I played against Steffen Knippel of Winnipeg. We played AP18 Village Of The Damned. I have trouble keeping morale six troops in good shape, so I bid for the Russians. The blazes ended up in R5 and P6. I figured the smoke would not go on board until the first AFPh. There needs to be official clarification on that point, because it changes the Russian entry quite a bit. In our game the wind went away on Axis turn one. As I was making my entry plan, I counted the German stacks and found there to be too many. I calculated that the excess could have been caused by someone not remembering to use a least two concealment counters to make a dummy stack. I knew that Steffen doesn’t play regularly, and had been up most of the previous night, so might make that error. I arrange  for Steffen to adjust his set up, but neither he, nor I, think about the Italian stacks. About an hour into the game, we realize he made the same error with the Italians. The TD had him remove one dummy stack of 3 counters. Steffen had put some Germans in the front row of houses to the Russian right, and many Italians in the houses across the road behind them. There were also some Italians in buildings to the left of row Q, and a mix of nationalities in the row J area orchards and building. I set up the Russians to enter on the long edge to avoid running across tons of open ground. My plan is to develop the attack from the front and left with infantry and use the tank to attack the right. I knew the Russians need to move fast because of the limited number of turns. A large portion of my troops enter around row Q. A platoon and leader enter to the left of Q to run across the road. The MMG positions itself on the road to make retreat from the front houses difficult. Steffen reveals only one unit on the first turn by defensive fire. Over the next few turns, I push the Russians to strip Axis concealment by movement. Steffen takes only shots that have decent strength and / or negative modifiers. My opportunities to fire don’t go well overall. Steffen has little trouble slowly exiting his troops from the front row of houses. My close combats don’t go well, despite being against walking wounded troops. One one occasion, I had a 9-1 and half squad ambush a walking wounded German squad. I declared hand-to-hand combat as per the SSR, and I only CR the squad. The survivor gets CR against my units. RS chooses both, and both die. My tank went behind the Axis line on turn three. I gambled on an ESB DR, so I could stop the tank, and I lost; the tank was immobilized. The location was okay, but mobile would have been better. In another close combat, I had a 447 against a concealed Italian 6+1 leader. Steffen declined to attack, so the 447 attacked at 2-1. They were together for a couple of phases, even though there was no melee, and then I rolled a 12, allowing the 6+1 to withdraw. On the last turn I had about the same number of good order units as Steffen, so all I could do was the desperation charge. It failed.

