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Definitions XE "Definitions" 
BTN:  Battalion

CO:  Commanding Officer, Commander

COY:  Company

CM:  Campaign Master

DIV:  Division

OB:  Order of Battle (same as TO&E)
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 Bessababia GSASL Campaign.  This was developed by merging and editing  Chapter S, MMP’s GSASL,TSASL, and custom rules.

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 (hope​fully) achieve that win. In a SASL CG Mission, 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. 

2.11 Additional Independent Coys may also be assigned at the Regimental or Divisional, levels. One player within each BTN, RGT, and DIV will also serve as the commander for that unit. 
2.2 Approximately every 3-6 weeks (depending upon the speed of play of the GSASL players) orders will be issued by the Campaign Master to the each BTN CO, who will assign any additional assets he feels appropriate for the mission and issue orders to his subordinate units. 
2.3 During the course of the campaign, players will find that real life activities may prevent playing the assigned mission. It is essential to communicate such to one’s CO. 

2.31 If an absence will last more than one or two months, a player may request that his Coy be transferred to the rear until he can return. This would insure that he would be able to keep the same Coy when he returns. 

2.33 If a player who is a commanding officer either leaves the campaign, or is unable to perform his duties for a month or two, his position will be covered either by his superior officer or another officer until he is either replaced or able to return to active duty. 

2.34 If a GSASL commander has not requested R & R status from his GSASL superior officer and the commander has failed to communicate with his superior officer for two (2) consecutive Primary Missions, the GSASL commander will be and subject to permanent removal from the GSASL campaign without further notice. 

2.35 Commanders at higher than Coy level may themselves run their own Coy. However, that Coy will be assigned to a different, BTN and/or RGT--to the greatest extent possible--so the Company commander does not also serve as his own superior.
2.4 Duties for each command level depend greatly upon the size of the GSASL campaign being run. For all practical purposes, the highest commander in the GSASL OB is the Campaign Master. 

2.5 Campaign Master XE "Campaign Master"  (CM):  Generate initial Weather and Environmental Conditions to be used in the current Mission; Generate Missions to be played and assign these to the BTN CO; and keep the campaign moving ahead in a timely manner. Additionally,
· Process AARs, determine Mission Victor, loss of training qualifications

· Determine mission victor and which side is on the offensive or defensive

· Issue Mission Orders with scenarios and mapboards for missions 

· Send Mission Orders to BTN COs for issuing of  Coy assignments and BTN assets

· Design missions alternately for each side
· Determine use of captured SW, vehicles, and equipment

· Determine Mission Result:  Marginal Victory:  Side that wins > 50% of scenarios; Overwhelming Victory:  Side that wins > 80% of scenarios

2.51 CM Communication Frequency:  It is almost always helpful to acknowledge receipt of any email communication; please keep that in mind when using email.  The Campaign Masters can be contacted by:

rum-rus@hotmail.com
  
hansmhub-sim1@yahoo.com
2.6 Battalion Commander XE "Battalion Commander" : Receive weather, EC and mission info from CM; Maintain a list of the mapboards owned by each of the Battalion’s Coy COs; Pass on weather and EC info to the Coy COs; Assign primary and secondary (within parameters set by CM) GSASL missions to the Coy COs; Assign all pre-mission temporarily attached units for any missions assigned to the Coy COs per their missions; Calculate and assess Generate mapboards (see 4.9), layout and VPOs (if any) for each Coy CO’s mission (unless provided in Combat Orders) and pass the same on to the Coy CO; make recommendations for medals and decorations, make recommendations for postings of outstanding war stories; inform CM of any understrength Companies; Assign any post-mission refit additional replacements to understrength Companies; and most importantly, "crack the whip" on the Company Commanders to keep the campaign moving ahead in a timely manner.  Additionally,
· Assign BTN HQ and upper-echeolon assets for each mission

· Assign each Coy one of the mission’s scenarios 

· Develop Combat Orders for each Coy from the CM’s Mission Orders

· Collect and consolidate AARs and submit report to Campaign Masters

· Re-assign Pltn Leaders among Coys

· Make decisions regarding ambiguous orders, scenarios, or rules in absence of the CM

