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SALSA! is a game assistant for playing SASL by automating die rolling sequences such as S? Activation, unit selection and attack priorities. It was designed to be used portables and laptops setup next to the SASL game itself. By automating the sequences, it is intended to simplify play by reducing excessive chart referencing and speeding up removing die rolling routines. It is not intended to be a computer replacement system for ASL nor automate the logic. While that may happen in much more distance releases, it is designed to encourage SASL and make play easier, quicker and, hence, more enjoyable.



As a beta version, the SALSA! Assistant is by no means complete. There is substantial work still required and many options have been omitted for time restraints. I encourage all comments and will develop this aid as time and schedule permits. Feel free to contact me directly (delwood@isomedia.com) or check for periodic updates (http://www.isomedia.com/homes/delwood/squadleader.html).



System requirements

Maintosh

Any Macintosh, PPC or 68k, color, grayscale or B/W, System 7.1 or later

500k available memory



Windows:

Windows 95 or later or Windows NT 4 or later. 500k available memory.

SALSA! 0.9.3 runs under Windows 3.1, but future computability is not guaranteed. It has been tested under Windows 98 and NT 5.0.



Disclaimer

This document is for informational purposes only. ROBERT DELWOOD OR WAYWARD PUBLICATIONS MAKES NO WARRANTIES, EXPRESS OR IMPLIED, IN THIS DOCUMENT.

Wayward Publications may have patents or pending patent applications, trademarks, copyrights, or other intellectual property rights covering subject matter in this document. The furnishing of this document does not give you any license to the patents, trademarks, copyrights, or other intellectual property rights except as expressly provided in any written license agreement from Wayward Publications.



Wayward Publications does not make any representation or warranty regarding specifications in this document or any product or item developed based on these specifications. Wayward Publications disclaims all express and implied warranties, including but not limited to the implied warranties or merchantability, fitness for a particular purpose and freedom from infringement. Without limiting the generality of the foregoing, Wayward Publications does not make any warranty of any kind that any item developed based on these specifications, or any portion of a specification, will not infringe any copyright, patent, trade secret or other intellectual property right of any person or entity in any country. It is your responsibility to seek licenses for such intellectual property rights where appropriate. Wayward Publications shall not be liable for any damages arising out of or in connection with the use of these specifications, including liability for lost profit, business interruption, or any other damages whatsoever. Some states do not allow the exclusion or limitation of liability or consequential or incidental damages; the above limitation may not apply to you.



SALSA!, SALSA Assistant as well as the vowel 'a', the semivowel 'w' and the numeral '4' are trademarks or registered trademarks of Wayward Publications in the United States and/or other countries. I wish to thank Carl Fung for use of the application icon. Windows programming support was offered by Jack Kennedy. Other product and company names mentioned herein may be the trademarks of their respective owners. In other words, Robert Delwood and Wayward Publications owns all copyrights for this game assistant. All rights reserved. Reproduction of any portion without written permission is explicitly prohibited and borders foolishness anyway. This application may be copied and distributed for non-commercial reasons provided all documents, including this manual, are also distributed together and at the same time.



© 1998 Wayward Publications. All rights reserved.

�Beta 0.9.
5



While this is the first 
edition
 for neither the Macintosh nor Windows 
version, it is
 considered a beta since much of the information and presentation has not been finalized. No doubt there are plenty of problems and bugs; I make no allusions otherwise. While it has been playtested some, and I attempt to include as many of the comments as I can into the application, I would appreciate more comments. Please feel free to do so.



In using SALSA!, please pay particular attention to details that would make the Assistant more streamlined. I am aware not all the charts are included and players must still make frequent references to at least several of billizion charts provided. Beyond this, I am most interested in suggestions that would save time or allow players more information such as better placement of buttons, inclusion of new buttons, features or on-screen aids.  It is my intent to complete this product and  I ask for your patience in the meantime.



What's New


At least some of
 British have been added. Thanks goes to Pete Phillip
’s 
A View From the Trenches
 and 
Bill Gunning
. 
The British for NE Europe (after D-Day) are complete; the Italian theather is mostly compete; and sporadic references to Burma have been included as a teaser. The addition should complitment the other
 four nationalities: Russian, German, American and Partisans. The order of battles are complete through infantry, infantry leaders, SWs, Guns (both for inside and outside locations) and AFVs for all years. Other weapons such as AT guns and SPGs will be added later. I hope their exclusion will not burden the use of SALSA!




The major addition to the user interface is the ability to save and recall sessions. Both 
versions are may be launched from 
the double clicking the saved files. L
ess obvious, but more important to play, is the correction of various internal mathematics and calculations. 
The various algothyrms been updated and improved but please tell me if any are lacking still.




