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Cyrenaica 1941:  Rules, Policies, Practices


Group Solitaire ASL Rules 
For Cyrenaica 1941 GSASL CAMPAIGN

Version 5, JAN 2009
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Definitions XE "Definitions" 
AAR:  After Action Report

BTN:  Battalion

CO:  Commanding Officer or Commander

Coy:  Company

CM:  Campaign Master

DIV:  Division

OB:  Order of Battle (same as TO&E)
RePh:  Refit Phase

RGT:  Regiment

SWT:  Support Weapon Team

TO&E:  Table of Organization and Equipment 
1.0 INTRODUCTION XE "INTRODUCTION" 
This document sets the rules, policies, and practices of the Cyrenaica 1941  GSASL Campaign.  

1.1 (S17.1): In the SASL CG you, the player, assume the role of a Commander of a WW2 Coy. You will play a series of missions in which surviving units Directly Attached to your Coy form the core of your starting OB for the next Mission. Using this CG system you will have to decide when a Mission has become too costly, in terms of FRIENDLY losses, to justify the con​tinued pursuit of its victory. You must choose when to extricate your troops from potential disaster, or when to gut it out in order to attempt victory.   You may find it more im​portant to survive and lose than to win and be virtually wiped out. 

2.0 COMMAND STRUCTURE XE "COMMAND STRUCTURE" 
2.1 Each player will command a Coy during the campaign. Three or four Coys comprise a BTN. One player within each BTN will serve as the BTN CO.
2.2 Every 4-6 weeks mission orders will be issued by the CM to the each BTN CO who will issue combat orders to his subordinate units. 
2.3 During the campaign, players will find that real life activities may prevent completion of the assigned mission. Please communicate such to your CO. 

2.3.1 If an absence will last more than one month, a player may request temporary leave so that his Coy be transferred to the rear until he can return. 

2.3.3 If a player is on temporary leave, or is unable to perform his duties for, his position may be covered either by his superior officer or another officer until he is either replaced or able to return to active duty. 

2.3.4 If a player has not requested leave from his superior officer and the player has failed to communicate with his superior, the player will be and subject to permanent removal from the campaign. 

2.3.5 Players at higher than Coy level may themselves also play as Coy COs. 
2.4 Duties for each command level depend greatly upon the size of the GSASL campaign. The highest commander in the GSASL OB is the CM. 

22.5 Campaign Master XE "Campaign Master"  (CM):  Design Missions, Generate initial Weather and Environmental Conditions; Generate Missions to be played and assign these to lower echelons; keep the campaign moving along. Additionally,

· Determine Mission Victor,  and eliminated/wounded SMCs‘ fate

· Issue Mission Orders with scenarios and mapboards and send to BTN COs 

· Determine use of captured SW, vehicles, and equipment

· Determine awards, decorations, discipline

· Make final and official rulings regarding the campaign

2.5.1 CM Communication Frequency:  It is almost always helpful to acknowledge receipt of any email communication; please keep that in mind when using email.  All three CMs should be sent copies of all reports and communiques.  The Campaign Masters can be contacted by:

rum-rus@hotmail.com

hans@mielants.com
joergen.holmquist@swipnet.se
2.6 Division, Brigade, Regiment, and Battalion Commanders XE "Commanders"  (Div CO, Bde CO, Rgt CO, Btn CO) XE "Battalion Commander" : Information will be processed up and down the chain-of-command.  Task of these upper-level echelons follow:  Receive Mission Oders from CM; from Mission Orders create Combat Orders for each Coy; Assign pre-mission temporarily attached units for any missions to the Coy COs; Assign HQ and upper-echeolon assets; Generate mapboards, layout and VPOs (if any) for each Coy CO’s mission (unless provided in Mission Orders); distribute Combat Orders to Coy COs; Recommend  decorations, and discipline for Coy COs; Collect and consolidate AARs and submit report to CM; Make decisions regarding ambiguous orders, scenarios, or rules in absence of the CM; BTN and higher commanders have authority to either permanently or temporarily distribute and re-assign units and equipment among the Coys in his units (this is especailly important if any Coy is understrength).  Finally, maintain an accurate and up to date TO&E for each subordinate unit as well as HQ units and equipment after each mission.

2.7 Company Commander (Coy CO) XE "Company Commander" : Receive Combat Orders from higher HQ; Make all other Pre-Mission DR/dr (SAN, RE, etc); Generate In-Mission additional activated mapboards lay out and VPOs; Play primary mission in a timely manner; Calculate value of all VPOs; Play secondary mission if time permits; Keep an accurate record of mission results; If understrength (less than 70% US# after post-mission refit) report to higher HQ amount understrength and US# needed to come to 70% of full strength; Receive, with appropriate humilty, any awards or decorations conferred upon you; and most importantly, have fun!  Additionally, 

· Keep track of casualties; distinguish any attached or RE reinforcement FRIENDLY casualties from your Coy (this should be reflected in your AAR).  Players must distinguish Coy and HQ units, vehicles, and equipment from temporarily attached reinforcements and RE reinforcements because exact records regarding whether the casualties are from the Coy, Btn, or other units is essential. Players may consider using equivalent units and equipment of different colors to facilitate proper identification.

· After completion of each mission an AAR must be submitted to Btn HQ.  AARs are done in Excel spreadsheet form which is available upon request from HQ.

2.8 Random Information:  If any ambiguous orders,  conflicting information, missing information, or ambiguous rules cannot be resolved in a timely manner through the chain-of-command, a random die roll can be used to resolve the issue.
2.9 Role Play Coy COs XE "Company Commander" :  Some GSASL players  desire to consider one of their SMCs to represent themselves on the battlefield; thus, concept of role-playing, GSASL style.   An SMC may represent a personal role-playing SMC.  This role-play counter can possibly earn awards and decorations for bravery, be punished for cowardice or not performing one’s duty, or become injured in the campaign.  Players may feel free to elaborate on their personal performance in the narrative section of the AAR.

3.0 MISSIONS XE "MISSIONS" 
3.1 A Primary Mission, and often, a Secondary Mission, will be assigned to each Coy each month. 

3.1.1 Some mission parameters may be set with your mission orders, while others will be generated by each player using the systems already in place in the ASL, SASL or GSASL rules. When modifications are made they will take the form of Campaign Mission Special Rules (CMSR). 

3.1.2 Not all players will have access to all ASL boards at all times.. If a board is not available to a Coy CO, the BTN CO should continue to re-roll on the appropriate tables until a usable board is determined. CMSR may also direct which tables to use or which modifiers to use on specific tables that may further restrict board selection.   
3.2 Your Primary mission each month is the main activity that your Coy has found itself in this month, and as such must be completed before the secondary mission may be played. 

3.3 Secondary missions XE "Secondary missions"  represent situations that arise, or opportunities that your Coy is pressing, and may be either mandatory or optional. 
3.4 Secondary missions are played with the GSASL Coy as it generally stands at the end of the Primary mission. A Secondary mission must be conducted prior to post-mission RePh activities (5.0). 
3.5 For any Coy that wins a Secondary Mission scenario, the following two post-scenario actions takes place: In addition to 5.20 the Coy CO & his BTN CO each may make an additional dr.  On a dr of 1-2 the SMC quality-type improves by one level.  Additionally, if the Coy CO’s dr is 3, his Coy’s ELR increases by one (max. 5).  Any other dr is no result.

4.0 GENERAL RULES XE "GENERAL RULES" 
4.1 (S17.131) DIRECTLY ATTACHED XE "DIRECTLY ATTACHED" : Each FRIENDLY unit/Weapon list​ed for a Coy OB (S18.5), as well as each leader Created (A15.21/A18.12) from a Directly Attached unit, is considered Direct​ly Attached to that Coy. Each such unit/Weapon should have its ID letter/name recorded on the CG Roster in order to distinguish it from all other (i.e., Temporarily Attached; S17.132) FRIENDLY units/Weapons on the map​board concurrently. Only a Directly Attached unit/Weapon is subject to improvement/replacement (S17.7‑.8). A hero created from a Directly At​tached unit (only) is Retained until the completion of S17.74.   Players may consider using equivalent units and equipment of different colors to facilitate proper identification.
4.2 (S17.1311) FRIENDLY EXIT XE "FRIENDLY EXIT" : Each Directly Attached unit/Weapon exited off the FBE (S15.6) during a solitaire CG Mission is Retained.  If exited off any other edge it is eliminated [EXC: if such exit is required by Mission VP-​Schedule/MSR]. 
4.3 (S17.132) TEMPORARILY ATTACHED XE "TEMPORARILY ATTACHED" : Temporarily Attached units/weapon(s) include forces granted due to MSR, FRIENDLY RE reinforce​ments, captured equipment, and CM’s Mission Orders, and are available only for the assigned mission. 

Additionally, a BTN CO has authority to temporarily detach units and equipment from one of his Coys and temporariy attach them to anyother Coys in his BTN (this is especailly important if any Coy is understrength).