2.7 Company Commander XE "Company Commander" : Report to Battalion HQ which ASL mapboards you own; Receive weather, EC, mission and attached unit info from Battalion HQ; Check for "devastated city", depth of streams and for existence and type of bridges; Make all other Pre-Mission DR/dr (SAN, RE, etc.[EXC: Temp. attached units which are allocated by Battalion HQ]); Generate In-Mission additional activated mapboards lay out and VOPs (if any), Play primary GSASL mission in a timely manner; Calculate value of all VPOs; Play secondary mission if time permits; Keep an accurate record of mission results by posting a Mission AAR to Battalion HQ; If understrength (less than 70% US# after post-mission refit) report to Battalion 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 FRIENDLY casualties from your Coy, attached HQ units, and other attached units.  This should be reflected in your AAR.
· Players must distinguish Coy and Btn units, vehicles, and equipment from temporarily attached reinforcements and RE reinforcements because casualties must be accounted for and exact records kept regarding whether the casualties are from the Coy, Btn, or other units.

· After completion of each scenario an AAR must be submitted to Btn HQ.  AARs are done in excel.xls.  Samples of the AARs are 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.
3.0 MISSIONS XE "MISSIONS" 
3.1 A Primary Mission, and often, a Secondary Mission, will be assigned to each Coy each month. 

3.11 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). 

3.12 Not all players will have access to all ASL boards at all times. Coy COs will inform their BTN CO as to which mapboards they own. If a board is not available, 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.   See 2.9.
3.2 Your Primary mission each month is the main activity that your Company 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 Company is pressing, to follow-up on a situation on the battlefield; 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 activities (5.0). 
3.5 For any Coy that wins a Secondary Mission scenario, the following two post-scenario action 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 company 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 company. 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 step S17.74. 
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 (available for the next Mission) [EXC: if eliminated subsequently due to wounds]. 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 FRIENDLY forces granted due to MSR, FRIENDLY RE reinforce​ments, captured equipment, and CM’s Mission Orders. Each surviving Temporarily Attached unit is returned to the counter mix at the conclusion of a Mission (S17.61), and is not available for the next CG Mission.

4.4 (S17.1321) VP VALUE XE "VP VALUE" : A Temporarily Attached unit(s)/Weapon(s) elimi​nated/captured by the ENEMY in the previous Mission is worth a num​ber of Casualty VP (A26.22) to the ENEMY equal to 1.5 times its nor​mal VP value (if any) (FRD) [EXC: If Russian/Chinese].
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 appropriated length and width in hexes).  

5.0 POST MISSION REFIT SEQUENCE XE "POST MISSION REFIT SEQUENCE" 
The following steps are taken at the completion of each mission.  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.

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

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

5.2 (S17.3) COMPANY CASUALTIES XE "COMPANY CASUALTIES" : During a CG Mission the player must separate casualties incurred by the FRIENDLY Coy into two groups:

S17.31 RETAINED XE "RETAINED" : Each Directly Attached (S17.131) non‑prisoner unit eliminated during the previous Mission due to double break (A10.3), Casualty MC (A10.31), Fate (A10.64), unarmed unit Casualty Reduction (A20.54), or Ex​treme Winter (E3.742) is Retained in the FRIENDLY Coy’s OB (in an unbroken state) at the conclusion of the Mission. Also, each Directly Attached Weap​on removed during a Mission due to non‑deliberate malfunction is Re​tained. Each Retained unit/Weapon is available for the next Mission played [EXC: as per MSR]. Place each such unit/Weapon thusly removed in the “Eliminated & Retained” box at the bottom of the SASL CG Roster.

S17.32 ELIMINATED XE "ELIMINATED" : Each Directly Attached FRIENDLY unit re​moved by any other means (e.g., CC, KIA, K/#, Failure to Rout Commissar rally, Capture, Interdiction, Surrender, Falling, non​-Survival; see also S17.43 & S17.621) is eliminated from the compa​ny’s OB (but is subject to Replacement in step S17.8). Each Directly At​tached Weapon unpossessed/Captured at Mission end, eliminated due to Self Destruction (A9.73) or Random Destruction (A9.74) is also removed from the company OB. Place each unit/Weapon thusly eliminated in the “Eliminated from OB” box at the bottom of the SASL CG Roster.

5.3 (S17.4) MISSION END XE "MISSION END" : Upon conclusion of a CG Mission the player must resolve each of the applicable following situations (S17.41‑.44) in​volving FRIENDLY unit(s). Victory of the Mission (S17.5) is not deter​mined until each such necessary step is resolved.