Known Limitations

I have a healthy respect now of all the modifiers and exceptions SASL presents. I am addressing as many as time permits but the sheer extent and complex situations prohibits including them all, at least for right now. Players should always be aware that exceptions are possible and some might not be properly reflected by the application. I have attempted to at least note exceptions or possible exceptions. For example, where multiple weapon selections are presented, I have included the die roll needed for each but obviously the application will not make that roll for this version. A similar situation exists where weapon substitution is possible depending on year or war theater. In those cases, the weapon is noted with an asterisks directing players to refer to the corresponding chart.



Another notable exception is that certain elite units (S12.21) such as American Paratroops and German SS may not be activated with other infantry classes. The Unit Generation list, however, does. Again, players are required to override the applications choices. In contrast, , for leader generation, SALSA! is aware of the presence of Elite or if all the units are Conscript.



I have internal support already for these exceptions and I will address as time allows. 



A Frequently Asked Question

What is next for SALSA!?


As always, 
I
 accept
 feedback 
and will attempt to 
incorporate those comments into the application
. I am most interested in improving the eas
e
 of use
 of SALSA! before other changes.


�Operations and Brief Overview

SASL is has three basic windows dividing game tasks into logical groups.



Activation

Performs Activation events.

As S? move or come into range of Friendly units, use this screen to determine if it is activated. If such stacks are activated, then the list of newly appearing units is generated automatically.



Actions

Determines the actions of an Enemy unit.

Use in the PFPh for each active unit, this screen will determine if the unit Panic, Moves or Fires. Since this decision occurs in a fire phase, it will automatically determine the firing structure for the unit. By default, the infantry fire table is used. Buttons along the side present options for different units or weapons



Advance

Determines the advance of the unit.

It also includes CC tables and NTC should CC/Melee be an option during the phase.



Random Numbers Table

Allows Random number generation from the tables A6a - A6h, dice or board-edge entry.



Scenario Setup

Sets the game criteria.

Sets preferences, scenario criteria and options for the game. Includes several features such as ENEMY nationality, hex grain, year and month of the scenario, activation numbers and movement attitude. These options may be changed at any time during play.

Show Stats

Displays the die roll statistics.

Since the nature of computer generated random numbers maybe dubious and inconsistent, this displays the distribution of the die rolls. Players decide for themselves the inherent fairness of the rolls and whether to continue letting the application generate them.

�Detailed Explanation

The windows are explained in more detail below as well as further explanation of the options for each window.



Activation

Determines the activation status of S? counters. 



Players must first set the scenario parameters in the Setup dialog prior to play. To determine if a S? becomes activated, click the Activation dr button. The dr result will be displayed. In addition, any selected modifiers will also be displayed and the modified result will compared to the Activation Number to determine the stack’s outcome.



The basic dr may be modified before or after the die roll by selecting the appropriate modifiers. Changes in the modifiers will be immediately reflected on screen and the current activation status will also be reported. The Mapboard modifiers settings will be retain if the Activation window is ever closed; generally, this setting needs to be set only once per session. The other modifiers are not retained since they change on a unit-by-unit basis.



If the S? is activated, even if only the result of a modifier change, SALSA! will automatically select the units and display them in the Units Generated list. As an additional restraint, the unit list is generated once per Activation dr occurrence. While players may freely change modifiers that may cause the S? to become activated or not, the unit list will remain the same for each attempt. This prevents players from simply modifying the die roll and getting a better, or at least different, list.



Players may also bypass the automated activation service and generate the unit list directly by clicking on the Activation Units button. Regardless of the number of the Activation dr display or state of the modifier buttons, this will generate a new and different list as if the S? was activated normally. By default this button will be dimmed since it is designed to be used with the Activation process. It can be made active by checking the Allow Manual Unit Generation box. Regardless of the buttons status, the Activate dr will always work as described.



The number is parenthesis indicates the dr or DR appropriate or that event. Should two numbers ever appear separated by a slash such as "4/3", the first number is the original die roll and the second is the final one. The final die roll is the number used in determining an outcome. This is included to allow players to double check the outcomes and modifiers used for a particular sequence.



Sometimes multiple weapon selection is presented and an additional die roll is required to determine the actual choice. This information will be displayed on the screen and requires the players to make an addition die roll or check the scenario conditions. It will be addressed in future releases. The number in hard brackets within a multiple selection represents the dr needed to get the first choice presented. A dr outside of that range indicates the second weapon is selected. In limited situations, more than two choices will appear along with several dr ranges. An example is "T-34 M40[1-3]/T-26 M37-39." In this case, an additional die roll of 1 - 3 selects the T-34 while 4 -6 gets the T-26.



