








[19.7] ASSAULT ON FORT DRIANT
October 3, 1944

INITIAL FORCES

American Player:

AInf), 3(Eng), 3(M4), 1{M36), OFBDA—3(10H),
CAS—1(9H).

German Player:
3(Inf), 1(SMG), 2(75a), 1(75i), -1(150i).

DEPLOYMENT

The German Player deploys his units on or within
one hex of hexes 3419 and 3420. All units must be
deployed within Improved Positions.

The American Player then deploys his units as he
sees fit, so long as no American unit is adjacent to
a German unit.

RULES OF ENGAGEMENT
1. The American Player is the First Player.

2. Improved Positions are not destroyed when
vacated, and may be used by either Player.

PANIC LEVELS
American: 10%

German: 10%

GAME LENGTH
6 Game-Turns

VICTORY CONDITIONS

The American Player wins if Friendly units,
disrupted or undisrupted, occupy at least half of
the Improved Positions at the end of the game.

The German Player wins by preventing an
American Victory.

PLAYER’S NOTES

This scenatrio is primarily a slugfest. The German
Player rarely has any reason to move, while the
American Player need not move far. Practically
speaking the US units are impotent (except for the
M36) unless they are adjacent to the German
defenders.

While it may seem wise for the German Player to
construct 8 Improved Positions (thereby occupying
8 of the 10 possible deployment hexes) and in so
doing, force the Americans to reduce more
positions, that tightly packed a formation practi-
cally guarantees that the US off-board artillery
and Close Air Support will hit something even if it
scatters.

HISTORICAL NOTES

When logistical bottlenecks and revived German
defenses brought an end to the Third Army’s
blitzkrieg in early October, 1944, the fortress of
Metz was still in German hands, solidly dug in
around a ring of modernized detached forts. The
defense of Metz rested on division number 462, a
hastily assembled unit composed primarily of
recruits who were attending the NCO schools,
located in Metz. Ever since September 27th,
troops from the American Sth Division supported
by heavy artillery and air bombardment had been
attacking Fort Driant, lynchpin of the southern
Metz defenses. The climactic assault took place
from October 3rd to 9th and involved at one time
or other several battalions of the 10th and 11th
Infantry Regiments. While the Americans were
successful in seizing several of the casemates on
the fort’s surface, the Germans held out under-
ground and were able to feed reinforcements via a
covered access road. Eventually, the U.S. com-
mand decided to terminate the attack as the
attempt was costing upwards of a battalion a day.
Fort Driant was finally taken en passant in
November.

[19.8] ATTACK ON THE SIEGFRIED LINE,
October 7, 1944

INITIAL FORCES
American Player:
X1Inf), 1(MG), 1(81m), 6(M4), 3(M4a), 4(105f).

German Player:
2Inf), 4SMG), 282m), 275a), 2(751), 5 Hasty
Mined Hexes.

DEPLOYMENT

The American Player deploys to the west of hex-
row 4400, inclusive.

The German Player then deploys his units and the
mines any place east of hexrow 4400, exclusive. (He
should note the Victory Conditions in deploying).
He may deploy in Improved Positions.

REINFORCEMENTS

German Player only:
4(5tG3) on east map edge on Game-Turn Four, in
free formation.

RULES OF ENGAGEMENT

1. The American Player is the First Player.
2. Rule 12.22 ({re: destruction of Improved
Positions) is in full effect (unlike Scenario 19.7).

PANIC LEVELS
American: 10%

German: 50% First Game-Turn; 10% thereafter.

GAME LENGTH
11 Game-Turns

VICTORY CONDITIONS

The American Player wins by destroying all the
Improved Positions in the quadrilateral area
bounded by hexes 4726-4731-4930-4925, inclusive.

German Player wins by preventing an American
Victory.

PLAYER’S NOTES

Obviously, if the German Player fails to deploy any
Improved Positions within the quadrilateral area
mentioned, he is conceding an American Victory
before the Game begins. The American is under no
obligation to attack German positions outside this
area except out of tactical necessity.

HISTORICAL NOTES

In early October, 1944, the U.S. First Army
launched an operation designed to penetrate the
German WestWall positions north of the Aachen
salient with the eventual objective of pinching out
Aachen itself. The initial penetration was to be
made by elements of the 30th Infantry Division,
with the assistance of the 2nd Armored Division,
which was also to exploit any breakthrough. The
sector attacked was held by the newly reorganized
183rd VolksGrenadier Division. The attack led to
a clean breakthrough, which the 183rd VG,
reinforced by units of the 107th Panzer Brigade,
was unable to reduce.