4.4 (S17.1321) VP VALUE XE "VP VALUE" : To reflect the importance of material in the desert campaign, Temporarily Attached unit(s)/Weapon(s) elimi​nated/captured by the ENEMY are worth a double its nor​mal VP value (instead of 1.5x per S17).
4.5 (S17.14) SW TEAM XE "SW TEAM" : Each FRIENDLY crew with a 1‑FP factor represents a SW Team. A SWT is the equivalent of a vehicular crew in all respects [EXC: it is treated as a HS for purposes of manning/firing/driving a crew‑served weapon (A21.13), armed vehicle or AFV (A21.22)].
4.6 (S17.141) SW USAGE RESTRICTION XE "SW USAGE RESTRICTION" : A SWT is the only MMC unit that may fire a FRIENDLY ATR/Lt‑MTR/PSK/BAZ without the non-qualified use penalty applying (A21.13) [EXC: FRIENDLY RE/MSR reinforcements]. 

4.7 VEHICLES AND US#: XE "VEHICLES AND US#\:"  Permanently attached vehicles, if committed to the Mission, count towards the Company’s total US# when determining the number of S? included in the Mission. The decision to commit the vehicles must be taken before ENEMY set up or RPh 1a, whichever is first.  

4.8 RANK XE "RANK" :  SMC quality-type is not reflected by military rank, but rather it is a reflection of how the troops view the SMC as a leader.
4.9 MAPBOARDS XE "Mapboards" :  Upon generation of mapboards, try to use some overlays to alter familiar boards, or feel free to substitute (considering terrain type) third party boards, homemade boards, or sections of HASL boards (using appropriate hex length and width.  

4.10 SMC QUALITY CHANGE XE "SMC QUALITY CHANGE" :  At times SMC quality-type may change as determined by CM.    The CM determines this through setting up a random table using dr/drms that reflect awards, scenario wins-losses, meeting AAR due dates, and other factors.  It is often easier for a low-quality SMC to improve and a high-quality SMC to get lowered in quality.  The CM then makes these dr for each SMC.  
5.0 POST MISSION REFIT SEQUENCE XE "POST MISSION REFIT SEQUENCE" 
The following steps are taken at the completion of each mission for Infantry Coys and Calvary Troops.  Remember that some missions may actually be multi-scenario missions.  This post mission sequence is different from Chapter S17 as it is is merged with GSASL and custom rules. Per 3.4 above, a Secondary mission must be conducted prior to post-mission activities. 
TSASL and RSASL Coys use the RePh found in the following. 

(RSASL XE "RSASL" ) http://www.mielants.com/Simulation/ASL1C.html
(TSASL XE "TSASL" 

 XE "RSASL" ) http://www.mielants.com/Simulation/ASL1B.html
Note that in TSASL and RSASL rules (available at the above mentioned websites) 17.31-17.84 are not used in this campaign since all replacements are controlled by the CM only.

5.1 (S17.15) CAMPAIGN ROSTER SHEET XE "ROSTER SHEET" 

 XE "CAMPAIGN ROSTER SHEET" : On the back of the Chapter S Divider is the Roster Sheet used to keep a record of the units/weapons belonging to the player’s Co, and other CG related material, for each SASL CG Mission played.

5.2 (S17.3) COMPANY CASUALTIES XE "COMPANY CASUALTIES" : S17.31 and S17.32 are not used in this campaign.  All FRIENDLY Coy units and equipment eliminated are permanently lost with the exception of SMC (refer to 5.13 for eliminated or wounded SMC).

5.3 (S17.4) MISSION END XE "MISSION END" : S17.41‑.44 are not used.  Any climbing unit, units in melee, encircled units, and units in minefields are said to have successfully disengaged from combat and are retained in the Coy’s TO&E.
5.8 (S17.5) VICTORY DETERMINATION XE "VICTORY DETERMINATION" : At scenario end the player tallies each sides’ VP total to determine the scenario victor (S12.6).  Remember, some missions may consist of multiple scenarios.  Multi-scenario missions may have one victory determined for the entire mission, at other times, each individual scenario have victory determined.
5.9 (S17.6) FRIENDLY UNIT REMOVAL XE "UNIT REMOVAL" 

 XE "FRIENDLY UNIT REMOVAL" : At this time the player sep​arates FRIENDLY units that are Retained in his Coy’s OB from those that are not.

5.10 (S17.61) TEMPORARILY ATTACHED XE "TEMPORARILY ATTACHED" : Each surviving Temporarily At​tached unit/Weapon (S17.132) is ineligible for any further involvement [EXC: a hero created from a Directly Attached MMC is not eliminated until Squad Seasoning is completed].

5.11 (S17.62) DIRECTLY ATTACHED XE "ATTACHED" 

 XE "DIRECTLY ATTACHED" : Each non‑prisoner Directly At​tach​ed unit remaining on the mapboard at Mission end, as well as each Directly Attached Weapon possessed/portaged by a FRIENDLY unit, is Retained. Each FRIENDLY berserk unit loses its berserk status. Each unpossessed Weapon is forfeit. Additionally, each Directly Attached unit/Weapon ex​ited (as per S15.6) or never entered is Retained. ENEMY Weapons/units can never be Retained. See also S17.31‑.32.

5.12 ATTACHED UNITS AND RE REINFORCEMENTS XE "RE REINFORCEMENTS" 

 XE "ATTACHED UNITS AND RE REINFORCEMENTS" :  Any units temporarily attached or units received by RE reinforcement are not retained by your Coy beyond the scenario unless otherwise specified by CM.
5.13 (S17.621 WOUNDS XE "WOUNDS" , replaced as follows):  Any eliminated or wounded leader’s fate will be determined by the CM.  The CM will review the circumstances of the elimination or wound in the Coy’s AAR and will develop a list of possibilites from which a random result of the leader’s fate will be decided.  An eliminated SMC may not necessarily result as a KIA.
5.14 CAPTURED EQUIPMENT XE "CAPTURED EQUIPMENT" :  Any captured equipment at a scenario end is not retained in your TO&E, unless otherwise specified by CM.

5.15 (S17.622) WEAPONS XE "WEAPONS" : Each Retained broken Weapon is automatically re​paired. Each Low/depleted ammunition type is replenished.

5.16 (S17.623) REARMING XE "REARMING" : Each Retained unarmed MMC is replaced with an equivalent size FRIENDLY MMC of the same Class and type of MMC it was before it became unarmed. If this can​not be recalled, substitute a Conscript or Green MMC type of the appropriate size.

5.17 (S17.7) COMPANY IMPROVEMENT XE "IMPROVEMENT" 

 XE "COMPANY IMPROVEMENT" : Perform the following steps (S17.71‑.75) in the order presented to deter​mine eligibility to Battle Harden.

5.18 (S17.71) FANATIC XE "FANATIC"  PROMOTION XE "PROMOTION" : Each remaining FRIENDLY Fanatic unit now takes a NTC. Passage of the NTC enables that unit to immedi​ately Battle Harden (A15.3); otherwise there is no effect. Each Fanatic marker is now removed.

5.19 (S17.72) HEROIC LEADER PROMOTION XE "HEROIC LEADER PROMOTION" : Each remaining heroic leader has his Hero counter removed and is automatically Battle Hard​ened.
5.20 (S17.73) SMC QUALITY-TYPE CHANGE: XE "DEMOTION\:"  If the FRIENDLY side won the last Mission the player may now determine, by Random Selec​tion (A.9) from among all eligible Retained company leaders (a leader is considered eligible if he can be replaced by a better type leader and he was on map for ( one complete Game Turn during the previous Mis​sion), the leader(s). Make a dr for each such selected leader: on a Final dr of ( 4 the leader is immediately Battle Hardened. Reverse the leader’s current leadership DRM as a drm for his dr.

      On the other hand, if the FRIENDLY side lost the last Mission due to withdrawal (as per 12.5) [EXC: if instructed to by FRIENDLY RE 74], the best rated FRIENDLY leader’s quality-type is lowered to the next lowest type on a dr ( 4 (only one leader per Mission can be so demoted even if > one leader qualifies as “best”.
5.21 (S17.74) SQUAD SEASONING XE "SQUAD SEASONING" : The player may now make a dr on the following Squad Season​​ing Table to determine if any of his Retained MMC (that entered play in the previous Mission) are Battle Hardened. The result is the number of non‑elite MMC, of the player’s choice, that may immediately Battle Harden (A15.3). Note that each still‑Retained hero must be eliminated in this step, but does re​sult in a beneficial drm on the table.

SQUAD SEASONING TABLE

	Final dr
	Result

	( 2
	2

	3-4
	1

	( 5
	0


Cumulative drm:

‑1
If FRIENDLY side won the last Mission

‑1
Per hero eliminated during this step

+2
If FRIENDLY side withdrew (S12.5) during the last Mission [EXC: if dictated by FRIENDLY RE 74]
5.22 (S17.75) RECOMBINE XE "RECOMBINE" : Retained same‑class HS must now be Recom​bined (A1.32) so that no > one HS of each class is Retained.
5.23 (S17.8) REPLACEMENTS XE "COMPANY REPLACEMENTS" :  Replaced, as follows:  If the player’s unit is not currently at full strength the steps of S17.81-.84 are not used. Replacements are determined by CM and passed on down the chain-of-command.  Replacements in Cyrenaica 1941 will be difficult to come by compared to other campaigns.