Some weapons are dependent on other conditions. Again, while future releases will address this automatically, weapons noted with an asterisk require consulting the appropriate charts. Usually, additional information is required such as the month and year or the theater. An example of this "M10 GMC*" for the Americans. Knowing the year, month and DR, consult the U5 chart and determine footnote 1" Reroll if date is pre 3/43. Occasionally, some information is presented in different formats. In this case, further player involvement is required. Consult the appropriate charts.



Guns are presented in the list for both Inside and Outside locations. Currently there is no means of determining this location so both are listed. Use the appropriate choice for the location.



Other notable exceptions are:

Armor leaders are not automatically generated.

While smoke or fortifications are determined, the type of fortification is not.

Some of the ENEMY Activation footnotes are not reflected in this process. Players should be aware of the six exceptions. Advance Attitude and MSR are properly calculated and accounted for.



Allow Manual Generation

Checking this box allows unit activation outside the normal process described above. It is not meant to be used casually but for unusual situations or for instances players wish to roll activation themselves



Allow Attitude Change

Checking this box allows players to change the movement attitude of the ENEMY without using the Setup screen. Most of the games will not require the players to change this often, however, some scenarios may have units in different modes; newly arriving RE units may be in advance mode while the other units are in hold. For ease of play and convenience, players are allowed to change them during activation.



�Actions

Determines the actions and options of units.



If used during PFPh, clicking the Action DR button for each unit. It will display whether it should fire or move. The status of possible Panic is also displayed and, if so, place a Panic marker on any such unit. Since movement does not occur in PFPh, the window will simply indicate the unit to move. Place the appropriate marker on the unit for the moment. If the unit is to fire, the screen will display the combat options. By default, infantry is assumed and will use the Attitude displayed on the top of the window. The six buttons along the right side of the screen allows players to pick the combat or movement type as needed. Simply click on the correct button and the results of the DR/dr itself as well as the corresponding directions will be automatically displayed.



Occasionally, a movement order will indicate REH or RAS. Use the hex display at the bottom of the window by clicking the Direction button. It is intended that direction is displayed automatically if the result is RAS. REH will display the first direction required but there after, the player must click the button again for each additional hex. Since DFF can occur during this movement, only one hex at a time is displayed and force Friendly units to decide without knowing which hex. As a visual reminder, the rosette will change highlighting the selected direction.



Players wishing to roll their own combat may still display the results only. Check the Manual Die Roll box and the 11 buttons below it will become active. In addition, a check will appear next to one of the six category buttons on the right of the screen and indicates which category is to be displayed. Clicking on the numbered button of the desired die roll, the corresponding results will be seen in the window. Players may change the category anytime by clicking one of the remaining unchecked five buttons. Unchecking Manual Die Roll resumes the process in automated fashion.



�Advance

Used my units to determine advance and CC options.



To determine advance, click the Advance button. the dr will be displayed. The hex rosette will also change showing the hex to be entered.



The next three buttons are for CC/Melee. Click the CC NTC to determine if the unit passes its NTC for CC. The NTC DR will be displayed. In addition, the NTC modifiers chart will be displayed. Since SALSA! does not know the morale of the unit in question, the player must decide this using the chart.



If the unit passes and CC/Melee occurs, click the CC Pairings button to determine the pairing of the ATTACKER to the DEFENDERS.



Once the attack has been determined, click CC Attack to determine the DR for the attack. It is still up to the players to resolve the attack since SALSA! will not know the odds for the attack.

�Random Number Tables

This screen presents various random number tables and options. Tables A6a through A6h are represented. In all cases the actual table is displayed for quick verification. Click the button associated with the table and SALSA! will present the dr/DR along with the result.



Also included are four additional buttons:

The Single Die Roll (dr) and Two Dice Roll (DR) present the corresponding rolls.

A - GG hex displays a random hex row 

1 - 10 hex displays a random hex column.

�View Stats

Due to the dubious nature of electronic random number generation, players are right to view the results suspiciously. While every attempt has been made to make the random die rolling fair, players may check this screen for the distribution of dr/DR made during the course of the session. It is up to you to decide if the process is inherently fair or not. Those deciding the curve is not balanced may chose to do all the die rolling themselves but still allowing SALSA! to display the selected results.



Clear

This button clears the results and starts tracking die rolls anew.

�
File Operations



Open...



This opens existing files. Files may also be opened by dou
ble clicking the icon.




Save...



This saves the current state of the scenario. 
‘Save
’
 allows
 a file to be named, if not already so. It will also save a file if only a few options such as Advance Attitude, Activat
ion  and MSR have changed. These changes are 
considered modifications to an existing scenario.





Save As...



Like the Save option but always allows the scenario to be 
renamed. Also if signficant critieria  have been changed for a scenario, that scenario will be considered to be a differenet games then. For instance, if during the current session, the solo opponenet is changed to a different nationality, 
‘Save
...
’ will present the 
‘Save As...
”
 screen.



