillery,
Terrain

German Disadvantages: Split and Static Defense,
Lack of anti-tank weapons

The defending Germans are the side with the quhtte,
and it certainly shows with nine 5-4-8 squads, @ hand a
9-2. The ELR of 5 means these troopers shouldrrétesir
elite status throughout the course of the gamey Tiage a
good mix of weapons as well, with the MMGs and ttlve
squeeze-bore anti-tank guns of primary importaridee
piece de resistanddough is the 100mm OBA. Although it
doesn't come into play until turn 4, and artilleig
notoriously fickle in ASL, the module is handled lan
Offboard Observer (C1.63) and has plentiful ammaonit
and is therefore as reliable as it gets. This phwereapon
should play a key role in the scenario, with thER@&ttacks
sufficient to shatter concentrations of attackeldsing the

OBA as Harassing Fire (C1.72) may be an even better

choice, however, denying the British infantry epsggress
forward.

Making the artillery even more powerful is the ogerrain
of the battlefield. In most cases, the Germans balin
stone buildings or entrenched on hill-tops while tbwer-
morale British will be forced to deal with open gral or, at
best, woods. An offensive across such open terigin

usually costly for the attacker but at least hasativantage
of speed. Here, though, the cactus hedges andgzaletive
the British in the position of being both exposed alow.
Both types of terrain are only a half-level highttwa TEM
of +1 (F13.3 and F13.4), offering minimal proteatiand
cover, but are major impediments to maneuver. Hiehes
cost 3 MF to enter, while the hedges require a Mimh
Move (A4.134) or Advance vs. Difficult Terrain (AZR),
forcing attacking infantry to spend almost an entisrn to
move a single hex. A single look at the map wilbwhthe
key farm compound is almost completely surroundgd b
these cactus hedges, which will undoubtedly praved a
major thorn in the side of the British.

Despite these advantages, the Germans still haeeigh
game ahead of them. It’s likely that they’ll defelmoth the
farm compound and the hill, requiring them to spalit
already small force. This challenge is exacerbdtgdhe
fact that there are only two leaders in the enBerman
OB. With only one leader in each sector, a luckipenhit
or some other bit of bad luck could leave half tiedense
unable to rally. This split defense is made evenremo
complicated when considering the farm and the &ié
separated by several hexes of open ground. Theas wiill
quickly become covered by British fire and makeetsfve
redeployment from one sector to another impossible.

The final challenge the defense faces is the |&gtsh

tank force, and here the German defense can dolittézy
At first glance, given the large AT minefield, tA§ MMs,

and the two squeeze-bore guns, this may not sedra toe
case but killing the tanks will prove to be ver¥fidult. The
AT minefield will certainly serve to slow and chaatrihe
tanks, but is Known (F.7) and thus cannot be exuktb
actually stop any of them. The ATMMs (C13.7) arriece
edge in close combat, especially in conjunctionhvilie
hero or 9-2, but rely on the British being obligiagough to
drive the tanks on top of the Germans.

This leaves the OBA and the two squeeze-bore guatop
the AFV onslaught. The OBA is certainly capabléitfing
multiple tanks and at any range, but the strongoaiwf the
Churchills requires an IFT roll of 4 to result inyadamage
(C1.55) and therefore the artillery cannot be cednbn.
The only real hope the German has of long-rangk kils
is with the two guns, and even that will take #dituck.
Since the guns only fire APCR, their TK numbers riaye
dramatically at close range, varying from the 17 aD-1
hexes down to the base TK of 14 at 7-12 hexes and
dropping to the 12 TK or worse at ranges of 13+ekex
(C7.32). When we compare this to the 11 and 8 Akhef
Churchills, it's readily apparent that the squebaees are
dangerous at point-blank range but are only a miherat
farther out. Barring a close-in ambush on multiple
Churchills, the British armor can maneuver largely
unopposed to cut rout paths and create opportanite
Encircling Fire (A7.7).
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British Advantages: Smoke, Quantity, Aircraft
British Disadvantages: Time, Coordinated Attack

The British side has several advantages, but nooen |
larger than those unopposed Churchills. Althougdy tban
influence the battle in many ways, nothing is more
important than the vast amounts of smoke they aanpp
out. The Churchill Is have an infinite amount of cka
ammo and all nine British tanks have excellent sok
mortars (D13.32). It's true the tanks are slowen®11
main armaments, and limited HE, but having so mamy
depletable smoke sources outweighs those disadyemti
each Churchill checks its sM8 at the start of itBhyithe
British player should average an impressive fiveolsen
counters on board every turn, and that doesn’t exemt
the two s7 51mm mortars. With so many pieces capabl
placing smoke, a good portion of the British fost@uld be
able to maneuver under cover every turn.

The British also have the luxury of a large foroepush
forward behind their smoke screen. Along with theen
tanks, they have four leaders and sixteen squadsigh to
outnumber the defense almost two to one in infantry
Although the British mix of first and second linquads
don’t measure up to their German opponents on atoxan
man basis, there’s enough of the Tommies to getdhe
done and the fluke loss of a leader won't spelhstisr as it
would for the defenders. In fact, while the Gernpdawyer
will be sweating over every MC his 9-2 takes, tidydkey
but unique piece the British have is the FighterrBer.