5.31 (S17.9 REST & REFIT XE "REST & REFIT" ): Not used.
5.33 AAR XE "AAR" : At the end of the mission, each player must complete and submit an After Action Report (AAR) to his commanding officer.  The AAR form (sample AARs are available from CM) shall be sent up the chain-of-command, with each echelon submitting its own AAR.  
6.0 GSASL STANDING ORDERS XE "STANDING ORDERS" 

 XE "GSASL STANDING ORDERS" 
6.2: The Chain of Command shall be adhered to. 

6.3: All SASL mission set-ups, mission special rules, etc. are played as stated on the SASL mission card unless the same are: a) expressly provided for the player in GSASL orders coming from a superior officer) or b) added to, eliminated or modified in GSASL orders coming from a superior officer. 

6.4: Coy COs shall not generate their own Pre-mission temporarily attached units unless allowed by CM in Mission Orders. All such temporarily attached units are assigned to the Coys beginning at Battalion or Regimental HQ (Divisional HQ for Independent Companies). All SASL Mission Special Rules providing for Pre-Mission additional units to a company-level player are ignored unless allowed by CM in Mission Orders. Pre-mission temporarily attached units may be declined by the Coy CO. 

6.5: If a superior officer omits part of an order regarding any of the following: weather, EC, mission type, VPO or board configuration, a request for clarification of orders shall be made. If a timely answer is not received the player shall make his own DRs and drs to determine the missing information. 

6.6: To insure the success of the GSASL campaign parent formation, commanders shall stay mindful of their subordinates’ combat strength and avoid giving more difficult missions to understrength formations. 

6.7: Survive, stay in contact, roll low and have fun! 

7.0 CUSTOM SPECIAL RULES XE "CUSTOM BESSARABIA SPECIAL RULES" 
7.1 TRAINING APPENDIX / SPECIAL QUALIFICATIONS XE "SPECIAL QUALIFICATIONS" 

 XE "TRAINING APPENDIX / SPECIAL QUALIFICATIONS" :  Most missions in Cyrenaica 1941  are approximately one month apart.  Aside from each Coy’s duties of movement, guard duty, re-supply, building fortifications, and other minor combat action not-portrayed in the scenarios, the CM may allow the BTN CO time to provide troops with advanced training.  This will be reflected in the Mission Orders issued by CM.  If so, the BTN CO may select the training for his Coy COs, or may defer training selection to his Coy COs.

The CO selects the training category from the Training Appendix which is in Appendix C.   Some training categories are granted automatically while others may required a random dr to determine training effectiveness. Any special training qualifications last for only one mission and apply only to the Directly Attached units of the Coy in training, not to any other temporarily attached FRIENDLY units.  Likewise, any equipment gained through successful training (such as FTs or DCs) are to be returned to HQ after the mission.
7.2 BTN FORWARD OBSERVER XE "FORWARD OBSERVER" : XE "BTN FORWARD OBSERVER\:"   Each Btn has its own Forward Observer (FO), who is not part of the infantry companies, but is inherent in each Btn HQ for the Btn medium mortar platoon.  This FO Team will be represented as a 1-2-7 Crew (Russian or other color to distinguish it from SWTs).   This FO Team may act only as an FO, it may not gain control of locations or operate SWs, ORD, or vehicles.  For portage, it may only portage and operate radios or phones and cannot capture or hold VPOs.  This FO is recalled as soon as it is unable to deliver additional OBA.
Don’t forget, for Command Control purposes there is a –1 DRM for having a radio/OBA.  Non-FO Infantry leaders possessing a radio or field phone may also act as FOs, per Chapter C rules.

7.3 BTN MORTAR OBA XE "OBA" 

 XE "BTN MORTAR OBA" :  BTN CO has two options for deployment of the Medium Mortars for each mission.

Option 1:  The Medium Mortars may be assigned among any Coy or Coys for on-board use.

Option 2:  If all three Medium Mortars are retained for a mission off-board, then Coys with Radios and/or the Btn Forward Observer will be eligible to draw chits for 76mm/81mm OBA, with SMOKE.  Less than four Medium Mortars cannot be used for OBA.  These mortars must be crewed by four 2-2-7 or 2-2-8 Crews for this Btn OBA option.

7.4 BLACK/RED CHIT DRAW PILE XE "CHITS" 

 XE "BLACK/RED CHITS" 

 XE "DRAW PILE"  FOR BTN MORTAR OBA:  For non-RE BTN Mortar OBA only for any particular mission, the following Draw Pile (C1.211) rules apply.

a) If BTN CO assigns the BTN Mortar OBA to only one Coy; chits are 8 Black and 2 Red.

b) If BTN CO assigns the BTN Mortar OBA to only two Coys; chits are 8 Black and 3 Red.

c) If BTN CO assigns the BTN Mortar OBA to more than two Coys in the BTN; chits are per regular ASL rules (historical).

The above mentioned chits are modified normally for Plentiful or Scarce Ammo and Pre-registered hexes.

7.5 ELR XE "ELR" :  ELR for Allies is 2 and for Axis is 3 at campaign start.  ELR may fluctuate based on the flow of the campaign, determined by CM.

7.6 PRE-GAME & POST-GAME FATE (PGF): XE "PRE-GAME & POST-GAME FATE (PGF)\:"   To reflect the misfortunes and fortunes of war and battle, PGF tables are often provided by CM in the Mission Orders.  Thus adds to the touch of of role-play for the campaign beyond the scenario game board.  Between scenarios, some random events and random percentage die rolls determine effects on the individual soldiers; this is reflected in the Pre-/Post-Game Fate tables attached to each misison.  For example, possible injuries or losses during training, transport ships being attacked, bombardment, etc.  The ideas for these random events come from my readings of true war stories. 

7.7 DESERT SASL XE "DESERT SASL"  (DSASL) Rules:  Appendix B includes an edited version of special rules for desert SASL which will apply to our Cyrenaica 1941.  Credit to Frank Calcagno for these rules.
7.8 RECON SASL XE "DESERT SASL" 

 XE "RECON SASL"  (RSASL XE "RSASL" ) Rules:  See  
http://www.mielants.com/Simulation/ASL1C.html
7.9 TANK SASL XE "DESERT SASL" 

 XE "RECON SASL" 

 XE "TANK SASL"  (TSASL XE "TSASL" 

 XE "RSASL" ) Rules:  See  
http://www.mielants.com/Simulation/ASL1B.html
APPENDIX A,  DESERT SASL XE "APPENDIX B,  DESERT SASL" 
19. DESERT SASL XE "DESERT SASL" 16
19.1 Desert Mission Setup Alterations. Slight alterations to the Mission setup and play procedures are necessary due to the mechanics of playing Solitaire ASL on Desert Boards (DSASL).  Players must pay special attention to these alterations.  The most notable alterations involve mapboard and overlay setup, VPO determination, the placement of Hold Attitude S? counters, FRIENDLY unit determination, ENEMY Actions and movement, and a slight modification of many Missions.  As a check, the following sequence of play can be used.  Original rule citations are given.  In addition, where rules are altered in this rule package those citations are shown in bold face.
DSASL MISSION SETUP SEQUENCE AND ALTERATIONS TO SASL RULES

1. deleted
2. Determine Mission (S12.2, altered by 19.58)

3. Determine Climate/Time of Day/DLV (S12.3, altered by 19.3)

4. Determine Mission Table values (S12.32)

5. Determine Mapboards and Features (S13.1-.6, .8, altered by 19.2)

a. Mapboards (19.2)

b. Overlays (19.22)

c. City (19.222)

d. Village, if not city (19.223)

e. Road Network (19.225)

6. deleted (determined by CM)
7. Determine VP locations (S14., altered by 19.57)

8. S? Hold Attitude Placement (S4., altered by 19.6)

9. FRIENDLY MSR-given unit selection (S15., see 19.58 for specific alterations)

10. During the Mission:

a. Long Range Activation (S5.32, altered by 19.7)

b. Generation (S5.7, altered by 19.8)

c. ENEMY Actions (S6., altered by 19.9)

d. ENEMY Movement (S9., altered by 19.9)

11. Post Mission:

a. VPO Value (S14.4, altered by 19.56 and 19.58)

	Desert Board Selection Table

	DR 
	Mapboard Number

	< 3 
	25 [EXC: 19.222; 19.2251] *@

	4-5 
	26

	6 
	27

	7 
	28

	8 
	29

	9-10 
	30

	> 11 
	31

	*Number to south, if Config. A is used.

	@Use Overlay E1 (A2.75) on a Sub. dr < 3.


19.2 Desert Mapboards. When playing a SASL Mission using Desert Boards, the standard procedures for mapboard selection (S13.) are modified as follows. Refer to the “Mapboard Selection & Activation” section of the Mission to be played to determine the number of initial boards and roll for each board on the Desert Board Selection Table, below [EXC: required river board (19.21)]. The Desert Board Selection Table is also used to select all additional boards during play.

19.21 River Board. Mission numbers 13, 17, and 18 require the use of a river board (randomly selected from boards 7, 8, or 40) for the west board.  For these Missions use the Desert Board Selection Table for the other (non-river) boards.  The river board is considered to be a “flood plain” surrounding the river.  If Desert Terrain is used, desert rules are used for the Desert Boards and Cactus Patch rules are used for the “flood plain” board.  River boards are similarly used in conjunction with Broken or Steppe Terrain.  (See also F.2.)  DLV (F11.6) does not occur on the river board.  See 19.6 for S? placement and 19.813 for AFV generation on river boards.