�
I Pontificate






I dislike the recent trend in games, especially the movement toward computer games. It is true each medium has its own advantages and disadvantages so therefore games must find their particular medium. ASL, in specific, and many wargames, in general, do not fit an electronic mold. Would ASL be a better game if it were electronic? Would it achieve the success it has if it had been an arcade game only. Rhetorical questions both of them, but the answers are 'no' in either case. What I started playing ASL for cannot be programmed. It is social, it is visual; I like the way counters look and I look actually pushing them around. In many ways, the game is the thing. That is, the artwork, the mapboards even the sheer thickness of the rules that is the attraction. It is a game I play at my pace and my involvement.



We need not look further than Close Combat to see what the market will bear or how it perceives its audience. Think what you will of the game, but it is a Generation X answer to what we like. If Close Combat is the answer, then apparently we are asking the wrong question. A fine game in its own, it misses the point of ASL and provides none of the features we expect. Even the old V for Victory games miss the wargame point. It had everything a grognard would wish for: hexes, square units and lots of numbers on the counters, for examples. But the spirit of the game was missing. It needed that spirit to make the game a killer app; one addicting to play; but it never did. It did not even survive the finicky marketplace for long. They had to product new games and do so quickly to satisfy the changing and, apparently, easy bored, audience of the arcade gamers. This is so different than ASL players expect.



I have always liked computers to assist my play - not become it. The ancient Avalon Hill computer game, Squad Leader, was among the earliest attempts. It came with an actual board (map 2) and counters. The computer application regulated movement by having the player enter each unit as it moved. It handled all the mundane features such as combat and LOS. Suffering from an absolutely horrendous interface, it was easy to see why this approach to games become so unpopular. But its demise might be unnecessary. The lure of the graphical interface and increase potential of the new computers certainly is compelling and are features I do not oppose. However, I like ASL as a board game. A computer game might have other advantages but it will not be ASL as I know it.



I attempted a game assistant before this, based the solitaire Carrier Strike. Like SASL, there was plenty of die rolling that detracted from the enjoyment of the game. I was absolutely resolved to make an assistant that performed the Japanese's (the solitaire player) options and only those options. However I succumbed to the creeping featursim of the graphical interface and ended up adding an on screen map, movement and Fog Of War. In other words, a complete deviation of what I intended. It was a fun little game in it own right and given more time, I might release it. But it was not what I wanted.



It was not until the following year did I try again but with SASL. No doubt there are lot of die rolls for the game. Many can be, and should be, automated. However the biggest attraction for making an assistant is that I could not ever hope to automate ASL. This would force me to get what I wanted or I will have nothing useable at all. I think this what I developed. I have found I can play games three times fast and get a much greater return of enjoyment from the games by eliminating long strings of pre-determined die roll sequences and reducing the irksome chart referencing.



Designers Notes

This Assistant had to meet some design requirements. Since it aided play, the computer and game had to be next to each other. As a result, the screens need to fit a typical portable or laptop. My original idea placed the Assistant on my Newton; that would be the most convenient option. In that form, only the most important die roll sequences had been used since screen real estate and memory is very restrictive. The Newton version might still appear.



Second, it had to be truly time saving. The window formats are almost a consistently changing arrangement. As testing evolved, it would be apparent another arrangement of the buttons, for example, would make the game even easier. Expect the layout to keep changing. And third, it had to present useful information. While sounding obvious, determining this proved difficult. At which point does the player have enough to play the game? The first version had what I considered the absolute minimum needed to functional. Even so, I still found myself looking up charts constantly. As the game continues development, no doubt new feature will be added. 



Lastly, it can not do too much for the play. Again, the idea was to have a game assistant, not a game master. By design, it does not resolve attacks for the player. This is one aspect I enjoy doing, rolling the attacks themselves. They are fun part of the game, and quite frankly, too important to be left to a computer. It displays the attack priorities as a time-saving device. Likewise it displays the movement options and I even go one step further and will display the RAS direction or the first REH direction. I make every effort to allow the players to use their own die rolling and SALSA! merely display the results. This is demonstrated the most in the Actions window where the players may choose the die roll themselves. I never trust computer die rolls anyhow. In addition, most die rolls are displayed on the screen as a way to double check the results.



I hope you like this and find it useful. I always encourage comments and invite players to write me for whatever reason Standard legal jargon applies and I still own and control this application. Feel free to make copies to give to other SASL buddies but please include this document if you do. Copyrights are applicable to the respective owners, most notably, SASL is a trademark and copyright of the Avalon Hill Game Company.

- - -



"Click the
 clicky thing" - Steve Oedekirke.