[19.9] SARRE RIVER, November 24, 1944

INITIAL FORCES

American Player:

3(M4), 3(M4a), 3(M36), 2(M7), 5(M3), 2(T), 3(MD),
1(M21), 1(57a), 2(MG), 1(40).

German Player:

5PzIV), 5(PzV), 4SPW), 3(T), 3(Inf), 1(82m),
2(1050), 1(75a).

DEPLOYMENT

American units enter any place on the west edge of
the map on Game-Turn One.

German units enter any place on the east edge of
the map on Game-Turn One.

RULES OF ENGAGEMENT

1. The American Player is the First Player.

2. Movement Point costs for vehicles moving off-
road in clear terrain hexes are doubled; i.e., trucks
pay four Movement Points, other vehicles pay two
Movement Points to enter a clear terrain hex.
Other terrain costs remain the same.

PANIC LEVELS
American: 10%

German: 20%

GAME LENGTH
15 Game-Turns.

VICTORY CONDITIONS

The American Player receives Victory Points for
exiting units off the Eastern map edge. The
German Player receives Victory Points for exiting
units off the Western map edge.

Total the Attack Strength, Defense Strength and
Movement Allowance of an exited unit; this is the
number of Victory Points received for exiting that
unit. No Victory Points are received for exiting a
halftrack or truck unit, unless it transports a
non-vehicle unit off the map, in which case Points
arereceived for the vehicle unit and the non-vehicle
unit. Example: If the German Player succeeds in
exiting a Panther (PzV) unit off the West edge, he
receives 26 Victory Points (104-1046).

In the case of a tie, the American Player wins.

HISTORICAL NOTES:

After the fall of Metz in November, the advance of
the American XII Corps threatened to unhinge the
German position in the Vosages. The situation
became so critical that Hitler released the Panzer
Lehr Division from reserve (for the Bulge
Offensive) so that it might counterattack the flank
of the American advance along the Sarre River.
Initially, the Panzer Lehr was able to drive back
scattered elements of the 45 Infantry Division, but
on November 24th, it ran into the 4th Armored
Division, which fortuitously had been redeploying
in the area. This scenario simulates the meeting
engagement between the western column of the
Panzer Lehr and CCB of the 4th Armored.

The historical result of this confrontation was a
blunting and containment of the German drive
with the Panzer Lehr eventually being driven back
to its start line and suffering heavy losses which
were not made good before the American
offensive.

Heavy rains during November resulted in soggy
terrain which limited off-road tank movement.

[20.0] SCENARIOS
BRITISH
21st ARMY GROUP
[20.1] VILLERS BOCAGE, June 13, 1944

INITIAL FORCES

British Player:

6(Crm), 2(M4), 1{Fir), 2:Inf), 2(M3) mounted on
road between hex 2912 and hex 3520, inclusive.
1(Crm), 1(M4), 1(Fir), 1(Inf), 1(M3) in Juvrecourt.
3(Inf), 2(57a), S(M3) in Bezange.

4(105f) in Arracourt.

2(M5) in Parroy.

German Player:

2(PzVla) in hexes 2511 and 2512.

2Pz1V) in Coincourt.

6(Inf) in and adjacent to hex 3118.

1(82m), 1(120m), 2(75a), 2(SPW) in Bures.



DEPLOYMENT

The Players deploy their units in or adjacent to
their respective deployment locales.

RULES OF ENGAGEMENT
1. The German Player is the First Player.

PANIC LEVELS
German: 10%

British: 60% on Game-Turn One; 20% on all
succeeding Game-Turns.

GAME LENGTH
11 Game-Turns.

VICTORY CONDITIONS

The Player with the most combat units. (any
disruption state) in Rechicourt and Haut de
Cognumont at the end of the game wins.

HISTORICAL NOTES

A regimental group of the 4th County of London
Yeomanry (Sharpshooters) with a mixture of
Cromwell and Sherman tanks, and “A” Company
of the 1st Battalion of the Rifle Brigade, captured
the town of Villers Bocage in Normandy with little
opposition on the morning of June 13, 1944, as
part of the operations to expand the Normandy
bridgehead. Units were despatched to hold nearby
Hill 213 and the Stuart tanks and scout cars were
despatched on a reconaissance mission, while most
of the unit stayed in Villers Bocage.