19.22 Desert Overlays. Desert overlays are used on every Desert Board used in a DSASL Mission.  No desert overlays, however, are placed on board 25, or on the E1 escarpment overlay, except for buildings of a village (19.223).  The standard DYO desert overlay procedures (F12) are used to determine which overlays are used, as modified by 19.221-.225, below.17
19.221 Overlay Density. Three desert overlays are automatically selected on the DYO Desert Overlay Table to be placed per half board (F12.3) on each Desert Board [EXC: No “X” overlays can be placed by this step; reroll until a non “X” overlay is chosen].  New desert overlays (see 19.224, 19.225) may also be added per Mission Special Rules (19.85).

19.2211 Mission Number 15 Overlay Exception. For Mission number 15, in lieu of any other desert overlays for one of the two boards closest to the EBE (random selection), wadi overlays must be placed continuously in a line from the north to the south board edge which intersects the Road Network on that chosen board.  The northernmost hexrow number is chosen by making a dr +2 and extending the wadi overlays to the south in as straight a line as possible.

19.222 Desert City. Only one desert city can be used per Mission, and can only be placed on an initial mapboard.  Mission number 6 requires the use of a city board, as instructed in the specific Mission rules (“Mapboard Selection & Activation”).  For any Missions other than number 6, a desert city will be present on a DR < 4.  This DR is made after all overlays are placed on all initial boards, and the specific initial board to become the city board is chosen by random selection [EXC: Mission number 12 cannot use a desert city because a village is required instead].  For a mapboard with a desert city, first place overlays for the city board as shown in 19.221.  Place the overlays on both half boards.  After all overlays are placed on both half boards of the “City” board, select twenty building overlays (19.224).  Place each building by drawing a letter chit (only using letters J through X) and referencing to a specific hex by a dr +2 [EXC: 19.2241].  Desert board 25 cannot be selected as a desert city board (if selected as the “city board”, a different board is randomly selected from those already set up).

19.223 Desert Village. This step is omitted if a desert city was created as shown in section 19.222.  If a desert city was not created during initial mapboard setup (19.222), determine if a desert village will be used in the Mission by a second DR.  A desert village is placed on a randomly selected initial mapboard on a DR < 5.  If a village is not created on an initial Desert Board during setup, a desert village may still be created on an additional board on a DR < 5 (roll as each additional board is Activated).  Only one desert village can be used per Mission, and not any if a desert city has been previously created, or is required for a Mission [EXC: the “built-up” river board number 8 does not count toward this restriction].  After all overlays are placed on both half boards of the “Village” board, select ten building overlays (19.224).  Place each building by drawing a letter chit (excluding A, B, C, EE, FF, and GG) and referencing to a specific hex by a dr +2 [EXC: 19.2241].  Desert board 25 can be used as a desert village board.  Note that the center mapboard of Mission number 12 must be a village board.

 19.224 Building Selection. Each building on a Desert Board must be selected as a building (“X”) overlay.  Included with DSASL and the Drive for Tunis CG are new desert overlays; nineteen new buildings, three road strips, and three hill complexes.  Along with the original 5 desert building Overlays (X1 through X5), randomly choose the appropriate number of desert buildings from the mix of 24 desert building Overlays.  Overlay X43 (Mosque), like other multi-hex buildings with no stairwell symbols, is a 1 ½ level obstacle (B23.22).  In addition, building X43 contains a Spire Location (marked by the white crescent) with the same characteristics as a Steeple (B31.2).  For purposes of DSASL, Overlay X1 is considered to be a cluster of Single-Story stone buildings at the base level of the desert hex (no cliff exists), Overlay X3 is considered a Single-Story wooden building, Overlays X4 and X5 are Single-Story stone buildings, and Overlay X2 represents a Two-Story stone building.  

19.2241 Building Placement Restrictions. A building overlay is never placed on any portion of a scrub, deir, wadi, sand, or another building overlay.  If instructed to do so, draw another letter chit and reroll for another location or if desired shift the building away from the terrain feature toward the EBE.

19.225 Road Network. If a Mission requires a Road Network (S13.231) on Desert Boards, make a dr; a result of < 4 results in the placement of a Paved Road (F9.3), while a result of > 5 results in the placement of a (Dirt) Road (F9.3).  If a wadi intersects the Road, place a stone bridge counter(s) across the wadi along the alignment of the Road.  The Road Network is marked by use of Paved Road (or Road) counters (F9.1) and for board configuration A the new desert road Overlays, RD1-RD3, can also be used.  The Road Network negates the additional MF/MP cost of any encountered terrain/bog features (that terrain is considered not to exist along the Road alignment) [EXC: a bridge destroyed during play or Mud on a Dirt Road (F9.2) will still apply].  If a Road passes through a deir overlay, all hexes along that road alignment within the deir are considered to be a road on a deir lip.

   For board configuration A, Roads run straight east to west through the center of the playing area (along the fold of a board – hex grain Q).

   For board configuration B, Roads also run straight east to west; however the location of the Road depends on the number of initially placed boards.  If only one board is placed, the Road is placed along Alternate Hex Grain 5.  If two (or more) boards are placed, the Road is placed along the southernmost (whole) Alternate Hex Grain of the northern-most board (either Alternate Hex Grain 1 or 9, dependent upon alignment).  Currently (SASL Missions 1 through 21), no Road Networks are required using board configuration B.

19.2251 Board 25 Road Restrictions. Board 25 cannot be used if a Road Network is required; reroll any such result for a new board.

19.23 Alternate Terrain Types. The location of your Mission or Campaign may dictate the use of Alternate Terrain Types (F13.).  Refer to F13 if your Mission takes place in such terrain.  For ASL DYO and SASL, as a general rule, Broken Terrain (F13.1) can be used in Africa, southern Russia, and parts of the northern Mediterranean.  Steppe (F13.2) is generally applicable to southeastern Europe (the Balkans) and Siberia.  Cactus Hedge (F13.3) and Cactus Patch (F13.4) can be used in the northern Mediterranean and parts of Africa.  Olive Grove (F13.5) and Vineyard (F13.6) is generally applicable to the northern Mediterranean.  See 19.6 for S? placement and 19.813 for AFV generation in Alternate Terrain for a Desert Campaign Game.

19.231 (Optional). Players may wish to make a DR on the Arid/Semi-Arid Location Terrain Table to determine the terrain type for your non-temperate climate/non-PTO SASL Mission or ASL DYO scenario.
	Arid/Semi-Arid Location Terrain Table

	DR 
	North Africa1 
	Northern Mediterranean2 
	Siberia, SE Europe

	< 6 
	Desert (F.1) 
	Normal4 
	Normal4

	7-8 
	Broken (F13.1) 
	Broken (F13.1)
	Broken (F13.1)

	9 
	Cactus Hedge3 (F13.3) 
	Cactus Hedge3 (F13.3) 
	Steppe (F13.2)

	10
	Cactus Patch3 (F13.4) 
	Cactus Patch3  (F13.4)
	Steppe (F13.2)

	11 
	Desert (F.1) 
	Olive Grove3 (F13.5)
	Steppe (F13.2)

	12 
	Normal4* 
	Vineyard3 (F13.6)
	Broken (F13.1)


1 Also includes East Africa and portions of the Middle East and Manchuria. If the Mission occurs in Morocco, northern Algeria, or northern Tunisia the terrain is Broken on a subsequent dr < 3.

2 Represents portions of Italy, Mediterranean isles, portions of the Balkans, and portions of the Middle East.

3 Use standard non-Desert Boards.

4 Use standard non-Desert Boards and standard terrain rules.

* Represents an action at an “oasis”.

19.3 Arid and Semi-Arid Climate. The player does not use S12.3 (EC/Wind/Weather) or S12.33 (Time of Day) for a SASL Mission using any Desert Boards.  Rather, refer to F11 as a guide following the steps in F11.2-11.5 and, if applicable, F11.701 [EXC: if the Time of Day (F11.3) dr is >2, make a subsequent dr; on a dr of 1, “Early Morning” and “Clear” Weather result instead].18
19.31 Desert Low Visibility, Dust, and Mud. All effects of Desert Low Visibility (F11.6), Dust (F11.7), and Mud in Arid Lands (F11.8) are in effect singly or in combination if conditions permit.

19.32 Alternate Terrain Types. Treat Broken Terrain as “Desert Terrain” when determining climate. See F13.2 for Steppe Terrain exceptions. Cactus Patch, Cactus Hedge, Olive Grove, and Vineyard use Temperate Climate (S12.3/12.33) procedures [EXC: Snow (B25.5, E3.) will not occur].

19.4 -19.44 deleted (FRIENDLY TO&E determined by CM)
19.5 Special Desert Considerations. In addition to the conditions described in Chapter F (see especially F.1-.12), the following are used in DSASL.

19.51 Vehicle Smoke Grenades. Rule F.10 (vehicle smoke grenades for any vehicle with a MA) is in effect for any Mission utilizing one or more Desert Boards (see 19.93 for ENEMY usage). 

19.52 Improved Position (IP). Sangars are considered to be IPs in addition to the features defined as IPs in SASL (S6.312 and the SASL definitions).

