
 Up Front Scenario JHJ/T8: Aachen's Pall 

 

Adapted from ASL Scenario T8 (The General 27/3) 

Aachen, Germany, 15 October 1944 

 

American Attacker: 1-5, 7-9, 13, 15, M12 self-propelled 155 

German Defender: 4, 9, 10, 13, 23, 24 

 

Defender Sets Up and Plays First.    Number of Decks: 1 

 

Remove the first four Woods cards and the first Stream card to be discarded unused or as 

a RPC/RNC draw. 

 

Special Rules: 

A.1 The Minefield and Marsh cards are treated as Cower cards. 

A.2 The defender receives the Pillbox to place on Group B at RC2; treat this as a 

Buildings card with a -4 TEM. His other groups may begin at RC0-RC2. Any other 

defending groups at RC2 may also set up in a Buildings card drawn at random from 

the Action Deck. 

A.3 The attacker may set up his groups at RC0-2. Buildings may not be placed on 

the AFV during Initial Terrain Placement. 

A.4 The defending force will not break. 

A.5 The M12 is treated as an Open-Topped AFV while limbered and as an Infantry 

Gun while unlimbered.  It must expend one action after ending movement to 

unlimber its gun before it may fire. It must also expend one action to limber the gun 

before it may move again. While unlimbered it has a KIA number of 8 as the crew 

is outside it. It may start the game limbered or unlimbered. 

4/9 Tth M12 

[(0) (01) (02) (03) (04) (05)] 7[7] 

bog:6/0 ovr:n/a armor:2/3/4 flank:-1/0/1 

The M12 would normally have a breakdown number of X4-6, but it is supplied by 

an ammo truck in this scenario and so uses the standard X5-6. 

 

Victory Conditions: 

The attacker wins immediately when no unpinned defender remains in Buildings 

terrain at RC2.  The defender wins by avoiding the attacker's Victory Conditions. 

 

Up Front Scenario JHJ/A13: Able at Cesaro 
 

Adapted from ASL Scenario A13 (ASL Annual '90) 

Cesaro, Sicily, 8 August 1943 

 

American Attacker: 1, 2, 4-12, 15, 17, 28 

Italian Defender: 1-18, 25, 27, Radio 

 

Attacking Player Sets Up and Plays First.               Number of Decks: 3 

 

Remove all -2 Buildings cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox and Marsh cards are treated as Cower cards. Minefield and Sniper 

cards are treated as Cower cards if held by the attacker. 

A.2 Attacking groups at RC4 or 5 and defending groups at RC0 or 1 are eligible for 

Elevated Fire bonus if in Open Ground, Brush, or Woods terrain. 



A.3 The Italians' off-board Artillery is short of ammunition. Missions will be 

accepted only on a Black 1-6, modified by Concealment. 

 

Victory Conditions:  

The attacker wins immediately if he has four unpinned Personality cards in one or 

more non-infiltrated groups with a "4" or "5" range chit in terrain which will reduce 

the Fire Strength of an attack against it. The defending player wins by avoiding the 

attacker's Victory Conditions. 

 

Up Front Scenario JHJ/G15: Bone of Contention 

 

Adapted from ASL Scenario G15 (The General 28/4) 

Rouen, France, 31 August 1944 

 

German Attacker: 1-10, PFx6 

French Partisan Defender: 4-12, 15, 16, 21, 27 w/German LMG, German 34 

 

Defender Sets Up and Plays First.                Number of Decks: 3 

 

Remove the first four Woods cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox and Marsh are treated as a Cower cards. 

A.2 The Attacker must treat Sniper and Minefield cards as Cower cards. The 

Partisan player may use Minefields as Booby Traps only. 

A.3 The Partisan player may place no more than half (rounded up) of his men in a 

single group during setup. 

A.4 The AFV begins the game Immobilized (out of fuel) and abandoned. No terrain 

may be played on its group; the AFV was abandoned on a road. The Partisan player 

can use the rules for Individual Transfer (17.8) to move men into the AFV (a leader 

is not required). The AFV provides a -2 TEM for transferring men (which will 

cancel out the +2 for the transfer). The personality cards are removed from play 

upon completion of the transfer, and are not considered for purposes of determining 

squad break. The AFV may be operated after one transfer at -2 TH/MGFS (just as if 

it had 2 Crew Killed).  After two transfers, it performs at -1 TH/MFGS, and after all 

three transfers it performs normally. 