Despite the potential fragility of the Fighter-Boembit's
still an important British tool. Like the Germartibery, it
doesn’t enter play until turn 4 but should haveasgé
impact on the game once it's arrived. Given thenopature
of the terrain, there’s nowhere the Germans cato gwoid
it, and the FB should be able to shut down any rusbe
movement, attack key rally points to keep brokeyops
under DM, and (most important) help clear thetdyil of
pesky defenders. There’s not much the Germans géo d
stop these damaging attacks. Their only weapomagtie
plane is the 20L AA gun, which requires a roll 0623 to
shoot it down, a 4 to damage it, or a 5 to makwetk off
its attack for a turn (E7.5-E7.512). This situatisnquite
similar to the Churchill vs. squeeze-bore matclaitiiough
the German odds aren’t horrible, the Fighter-Bomber
should be able to roam largely unopposed.

Even with superior numbers, plentiful smoke, and ai
support, the British have no easy road to victorkeir
biggest challenge is time, with only seven turnsréwerse
approximately 14 hexes. Although two hexes per tsin't

all that speedy for most ASL scenarios, the operaite
coupled with the cactus and German OBA will makedo
very difficult obstacle course indeed. Add in th®ne
buildings stocked with elite defenders in the wigtarea,
and it is clear that time will be of the essence tioe
attacking British. The time pressure becomes eveatgr

considering that the attack requires a very higgreke of
coordination. The interaction between the tanks and
infantry is vital as having units even a few hexes of
position will result in smoke being placed uselgsdihe
German artillery and machine guns will further cdicgie
things here, working to strip the infantry away rfrahe
tanks and the vital smoke mortars. If the two aohshe
British force do become meaningfully separated etimill

run out before they can regroup for a second attack

German Defensive Setup

Now that we’'ve examined the two forces, let's ladkthe
defense. The Victory Conditions give the Germangide
range of choices, including possibilities like gliag one
objective to the exclusion of the other or an aggire up-
front setup allowing the squeeze-bore guns to tatige
Churchills as they navigate the minefield. With rmany
options, this article will focus on one possibldetse for
consideration, covering both the hill and the farm
compound. The goal will be to play a conservatieeng
and make it as challenging as possible for theidBrito
coordinate their attack so that they'll run outiofe.

To achieve this goal, the 9-2 and both MMGs willagothe
hill, where the good lines of sight should allowmhio
harass the British infantry starting on turn one’lHbe
backed by a platoon of 5-4-8s, the hero, both DigsAA
gun, and one of the squeeze-bores. The leadershighine
guns and DCs will prove a major challenge for uistsd
British infantry, while the placement of the squedmre on
the back side of the hill allows it to engage mdiag tanks
at the optimal range of one or two hexes. This doatlon,
as well as the inability of the British to bringéi onto
1175, should prove a tough nut to crack, and villely
attract the attention of the Fighter-Bomber. Thssthe
reason for the presence of the 20L AA gun, in thpehthat
a weak defense is better than none at all. Notcadamtly,
the total German force adds up to 17 VP, forcirggBhitish
to attack the hill with more than a pinning force.

Meanwhile, the remainder of the German troops tél
placed in and around the farm compound. Severai3s-4
with LMGs will go in the 43H10 area to place Firarles
(A9.22) early on, but will quickly fall back to joitheir
comrades for a final stand. As on the hill, theeszpe-bore
gun will be placed in the rear, hoping to pick affy British
tanks that try to surround the compound. It's kkéhe
OBA will be used here as well, perhaps as HarasBirg
on the 43K10 woods mass to break up potential padints.
As a final barrier, the cactus hedge will be vesgful in
slowing any late game rush of British infantry.

Here is a detailed list of the German Defensivaset

43D1: 3 AT Mines
43D4: 3 AT Mines
43D6: 3 AT Mines

43D3: 3 AT Mines
43D0: 3 AT Mines
43D8: 3 AT Mines
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43D9: 3 AT Mines
43D10: 3 AT Mines
43D7: Partial Trail break, 3 AT Mines
43D2: Partial Trail break, 3 AT Mines
43H9: LMG/5-4-8

43H7: LMG/5-4-8

4308: 40LL AT ca6/2-2-8

4307: 8-1, 2-3-8

43M7: 5-4-8

43M9: 5-4-8, Building Level 1

43M8: 2-3-8

43D5: 3 AT Mines

11T1: 3 AT Mines

11T2: 3 AT Mines

11T3: Partial Trail break, 3 AT Mines
11T4: 3 AT Mines

11AA6: 40LL AT ca5/2-2-8

11Y5: 9-2, MMG/2-3-8, MMG/2-3-8
11Z5: Trench, DC, Hero

11Y6: DC, 5-4-8

1174: 5-4-8

1176: Trench, 20L AA ca3/2-2-8
11AA6/BB5: Trench

11AA5: Trench

British Attack

Moving now to ‘the other side of the

hill,” the British attack depends in largeH

part on the German setup. Even so, i

possible to mention a few genere

points here without knowing th

specifics of the defense. The victor™®

conditions require the British to actuall

capture the farm compound, whils

clearing the hill of Good Order

Germans is good enough to triumph |

that sector. This distinction may seel

subtle but it means that, regardless

the defense, most of the British infantri

needs to head for the farm. Th

buildings there require time and MMC:

to take. At least in theory, the hill coulc

be cleared on the last turn b Ji
unsupported tanks locking the Germai
into CC, and so that sector will likely be
an auxiliary attack. Other importan
points include trying to take advantagH?
of the fragility of the German force by
attacking their leaders whenever tr
opportunity arises. Killing or even
simply breaking either SMC will payi®
major dividends. Likewise, attackings
rally points with tanks or the Fighter
Bomber will help to keep the pressu
on an already outnumbered Germe

force. : -

As you can see in the graphic below, the assauth@fiarm
complex will be intense. The TK of the 40LL AT isavn

(in red) so that you can see how its effectiverniesseases
as the range to its target decreases. The Britisidcuse
their numeric AFV advantage to help clear the fatinen

turn the attack to the hill.