19.53 Sangar/Trench Complex. Any time a sangar is placed on a hill/hillock, it becomes a Sangar/Trench Complex (F8.6).

19.54 -19.56 deleted
19.57 Desert Board VPO Determination. Table A10a cannot be used for the selection of VPOs due to the fact that the referenced hexes on Desert Boards are often open ground hexes. If required for a Mission, instead of rolling on the VPO Determination Table {A10a}, VPO locations on a Desert Board are determined using the following Priority List.

Priority List:

1) building with greatest TEM (farthest from FBE);

2) rubble location (farthest from FBE);

3) Random Selection if of equal TEM or distance from FBE.

If additional VPO are necessary after using all buildings/rubble hexes, continue with the following Priority List.

Priority List (continued):

1) Sangar/Trench Complex (farthest from FBE);

2) sangar (farthest from FBE).

If additional VPO are still necessary, place sufficient sangars in accordance to rule 19.622.

19.571 Unusual VPO Cases. Missions requiring unusual VPO Locations, such as bridges(S14.12-.13) and Mission 6 (the Fortress), may also arise where common sense will dictate theVPO type(s) and Location(s).

19.58 deleted (determined by CM)
19.6 S? Placement on Desert Boards. Due to the notable terrain differences of Desert Boards to that of temperate climate boards, placement of S? on Desert Boards for ENEMY Hold Attitude Missions is modified as shown in 19.61-.62, below.  Procedures for S? setup in ENEMY Advance Attitude Missions and for any non-Desert boards used in DSASL (such as river boards, Cactus Hedge, etc.) remains unchanged from standard SASL.

19.61 Determine the Number of Hold S?. The procedures of S4.1 cases a through e are not used to place Hold Attitude S? counters on Desert Boards.  Instead, first determine the number of Hold S? to be placed20 by making a separate DR for each board eligible to receive S? placement (see also 19.611).  The colored dr of the DR is read as the 10’s and the white dr is read as the 1’s.  This result is the number of S? to be placed on that board.  The colored dr is modified according to the following table (treat a cdr < 1 as “1”).
	Mission Number 
	cdr drm

	2, 3, 17 (E. board) 
	-3

	4, 6 (W. board), 16, 20 
	0

	1 
	+1

	6 (city board) 
	+2


19.611 Exceptions to 19.61.

a. Mission 15: To place the Black S? counters, use the S? placement procedures as shown on the Mission card with the following alterations: Place 2 S? in each scrub hex adjacent to the Road Network.  Place one S? counter in each road hex west of the bridge.  On all three mapboards, in lieu of using 4.1e, a dr is made and the result is doubled.  This result is the number of sangar counters placed via the letter chit draw and dr +2 method (only use chit letters I through Y).  One S? is placed beneath each sangar.  Grey S? counters are placed as shown on the Mission card.  In addition, do not use 19.62 to place additional S? counters.

b. Mission 17: The procedures of 19.61 are used for the eastern board.  Use the S? placement procedures as shown on the Mission card for the river board.

c. Mission 18: Use the S? placement procedures as shown on the Mission card for the river board and for the offboard pool of S?.

d. Alternate Terrain boards that are non-Desert Boards (such as Cactus Patch) use standard (S4.) procedures.

e. The remaining Missions (ENEMY Advance Attitude) use an offboard pool of S? as a function of the FRIENDLY OB US#.

19.62 S? Placement Locations. Make a note of the number of S? to be placed on each board as determined in 19.61.  After determining this number, the S? counters are placed using the following priority [EXC: 19.611].

a) 2 S? in each VPO location (see 19.57) [EXC: Rooftops/Sewers].

b)   1 S? in each non-building, non-VPO concealment location within 2 hexes of a VPO (see 19.57).

c)   2 S? in each non-Rooftop/-Sewer building location, even if within 3 hexes of a whole offboard hex along the FBE [EXC: only one extra S? is placed in a location if 2 S? are already placed there due to VPO status].

d)   2 S? in each rubble location, even if within 3 hexes of a whole offboard hex along the FBE [EXC: no extra S? are placed in a location if any S? are already placed there due to cases 19.62 a or b].

e)   2 S? in every scrub location not within 3 hexes of a whole offboard hex along the FBE [EXC: only one extra S? is placed in a location if any S? are already placed there due to case 19.62 b].

f)   1 S? in each deir location not within 3 hexes of a whole offboard hex along the FBE.

g)   1 S? in each hex directly behind a hillock overlay, sand dune crest, wall, or hedge, and not in Concealment terrain, which would have a theoretical line of fire from that location through the obstruction to any FBE hex, and not within 3 hexes of a whole offboard hex along the FBE. 

h)   1 S? in every other wadi hex, in Crest status (covered arc covering the greatest number of hexsides in LOS to the FBE), and not within 3 hexes of a whole offboard hex along the FBE [EXC: if a wadi cliff is present between the S? and the FBE, the S? is placed IN the wadi].  The first S? is placed in the northern- or eastern-most hex of each wadi sequence (determined separately for each wadi), with no such wadi S? counter placed adjacent to another same-wadi S? counter.

19.621 Excess Locations. If there are more locations available due to the cases of 19.62 than there are S? to be placed, place S? in the order of priority given above (i.e., case a, then case b, etc.) with the remainder for the last case placed furthest to the north (or east) for the last-applicable case.  In addition, on each board the ENEMY receives a number of sangar (F8.) counters equal to 10% (FRD) of the total number of S? on that board.  The location of each sangar is determined by the letter chit and dr +2 method [EXC: Sangars cannot be placed within 3 hexes of the FBE, on buildings, sand, or wadis; in such cases reroll for a different location].  The closest S? not in a VPO/building/rubble location to the just-placed sangar is immediately transferred to beneath that sangar.

19.622 Insufficient Locations. If there are fewer locations available due to the cases of 19.62 than there are S? to be placed, the ENEMY receives a number of sangar (F8.) counters equal to the difference (determined separately for each board).  Determine the location of each sangar by the letter chit and dr +2 method [EXC: Sangars cannot be placed within 3 hexes of the FBE, on buildings, sand, or wadis, or in this case only, on a S? already placed; in such cases reroll for a different location].  One S? is then placed beneath each sangar.  If sangar countermix limits are exceeded, use wood rubble for the remainder, using the same procedures and placement limitations.

19.623 S? Placement in Buildings. Table A9e (S4.12) is not used in DSASL (all building locations on a Desert Board are eligible S? placement locations).  

 Comprehensive S? Placement Example: S? counters must be placed for Mission 17 (River Assault!).  A river board is placed for the western board as required by the specific Mission rules, which results in board 8 being randomly chosen.  Desert Board 28 is chosen for the eastern board and three desert overlays are placed on each half of board 28.  A DR (19.222) of 8 (for the possibility of the creation of a desert city) results in no city (8 is not < 4).  However, a second DR of 3 does result in the creation of a desert village (3 is < 5) which will be placed on board 28 (19.223).  The Desert Board would have been randomly selected for the village if multiple Desert Boards were in play.  All overlays are placed on the eastern board, including the 10 buildings for the village (19.223).  Standard SASL S? placement and VPO determination procedures are used for the river board and those S? are placed.  Two VPO are needed on board 28 {A6a}, resulting in two of the just-placed buildings being designated as VPO (19.57).  A DR with a –3 cdrm (19.61) is made to determine the number of S? for the Desert Board, resulting in a “6, 5”.  The “6” is modified to a “3” resulting in 35 S? to be placed.  There are 2 VPO and 8 other building locations allowing 25 S? to be placed (19.62, cases a, c and d – remember that building overlay X2 has two stories), plus 1 concealment location within 2 hexes of VPOs for an additional 1 S? placement (19.62, case b) and 8 other locations as determined from 19.62, cases e through h, for a total of 34 S?.  One additional S? counter must be placed, so the ENEMY receives 1 sangar counter.  A letter chit of F and a dr=4 results in a sangar being placed in hex F6 of the Desert Board.  Hex F6 happens to have a hillock overlay on it, therefore this sangar becomes a Sangar/Trench Complex (F8.6, 19.53).  One S? is placed under this sangar counter.

Example of S? Placement in Wadi: The north edge of the  map is to the left (i.e., the FBE is toward the bottom of this illustration). Two wadi overlays have been placed on board 27 – overlay W4 runs north to south and overlay W3 extends east to west, or toward the FBE, beginning at hex 27H5. S? counters must be placed in wadis (19.62 h).  The first set of S? counters are placed in the W4 wadi sequence beginning furthest to the north in hex C10 and the remaining S? for overlay W4 are placed toward the south such that no S? are adjacent to another (player discretion is used whether to place the fifth S? in E6 or F6; F6 was chosen). S? are now placed in wadi overlay W3. Normally, the first S? counter would be placed in hex H5 (furthest east in an east to west sequence). However, according to rule A2.76 (2nd ed.), the two wadi overlays are treated as one wadi (sharing common wadi hexsides at G5-H5 and G6-H5) and therefore placing a S? counter in hex H5 would have placed 2 S? adjacent to each other in the same wadi sequence. Therefore, the first S? counter in overlay W3 is placed in hex I5, then K5, L6, etc. If the bottom of  the illustration was the actual FBE board edge, then the last 2 S? would not be placed (within 3 hexes of the FBE).  Wadi Crest status is shown by the white lines within the black squares, with covered hexsides covering potential LOS toward the FBE. S? counters in hexes E10 and D2 are placed IN the wadi because the LOS toward the FBE is through a wadi cliff. The S? in hex B2 is also placed IN the wadi because the LOS toward the FBE lies along the wadi depression and all other hexsides are wadi cliffs, thus not allowing any crest status to be formed there.