5.4 (S17.41) CLIMBING UNIT: XE "CLIMBING UNIT\:"  Each FRIENDLY unit on a Climb marker must be placed in either the Location it was attempting to reach or the Location it left when it began to climb (your choice). If the Location the unit is placed in contains an ENEMY unit(s) mark them all with a Melee (not CC) marker,

5.5 (S17.42) IN MELEE XE "IN MELEE" : All units in Melee must undergo an (unlimited) number of CC rounds until no Melees exist. Such units are free to per​form any/all normal CCPh activities associated with Melee (i.e., Capture attempts, Withdrawal, attack, etc.). Consider the ENEMY side the AT​TACKER only if the Prevailing Attitude was Advance in the just‑com​pleted Mission. Following the conclusion of the first such post-Mission round of Melee in a Location, each still‑concealed unit therein loses its “?” and each vehicle currently in Motion is removed from Melee.

5.6 (S17.43) ENCIRCLED XE "ENCIRCLED" : Each Encircled FRIENDLY unit [EXC: if prison​er] must take a 1TC (leader DRM applies). Each such unit failing the 1TC is considered KIA. Any Weapon that such a unit possessed may be immediately possessed by another FRIENDLY unit in that Location (if any); otherwise such a Weapon is eliminated (S17.32). Each such unit that passes its 1TC is considered to have survived the Mission (and Retained if Directly Attached).

5.7 (S17.44) IN MINEFIELD XE "MINEFIELD" : Each FRIENDLY vehicle/its PRC in any type of minefield Location undergoes the appropriate type(s) of mine attack(s), fully resolved in the normal manner, as if it were attempting to exit the Location. Each FRIENDLY Infantry unit in an A‑P mine​field Location (including PRC just‑debarked due to a minefield attack) must undergo a mine attack as if attempting to exit the Location; [non‑armor] leader DRM applies. Each such surviving unit (even if broken) is considered to have survived the Mission (and Retained if Directly Attached; S17.31).

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.  Sometimes, multi-scenario missions have one victory/defeat determined for the entire mission, at other times, each individual scenario have victory/defeat determined.
5.9 (S17.6) FRIENDLY UNIT REMOVAL XE "UNIT REMOVAL" 

 XE "FRIENDLY UNIT REMOVAL" : At this time the player sep​arate 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 returned to the counter mix and is ineligible for any further involvement [EXC: a hero created from a Directly Attached MMC is not eliminated until Squad Seasoning (S17.74) 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 (such as in a multi-scenario mission).

5.13 (S17.621 WOUNDS XE "WOUNDS" , replaced as follows):
It is possible that a wounded leader may not be available for the company’s next mission . Make a dr and consult the following table to determine the effects of the wound. 
	PRIVATE
dr
	Effect

	1-3
	No effect. The leader fully recovers and is available for the next mission. 

	4
	The leader remains wounded and plays wounded in the next mission with all the associated effects. After the next mission the leader automatically recovers and the wound effects are removed 

	5
	Make a second dr. On a 1-4 the leader misses the next mission. On a 5- 6 the leader will miss the next two missions. After the leader has missed the required number of missions he may return to active duty fully recovered

	6
	The leader is transferred out of your Company to recover from his wound and is replaced with a new leader (roll on S17.81 for the new leader)


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 automatically replaced with an equivalent size FRIENDLY MMC of the same Class and type (A1.25) of MMC it was before it became unarmed. If this can​not be recalled, substitute a Conscript (or Green, depending on nationali​ty) MMC type of the appropriate size.

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

 XE "COMPANY IMPROVEMENT" : At this point the player has deter​mined all of his company’s surviving Directly Attached units/Weapons. Perform the following steps (S17.71‑.75) in the order presented to deter​mine units eligible 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. Regardless of the outcome, 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 [EXC: there is no effect if the leader is already the best possible type for that nationality, or is a 10‑0 commissar].

5.20 (S17.73) LEADER XE "LEADER"  PROMOTION XE "PROMOTION"  & DEMOTION: 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) “up for” promotion. Make a Promotion dr for each such selected leader: on a Final dr of ( 4 the promotion “comes through” (the leader is immediately Battle Hardened). Reverse the leader’s current leadership DRM as a drm for his Promotion 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 is “demoted” 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”; Japanese leaders are subject to a ‑1 drm due to the severity of the Code of Bushido). If all FRIENDLY leaders are al​ready the lowest type there is no effect.

5.21 (S17.74) SQUAD SEASONING XE "SQUAD SEASONING" : Regardless of which side won the last Mission, 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 [EXC: no dr is made if all Re​tained MMC are Elite]. 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 [EXC: a number of HS may be Retained not to exceed the number listed in the current company’s OB; S18.5].