Final Thoughts

In large part, ASL is a game of analysis and sogehthis
article has deepened your appreciation of this very
intriguing matchup. Both forces have distinct sgydas and
weaknesses, with the coordinated British attackgioghup
against the individually superior German troops argood
deal more ink could be spilled discussing the naamf the
various matchups and the subtleties of the victory
conditions. Ultimately though, ASL is about fun,dafhe
Cactus Farmdelivers here as well. Both sides have some
fun toys, the terrain is interesting but not rutesvy, and
there’s a ton of action without the scenario beliog big.

So, get your copy of board 43 and give it a trytelia the
game, as the Fighter-Bomber duels the 20mm AA quh a
the Churchills lay smoke for one last desperatehgnto

the farm compound, your only regret will be thatiydidn’t
play this one sooner!
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Player Profile: Zeb Doyle

Banzai: Tell us a little bit about your gaming background.
How long have you been gaming? What was your first
game? Are there any particular games that stoocbeert
the years?

Zeb Doyle: My interest in gaming started about twenty
years ago, when someone gave me a cofyusigeons &
Dragonsfor my birthday. | was hooked from day one and
ended up crossing over to war gaming and droppiagdle
playing. Lots of good memories got created alorggviay,
including marathon sessions éfdvanced Third Reicln
college. Some of my favorite games incluSear Fleet
Battles Advanced Civilization and AR More recently
designed games, lik®CS and Paths of Glory also seem
fun but I haven’t done more than dabble with those.

Banzai: When and how did you discover ASL?

ZD: | was introduced to ASL through reading Avalon
Hil's General magazine. I've always enjoyed more
complex games with lots of chrome and trying to zteiz
through some of Mark Nixon’s articles was fascingtio
me. | went out, got the ASL rulebook and most o th
modules, and found | still couldn’t understand nafsivhat
Nixon was talking about. Luckily, | was living inorado
and was able to find the enigmatic Doctor Marty \Bnda
the internet. He proved to be the perfect ASL mento
taught me how to play, and really hooked me on ASL.

Banzai: What nationality do you enjoy playing the most?

ZD: My favorites are the Japanese and the Americans.
They both have a very distinct feel to them andehats of
interesting strengths and weaknesses. Some of ttier o
nationalities can blur together a bit, but when 's@u
dealing with the step reducing banzai-launchingadape or
the ‘egg-shell armed with sledge hammer’ Americars,
usually very memorable.

Banzai: Describe your favorite kind of scenario.

ZD: | really enjoy scenarios that feel as if you areirfg

the same challenges and choices as the historical
commanders. Some ASL experiences are very entegain
but offer as much insight into WWII as chess dags the
warfare of ancient India. | have fun with thoset his the
scenarios that leave me thinking “so that's whyytlokéd
that” that really get my blood racing.

Banzai: What would you say are your ASL strengths and
weaknesses?

ZD: My strength in ASL is my rules knowledge and
experience. | am fairly familiar with every chapsard have
played everything from basic infantry to campaiges
seaborne assaults against caves, so there’'s nut thalt
catches me by surprise. My greatest weakness igatiag
of my attack. The better players in our club awe vuitd

their ability to never take serious risks and stillive at the
objective with sufficient time to secure it. | alygfind
myself pushing too hard and often play the endgaitte a
battered and rag-tag force.

Banzai: What is the best part of ASL? The worst?

ZD: The best thing about ASL is the camaraderie. I've
played scores of different people, from Boeing pi@ts to
tuna fishermen, and almost without exception theyal
been fantastic and generous people. When you pfily, A
you're almost part of a secret society, able td fimends all
over the world with a single email. Given how grait is,
the worst part of ASL has to be the disappointmeinén
you encounter the isolated bad apples that dorét lip to
the high standards everyone else goes by. I've rned
anyone truly terrible through ASL, but there aresth few
people out there that take the game far too sdyicarsd
become bad sports and even cheat. Thankfully,ethos
unpleasant encounters are extremely rare and avendd
out by the overall ASL camaraderie.

Banzai: What are you most looking forward to with regard
to ASL?

ZD: Right now, I'm most excited byalor of the Guards

I've had so many great experiences wRhd Barricades
and getting some fresh maps of Stalingrad should be
awesome.

Banzai: You're attacking in 1944. Would you rather have
four T-34/85s, or two JS-1Is?

ZD: I'd take the four T-34/85s. Lots more versatilitygda
flexibility and losing one won't hurt as much a® loss of
a JS-Il.

Banzai What was your most enjoyable ASL moment?
Your worst? Funniest?

ZD: Tough question...I've had so many great ASL
experiences. I'd say my funniest moment was playitgn
King in Red Barricades| was the Germans and had
planned a huge assault with tons of assault engindéen
got to move first and put down a pre-registereddRb&AR
right in the middle of my force. With complete cage
about to ensue, he red carded the attack. Durin@RBh, |
came back with not one but two pre-registered rsckdé
my own. They both came in and scattered perfedgping
the heart out of the Russian defense and buryingn/l
observer under a pile of rubble. In the span oéehdice
rolls, | went from total disaster to complete vigtol'll
always think of that as ‘Russian roulette with hedlig
bullets.” Worst moments in ASL would be when | loge
scenario and then think it over afterwards andizeal
would have won if | hadn’'t done something bonehdade
Those moments keep me up at night...and it happans fa
too often!

Banzai: What area of your play would you like to improve
on most over the next year?
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ZD: | have a lot of minor things | want to work on,dikhe
aforementioned attack pacing and being more camigh
my play. My number one current objective, thoughta
become a person that is really fun to play against.