19.7 Long Range Activation. Long Range Activation (S5.32) in DSASL will occur on a DR < 3 instead of < 2. In addition, Long Range Activation occurs at a range < 24 hexes instead of <16.21
19.8 Generation. Generation on Desert Boards occurs using standard procedures, but as modified in 19.81-.823, below.

19.81 AFV Generation.22 Desert warfare was traditionally armor-heavy. Therefore, more AFVs and SPGs will be generated on Desert Boards than in standard SASL Missions. To simulate this difference, generation attempts may be modified based upon two factors: the distance of the S? to the FRIENDLY unit causing the Activation Check and the terrain where the S? is located.  Upon each successful Activation Check, the generation procedures for a S? in a DSASL Mission is summarized in the following table.
	Modified DSASL Generation Procedures



	Distance1 
	Terrain2 
	Generation Procedure3

	< 8 hexes 
	Non-concealment 
	Standard SASL procedures {A1}

	< 8 hexes 
	Concealment 


	AFV [mdr < 1]

SPG4 [mdr = 2]

Standard SASL procedures {A1} [mdr > 3]

	> 9 hexes 
	Any terrain type 
	AFV [mdr < 2]

SPG4 [mdr = 3]

Standard SASL procedures {A1} [mdr > 4]


1 Distance measured from FRIENDLY unit causing the Activation Check to the S?.

2 In addition to standard concealment terrain for this rule only, treat S? in deirs, S? able to be HD

behind hillocks, or S? able to be in wadi crest status (in relation to the location of the FRIENDLY unit allowing the AC), as being in concealment terrain.

3 –1 drm for Mission 11, Tank Attack!.

4 AFV for Allied Minor, Chinese, Japanese, Vichy French, or U.S. if in Manchuria. Players may wish to make the subsequent dr at the same time as all Activation Check DRs for this purpose, with the darkest-colored dr serving as the DSASL generation subsequent dr.

19.811 Multiple AFV/SPG Generation.23 Due to the mechanics of DSASL S? placement and AFV/SPG generation procedures, there is a fair chance of having multiple vehicles generated in a single hex. If more than one AFV/SPG is generated in the same turn in the same hex, all vehicles will be of the same type as determined by the result of the first vehicle. The extra vehicle(s) will be placed individually in an eligible, randomly selected, hex adjacent to the Activation hex.

19.812 Passengers/Riders. If Infantry and a vehicle capable of carrying it as a passenger/rider (including date for riders, D6.2) are Activated in the same hex at the same time, the Infantry are mounted if in Advance Attitude or are non-mounted if in Hold Attitude.  The Infantry is placed with a randomly selected vehicle(s) if multiple vehicles (19.811) are generated.  If the vehicle(s) can only carry a portion of the Activated Infantry, it will carry as many as possible, with the excess non-mounted [EXC: if an Infantry leader is the only Infantry unit able to be carried, it will not mount the vehicle].  Passengers/Riders will remain on the vehicle until forced to dismount (D6.1, D6.21).

19.813 Desert Campaign Game AFV Generation. During a CG that occurs in a desert environment, it may be possible that Alternate Terrain or river boards are occasionally used in some Missions resulting in non-Desert Boards (see 19.21 and 19.23).  In those cases, desert AFV generation procedures (19.81) are still used on those non-Desert Boards.

19.814 Restrictions. Vehicles cannot be generated if such would place them in a building, rubble or sangar; substitute a Gun (Inside column) and crew for the vehicle.

19.82 Fortifications. Fortifications played an important role in desert warfare, as simulated below.

19.821 ENEMY Hold Attitude. If the ENEMY Attitude is Hold and an “F” result is obtained from Table A1, a sangar (F8.) is generated on a subsequent dr < 3 (otherwise, determine the fortification normally).  If during generation the capacity of the sangar is exceeded (F8.3), all excess units are placed above the sangar counter.  If with a “F” result a building/rubble or sangar is already present at this Location, and the subsequent dr result is < 3, and if a S or HS is generated, automatically add a MMG in lieu of the extra sangar.

19.822 ENEMY Advance Attitude. If the ENEMY Attitude is Advance and an “F” result is obtained from Table A1 during the ENEMY MPh, automatically place a SMOKE counter in this hex as directed in S5.74, even if the unit has no Smoke capability.

19.823 Restrictions. No Fortifications are allowed in sand (F7.42) or wadi.

19.83 U.S./British Generation. Use the non-PTO generation tables for U.S. or British units for DSASL Missions [EXC: use PTO tables if in Manchuria].

19.9 ENEMY Movement.24 The movement of generated, Advance Attitude ENEMY units on Desert Boards is largely conducted using standard SASL movement rules, but is modified as shown in 19.91-.95, below.  The movement of generated Hold Attitude ENEMY units on Desert Boards and S? counters remains unchanged [EXC: terrain and DLV, 19.92].  Fire, Entrench, and Panic Actions remain unchanged.

19.91 Armored Assault. Whenever a non-mounted, Advance Attitude infantry ENEMY unit is assigned a Move Action on a Desert Board, it will first attempt to do so by Armored Assault (D9.31) if it is beneath, or within 3 hexes of, an armored vehicle counter at the moment it is assigned a Move Action [EXC: Night, 19.912; terrain and DLV, 19.92].  (If not initially beneath or within 3 hexes of such a vehicle, the infantry moves normally.)  Initiating Armored Assault occurs as follows:

   If any non-mounted, Advance Attitude, infantry with a Move Action begins the Turn within 3 hexes of an armored vehicle (but not beneath it) then the ENEMY infantry unit will move (CX, if necessary) to beneath the nearest ENEMY armored vehicle counter (advance, if necessary) utilizing the best terrain along the way (ignore any REH or RAS instructions {A4b}).  An ENEMY infantry unit will not attempt to enter such a location if infantry overstacking would result (rather, it will attempt to find another ENEMY armored vehicle to accompany).  If no ENEMY armored vehicle is within 3 hexes of its current location, or entering the location of the only nearby armored vehicle would result in infantry overstacking, and the infantry is instructed to move, the ENEMY infantry will instead move using standard SASL movement procedures [EXC: terrain and DLV, 19.92].  An ENEMY armored vehicle will automatically remain in its current location (stopped) if infantry are attempting to move to its location in the current Game Turn (marked with a Hold for Armored Assault counter), and barring Panic, the vehicle will be assigned a Fire Action.  Armored Assault can then begin for those units in the next ENEMY MPh [EXC: additional infantry are attempting to move beneath that vehicle counter].

   If any good-order infantry begin the Turn beneath an armored vehicle counter, and the infantry are instructed to move and no additional infantry are attempting to move beneath that vehicle counter, barring all Panic results, both the infantry unit(s) and the vehicle will move together via Armored Assault (the vehicle automatically moves and will use bounding fire, if able) [EXC: 19.911].  If either of the vehicle or all infantry MMC Panic, then all units remain in the current location and the non-Panicked unit is assigned a Fire Action.  The infantry will remain with that vehicle (do not roll for infantry movement on Table A4b) unless any of the conditions of 19.911 are met.  An ENEMY armored vehicle with accompanying, good-order, non-mounted infantry will move according to the movement command of the vehicle {A4c}, except that it will cease movement at the moment before it exceeds the movement capacity of accompanying infantry (infantry will CX, when able).  As long as a good order ENEMY infantry unit is beneath an ENEMY armored vehicle at the start of an ENEMY Player Turn, that vehicle will ignore any Fire Action and will move instead (bounding fire, if able) if the accompanying infantry are instructed to move.  Units utilizing Armored Assault may be marked with an Armored Assault counter until such time as they break off (19.911).

19.911 Breaking off an Armored Assault. An ENEMY infantry unit will break off an Armored Assault, the armored vehicle is then free to move normally in that Game Turn, and the vehicle and infantry can act independently of each other, whenever any of the following conditions are met at the start of the ENEMY Player Turn (see also 19.912):
· The infantry is within 5 hexes of an uncontrolled or FRIENDLY controlled VPO and is theoretically able to reach a location of that VPO by its current APh.

· The infantry is ADJACENT to a FRIENDLY unit and is able to attempt to enter into CC from its current location at odds > 3:2 (vs infantry) or a CCV > 4 (vs a vehicle) in the current Game Turn.

· The infantry is assigned a Fire Action, and has a Known Target (at normal range). If no Target is within normal range, the infantry is assigned a Move Action instead.

· An ENEMY leader is able to reach a non-leader-assisted broken unit to assist in a rally attempt in the next RPh. In this case, only the leader will break off the Armored Assault.

· The armored vehicle is instructed, and able to attempt, an OVR during the current MPh.

· The only infantry unit accompanying the armored vehicle is a leader.