A.5 The AFV ignores all Button Up results until the third Partisan transfers in. It is 

CE unless the Partisan expends an action to Button Up; no further transfers may be 

while it is Buttoned Up. 

A.6 The AFV has a -2 TH penalty against an unacquired target, to reflect the 

difficulty involved in manually cranking the turret around. 

A.7 If the Partisan's LMG malfunctions (on a Red 5-6 if crewed, Red 4-6 if 

uncrewed), it is not automatically eliminated. It may be repaired on a Black 2-6 and 

is eliminated on a Red 3-6. The AFV is treated as a captured weapon for 

determining malfunction. The AFV's Ordnance and MG may not be repaired by the 

Partisan player if they malfunction. 

A.8 The Partisan player may ambush (37.5) from Buildings. 

 

Victory Conditions:  
The attacking player wins immediately by eliminating the AFV. The defender wins 

by avoiding the attacker's Victory Conditions. 

 

 

 



 

Up Front Scenario JHJ/G18: GOYA 

 

Adapted from ASL Scenario G18 (The General 29/2) 

Rochenlinval, Belgium, 7 January 1945 

 

Elite American Attacker: 4, 5, 7-9, 11-13, 15, 17, 18, 20, FS4 Radio 

2nd-Line German Defender: 1-8, 12, 25 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove all -3 Buildings cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox and Minefield are treated as Cower cards.  

A.2 The German player receives two -3 Buildings for his initial set-up. These are 

removed from play if they are ever irrevocably vacated. 

A.3 Weather conditions are Overcast (99.5, Falling Snow will result instead of 

Rain) and Ground Snow (99.82). 

A.4 The Defender has Winter Camouflage (99.86). 

 

Victory Conditions:  

The attacking player wins immediately by eliminating all Personality cards in 

unvacated -3 Buildings. The defending player wins by avoiding the attacker's 

Victory Conditions. 

DYO: Attacker 471, Defender 290 

 

Up Front Scenario JHJ/TAC19: Christmas Fields 

 

Adapted from ASL Scenario TAC19 (Tactiques #2) 

Champs, Belgium, 25 December 1944 

 

German Attacker: 1-9, 15, Radio and choice of (13) or (11, 22, 26) Reinforcements: 10, 

19, 27, any of 11, 13, 22, 26 not selected to start, and 33 

American Defender: 1, 4, 7, 9, 12, 17, 20, 21, 23, 26, 27 and choice of (3 and 14), (15), or 

(3 and 28 with Mor/Pan 4/6) Reinforcements: 5, 11, any of 3, 14, 15, 28 (Mor/Pan 4/6) 

not selected to start, and an M18 AFV. 

 

Attacker Sets Up and Plays First.              Number of Decks: 4 

 

Remove all the Hill cards to be discarded unused or as a RPC/RNC draw. 

 

Special Rules: 

A.1 The Reinforcements are eligible to enter anytime after two decks of Action 

cards have been used. The AFVs may be brought in before or after the infantry 

group(s) -- they need not be brought in in the order listed, and the infantry may be 

divided as desired. 

A.2 The Pillbox and Minefield cards are treated as Cower cards. 

A.3 Weather conditions are Ground Snow (99.82).  The attacking player has Winter 

Camouflage (99.86). 

A.4 Troop selections are made in secret and revealed before set-up. The defender 

gets at least one functioning Terrain card to use during Prepare for Play Terrain 

Placement. If he has none in his hand at start, he draws cards until he gets one. All 

other cards drawn in theprocess are returned to the deck and reshuffled. 



A.5 The defending force is Elite (39). 

A.6 The M18 has the following stats: 

4/9 Tth/mg 

[(0)2 (01)3 (02)4 (03)5 (04)6 (05)7] 4[4] 

bog:9/0 ovr:2 armor:2/3 flank:0/1 

BACK: [(2)2 (1)3 (0)3 (01)4 (02)4 (03)5] 4[4] 

bog:8/9 ovr:1 armor:2/3 flank:0/1 

 

Victory Conditions:  
The attacking player wins immediately if he has five unpinned Personality cards in 

one of more non-infiltrated groups at range chit 5 in terrain which will reduce the 

Fire Strength of an attack against it. The defender wins by avoiding the attacker's 

Victory Conditions. 