Banzai: What advice would you give to players who are
just starting out, and what advice would you gigeAiSL
clubs in trying to attract and retain new players?

ZD: There’s lots of great advice out there for new ptay
but | think the keys to rapid improvement in ASledo
play a lot of it, have fun doing it, and learn sdhiieg new
every time you play. If you can add a new rule andew
tactic to your arsenal after each game, you’ll bmg great.
The most common mistake | see new players make is t
sabotage the learning process by blaming theirefosm
poor luck. The element of chance is greatly exeaigd in
ASL and victory almost always goes to the side thakes
the fewest mistakes. Despite this, | see many @l ot
so new) players avoiding the mental pain of exangriheir
blunders by instead cursing their dice after eamdnario.
This process is certainly easier on the ego butesak
improvement vastly more difficult and often doonte t
complainer to a lifetime of ‘bad luck.’

Sadly, | don’t have any innovative advice for ASulis. |
think CTASL is a great model to follow for retaigin
veteran players, with lots of communication on thailing
list, regularly scheduled meetings, and so fortlewisr
players present more of a challenge. To attract keep
them interested, | think that more experienced giay
should make a special effort to play the fresh tlamd
make the game interesting and informative rathem th
competitive. | know my interest in ASL really toakf
when | was able to game frequently with an expegen
player who could answer all my rules questions wiag
more interested in helping me improve than winnifidnis
is certainly an area | think CTASL as a whole could
improve in, although I'm probably the worst offenda
this area.

Banzai: What's your favorite AFV (or other game piece) in
ASL and why?

ZD: For everyday use, it's hard to go wrong with th&84r.-
Fast, maneuverable, packs a punch, availableraligihout
the war and you usually get lots of them. For sgeci
occasions, | like any vehicle that has a bunchifférént
ammo types. It's lots of fun to sit there tryingdecide if
you want to use the WP or the HE or the HEAT or.the

Banzai: We'll get to your favorite ASL scenarios in
another issue, so how about telling us what yotrermt
favorite games are?

ZD: Right now, | primarily play nothing but ASL. | tertd
like big complex games that take a lot of time @pdce
and since it's hard to set those up and keep theimgg
ASL is usually what fills my gaming time. Not th8in

complaining...

Banzai: What are your other interests outside of gaming?

ZD: | read a lot (569 books on librarything.com and the
count is climbing weekly). | mostly read sciendetibn
and history, which seems pretty typical for a wanga
When I'm not reading or gaming, I'm usually mountai
biking or hiking.

Banzai: Any final comments to wrap up?

ZD: Anyone interested in ®alor of the Guardsampaign
when it comes out®

The Commissar's Play List
Matt Shostak

In this newsletter we typically have had a playgeiview

in each issue, followed by that player’s favoritersarios in
the following issue. As | look back now, | realitteat a lot

of time has elapsed since those first interviewsd a
therefore many new scenarios have been publishedd an
played since then. | was the first club playerfifed in
March 1998, nearly 9 years ago! Surely I've plagethe
new things since then, and new scenarios have been
published which caught my eye. So | thought it tila® to
revisit things, but | wanted a different angle theimply
another, revised, list of favorites. Since | ofteaf through

my collection of scenarios looking for interestiactions to

put on my play list, | surmised that it might begeaod
subject for an article. The list of scenarios thdtlike to
play sometime could get as long as my arm or lgrggefor

the purposes of this article I'll restrict mysedf just a few
that pique my interest for some reason, often twexaiuey
are a bit beyond the usual. So here are a fevasosrthat
have made my list and the reasons why.

DB031 The Third Column. What better way to go off the
beaten path for scenarios than to find one wheneggoff
the beaten path looks to be dangerous? This dlash
Tunisia takes place in a driving rainstorm, witlit ggound

in effect. A German column must eliminate a roadk]
and fight their way across two map boards in 6/mgu
through the French defenses. The French get some
American support midway through the game in thenforf

a few tanks. The German forces feature a couplagers
and a few Pzllls, with some halftracks and truakshelp
carry 10 squads and various support weapons agrea
forward. Opposing them are 8.5 French squads with
roadblock and a couple of 47L antitank guns. Thaye a
70mm artillery module on call as well. This match
intrigues me because of the severe constraintgetiain
and weather look to place on the Germans. Goihgoafl
will require bog checks, which is always risky mess,
especially in a scenario where exiting units off toard is
key. It's not often that scenarios are played ikeavy
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Rain, and in this case an SSR states that theiransity
won't change. Despite taking place in Tunisia,ederules
are not in effect (although a few things from cleagd® do
apply). Boards 18 and 44 are used. At the timehi
writing the Remote Online Automated Record (ROAR)
shows 4 French wins to 0 German wins. Is the s@@na
unbalanced? It's too early to tell but it sure Keo
interesting. This might be a good one for the more
experienced player to take the Germans.

DB035 A Hotly Contested Crossroads. This is a fairly
straightforward action that seems to pack a lai stsmall
size, perfect for tournament play. In fact, | mdkit as one
of two scenarios for our Texas HEAT mini at the @00
Austin ASL Tournament. It was very well receivegthe
players, which is why it makes my list now. Playedhalf
of board 46 with a few small overlays, this 5.51tacenario
features a Russian attack in Silesia in 1945. Sbeiets
bring the lumber with 14 squads supported by thFee
34/85s and three SU-85s, while the Germans defatid w
8.5 squad equivalents, a few halftracks, a coupléetzers,
and a PzlIF tin can acting as a forward observerséome
80mm mortars back at battalion. What sets thisatie
apart are the OP tank, and that a couple of then&eunits
are 1-2-7 crews representing special tank huntéts,un
setting up hidden to spring ambushes on the Saviabr.
With a lot of action confined to a small space isteort
time, this scenario looks like a roundhouse kickhi face.
And that’s a good thing.