If multiple cases, above, are applicable, the first-listed case takes precedence.
EX: The British is the FRIENDLY side and the German is the ENEMY side, in Advance Attitude.  The north edge of the map is to the left (i.e., the FBE is toward the bottom of the illustration).  It is the start of the ENEMY Player Turn, and Actions need to be determined.  Unless otherwise stated, assume in all cases that no unit Panics.  The StuG IIIB, 7-0 leader and 2-3-7 HS in H5, even though eligible for Armored Assault, will break off the Armored Assault because the infantry can attempt CC versus the 2-4-8 in H6 later in the turn, and thus they determine Actions separately.  If the German 4-6-7 squad in deir hex I2 is broken, the 7-0 leader would break free regardless of other circumstances to attempt to rally the broken unit and would move through the deir hexes to reach it (see 19.92).

   Now assume that the building in D2 is a FRIENDLY-controlled VPO.  The 2-3-7 is within 5 hexes of the VPO, therefore the H5 units again would break off the Armored Assault so that the infantry can concentrate on their VPO objective.  The VPO takes precedence over the possible Target and/or CC attempt in hex H6 because the VPO condition is listed first. 
   Now assume that there is no British unit in H6, the building is in hex C2, and the 7-0 leader (only) Panics.  The infantry in H5 is assigned a Fire Action.  There is no Known Target for it in normal range, therefore its’ Action is changed to Move.  As long as the infantry in H5 is assigned a Move Action, both the infantry and vehicle will move via Armored Assault (greater than 5 hexes from a VPO) and in this case will leave the Panicked leader behind.  To do so, the vehicle rolls for movement on Table A4c and both move together according to those instructions.  The {A4c} result is 7, so the Armored Assault moves toward the building VPO through hexes G5, F4, and E4 where they both stop (within 3 hexes of the VPO).  The 2-3-7 HS will not advance in the APh because it is still in Armored Assault at this time.  However, at the beginning of the next ENEMY Player Turn it will break off the Armored Assault because it is then close enough to the VPO.  If, when rolling {A4c}, the vehicle is assigned to OVR the 6-4-8 (DR=9), the Armored Assault would have broken off and the AFV would have moved to attempt OVR, leaving the HS to act independently. [image: image1.emf]
   If either the 2-3-7 or StuG Panics and the other does not, then the other, non-Panicked, unit is given a Fire Action, or remains in place if it has no Target.

   The 4-6-7 squad in I2 is given a Move Action, therefore the Pz IIIH in J4 must wait for the 4-6-7 to move to its location to begin Armored Assault movement in the next MPh.  The Panzer will be assigned a Fire Action (again, barring Panic) in the interim.  If the 4-6-7 were broken, or not present, the Panzer would check for Actions normally.

   The 4-6-7 in I2, if not Panicked or assigned a Fire Action, will move to the Panzer in J4 via J2 and J3 in hopes of beginning Armored Assault in the next MPh.  If assigned a Fire Action, the 4-6-7 would fire on the 6-4-8 in D1 (normal range with a Target) and would ignore the possibilities of Armored Assault.  If the Panzer were not present, the StuG is too far away to establish Armored Assault, so the 4-6-7 would check for Actions normally.

19.912 Night ENEMY Armored Assault. The requirement for ENEMY Armored Assault movement may not be necessary when the Time of Day for the Mission is Night.  To determine this, make a dr at the start of a Night Mission.  If the dr is 1, the ENEMY will use Armored Assault rules (19.91).  If the dr is > 2, the ENEMY does not use rule 19.91 for movement.

19.92 Movement Under Terrain and DLV. When possible, an ENEMY unit (vehicular or non-vehicular) will attempt to move utilizing the benefits of terrain and DLV (Sun Blindness, Heat Haze, dust, or vehicular dust) to the maximum extent, while still attempting to adhere to standard SASL and 19.91 Move commands, whether in Advance or Hold Attitude.

EX: In the previous example, assume Sun Blindness originates from the east (top of the illustration).  The 2-3-7 HS in H5 is instructed to move toward the building in hex D2.  It would do so through deir overlay hexes H4 and H3 (using deir TEM benefits), and then into the scrub hex G3 (so as to use the scrub TEM) and to also enter the Sun Blindness Zone in relation to the 6-4-8 British unit in D1.  In yet another case, if the StuG previously ceased movement in F1 from F2, an ENEMY unit currently in G3 might also be able to take advantage of Vehicle Dust in F2.

19.93 Vehicle Smoke Grenade Usage. On Desert Boards, an ENEMY armed vehicle will attempt to use Vehicle Smoke Grenades (F.10) when within 6 hexes of a FRIENDLY AFV or a Gun that is capable of eliminating it without the benefit of a CH [EXC: rear/side shot, 19.95].  If successful, the vehicle will stop in that hex, and if possible will fire from that hex using bounding fire.  During the FRIENDLY MPh, an ENEMY vehicle will attempt a vehicle smoke grenade usage following a MP expenditure by a FRIENDLY vehicle capable of eliminating it without the benefit of a CH if that vehicle is within 6 hexes and has LOS to the ENEMY vehicle.

19.94 Desert Bog/Immobilization. A vehicle will avoid desert bog hexes (wadi, F5.4251; sand, F7.31) using the same circumstances as described for standard SASL bog avoidance (S9.36).  Similarly, non-fully tracked vehicles will also avoid Hammada Immobilization (F3.31).

19.95 Rear/Side Shot. Unless an ENEMY vehicle is instructed to move toward a VPO or cannot achieve a rear/side shot due to Armored Assault (19.91) movement restrictions, an ENEMY vehicle with a functioning MA will:

· First attempt to maneuver to gain a rear shot on a FRIENDLY vehicle, 

· If unable to reach the rear aspect of a FRIENDLY vehicle will attempt to maneuver to gain a side shot against a FRIENDLY vehicle,

· If either a rear or side shot is not possible in the turn, the ENEMY vehicle will maneuver to possibly gain such a shot as soon as possible in a subsequent turn.

FOOTNOTES:

16. 19. DESERT SASL: The desert environment (arid conditions) requires special considerations for developing and playing a SASL Mission, mostly due to the general lack of terrain features and buildings, and its consequent result of increased visibility.  Warfare in the desert was conducted differently than in temperate climate locations due to these differences, therefore it should not be surprising that the SASL system needs to be modified as well.  The DSASL rules modify the existing SASL system to accommodate desert conditions.  All standard SASL rules apply, unless otherwise noted.  A thorough understanding of Chapter F is important.  Note the subtle difference in the definition of “desert”, “Desert Terrain”, and “Desert Board”.  “Desert” and “Desert Terrain” refer to conditions that occur in a desert (generally North or East Africa) and the terrain effects therein.  “Desert Board” is defined as the usage of any of (the currently published) boards 25 through 31, which includes true “Desert Terrain” plus “Steppe” and “Broken” Terrain types.  Some rules apply to the actions that occur on Desert Boards due to the lack of terrain, even though the action does not actually occur in a “desert”.  Other rules apply only to actions in the African desert and the player must be aware of these differences.  DSASL is a continuation of Chapter S.  Ownership of Chapter S is necessary to play DSASL.  Within DSASL, the chapter letter precedes rule citations to previous Chapter S sections and other ASL chapters, whereas citations wholly pertaining to DSASL (section 19) are not prefixed by an “S”.  Because DSASL is a continuation of ASL Chapter S, the footnote and page numbers continue where they ended in the original chapter.

17. 19.22 Desert Overlays: Placing desert overlays can be a very involved process.  Players may consider randomly drawing overlays from a box top and randomly distributing them on the boards to save time and die rolls.  Of course, you should never try to influence the results by manipulating this method.

18. 19.3 Arid and Semi-Arid Climate: ENEMY movement in SASL is engineered to occur as logically and realistically as possible.  However, it must be recognized that any artificial intelligence system cannot fully replicate a live opponent in a game as complex as ASL.  Subtle mistakes become even more apparent on Desert Boards where terrain restrictions are at a minimum.  As such, the generation of arid and semi-arid climate has been altered to provide a slight TEM advantage to the ENEMY side.  This is done by altering the procedures of F11 and thus allowing a slightly better chance (34% chance instead of 17%) of having the sun to the backs of an advancing ENEMY force, thus forcing Sun Blindness effects more often on the FRIENDLY side.  Because the ENEMY, by default, occupies the eastern half of the playing area this can be accomplished by having Missions occur more often in the early morning.

19. 19.56 Desert VP: See Chapter S Footnote 12 for the rationale of the VP multiplier of Temporarily Attached units/weapons.  “Special” Temporarily Attached units (19.44) used in DSASL, even though not actually part of the Campaign Company, should be considered to be more “organic” to the company than normal Temporarily Attached units.  Think of these units as armor/Gun support supplied on a semi-permanent basis.

20. 19.61 Determine the Number of Hold S?: In standard SASL the number of Hold S? counters used in a Mission is determined by the “density” of terrain contained on eligible non-Desert Boards.  Because Desert Boards do not have terrain densities equal to non-Desert Boards, an average of all potential S? placement possibilities for the boards specifically eligible for each Mission was determined.  The Desert Hold S? placement procedures were designed from this analysis so that players will encounter similar numbers of S? counters for each specific Mission.

21. 19.7 Long Range Activation: Units were more prone to open fire at long range and at greater distances in desert terrain due to the open expanses they were in.  Not only were units able to see further, but they also felt more vulnerable and the need for self-defense was harder to suppress.