5.23 (S17.8) COMPANY REPLACEMENTS XE "COMPANY REPLACEMENTS" : If the player’s Coy is not currently at full strength the following steps (S17.81-.84) are performed in the order presented to determine if any replacement unit(s)/Weapon(s) are received. Each replacement received becomes Retained in the Coy’s OB.

5.24 (S17.81) COMPANY LEADERS XE "COMPANY LEADERS" : Make a dr on the following table for each leader the company is missing (this table is also used to generate each original leader for the CG company). Apply drm as applicable. Reroll if such a leader is not available in your countermix.
	Final dr
	Other

	( 0
	9-2

	1
	9-1

	2-3
	8-1*

	4-5
	8-0*

	6
	7-0

	( 7
	6+1

	
	

	Russian drm

+1 1941‑9/42

	Axis Minors drm

	0

	Generic drm

	-1 if Coy Majority Squad Type is Elite

	+1 if Coy Majority Squad Type is Conscript/Green


 * If the FRIENDLY side is pre 11/42 Russian and if no Commis​sar (A25.22) is currently Retained, a just‑generated 8‑1 leader may be immediate​ly exchanged for a 10‑0 Commissar (or a just‑generated 8‑0 may be exchanged for a 9‑0 Commissar) on a Subsequent Final dr of ( 3. There is a ‑1 drm per Re​tained Conscript squad.

5.25 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.  

5.26 (S17.82) SQUAD/HS REPLACEMENT XE "SQUAD/HS REPLACEMENT" : Determine the number of squads that a company of the player’s type and nationality should have at full strength (S18.2) depending on the date of the next Mission to be played. If the number of Retained squads/HS-equivalents is currently < this num​ber by ( one squad make a dr on the following Squad Replacement table to determine if squad/HS replacement(s) are granted. The result is the number of replacement squad/HS unit(s) received. Replacement units in excess of the number needed to bring the company OB up to full strength are forfeit. A HS can be selected in lieu of a squad (and Recombined with an already Retained eligible HS) to complete the company OB. The class/type of each Replacement squad/HS is determined in S17.821.
SQUAD REPLACEMENT TABLE

	Final DR
	Result

	( 0
	4

	1
	3

	2-3
	2

	4‑5
	1

	( 6
	0


Cumulative DRM:

‑1  Per full squad (> one) the company OB is short of full strength, for the next Mission’s Date

5.27 (S17.821) MMC REPLACEMENT CLASS & TYPE XE "MMC REPLACEMENT CLASS/TYPE" : To determine the type of each Replacement Squad/HS granted in S17.82 make a dr on the Com​pany MMC‑Type Replacement Table (make a separate dr for each MMC).  Cavalry Coys must see 5.32 which states all MMC casualties replaced in a Cavalry Coy are 5-2-7 and 2-2-7 for Russians and for Rumanians 5-3-7 and 2-2-7.
	MMC‑TYPE REPLACEMENT TABLES

	Final dr
	Type

	( 1
	Elitee

	2-4
	First Line1

	5
	Second Line2

	( 6
	Conscript/Green

	Russian drm

	+1 1941‑9/42

	Axis Minors drm

	0


Cumulative drm:

‑ 1 If ( 50% of Personnel (in US#) of current CG Company OB is elite

‑2 If Company is “Elite” type (e.g., Paratrooper, SS, Guards)

+1 Axis Minor/Finns/Italian

e  Must be the type that a listed MMC of that Company OB would become if it were to BH.

1  Must be the same type as listed in that Company’s OB.

2  Substitute Conscript or Green MMC (depending on nationality) if Se​cond Line not available.

5.28 (S17.83) SWT REPLACEMENT XE "REPLACEMENT" 

 XE "SWT REPLACEMENT" : Make a dr for each ATR/MTR/PSK/BAZ Retained with no manning SWT: an Original dr of ( 4 re​sults in the SWT being replaced, otherwise there is no effect [EXC: ​the SWT cannot be replaced if that SW is no longer listed in the cur​rent Coy OB]. See also S17.84.

5.29 (S17.84) NON-VEHICLUAR WEAPON REPLACEMENT XE "NON-VEHICLUAR WEAPON REPLACEMENT" : Make a replacement dr for each non-vehicular Weapon the Coy is missing. On an Original dr of ( 4 replace​ment occurs; on an Original dr of ( 5 there is no effect. Each ATR/MTR/PSK/BAZ replaced without an already Retained SW Team (SWT) to man it auto​matically receives a replacement SWT.