SP131 Pocket PanzersThis one has a lot going on. It's
1944, and the Germans must seize or destroy a @onto
bridge held by American paratroopers. The Amescare
supported by some 100mm artillery and a few Britestks

(a Challenger and several Cromwell VIIs). The Gamm
have 6 Panthers and a typical assortment of support
weapons, including 3 demo charges. Presumablylithey
want to save at least one to blow up the pontoatgbrif
need be. They have 7 turns to do the job. Biatlas have

a few units designated as assault engineers, shemhe
hidden initial placement, and the Germans evernagptant
antitank mines in one hex. The action occurs on tw
boards, with a stream overlay and a canal in pld)he
chance to blow up a pontoon bridge and the 6 Pestre
what initially attracted me to this scenario, andce |
looked at it more carefully my interest was piqgisgdall of
the bells and whistles. | can’t wait to play itwo

WCW10 Stand and Die. How often do you get to play
Japanese vs. Chinese scenarios involving armorath b
sides? One of the few scenarios on this listlthatalready
played, it makes the cut because it's a hip, haipgen
shindig that I'd gladly play again. Unfortunatethe
excellentWindy City Wargamerscenario pack is probably
difficult to find these days. Here both sides cosmich fairly
strong orders of battle, as they duke it out owar boards
while trying to outscore each other on casualtiesl a
building control. The Chinese must make good ddbeir

easy fodder for the superior Japanese tanks. ¥atdme:
superior Japanese tanks There's plenty to keep your
interest, such as demo charges and a flamethrawehé
infantry. The terrain adds flavor, with a 2-boamhp
depicting a village, a stream, and drained ricedpesd

ASLNews40 Rolling Thunder. I've been eyeballing this
scenario for a while. It is a huge combined armsoa
between the French and Germans in 1940. The mlayin
area is 4.5 boards in size, and it uses the Vilk@everlay
(with an option to use board 10 if you don’t havett
overlay). The French get 18 squads, a few gunsailes,
and some artillery, while the Germans counter with
squads and 33 tanks. Victory is measured in teofs
casualties scored and stone building hexes coadkoll
There is a casualty cap on the Germans. Thisustégoks
like a lot of fun, but probably requires a largecamt of
time to play.

TAC53 Pyrrhic Victory. I've also played this one,
although it was a long time ago. It depicts affightween
Germans and British in Greece in 1941. The Germaunst
seize the board 3 village by controlling all of fwultihex
buildings at game end, or they must exit at le&sCYP off
the far end of the map. A small British force defe the
board while reinforcements trickle in for both sidever the
course of the first five turns. The final 6 tufgthis 8-turn
affair are played in dusk conditions, simulatedabyl low
visibility hindrance to all fire. The Germans a@pported
by a single Stuka with bombs. Each side has atyaadf
early-war AFVs with which to do battle, and theg ane of
the main attractions for me. Since | play so meatg-war
slugfests, | don't often get to try out vehicldeelithe British
get here: A9s and A10s, Mk VIBs, and 2pdr PorteEke
early-war German tanks are a little more familiauf the
matchup is very interesting. All of these factoosnbine to
make an intriguing scenario.

TOT36 Balkan Barbecue. Axis Minor troops supported
by some French-made tanks, including a flamethrgwin
Char-B1, try to defeat some Yugoslavian partisanshe
deep snow. Victory points are awarded for casyadints
scored, building (hut) control, and partisan exitisually
I'm not very excited by partisan scenarios, bus tbne
seems to offer something a bit unusual.

CH71 Bottom of the Barrel. Perhaps this action at first
glance doesn't fit my self-imposed theme of beitfigtioe
beaten path, because it looks like a basic tournasieed
match on the Eastern Front in 1945. But it hagoiten a

lot of play, at least according to ROAR (1-1 asthbis
writing). Here seven Germans squads of mixed twali
with an 88L AA gun, a few mines, wire, and
entrenchments, plus some flak wagons (including a
Wirblewind) and armored cars defend against a $ovie
combined arms group consisting of 12 squads anewa f
tanks, supported by a couple of fighter-bombersh wit
bombs. With a 6-turn length, played on two boasxith a
few overlays, this one looks playable in a reastmab

German-_and ltalian-made tin_cans because_the\d doeil
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amount of time, yet with enough action to hold @ne’
interest. One feature that | like is that the gecludes
several burning wrecks, two of which are presumably
previous victims of the 88L, which must set up witte of
sight to at least two of them.

(Addendum: since writing the above paragraph | éhav
played this scenario, and I'm very pleased with Tthat
experience brought to light a few other featurestlueé
action that make it worthwhile. There is a pod#ipiof a
draw, which is interesting in and of itself, butieth also
has an influence on how each side will play the gam
Committing too hard to stop the Russians from wigni
might, for example, make it harder for the Germaos
achieve their own victory conditions, hence forcandraw.
The victory conditions for each side force the playto
allocate resources carefully. The Soviets must sxine
points from the middle of the far board edge, Inatytmust
also capture some buildings that are not exactlyraute.
The Germans must prevent the Russians from winning
immediately, but they must also hold the board 43
compound at game end to win, which draws forces
somewhat away from defending the exit zone. Also th
Russians have very wide latitude as to where thay m
bring on their reinforcements, which adds to thelag
value of the scenario. If this scenario has a wesk, it is
that the importance of the 88L, the restrictionsitsnsetup,
and the large amount of ground to cover becaus¢hef
liberal Russian entry conditions might all combioeput a

bit of a guessing game element to the fight. Toesextent
that may be true of a lot of scenarios with a singl
important weapon, and | do not consider it muchaof
drawback. Overall I'm very impressed with this idas
and | hope the many scenario authors out thereSh kand
take notice of how this one is crafted and what esak
work.)