22. 19.81 AFV Generation: The open expanses on Desert Boards present unique challenges to the ENEMY generation process.  The longer you have an unhindered LOS to a S? in non-concealment terrain, the less likely it will generate an armored vehicle.  That is why the special AFV 8 hex generation range cut off has been chosen for non-concealment terrain (but even so, there is the off chance that a vehicle will still be generated nearby if you roll a 1, 2 or 13 on Table A1).  Conversely, concealment terrain would hinder LOS to a large vehicle, whether close by or far away.  As Perry Cocke stated in the DSASL playtest: “…wadis, hillocks, and deirs should collect AFV like sugar collects flies.”

23. 19.811 Multiple AFV/SPG Generation: Multiple vehicle generation in the same hex also provides certain challenges to the design process.  A player would normally avoid vehicle overstacking, especially in the open desert. If more than one vehicle is generated in the same turn in the same hex, the extra vehicles are placed in a random adjacent hex. Think of this S? counter as representing a scattered platoon of vehicles.

24. 19.9 ENEMY Movement: The open expanses of the North African desert resulted in a modification to the fighting styles of the participants.  Instead of ample concealment provided by woods, brush, hills and valleys, infantry found themselves in the open, seeing, and being seen, for miles around.  The sparse cover available needed to be supplemented with whatever was at hand, with infantry desperately clinging to the shadows of armored vehicles.

Desert SASL is dedicated to those men, like my “Seabee” father, who walked the length of North Africa from Operation Torch to Victory.  Let us not forget that World War II is still claiming its’ share of victims.  In January 2000 my dad passed on from complications associated with his war wounds.

DESERT SOLITAIRE ASL CREDITS:

Design & Development: Frank Calcagno

Playtesters/Proofreaders: Michael A. Balis, Brian Blad, Alain Chabot, Perry Cocke, Scott Jackson, Kevin Kenneally, Charles Kruzshak, Steve Thorne.
APPENDIX B, INFANTRY TRAINING QUALITIES XE "TRAINING QUALITIES" 

 XE "APPENDIX C, TRAINING QUALITIES" 
	Training Category
	Special Qualifications
	

	
	Possible Training Outcome for Coy (does not apply to units other than the Coy being trained such as temporarily attached units)
	dr needed for successful training

	 
	 
	 

	Advanced Infantry 
	Improve the quality of Squads & Half Squads (one upgrade, if 
	1-2

	Training
	already highest, become Fanatic)
	 

	 
	 
	 

	 
	 
	 

	Ambush/Stealthy
	Stealthy
	1-4

	 
	 
	 

	 
	 
	 

	Assault Combat
	Qualifies to use Demo & FT, and SMC are given a smoke exponent of 1,
	1-3

	 
	add one FT and one DC to TO&E
	 

	 
	 
	 

	 
	 
	 

	Battle Hardening
	dr = 1 or 2:  +2 ELR;   dr = 3 or 4: +1 ELR; dr = 5:  +1 ELR & -1 half squad; 
	see center column

	 
	dr = 6:  No ELR change, -1 half squad (training accident)
	 

	 
	 
	 

	 
	 
	 

	Bicycle
	Each MMC has bicycles and have +1 MF if spend entire MPh mounted             
	automatic, no dr

	 
	on bicycles
	 

	 
	 
	 

	Captured Enemy 
	No captured use penalties,  must specify either SW, ORD, or Vehicles, 
	automatic, no dr

	Weapons
	and which nationality
	 

	 
	 
	 

	 
	 
	 

	Close Combat
	Stealthy, and all squads become capable of Spray Fire, Assault Fire, and
	1-3

	 
	an additional ambush drm of -1 (in addition to Stealthy drm)
	 

	 
	 
	 

	 
	 
	 

	Commando
	Stealthy, Scaling Ability, ELR+1 (max. 5), Climbing per B11.433
	1-2

	 
	 
	 

	DC & FT
	Qualified to use DC & FT, add 1 DC or FT per 4x squads (FRD)         
	1-4

	 
	 
	 

	 
	 
	 

	Desert
	-1 drm on entrenching attempts on desert boards
	automatic, no dr

	 
	 
	 

	 
	 
	 

	Elite/Fanatic
	Fanatic status (until broken for the first time)       
	1-3

	Ideology              
	 
	 

	 
	 
	 

	 
	 
	 

	Enemy Language
	-1 DRM for CC attacks made against and -2 DRM for Interrogation
	1-3

	 
	 
	 

	 
	 
	 

	Hand to Hand/Bayonet
	May voluntarily declare Hand-to-Hand CC (J2.31)
	automatic, no dr

	 
	 
	 

	 
	 
	 

	Improve Experience
	If initial ELR = 0 or 1 then ELR improves by 2
	1-4

	Level Rating
	If initial ELR = 2 or 3 then ELR improves by 1
	 

	 
	 
	 

	 
	 
	 

	Light Infantry
	Trade in your rifles and extra ammo for carbines.  All MMC have 6 MF, which cannot be increased for any reason, except when under Berserk status (MF of  8).  However, IPC drops from 3 to 2, and Inherent FP is 4 and Range is 4.
	1-5

	 
	 
	 

	 
	 
	 

	Mountain
	+1MF if all movement is on hills or mountains, qualified as
	automatic, no dr

	 
	Commandos for climbing (B11.433)
	 

	 
	 
	 

	 
	 
	 

	Military Operations
	Scaling buildings allowed (B23.424), Stealthy for Mop Up and 
	1-5

	in Urban Terrain
	search attempts
	 

	 
	 
	 

	 
	 
	 

	Night
	No +1 drm for night fire on IFT by these units.  MMC MF +1.
	1-3

	 
	 
	 

	 
	 
	 

	Recon/Scouting
	-2 drm to Concealment Gain Table & Stealthy.
	automatic, no dr

	 
	 
	 

	 
	 
	 

	Sapper
	Sapper qualified, add 15 unplaced mine factors to TO&E  
	1-4

	 
	 
	 

	 
	 
	 

	Short Swords
	Equip your force with Machetes, Kukri knives, or short swords and train the troops to be ferocious and fearless in close quarters.  Employ rule A25.43 (Gurkha –1 drm in H-H (J2.31)).
	1-3

	 
	 
	 

	 
	 
	 

	Small Unit Tactics
	May Deploy (A1.31) without a Leader per Finnish troop
	1-3

	 
	rules (A25.7) [EXC: must pass a  NTC without the +1 DRM] and
	 

	 
	may recombine per A1.32.
	 

	 
	 
	 


APPENDIX C, AFV TRAINING QUALITIES XE "TRAINING QUALITIES" 

 XE "APPENDIX C, TRAINING QUALITIES" 
	Training Category
	Special Qualifications
	

	
	Possible Training Outcome for Coy (does not apply to units other than the Coy being trained such as temporarily attached units)
	dr needed for successful training

	 
	 
	 

	Gunnery Aim Training
	-1 DRM To Hit
	1-3

	
	
	

	
	
	

	Gunnery Speed Training
	ROF +1
	1-2

	
	
	 

	 
	 
	 

	Turret Training
	Case A To Hit -1 DRM
	1-4

	 
	 
	 

	 
	 
	 

	Mobile Gunnery 
	Case B To Hit -1 DRM
	1-3

	Training
	
	 

	
	
	

	
	
	

	Ammo improvement
	To Kill +1 (specifcy AP, HE or HEAT)
	1-2

	
	 
	 

	 
	 
	 

	Ammo Storage 1
	Ammo Depletion # +1
	1-5

	
	
	

	
	
	

	Ammo Storage 2
	No red CS#
	1-3

	
	
	

	
	
	

	Smoke Storage
	sM, SD, SP +1
	automatic, no dr

	
	
	

	
	
	

	Captured Enemy 
	No captured use penalties,  must specify either SW, ORD, or Vehicles, 
	automatic, no dr

	Weapons
	and which nationality
	 

	 
	 
	 

	 
	 
	

	MG Gunnery
	MG IFT -1 DRM
	1-4 

	
	
	

	
	
	

	Close Combat
	CC +1 DRM
	1-2

	 
	
	 

	 
	 
	 

	Motor mechanics
	ESB -1 DRM
	1-4

	
	
	

	 
	 
	 

	Motor improvement
	MP +1
	1-4

	
	
	

	
	
	

	Maneuver Training
	Bog Check -1 DRM
	1-4

	 
	 
	 

	 
	 
	 

	Desert Movement
	No Red MP
	1-3

	 
	 
	 

	 
	 
	 

	Ideology  
	ML +1       
	1-5

	 
	 
	 

	
	
	

	Leadership
	Armor Leader can command 6 vehicles
	Automatic, no dr 

	
	
	

	
	
	

	Flag Communication
	Vehicles without radio can use platoon movement with 1 hex interval
	Automatic, no dr 

	
	
	

	
	
	

	Desert Camouflage 
	+1 DRM To Hit against own vehicles at > 16 hexes
	Automatic, no dr 

	
	
	

	
	
	

	Night
	No +1 drm for night fire.
	1-3

	 
	 
	

	 
	 
	 

	Gun Maintenance
	-1 drm to Repair rolls (specify Gun or MG)
	1-5 
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