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Kickstart —a quick start to JASL

The User Interface



JASL Control Elements

Common Controls

icenario  Actions View Tools Debug Help

DFPh: CPU next ik player done  Hide  RU #1: DFPh (Aslan)

Button: “CPU Next”

Button: “Player Done

Button: “Hide”



The Playing Window
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Panel: “Scenario “

Panel: “Event Log”

0: Larth: SPh done.
1. Aslan: SPh done.
2: Wnd Change DR 5,2
3: Larth: RPh done.
4: Asl an: RPh done.
5:
Le

: 10- 2,628, 628,628A. A Prep Fire at 9-1,467,467@F5, FP: 18 DRM (TEM
adership) +1, DR 2,3 =6

6: - IFT result: 2MC

7. 2MC 9-1; DRM() O, DR 6,2 = 8, breaks

8: 2MC. ged467; DRM () O, DR 1,3 = 4, passes.

9: 2MC. ged67; DRM () O, DR 5,1 = 6, SAN, breaks

10: Resolving LLTC for ged467; DRM 0O, DR 2,2 = 4 pass



11: Resolving LLTC for DM ged67 ignored (broken)
12: Resolving ruSAN, dr: 6 NE

13: 9-1,447/ MMG@ALJ2 Prep Fire at 9-2,467,467,467@l7, FP. 6 DRM (TEM
Leadership) +2, DR 2,6 = 10

14: - IFT result: NE

15: MMG keeps ROF.

16: MMc@J2 Prep Fire at 9-2,467,467,467@l7, FP. 4 DRM (TEM +3, DR 1,1 =5
17: Attack 4 FP cowers to 2 FP.

18: rud447 Cowers.

19: - IFT result: NMC

20: 9-2 NMC. 9-2; DRM() O, DR 6,4 = 10, breaks

21: ged67 NMC. ged467; DRM () 0, DR 2,3 = 5, passes.

22: ged67 NMC. ged467; DRM () 0, DR 3,5 = 8, breaks

23: ged67 NMC. ged467; DRM () 0, DR 2,4 = 6, SAN, passes.
24: Resolving LLTC for ge467; DRM O, DR 6,1 = 7 pass

25: Resolving LLTC for DM ged467 ignored (broken)

26: Resolving LLTC for ge467; DRM O, DR 4,5 = 9 pins

27: Resolving ruSAN, dr: 3 NE

Panel: “Last Event”

Panel: “Map”



Panel: “Debug”




Dashboard

Dashboard panel: “Do!”

L: The Guards Counterattack.
Scenatio_Actions View Togls Debi
FEF P e PEPR: player done
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4 astan: RPh done.

5: lars: PFPh done,




Dashboard panel: “AFV”

Stenario_Adions View Tools Deb

MPh: CPI next

MPH: player done
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5: lars: PFPh done.

Dashboard panel: “TOE”

Scenario Actions View Tools

SPHCPUNext SPH player done
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Menus

Scenario Menus



Action Menus

View Menus

[Z079=2, 707, 5077 TG, 307 CNGUT T+ DETENS Ve FITE AL Y=T, 347 CLT2, IFT 15 DRI (T
Leanershlu) L BR: 54 = 10 I
- IFT result: HHC

9-1 NMC: 9-1; DRH () 0, DR: 4,1 = 5, passes.

Fu447 NHC: ru447; DRM (Leader) -1, DR: 4,4 = 7, pin

8-1,467/MNG, 467/LNGELNT Defensive Fire at 447 dl:@lNS FP: 16 DR (TEM,
eadership) +2, DR: 6,5 =

HE

7ELLG Defensive Fire at 447, 44TAINS, FP: 4 DRN (TER) 43, DR: 1,6 =

- IFT result: NE

© 8-L,467/HIGELNY Defensive Fire at 447, 4478INS, FP: 11 DRM (TEW, Leadershin)

INC: uddT; DRH () O, DR:
INC: ruddT; DRH () O, DI
NG daclines to keep ROF,

7, breaks
5, passes.

Aslan: DFPh done,
i 447,447,44761H2 Advancing Fire at 8-0,467,46781K5, FP: 6 DRM (TEM) +3, DR:
10

10-2,628,628, 6780164 Advancing Fire at 9-1,467€1H5, FP: 12 DRN (TEW,
=10

PTC:

i gedf DRM 0, DR:

DR, FPfmm)|
*Wehicle
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Range:[ 0 [ 7 [ 13 ] 18 ] 326 [ 31 [ 37 ] 43 | 48 ] 65
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Tools Menus

Help Menus

Dialogs and Secondary Windows

Preferences Dialog




Scenario Selection

Action Not Possible ...



Close Combat

Explosion View Window

Electronic Rulebook Window