5.30 AFV REFIT FOR TSASL XE "TSASL"  COYS XE "AFV REFIT FOR TSASL COYS" :  The following actions are used for TSASL Coys.
TSASL 17.31 RETAINED: XE "TSASL 17.31 RETAINED\:"  Replace all by “Each directly attached (S17.131) unit Eliminated during last Mission is Retained on a dr ≤ 2 and each Immobilized unit is Retained on a dr ≤ 5 if the hex was controlled by the FRIENDLY side at Mission End.  If unsuccesful the unit is not available but can be rolled for in a next Mission. Each directly attached (S17.131) Recalled unit is automatically retained as is an Abandoned unit if the hex was controlled by the FRIENDLY side at Mission End.”  All Retained units are operational for next Mission (e.g.have all weapons repaired and are mobile).  Roll for Availability for each unit.  A final DR of 12 (+1DRM for red MP vehicles) makes the unit unavailable for next Mission.”

TSASL 17.622 WEAPONS XE "TSASL 17.622 WEAPONS" : Each Retained broken vehicular Weapon is automatically re​paired. Each Low/depleted ammunition type is replenished.

TSASL 17.81 AFV LEADERS XE "TSASL 17.81 AFV LEADERS" : Note : a 7-0 or 8-0 result means no replacement,  a 6+1 means Inexperienced crew.

	Final dr
	Russian & Rumanian

	( 0
	9-2
	Russian drm

	1
	9-1
	+1 1941‑9/42

	2-3
	8-1
	Axis Minors drm

	4-5
	
	0

	6
	

	( 7
	Inexperienced

	
	

	
	Generic drm

	
	‑1
If Company’s Majority Squad Type is Elite

	
	+1
If Company’s Majority Squad Type is Conscript/Green


TSASL 17.82 Tank, SPG or TD REPLACEMENT XE "REPLACEMENT"  XE "TSASL 17.82 Tank, SPG or TD REPLACEMENT" : First determine the number of Tank, SPG or TD that a company of the player’s type and nationality should have at full strength (S18.2) depending on the date of the next Mission to be played. If the number of Retained Tank, SPG or TD is currently < this num​ber by ( one squad make a dr on the following Tank, SPG or TD Replacement table to determine if Tank, SPG or TD squad/HS replacement(s) are granted. The result is the number of replacement Tank, SPG or TD received. Replacement units in excess of the number needed to bring the company OB up to full strength are forfeit. The class/type of each Replacement Tank, SPG or TD is determined in S17.821.
AFV REPLACEMENT TABLE

	Final dr
	Type

	≤ 1
	One line down*

	2-5
	Same type as starting OB type

	≥ 6
	One line up*


 

	Final DR
	Result

	( 0
	4

	1
	3

	2-3
	2

	4‑5
	1

	( 6
	0


Cumulative DRM:

‑1  Per full Tank, SPG or TD (> one) the company OB is short of full strength, for the next Mission’s Date

* Line of the Chapter H Vehicle Rarity Chart (NA If different Class. i.e. do not pass a bold line).  Move to the next line if the unit is not available on the current date.

TSASL 17.83 AFV REPLACEMENT CLASS & TYPE XE "AFV REPLACEMENT CLASS & TYPE" :  Replace all (EXC Cumulative drm) with “To determine the type of each Replacement AFV granted in  S17.82 make a dr on the AFV Replacement Table (make a separate dr for each AFV) 

 

STUN/stun REMOVAL XE "STUN/stun REMOVAL" : All vehicles suffering from STUN/stun consult the following table prior to the next Primary Mission: 

	PRIVATE
dr
	Result

	1
	STUN/stun removed

	2
	STUN/stun removed

	3
	stun removed; STUN replaced by stun

	4
	stun removed; STUN replaced by stun

	5
	No improvement

	6
	No improvement


stun - vehicle available for upcoming Primary Mission; STUN - vehicle unavailable for upcoming Primary Mission. In either case, a spare vehicle crew may substitute for one affected by stun/STUN. 

VEHICLE CREWS XE "VEHICLE CREWS" : During set up, the number of vehicle crews may not exceed the number of available vehicles [this is to prevent them being used as Infantry while awaiting vehicle replacement]. 