 

Up Front Scenario JHJ/20: Taking the Left 

 

Adapted from ASL Scenario 20 (Yanks) 

Santa Maria Infante, Italy, 11 May 1944 

 

American Attacker: 1, 2, 4-12, 14, 15, 21-23 

German Defender: 1-10 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove the -2 Buildings cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox card is treated as a Cower card.  Minefield and Wire cards are 

considered Cower cards for the attacking player; they may be played normally by 

the defensive player. 

A.2 Treat all Woods cards as Brush terrain. 

A.3 Night rules (38) are in effect. 

A.4 The defending player may set up all of his groups in Hills prior to set up by 

taking the first Hill cards revealed by a random search through the deck sufficient to 

house all the defender's groups (maximum of three). 

A.5 The defending player may set up entrenched in applicable terrain. 

 

Victory Conditions:  

The attacking player wins immediately if he has four unpinned Personality cards in 

one or more non-infiltrated groups at Range Chit 5 or greater occupying any Terrain 

card which will reduce to Fire Strength of an attack against it and he has at least as 

many Personality cards in Hill terrain as the defending player. The defending player 

wins by avoiding the attacker's victory conditions. 

 

Notes: The title was changed to prevent various blocking software from getting the 

wrong idea. 

 

Up Front Scenario JHJ/A20: Counterattack at Sidi Bou Zid 

 

Adapted from ASL Scenario A20 (ASL Annual '90) 

Near Sidi Bou Zid, Tunisia, 15 February 1943 

 

German Attacker: Two Pzkw IIIJs (as #32) Reinforcement: Two Pzkw IVF2s  

(as #33 but Armor 4/5) 



American Defender: Four M4A1s (as #34 but Armor 5/6/7 Flank 2/3/4) 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove the -3 Buildings cards to be discarded unused or as a RPC/RNC draw. 

 

Special Rules: 

A.1 The Reinforcements are eligible to enter anytime after one deck of Action cards 

has been used. Each reinforcement AFV may enter at Group ID chit C, D, or E, at 

the attacker's option. Reinforcements enter at Range Chit 10. 

A.2 The Sniper cards are treated as Cower cards. 

A.3 Desert Rules (52) are in effect. 

A.4 The defender sets up with Group ID chits Z, A, B, and C. 

A.5 Lateral transfers are not limited to A-D; both sides may transfer to Group IDs 

Z-E. An AFV may use lateral transfer to "share" the group ID chit with a friendly 

immobilized AFV (only) as long as they are at separate range chits. 

A.6 Command control rules 15.1-15.4 are not applicable. 

 

Victory Conditions:  
The defender wins immediately by laterally transferring two of his AFVs to a 

hypothetical Group F where they are removed from play but are not considered lost 

for purposes of determining squad break (16.5). If he has not won by the end of the 

time limit, the defender wins if he has destroyed more enemy AFVs than the 

attacker. The attacker wins by avoiding the defender's Victory Conditions. 

 

Up Front Scenario JHJ/G45: Halha River Bridge 

 

Adapted from ASL Scenario G45 (The General 32/2) 

Nomonhan, Manchukuo, 8 July 1939 

 

Elite Japanese Attacker: 1-8, 10, 14, 18-20, 32, DC 

Russian Defender: 3-13, 21, 26, 29 (37mm, effect 1[1]) 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove the -3 Buildings cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox is treated as a Cower card.  Minefield and Wire cards are treated as 

Cower cards if held by the attacker. 

A.2 Desert Rules (52) are in effect. 

A.3 There is a bridge at defender's RC0 in Group B.  Defending groups may not 

move between RC0 and RC-1 except at Group B and attacking groups may not 

move between RC5 and RC6 except at Group B. The bridge may be destroyed if a 

defending group B at RC0 is infiltrated and a demo charge is placed; the DC will 

destroy the bridge automatically unless it is a dud. If there is no such defending 

group, any attacking group A-C at RC5 may place the demo charge without 

infiltration. It may also be attacked by HE ordnance, in which case treat it as if it 

has a KIA number of 10. 

