MP7 Guerra En La Selva (6/7/2005)

Tuesday Night saw me facing yet another new (well, returning) ASL player.  Paul once owned the whole set of ASL, but never got the chance to play it face to face, so gave it away.  He recently got the ASLSK, and decided to get back into the game.  He is now going through the process of learning the rules afresh. 

As such, he wanted to play an infantry only scenario.  I wanted to get away from the German/US northwest Europe games that are so common in tournament sized scenarios, and he had played the Guards Counterattack scenarios, so I looked for something completely different that would not introduce to many new rules.  Leafing through my large collection of scenarios, most of which have never (and most likely will never) been played, I found an interesting one titled MP7 Guerra En La Selva. 

This game takes place in July 1941, and pits Ecuadorians V Peruvians, in the steamy jungles of South America.  As such, it is played using PTO terrain. 

What better way to introduce a new player to PTO than with a scenario that does not include Japanese. 

I gave Paul a very quick PTO lesson.  Jungle (heavy in this case), Kunai, Palm Trees, Straying (interior jungle hexes) stacking limits, ambush modifiers, I think I got all of the pertinent points. 

As neither of us had played we rolled for sides.  Paul rolled highest and chose the Peruvians, leaving me to set up. 

The Ecuadorians are represented by  Italians.  I got 9 squads, 6 3-4-7, and 3 3-3-6.  Not an inspiring  force pool.  Added to that I got one mmg, one LMG, and two leaders, but got two dummy counters as well. 

With this force I had to defend half of Board 10 (rows A to P) I had to set up on or north of hex row 3.  The Peruvians win by a mix of capturing the three buildings, worth a variety of VP, and exiting units.  They need 20 VP to win.  There is only four and a half turns to do that. 

So I had to cover the whole board half with nine shads and two support weapons.  I figured Paul would do a board edge creep along the east side, through the jungle mass, so placed more than half of my force there, including five squads and an LMG.  I put one squad with two dummy counters in P3 to cover that flank, and put the 8-1 leader, mmg and squad in building L3, which is worth  4 VP.  Two other squads and the 7-0 leader were in M2 and K1, positioned as a reaction force to support either side. 

While there appears to be a lot of open space on the east side of the half board, the five orchard hexes, the kunai, and the inherent terrain of heavy jungle, limits the lines of site and provides hindrances. 

Still, with what I had I though I did a reasonable job. 

The Peruvians are represented by Axis Minor Allies, and start with fifteen squads, a mix of elite, first line and conscript, with two leaders, a mmg and two LMGs. 
Paul set up almost as expected.  He put a considerable force to move down the west flank into the jungle, but also moved two squads and an LMG down the east side, and bought in a fairly large force in the middle, around I10. 

He moved the  troops on using  CX  ( a lesson learned well from previous  games) and moved up both flanks, drawing no fire at all.  I suspect this gave him a sense of security, which then saw him try and rush troops up the middle.  Some long range shots from the mmg and  squads with -2 and -3 modifiers  slowed it up somewhat, but did not kill anything. 

My next turn saw me firing with some effect with the mmg, and skulking around avoiding shots with my other troops, something I should have done more of later. 

In Paul's second turn he rushed the L3 building, exposing some of his troops to -2 modifier attacks again, and causing some to break and some to pin.  He did get two squads and an LMG into M4, and a CX squad into L4 by the end of the turn. 

This turn also saw the start of a series of melees in the jungle, with a melee that would last the entire rest of the game in I4. 

In my turn 2 I fired and the two squads and LMG in M4, causing one to break and the other to pin.My troops on the west flank were quite effective at slowing the movement in that area. 

I moved a squad and leader to M3 and another squad to K4. 

In Pauls defensive fire he broke the leader in L3, causing him to rout to L1, surviving interdiction. In Pauls 3rd turn he fired into L3, breaking the squad, and advanced into the jungle mass on the west side.  My defensive fire was ineffective, and  he then advanced into L3 with both squads and LMG, and advanced into E4, creating another melee. 

In my prep fire of turn 3 I fired at L3 from K4 and L3, encircling that location, and breaking one squad.  Paul returned fire and broke the leader and squad in M3.  I then entered into melee in G4, resulting in a melee in E4, G4 and I4, a line of fighting through the centre of the jungle.  Unfortunately my forces in G4 were eliminated, allowing a hole to appear. In Pauls turn 4 he prep fired at K4, causing a 1MC.  As luck would have it, I rolled HOB.  Of course, also as luck would have it, I rolled a 7 (+3 for axis minor allies(as per SSR4) and surrendered !!  Even worse, the one remaining squad on the west flank moved by assault movement in the jungle.  I should have skulked back out of LOS, but wanted to move east a little, and figured that the 2|+2 shot from the one remaining Peruvian squad in the area was not going to be effective.  Of course Paul proved me wrong.  A snake eyes resulted in a NMC (1 +2, halved for cowering).  I rolled a nine, breaking, ELRing, resulting in two disrupted half squads holding a flank. 

20% of my force suddenly found themselves about to surrender. 

Pauls last turn saw  him march my two surrendered half squads of the board  with one guarding squad, giving him  6 VP, added to one squad already exited, for 8VP, plus all of the buildings for another 6 VP, giving him 14 VP.  I tried mightly to use my one and a half squads and two leaders to stop the flood, but Paul was able to march enough Peruvians off to gain the win.  Well done Paul !! 

A very good tight little scenario, with the advantage changing several times, and with a number of different options for both sides.  I would recommend it to anyone looking for a quick tight game.  It took us about 3 hours from set up to finish. 

Bill Brodie 