5.31 (S17.9 REST & REFIT XE "REST & REFIT" ): If, after all replacements are received, the player’s company is at < 70% (FRD) of its full strength in total US# (A1.6) for the next Mission, the company is temporarily “withdrawn from front‑line ser​vice” in order to rebuild. The Mission for the next month (week) must be skipped and steps S17.82‑.9 are repeated until the company is at ( 70% strength. Each such repetition of this process is considered the passage of one month (week). To aid in this calculation, each company’s full‑and 70%‑strength US#, respectively, is given in brackets after the company’s eligible date period (S18.21). For each month (or week) thusly skipped, the FRIENDLY player loses 1 CG VP.14
5.32 CAVALRY REPLACEMENTS XE "Cavalry Replacements" :  Any missing Horses or Wagons are replaced with a dr <= 4.  All MMC casualties replaced per 5.27 in a Cavalry Coy are 5-2-7 and 2-2-7 for Russians and for Rumanians 5-3-7 and 2-2-7.

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. A player should submit an AAR even if he was not able to complete his mission. Once an officer receives all of the AARs for his command, he forwards them to his commanding officer. This process continues up the chain of command until the AARs reach the Campaign Master.The AAR form and sample completed AARs are available from CM. 
5.34 BTN REPLACEMENTS XE "REPLACEMENTS"  XE "BTN REPLACEMENTS" :  BTN HQ MMC and equipment replacements for losses are determined by BTN CO by making a dr.  On a dr of 1-3 the eliminated unit/equipment is replaced. This dr is conducted once per each post-mission RePh for each missing MMC and equipment.  

For any BTN SMC being replaced per the above paragraph, make a DR on Table x2 of the SASL charts.  No DRM apply, and if no leader is selected according to the table, the SMC is not replaced in this RePh.
6.0 GSASL STANDING ORDERS XE "STANDING ORDERS" 

 XE "GSASL STANDING ORDERS" 
The following Standing Orders apply to all GSASL campaigns in progress and players thereof.

6.1: All players shall play honestly. While detection of cheating in GSASL is impossible, overly successful commanders will be rewarded with the most impossible tasks to perform. 

6.2: The Chain of Command shall be strictly adhered to. No subordinate GSASL commander may pass over his immediate superior with a GSASL campaign game question or mission-related complaint. Out of game character inquiries may be made to the Campaign Master in the dire circumstances of email failure or the unexplained absence of a superior officer.

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 (See GSASL Standing Order #4) or b) added to, eliminated or modified in GSASL orders coming from a superior officer. 

6.4: GSASL Coy Cos shall not generate their own Pre-mission temporarily attached units under any circum​stances, especially if omitted in the orders from a superior officer, even if the SASL mission card directs such generation. 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 by that player. Pre-mission temporarily attached units may be declined by the company commander if the SASL mission rules so allow. 

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 an answer is not forthcoming from the superior officer within 24 hours, 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 BESSARABIA SPECIAL RULES XE "CUSTOM BESSARABIA SPECIAL RULES" 
7.1 TRAINING APPENDIX / SPECIAL QUALIFICATIONS XE "SPECIAL QUALIFICATIONS" 

 XE "TRAINING APPENDIX / SPECIAL QUALIFICATIONS" :  The Training Appendix is available from CM.  Any special training qualifications for a Coy may be lost due to casualties because replacements from HQ will not have the special training.  The CM will notify each Coy CO if any special qualifications are lost.

Each Infantry and Cavalry Coy is allowed one training category at the start of the campaign.  Any special qualifications are lost once the Coy receives cumulative replacements of => 50% of its original US#.  Additionally, the RUM Btn CO may select one training category for the Btn.  

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 who should also not be used as an additional infantry leader by the companies.  This Btn FO can be represented by one of those blank SMC counters out of Squad Leader, a Hero or a 8 Morale SMC counter.   This FO SMC specialist does not act as an infantry leader or scout, nor does he count for holding VPOs, he only conducts OBA and only portages a radio.  Don’t forget, for Command Control purposes there is a –1 DRM for having a radio/OBA.  Capabilities are:
8 morale, 9 on the broken side; 1 FP;  range of 4; 6 MF

At times, Btn may assign someone to carry the FO’s radio with him.  In this case the FO team will be represented as a 1-2-6. Don’t forget, for Command Control purposes there is a –1 DRM for having a radio/OBA.

The FO may not portage anything except radios, and cannot capture or hold VPOs.  The SMC FO may not act as a leader, sniper, or scout.

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 four 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 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.

Unless specified in Mission Orders, or by RE, Coys do not have access to OBA, aside from the above mentioned Medium Mortar Btn OBA.

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 is Historical; 2 for both sides.

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.
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