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RSASL Mission A1

Deep Recon

BRIEFING:

Your Recon unit is to advance through Enemy territory, detect as much as possible suspected Enemy positions and capture some interesting Enemy units all while minimizing your losses as much as possible. Beware for Enemy units appearing out of the blue.

PREVAILING ATTITUDE (3.2): Hold{A2b}[EXC. Grey S? have an Advance Attitude {A2a}].
 

MISSION TABLES: 

	Enemy SAN dr
	Result
	Friendly

SAN dr
	Result

	≤ 3
	4
	≤ 5
	3

	≥ 4
	3
	≥ 6
	2


 

	Enemy RE dr
	Result
	Friend RE dr
	Result

	≤ 3
	3/4
	≤ 3
	2/3

	4
	4/5
	4-5
	3/4

	≥ 5
	5/6
	
	


	Enemy

AC dr
	Result

	≤ 2
	2

	≥ 3
	3


MAPBOARD SELECTION & ACTIVATION (13.): 

MAPBOARD SELECTION: A8c
INITIAL MAPBOARDS: 

2 boards are determined before play begins.  N(
	
	


MAPBOARD ACTIVATION: Several additional mapboards may be activated (one at the time) during play at the EBE or a side adjacent to the EBE.  Such an additional mapboard is automatically activated whenever a Friendly unit(s) enters a Location within 6 hexes of a whole hex of a potential mapboard with LOS to that mapboard.
S? PLACEMENT (4.): 

Place Enemy S? as per 4.1 case a on both boards. In addition, on a dr 2 < than the current turn number roll a DR.  This is the number of grey S? the Enemy will receive.  Randomly determine entry on the EBE, north edge or south edge (if  possible) of any of the active boards.

SEQUENCE:

Friendly units enter along FBE.  Friendly side starts first.

 

MISSION END (see also 12.5): 

At the end of Game Turn 12 and at the end of each turn thereafter, perform a dr. If the result is ( 1 the Mission ends immediately.  There is a –1 drm for every turn completed after turn 12.

 

VP SCHEDULE (12.6;9.41;17.1321):

· The Enemy side gains 2 VP for each CVP inflicted. 

· The Enemy side gains 1 VP for each S? on any mapboard at Mission end. 

· The Friendly side gains VP for every CVP captured at Mission end. 

· Friendly side gains 2 VP for each additional mapboard activated
 

MISSION SPECIAL RULES:

1. An RE can occur even if no Enemy units have been Activated.
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