A.4 The attacking player secretly records which Personality card holds the DC 

during Prepare for Play. 

 

 

 



Victory Conditions:  
The attacker wins immediately upon destroying the bridge. The defender wins by 

avoiding the attacker's Victory Conditions. 

Revised: 5/17/00 

 

Up Front Scenario JHJ/TAC46: Ice Devils 

 

Adapted from ASL Scenario TAC46 (Tactiques #6) 

Northwest of Rzhev, Russia, 25 March 1942 

 

Russian Attacker: 2-8, 11-13, 20, 22-24, 26, DC 

German Defender: 1-6, 9, 10, 17, 18, 22, 25 

 

Attacker Sets Up and Plays First.               Number of Decks: 3 

 

Remove the first 4 Woods cards to be discarded unused or as a RPC/RNC draw. 

 

Special Rules: 

A.1 The Pillbox and Minefield cards are treated as Cower cards. 

A.2 Weather conditions are Deep Snow (99.83) and Extreme Winter (99.85). The 

attacking player has Ski Troops (99.9). 

A.3 The defender may start any or all of his groups in applicable terrain entrenched 

(these entrenchments are snow-built fortifications sprayed with water to turn the 

snow to ice) and is not subject to terrain placement by the attacking player during 

Prepare for Play. 

A.4 The attacking force is Elite (39). 

 

Victory Conditions:  

The attacking player wins immediately if he has scored at least 50? Victory Points. 

Aggressive action Victory Points are awarded only to those men occupying 

Buildings terrain. Victory Points for casualties (including men removed due to 

Rout) are awarded normally. The defender wins by avoiding the attacker's Victory 

Conditions. 

 

Up Front Scenario JHJ/N: Soldiers of Destruction 

 

Adapted from ASL Scenario N (The General 25/6) 

Radzymin, Poland, 10 October 1944  

 

Russian Attacker: 3-9, 12-14, 21, 26, and two T34-85s (#35) 

German Defender: 1-6, 9, 10 and a JagPanzer V (see below) 

 

Attacker Sets Up and Plays First.               Number of Decks: 3 

 

Remove the first four Buildings cards to be discarded unused or as a RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox and Minefield cards are treated as Cower Cards. 

A.2 Any AFV that has neither moved nor fired may only being fired on by Flanking 

Fire or Elevated Fire, or by a group at RR2 or greater. 

A.3 If the Attacker loses more than half of his infantry but still has both AFVs, 

remove all infantry as broken, but the Attacker may continue until he loses one 

AFV. His hand is reduced for the absence of a leader. Similarly, if the defender 



loses half of his infantry, he may continue with just the AFV and a reduced hand; 

note that the attacker will get an extra card for the unbalanced position. 

A.4 Both sides are considered Elite and entitled to use Elite troop capabilities (39). 

A.5 The JagPanzer V is an Assault Gun (28.2): 

5/9 AGth/mg [(0)4 (01)5 (02)6 (03)7 (04)8 (05)9] 5[8] Bog: 6/0  OVR: 3 

Armor: 7/8/9  Flank: 3/4/5 

BACK: [(2)3 (1)4 (0)4 (01)5 (02)5 (03)6] 5[8] Bog: 5/9 OVR: 2 

Armor: 7/8/9 Flank: 4/5 

 

Victory Conditions:  

The Attacker wins immediately if both AFVs or one AFV and 3 other Personality 

cards reach Range Chit 5 in un-infiltrated groups in terrain that will reduce the Fire 

Strength of an attack. The defender wins by avoiding the attacker's Victory 

Conditions. 

 

Up Front Scenario JHJ/5: In Sight of the Volga 

 

Adapted from ASL Scenario 5 (Beyond Valor) 

Stalingrad, Russia, 14 September 1942 

 

German Attacker: 1, 2, 4-10, 13, 15, 17, 22 

Russian Defender: 2, 5, 9-16, 26, 29 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove the first four Woods cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox, Minefield and Marsh cards are treated as a Cower cards. Sniper 

cards are treated as Cower cards if held by the offensive player. 