RPT4 Transylvania 6-5000. Alright, this one is on my list
partly because of the title. [I'll have to play n@lenn
Miller CDs while we play. But really | wanted sothing
involving Axis Minors that wasn't very big and yéad
some combined arms and enough action to be iniegest
In short, | wanted to have on my list a good scentor
tourney play and this one from tRally Pointlooks like it

fits the bill. 1t is played on two half boards o5 turns,
with a small Soviet force supported by two T-34aiagt a
somewhat larger Hungarian group with four StuG $lId
would have preferred an AFV matchup featuring more
unusual vehicles. For that we’'ll have to look tg mext
choice. (Since writing the above I've also had a chance to
play this one. It seemed like a good, short, taorant style
scenario which came right down to the end. | likeat the
attacking Hungarians had to clear two different aseto
win.)

RPT3 Varosmajor Grange. Like the previous choice on
my list, this scenario is a tourney-sized actioriwieen
Russians and Hungarians on two half boards ovetusis.

However_the tank matchup here is a bit_more ininigu

with a T-34 M43 and OT-34 for the Russian defendansl

two Zrinyi lls and a Hetzer for the Hungarians. h#ts the
added bonus that the Hungarian units have the &lmos
Pythonesque names Royal Vannay Flying Squad Battali
and Europa Flying Squad Battalion. | don’t knowoaib
you, but my hovercratt is full of eels and | waatday this
one. (See my After Action Report for this scenario at ou
blog: http://banzaipipeline.blogspot.con)/

SP130 The Tiger's Whiskers. Okay, it's yet another tiger
anatomy title, and it's yet another SS vs. Russarisursk
brouhaha. So maybe this one isn't all that unysat |
like to have a solid Kursk fight on my list. Itdks playable

in a few hours, with only 5.5 turns and two boataidight
over. Dug-in Soviets with pillboxes, antitank guiis34s,
and KVs try to fend off a bunch of SS, some on
motorcycles, supported by Tigers, PzIVs, and hadis.
I'm really looking forward to playing this one.

RBF-37 The Fangs of Transylvania. Three fairly open
boards provide the battleground for this large Roaravs.
Hungarian struggle. Both sides employ German-made
armor here, with the Romanians adding several TACRAM
2(n)s, while the Hungarians add several Turanfed mix.

The Romanian attackers try to rack up points fatding
control, causing casualties, and exiting off theefiad while
remaining below a casualty cap. This one pronlisssof
exciting action of the combined arms variety, whighvhy

it is on my list.

| could go on and on, but I'll stop here and leamme
scenarios for another article. If any of thesensbgood to
you, contact me for a game. What's on your play knd
why?

Rules Tip

When bypassing a woods or building Location witsideal

FP in it, all non-hexside TEM and SMOKE/FFE-Hindran
DRM of that Location still apply. See the penubit®

sentence of A8.2.

Tactical Tip

In Close Combat, if you have a concealed unit, gan
choose to retain your concealment in lieu of makarg
attack. This halves the firepower of any CC attaaggainst
the concealed unit, increasing its chances of gumyi If it

does survive without suffering Casualty Reduction,
retains its concealment and is not held in MeleEhis

would give it the freedom to move out of the loocati
during the next turn, or perhaps fire with TPBFe $d.1.5
and A11.19. This tactic could be very useful oa tast
turn of a game, where all you need to do to witbibave a
unit survive.
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2007 ASL Team
Tournament

Rick Reinesch

Our ASL tournament in Texas reaches a milestorseytar
with the hosting of the 15th Annual (Austin) ASL dra
Tournament to be held from Thursday June 21st 9AM
through Sunday June 24th, 8PM 2007 at the La Quinmta
Round Rock, Texas in the 'burbs just north of Austi

Reinesch
8-0

We're still here and still kicking after all of the years.
And with just a few months to go, start planningnake
that trek to Austin!

As in previous years, Thursday's games will be riméd
gaming, with those games counting toward the Major
Johnson award (see below). On Friday morning, wé wi
launch the formal phase of the tournament wher# tnak
wins and losses over the weekend. Players arédnetch
themselves with anyone, and play any mutually adrkee
scenario.

Our Team Tournament is really two tournaments i@! on

The main tournament has two-person teams of all ski
levels match wits and abilities to strive for thenbr of
seeing their name emblazoned on the Austin MemQiigd
and take home some great first place prizes. Tegthbe
randomly, but fairly assigned at the beginning bg t

games from the minute the doors open on Thursdie L
up those scenarios and work on your sleep depoivaii's
going to take a colossal effort to be promoted tajavi this
year!

For those on a tight schedule there will be a SatyHonly
"Texas Heat" mini-Tournament. It will start at 9Asharp!
As in previous years the registration fee for tBaturday-
only play will be $20.00.

Austin is a laid back city; our tourney reflectatlattitude.
Come join the Texas ASL Club in their annual battle
royale.

The ASL Team Tournament will be returning to the La
Quinta Inn Round Rock, 2004 North [-35 Round Rock,
Texas, 512-255-6666. When reserving rooms for the
Tournament, mention you are with the “Central TeA&L
Club” and you will receive a discounted rate. Weeh&0
room nights blocked for Wed-Sat. But don't waittIgear
the hotel sold out and some players had to scrodioge
rooms nearby that cost more!

