I had the good fortune to play Dan Dolan. For those of you who might not know, Dan designed the G-T HASL and the scenario “Tussle at Thomashof” (which he still maintains is missing a British Churchill). I found out that Dan’s number one objective at the tournament is to have fun. He expects to win 1 or 2 rounds, take a loss, then change to another tournie because he plays lots of games.  Because of this, he plays only scenarios that are new to him. He let me pick the scenario, Operation Nordwind. He let me pick my side and I picked German to play with fire. Dan set up mostly in crest in the gully from end to end. He had a couple of “?” in the orchard and a small pile in the woods near the pond on the US right. My guys entered up the German left and middle, not quite to where the US “?” in those woods could see thru the left gap between the middle hills. Then I parked the StuH42 in that gap and smoked those “?”, which turned out to be the 60mm MTR. That was also my only smoke shell. My troops moved to the hill line, then the middle tree line and started trading shots with the forward US squads. They broke quicker than the SS. The flame tanks came on to make a central reserve until I cleared the orchard. Then I sent one up the left edge after the MTR. The 2nd went towards the left bridge to attack infantry in foxholes and crest. The StuH42 fired ineffectively from its position. I kept the Hetzers facing toward where I thought the 57 ATG might be. In fact, I gave up a side shot to the 57 while reversing away from one of those positions. Fortunately for me, there were 4 orchard hexes between the firer and the target. Dan declares Discarding sabot. He needed a 9 final DR, but rolls a 5 original and keeps rate. Tries again, 5 again, no rate, but a -2 acquisition. He decides to hold fire, but can’t stand it when I roll up to more poor US infantry to toast them. He declares an Intensive Fire and rolls a 10!  I think I saw my Hetzers smile.  They proceeded to run amok, since I knew where the 2 BAZ were, making it relatively easy for my infantry to move up to the second bridge.  I found out later we made 2 rules errors in this game. Dan had an MMG firing from crest status, something not allowed.  FT are halved in the MPh when non-stopped; neither Dan nor I knew that, but the way I was moving, I had spare MP to stop, had I known.  Dan was a fun person to play against.  Playing time: 5 hours, 45 min.
