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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 Central Stalingrad 1942  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. 

2.5 Campaign Master XE "Campaign Master"  (CM):  Generate initial Weather and Environmental Conditions; Generate Missions to be played and assign these to the BTN CO; keep the campaign moving along. Additionally,
· Process AARs, determine Mission Victor,  and eliminated/wounded SMCs‘ fate
· Issue Mission Orders with scenarios and mapboards 

· Send Mission Orders to BTN COs 

· Determine use of captured SW, vehicles, and equipment

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.  The Campaign Masters can be contacted by:

hans@mielants.com
joergen.holmquist@swipnet.se
2.6 Division, Regiment, and Battalion Commanders XE "Commanders"  (DIV 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 AAR report to CM; Make decisions regarding ambiguous orders, scenarios, or rules in absence of the CM; COs 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).
2.7 Company Commander (Coy CO) XE "Company Commander" : Receive Combat Orders from Battalion 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 Btn 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 Btn 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.  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.
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).

4.5 (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. 
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) 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

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 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 (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 2-2-8 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 Russians is 3 and for Germans is 4 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 Valor of the Guards SASL XE "DESERT SASL"  (VotG SASL) Rules:  Appendix A includes an edited version of special rules for Valor of the Guards SASL which will apply to our Central Stalingrad 1942.  Credit to Tom Morin  for these rules.
APPENDIX A, VotG SASL XE "APPENDIX A, TSASL" 
20. Valor of the Guards SASL

20.1 REPLACEMENT TABLE: All references to the original SASL tables, refer to the replacement tables below. The following Solitaire ASL Chapter S tables are replaced by the ones included herein: A1, A5, A9e, A11, G2, G4, G5, G6a, G9, R2, R4, R5, R6, R9 and R10. 

20.2 VALOR OF THE GUARDS RULES MODIFICATIONS/CLARIFICATIONS: deleted
20.3 SOLITAIRE ASL RULES MODIFICATIONS: Several rules previously set forth in Chapter S are modified for use during VotG SASL games: 

Table A4b: Movement rosettes may be backwards depending on the ENEMY nationality and FBE. For any such instance, align the appropriate hex rosette such that movement is toward the FBE. 

3.321 MOVEMENT OF S?: Unless otherwise specified by MSR, a S? in Advance Attitude moves towards the closest Friendly-Controlled VPO or Friendly board-edge hex; use a Random dr if > 1 hex qualifies. 

4.12 PLACEMENT ON BUILT-UP MAPBOARDS: The entire VotG map (or portion thereof) is considered to be a built-up mapboard. 

4.21 & 4.22 ENTRY: deleted

5.1 ACTIVATION CHECK: The AC drm on the Chapter S divider are NA; instead use the following AC drm: 

Cumulative AC drm: 
–1 if S? in Hold Attitude is in a VPO Location. 

–1 if S? in Advance Attitude is in or ADJACENT to a FRIENDLY Controlled VPO Location. 

–1 if ≥ 1 already activated ENEMY unit that is in Advance Attitude is within two hexes/the same building as the S?. 

–1 if Russian ENEMY and S? is in/ADJACENT to a Fanatic Strongpoint Location. 

–1 if German ENEMY and S? is in a level 2 building Location. 
5.712 IN BOG TERRAIN: A vehicle activated from a S? in Advance attitude in Bog Terrain is activated in bypass if possible and thereby avoiding Bog DR. 

5.73 LEADER GENERATION: If Russian ENEMY and a DR on table A1 or R10a results in a Leader being Activated along with ≥ one NKVD MMC and/or ≥ one 4-2-6/2-2-6 MMC, then use table R3a (instead of table R3) to determine the leader received. 

5.742 FORTIFIED BUILDING LOCATION: If a fortification Activation occurs in a building Location and the dr {A5} results in a successful Entrenchment generation, that building Location (and each such level beneath it) is henceforth Fortified (B23.9). 