Registration this year is $35 for the Thursday-Synd
gaming. Your entrance fee also includes partioipatin
any Mini-Tournaments should you desire to enterkéa
sure to meet the June 8th registration deadlirevtod the
$10.00 surcharge for late registration.

We'll have a lot more information upcoming. Be siice
check out the club website atww.texas-asl.comand
follow the links to the tournament web pages ty stareast

tournament. Success of a team is based upon their of the latest details.

tournament wins/losses relative to their
strengths. You must Pre-Register (postmarked by Biim,
2007) to be eligible.

While we take great pride in our "Team" Tournameave,

try to take the pressure off players and teammates
focusing on the most important aspects of ASL ts lof

dice rolling and tons of fun! Basically the tournamh is a

weekend-long excuse to play some ASL!

The tourney inside the tourney has players chaithenfpr
the coveted 10-3 Award. This honor is bestowedhi t
individual who perseveres throughout the weekend an
bests all comers. Additional awards include the Award
given to the overall runner-up, and the Major Jolns
Award, given to the player who plays the most ASler
the duration of the tournament as determined byrindla
that takes into account the number of scenarioseedario
size and complexity. And there will be the dicedshs
awards as well. We'll be giving away the Audie Mhyp
award to the player with the greatest number okesand
the Col. Klink award for the most boxcars over toairse
of the weekend starting on Thursday. We've had iplalt
winners in the past, so rock the grognards' weelksad
take home as many as you can!

The expression "the most fun wins" holds true fer KMajor
Johnson Award. As in previous years, we'll be cimgnt

comparable

Hope to see you there!

Favorite Scenarios
Brian Roundhill

% o
1
o
Urban Guerillas - A great scenario even without the
surprise Partisans. A strong group of Russians hadeé to
do, but plenty to do it with. The Germans don'pegr to
have a lot, but when they use what they have, dnsost
enough to win. Lots of tough decisions everywheiraw
hard do the Germans defend the church, and how moch
they put across the canal? How do the Germans diety
Russians and not generate Partisans everywherefz\Wbe
the Russians attack? How fast can they afford @ ldow
much is needed to take the church, and how do goef
your way across the canal?

Raoundhill

Totsugeki - A simple scenario that forces good maneuver
by both sides. Like many Japanese tournament sized
scenarios, it usually comes down to the last CGgh@he
Chinese have a lot of ground to defend, and iteagd
scary defending against the Japanese, but theydmwegh
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tricks up their sleeve to make the Japanese bleed.

Rikusentai - A powerful American force must dig out
fortified Japanese on Tarawa. | remember taking Huft
high firepower attacks, only for the fanatic Japsando
shrug off the 2MCs. Eventually they were whittlealaah to
very little, but a last turn counterattack won thamictory.

| especially like that the defenders get purchasiatp to
construct their defense so the Americans never kwbat
they will be attacking.

Kampfgruppe at Karachev - | had a classic playing of this
scenario against Mike Austin at the Austin Tournate
few years ago. He smashed into my defenses, onheto
thrown back. But his flanking force survived muléifire
lanes and lots of residual to eek out a victory.

The Five Pound Prize- The Germans don't have enough to
defend everywhere, but the terrain is open enohghthe
British have to be careful while they attack. Arath
scenario of subtle maneuver. Every piece mattetd, b
finding the right location for them is tricky.

Acts of Defiance- Germans get some cool toys, and need
every one of them to dig out the Russians.

Radio Wars - | think this is my favorite type of scenario.
Both sides must attack and defend. Lithuaniansndefe
building while their German allies fight through eth
Russians to get into the building. Plus, it's deluRussians
have the trickier part of dividing their forcesdohieve two
goals, while the Lithuanians and Germans are prietefi.

This Happened to Me

Matt Shostak

| finally had a plane shot down. Playi®pttom of the
Barrel against Steve Desrosiers, | decided to use oneyof m
fighter-bombers to attack his Wirblewind. | feiltd | was
ahead at the time and could afford to take the @hawith
a two-hexspine covered arc change and a +3 DRMhfor
1944 FB, he needed to roll about a 5 or less tonhay
plane, or a 6 to force it to evade. Sure enougkelpt rate
and shot it down. D’oh! Perhaps | should havetedaand
let my T-34/85s dispatch the Wirblewind, becausmuld
have used that extra fighter-bomber later. Butrelsethe
fun in that?

Style Points

| spun the turret of a Pzll with grenadier ridertle hex of
a PITA T-34 controlling a road intersection. Themadier
passed his bail out MC -- locked the T-34 in CCnd ¢he
rest of the German armor raced past the T-34 iir the

movement phase unmolested. Then the grenadier sinoke
the T-34 in Adv. Fire with an in-hex PF. Reallychad my
opponent. -Mike Seningen (Note — The PF shot is illegal
since the rider would be marked with a Prep FireFamal

Fire as per D6.24. However the T-34 would stilffeu
from target selection limits as per A7.212.)

| was forced to bail out of a tank with some nit@aing
from my enemy during BFF. He surrounded me to peun
during his next DFire. | subsequently captured my
abandoned vehicle in CC and then killed my attacker
my next prep. | rated and IF'd to kill all 3. Heught for
sure since | bailed out that | would not be abledorew
until my movement phase, and he was situated tstgrla
my crew in the process. Sneaky Sneaky SneakwMike
Seningen

| have had two style moments that seem to jumpbofh
from Red Barricades The first was against my eternal RB
nemesis Walter. Way back when, we were playingvaid
through the campaign and | forced a bailout of ohdis
MKIII tanks, which | subsequently crewed with a Ras
half squad. If | remember, that tank then procdddeoffer
battle and hold up his advance quite well (or asteuntil |
broke literally every weapon on the vehicle). Gdod
there, making him shoot up his own tank. The other
moment was way way back when | was in Ohio, anéhdur
an assault to capture the last big factory, | was to land a
DC on a 6-2-8 squad on the building edge (backedyup
half a company hidden in the middle). Due to pimeanal
luck rolling the result, | ended up with the initihex
rubbled and falling rubble through two more interfi@xes
that squished half (6 or 7 squads total died) sferigineer
company and the heart of the defense. The actkaldg of
the building was very anti climactic. Jay Harms