A.2 The defender may receive Random Reinforcement throughout the game. 

A.3 The attacking player's SL is a Staff Sergeant (42.46). 

 

Victory Conditions:  

The attacking player wins immediately if he has 4 unpinned Personality cards in 

one or more un-infiltrated groups at range chit 4 in terrain which will reduce the 

Fire Strength of any attack against them. The defending player wins by avoiding the 

attacker's victory conditions. 

 

Up Front Scenario JHJ/Z24: Men of Stone 

 

Adapted from ASL Scenario Z24 (Rout Report 5/2) 

Tanabaru, Okinawa, 4 May 1945 

 

Japanese Attacker: 1-11, 13, 23, 29 (Type 92, Effect 4[1]), DC 

American Defender: 1-12, 34 (M4A1(75); Armor 5/6/7) 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove the first five Buildings cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox and Minefield cards are treated as Cower cards. All Buildings are 

rubbled (providing only -1 TEM, no restriction on Mortar usage). 



A.2 Weather conditions are Overcast (99.5) and Mud (99.7). 

A.3 The defender may start any or all of his groups entrenched in applicable terrain 

and therefore is not subject to terrain placement by the attacking player during 

Prepare for Play. 

A.4 The attacking force is Elite. 

 

Victory Conditions:  
The attacking player wins immediately if he has any unpinned Personality card at 

Range Chit 5 who is not adjacent to any unpinned defending infantry at Range Chit 

0. The defending player wins by avoiding the attacker's victory conditions. 

 

Up Front Scenario JHJ/4: The Commissar's House 

 

Adapted from ASL Scenario 4 (Beyond Valor) 

Stalingrad, Russia, 9 November 1942 

 

German Attacker: 1, 4, 6, 12, 14, 15, 17, 19, 24, 26, DC 

Russian Defender: 2-8, 12, 14, 15, 24, 25, 26 

 

Attacker Sets Up and Plays First.               Number of Decks: 3 

 

Remove the first four Woods cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The defending player receives the Pillbox card prior to setup in addition to his 

normalallotment of Action cards and places it on his Group B. It is treated as a 

Buildings card in all respects except that it has a -4 TEM. 

A.2 The Marsh cards are treated as a Cower cards. Minefield and Sniper cards are 

treated as Cower cards if held by the offensive player. The defensive player may 

use Minefields as Booby Traps (37.6) 

 

Victory Conditions:  

The attacking player wins immediately by eliminating all Personality cards in the 

Pillbox or if the Pillbox is vacated. The defending player wins by avoiding the 

attacker's victory conditions. 

 

Up Front Scenario JHJ/T: Pavlov's House 

 

Adapted from ASL Scenario T (The General 29/6) 

Stalingrad, Russia, 20 October 1942 

 

German Attacker: 1-6, 10, 12, 15, 17, 19, 26, 27 Reinforcement: 32 (actually a PzKw 

IVF; Effect 4[5], OVR:3, BU OVR:2) 

Russian Defender: 3-12, 19, 20, 23-29 

 

Attacker Sets Up and Plays First.              Number of Decks: 3 

 

Remove the first four Woods cards to be discarded unused or as an RNC/RPC draw. 

 

Special Rules: 

A.1 The Pillbox, Minefield and Marsh cards are treated as a Cower cards. 

A.2 The defender may set up all of his groups in Buildings prior to set up by using 

the first Building cards revealed by a random search through the deck sufficient to 

house all the defender's groups. Preparation for Play then begins normally. 



A.3 The Reinforcements are eligible to enter anytime after two Woods cards have 

been removed from the first deck of Action cards. 

A.4 Both sides are Elite. The Defender is fanatic and must lose more than 75% of 

his original force before breaking. 

 

Victory Conditions:  

The attacking player wins immediately by eliminating all Personality cards in the 

original unvacated Buildings held by the defender, or if there are no unpinned 

defenders in the original Buildings at the end of the time limit. The defending 

player wins by avoiding the attacker's victory conditions. 