5.7421 NKVD STRONGPOINT: If ≥ one NKVD MMC and Commissar are activated in a Fortified Building Location, the building immediately becomes a NKVD Strongpoint (CG11.1c, V12.4) and all remaining ground-level Locations of the building are Fortified, even if previous attacks were made without the Fortified Building DRM. 

5.753 MORTAR: A mortar of ≤ 60mm Activated in a non-Roofless building/pillbox Location is replaced by a MMG; if ≥ 70mm a HMG is instead Activated [EXC: if NKVD/4-2-6 MMC SW is a MMG]. 

5.761 INSIDE/OUTSIDE: If a Gun is Activated in a Factory or Roofless building Location, randomly select the Inside (1-3) or Outside (4-6) Gun Generation Table {x5} to be used [EXC: reroll for a mortar Activated in a non-Roofless Factory Hex]. 

6.3061 ENEMY DC UNIT: A Good Order ENEMY unit armed with a

 DC automatically receives a Move Command and will attempt to place the DC in an ADJACENT Target Location. Such a unit without an ADJACENT Target will move until it has an ADJACENT Target. Such an Infantry unit with a DC SW uses Assault Movement into best cover when attempting to place the DC. 

A Good Order ENEMY unit armed with a DC determines its Target using the following priorities: 

Priority List: 
1. ADJACENT Target; 

2. Target in VPO Location; 

3. Target in a Fortified Building Location 

4. Location with most Known Infantry Targets 

5. easiest-to-kill vehicular Target. 

6.30611 BREACH ATTEMPT: An attempt to place a DC against a Target in a Fortified Building Location is instead resolved as a Breach attempt (A23.711; A23.9221) on a dr ≤ 3 [EXC: if the hexside has been previously breached]. 

6.30612 THROWN DC: A Berserk ENEMY unit using Defensive Fire or Advancing Fire will always throw a DC at a Target (including a same Location Target). An unpinned Good Order ENEMY unit will throw a DC at a Target during Defensive Fire only if it passes a NTC, using the Target’s TEM and any FFMO/FFNAM modifiers as TC DRM. 

6.312 IMPROVED POSITIONS: For purposes of determining Automatic Actions for an Activated ENEMY unit that is in Hold Attitude, a stone building or stone rubble Location is not considered to be an IP [EXC: unless it is a fortified building Location]. 

6.4 AFV RIDERS: An ENEMY AFV Rider must attempt to disembark if the AFV has expended a stop MP; if insufficient MF remain, the ENEMY AFV Rider will attempt to dismount in the next MPh if the AFV is marked with a Prep Fire marker. 

8.14 SUSTAINED FIRE: During Subsequent First Fire an ENEMY unit firing MG/IFE will use Sustained Fire only if it passes a NTC; cumulative TC DRM include the Targets TEM, LOS Hindrances, FFMO/FFNAM, +1 for CX and +1 if the Weapon has an Original B# < 12. Berserk ENEMY units and ENEMY units firing MG/IFE as FPF will always use Sustained Fire, no NTC is necessary. 

8.51 & 8.53 FIRE GROUPS: A Multi-Location FG should be formed in the PFPh or DFPh if the current FP of a unit/stack would be insufficient to achieve at least a NMC result on the IFT. 

8.6101 FIRE LANES: An eligible ENEMY MG will place a Fire Lane only if it passes a NTC, using the Target´s TEM, LOS Hindrances and any FFMO/FFNAM modifiers as TC DRM [EXC: if Panicked]. 

VALOR OF THE GUARDS SOLITAIRE ASL CREDITS:

DESIGN: Tom Morin 

DEVELOPMENT: Tom Morin, Jörgen Holmquist 

MISSION DESIGNERS: Tom Morin, Jeff Wright 

PLAYTESTERS: Tom Morin, Jörgen Holmquist, Peter Kossits, Andreas Larsson, Hans Mielants, Edwin Siu.
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