As for style points | don’t know if this qualifidsut | once
moved an 8-3-8 with flamethrower and leader intcmpan
adjacent hex next to an American 6-6-6 with MMG &ntl
leader, taking a 20 - 4 shot in KGP. My opponewingutly
rolled 12 on his shot and | was able to burn thgm u
(remember that Bob?). Style or stupidity? You be t
judge. It just seemed like the thing to do at iheet —Rob
Burton

Our club once played the Kursk action from tenster
Pack as two teams of four. Each player was supposed to
construct his order of battle through the DYO pssceThe
most imaginative plan was Kirk Woller's. He broagh a
company of glider-borne fallschirmjaegers to landagely

on and behind the objective, obtaining brillianttizal
surprise which led to success for his side in laig pf the
battle. You can read about this club event in Bdhz.2. —
Matt Shostak
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Club Notes
Biweekly Lunch Gathering

Don't forget to join us every other Friday at 13086urs
down at Pok-E-Jo's on Fifth Street. The club seods
email reminders, or you can call Matt for infornaation
the next get-together.

Game Days

The Austin, San Antonio, Houston, and Dallas/Ft. riWo
groups have remained active, hosting various gautpefor
club members to get together and knock cardboaadshdf
you missed any of these you missed a lot of fus.like a
tournament atmosphere for a day. The Austin grooyy n
meets on the first Saturday of every month. To stay
informed of upcoming club events, join our emaibuyyp.
You can post a messagecahtral-texas-asl@yahoogroups.com
or you can point your favorite browser to
http://groups.yahoo.com/group/central-texasastl take a look.
For those still not connected, give Matt or Mikeall for
club information.

The Banzarll Staff

Editor in Chief Matt Shostak
(512) 280-8414
mshostakster@gmail.com

Managing Editor and
Keeper of the Ladder

Sam Tyson
styson@gmail.com

Contributing Authors = Rob Burton, Zeb Doyle, Jay
Harms, Brian Roundhill,
Rick Reinesch, Mike

Seningen, Matt Shostak,

Sam Tyson
Publishing Schedule = Whenever we feel like it!
Club Information Matt Shostak or

Club Ladder Results

Recent Ladder Game
Jim Ferrell (Axis) def John Hyler (Russ) in Huns Rée

Walter Eardley (Amer) def Brian Roundhill (Germ)Ace in the Hol

Eric Gerstenberg (Germ) def Gary Krockover (Rusd)dnin's Sor

Sam Tyson (Russ) def Roturton (Germ) in Prelude to Spri

Matt Shostak (Germ) def Doyle Motes (Brit) in Fréorke

Matt Shostak (Russ) def Dan Preston (Germ) in Lsr8on

Jim Ferrell (Amer) def John Hyler (Germ) in Stoppaald

Jeff Toreki (Jap) def Brian Roundhill (Rusn Red Star, Red Si

Jim Ferrell (Russ) def John Hyler (Germ) in Foféighting in Latvi¢

Matt Shostak (Germ) def Mike Ingalls (Russ) in By¢he Tige

Zeb Doyle (Russ) def Eric Gerstenberg (Germ) inddes not Martyr

Jeff Toreki (Jap) def Brianoundhill (Russ) in Dig Them Ot

Zeb Doyle (Alli) def Gary Krockover (Germ) in The&t Roadbloc

Doyle Motes (Russ) def Allen King (Germ) in The tagel

Zeb Doyle (Russ) def Eric. (Germ) in Send In The Fallschirmjag

Jerry Simmons (Fren) def issell Mueller (Germ) in Audacit

Jerry Simmons (Russ) def Jim Ferrell (Germ) in Ye&ya Bridge

Matt Shostak (Hung*) def Eric Gerstenberg (Russ)remsylvania -500(

Bryan Register (Russ) def Matt Shostak (Hung) ineigesi Cemete

Matt ShostakRuss) def Steve Desrosiers (Germ) in Bottom oBhee

Matt Shostak (Germ*) def Rick Reinesch (Amer) inlkeas Crossroal

Matt Shostak (Germ) def Grady Neely (Russ) in Flagllamethrowel

Brian Roundhill (Germ) def Rick Reinesch (Russ).émins Son

Brian Roundhill (Russ) def Rick Reinesch (Germl.@min's Son

Bryan Register (Axis) def Gary Krockover (Alli) Prelude to Dyin

Mike Seningen (Amer) def Eric Gerstenberg (GermDid Hickory's Pat

Jim Ferrell (Amer) def Edward Beekman (m) in The Hornet of Clovill

Zeb Doyle (Russ) def Eric Gerstenberg (Hung) in Bbesoki Rela

Zeb Doyle (Alli) def Eric Gerstenberg (Axis) in Tigéxth Blow

Brian Roundhill (Germ) def Jeff Toreki (Russ) innkinler's Hous

Matt Shostak (Hung) def Zeboyle (Russ) in Varosmajor Grar

Zeb Doyle (Amer) def Clinton Howell (Germ) in Ace the Hol

Mike Seningen
(512) 288-3778
mseningen@austin.rr.com

Club Web Site www.texas-asl.com/
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