 

Up Front Scenario JHJ/T2: The Puma Prowls 

 

Adapted from ASL Scenario T2 (ASL Classic) 

Lepel, Russia, 28 June 1944 

 

German Attacker: Four PSW 234/2s (#42) 

Russian Defender: Five T-70s (as #33 but Armor 3/4/5, Flank 1/2/3, must be buttoned up 

to fire) 

 

Defender Sets Up and Plays First.              Number of Decks: 3 

 

No cards are removed from the Action Deck. 

 

Special Rules: 

A.1 The Pillbox, Minefield, and Sniper cards are treated as Cower cards. 

A.2 The defender may set up in Groups Z-D or A-E in Buildings terrain using the 

first Buildings cards revealed by a search through the deck. Once these Buildings 

are irrevocably vacated they are removed from play. 

A.3 Lateral transfers are not limited to A-D; both sides may transfer to Group IDs 

Z-E.  An AFV may use lateral transfer to "share" the group ID chit with a friendly 

immobilized AFV (only) as long as they are at separate range chits. 

A.4 Command control 15.1-15.4 and Broken squad 16.5 rules are not applicable. 

A.5 The defender may secretly designate one of his AFVs to have a crack armor 

leader, gaining a +1 modifier to his TH or OVR resolution and removing Bog on a 

red 0 as well as any black RNC.  The presence of the leader can be revealed after an 

RNC draw to verify the result. 

 

Victory Conditions:  
The side with the most points at scenario endwins; a tie is considered a victory for 

the defender. Both sides get one point for every enemy AFV destroy or immobilized 

and two points for each friendly AFV with functioning MA that reaches RC 5 or 

greater. 

 

Up Front Scenario JHJ/T16: Strayer's Strays 

 

Adapted from ASL Scenario T16 (The General 29/1) 

Near Hiesville, France, 6 June 1944 

 

American Attacker: 4, 5, 7-9, 11, 12, 15, 17 (7/7), 18, 20, 21 

German Defender: 3-10, 17, 18, 22-24, #BR, #BR 

 

Attacker Sets Up and Plays First.              Number of Decks: 2 

 



Remove the -2 Buildings cards to be discarded unused or as a RPC/RNC draw. 

 

 

 

Special Rules: 

A.1 The Pillbox, Minefield, and Marsh cards are treated as Cower cards. The 

attacker must treat Sniper and Wire cards as Cower cards. 

A.2 The Attacking force is Elite. The Defending force is 2nd-line. 

A.3 The attacker's MMG begins the scenario dismantled. Its owner must assemble it 

as the sole action for that group that turn before it may fire. 

A.4 Once per game, the attacker can treat the 7/7 Personality as if he had just played 

a Hero card on him. 

 

Victory Conditions:  

The attacker wins immediately if he has at least five unpinned Personality cards in 

one or more non-infiltrated groups at range chit 4 occupying any Terrain card which 

will reduce the Fire Strength of an attack against them. The defender wins by 

avoiding the attacker's Victory Conditions. 

 

 

Up Front Scenario JHJ/A47: White Tigers 

 

Adapted from ASL Scenario A47 (ASL Annual '92) 

Ningthoukhong, India, 7 June 1944 

 

Japanese Attacker: 1-4, 6, 10-15, 18-20, 23, 38, DC 

British Defender: 1-6, 8, 27 Reinforcements: 10, 12, 17, 20, 24, 25 

 

Attacker Sets Up and Plays First.        Number of Decks: 5 

 

No cards are removed from the action deck. 

 

Special Rules: 

A.1 The Reinforcements are eligible to enter anytime after two decks of Action 

cards have been used. The attacker may choose to hold some of his force back to be 

brought in as Reinforcements as well; they may enter at anytime (even during the 

first deck). Reinforcements may be split into multiple groups before entry if desired. 

A.2 The Pillbox and Minefield cards are treated as Cower cards. 

A.3 Jungle Rules (47) are in effect. All Woods are treated as dense jungle (-3 

TEM). Weather is Gusty, Rain, and Mud. The Rain can intensify and lessen, but it 

will never stop completely. 

A.4 The attacking force is considered Elite and entitled to use Elite troop 

capabilities (39). The defending force is Gurkha (44.41, The General 28/5). 

 

Victory Conditions:  
The attacking player wins immediately when no defenders remain at RC0 or higher. 

The defender wins by avoiding the attacker's Victory Conditions. 

Revised 6/6/00 

 