Unbeknownst to the British, the Germans had
infiltrated near to both Villers Bocage and Hill 213
with kampfgruppen of the Panzer Lehr and 12th
SS Panzer Divisions. They attacked both the town
and the hill. In the town, the British tanks were
caught in the narrow streets by the near-
invulnerable Tiger tanks and suffered heavy losses.
The Germans then moved on to Hill 213, where the
British were mopped up. The Germans then
reorganized their forces and attacked Villers
Bocage again. The British had, however, reor-
ganized and had been reinforced by “B” Company
and the AT Platoon of the 1st/7th Battalion, the
Queen’s Royal (West Surrey) Regiment. The
Germans lost several Tigers and other tanks to
point-blank fire in the streets of the town; the
surviving Fireflies doing particularly good work.
Discouraged, the Germans withdrew, but the
British position was untenable and they, too, had
to retreat. The Yeomanry had suffered heavy losses
and the Rifle Brigade had one platoon totally wiped
out, and many casualties in the others.

[20.2] OPERATION EPSOM, June 27, 1944
INITIAL FORCES
British Player:

7(Inf), 1(MG), 1(81m),
3(M4a), 3(Fir), 3(105f).
German Player:

8(PzV), Inf), 2(82m), 2(120m), 1(StuH), 3(SPW),
1(105f).

DEPLOYMENT

Play is confined to the map area west of hexrow
2300.
The British Player sets up on or south of hexrow
0017.

The German Player sets up on or north of
hexrow 0015.

RULES OF ENGAGEMENT

1. Play is confined to the map area west of hexrow
2300, exclusive. No unit may set up or enter the
area east of hexrow 2300.

2. The German Player is the First Player.

2(57a), 2(M3), 6(M4),

PANIC LEVELS
German: 10%

British: 10%
GAME LENGTH
10 Game-Turns.

VICTORY CONDITIONS

The German Player wins if any undisrupted
Friendly combat unit has clear line of sight to any
town hex of Bathelmont at the end of the Game.

The British Player wins by preventing a’' German
Victory.

HISTORICAL NOTES

Operation Epsom was one of several aimed at
expanding the Allied bridgehead in Normandy. Its
objective included the important heights south of
the River Orne, one of which was Hill 112,

The British attacked on a fairly dense frontage,
employing armored units in the initial attack to
conserve infantry losses. The units attacking
towards Hill 112 included the 23rd Hussars, 2nd
Fife & Forfar Yeomanry, 3rd Royal Tank
Regiment, and 8th Battalion, the Rifle Brigade, all
of the 29th Armored Brigade, 11th Armored
Division. They were supported by 11th Armored
Divisional Artillery. Their advance took them
through dense bocage country between the Orne
and Hill 112, where a kampfgruppe of the 2nd
Panzer Division offered bitter resistance. British
tanks suffered substantial losses, but numbers
prevailed and the Germans were mopped up. Hill
112 was occupied soon afterwards. Shortly, a
Kampfgruppe of the 2nd SS Panzer Division made
a counterattaek. This was repulsed, however, by
supporting artillery and the 17lb. guns of the
British Firefly tanks, which could pierce the front
armor of a PzV. As a result, the British maintained
their position and helped to expand the bridge-
head.

[20.3] COUNTERATTACK AT
WOENSDRECHT, October 13, 1944

INITIAL FORCES

Canadian Player:

6(Inf), 1(Eng), 1(81m), 1(17a), 2(M3), 2(105%).

German Player:
6(Inf), 4(PzIV), 1(StuH).

DEPLOYMENT
The Canadian Player sets up west of hexrow 2300,
inclusive.

The German Player sets up east of hexrow 2500,
inclusive.

REINFORCEMENTS

German Player:
Inf), 1(82m), 2(120m), 6(Spw), 2(StG3) on
Game-Turn Two at hex 3308 in column.

Canadian Player:
3(M4), I(Fir), 3(Inf), 3(Kgr), 1(17a), 1(M3) on
Game-Turn Three at hex 0110 in column.

RULES OF ENGAGEMENT

1. Play is confined to the area west of hexrow 3300
and north of hexrow 0015.

2. The German Player is the First Player.

3. Clear Terrain hexes are flooded and vehicles are
prohibited from entering them except along a road
(non-vehicles unaffected).

4. As a special rule, vehicles are permitted to enter
hexes containing contour splashes (i.e., those with
flanking crest hexsides) even though these hexes
are normally, for the most part, clear terrain hexes.

Vehicles pay a uniform rate of three Movement
Points to enter such a hex.

5. A wreck normally negates a road for movement
purposes. However, in this scenario a vehicle may
move along a road through a wreck, paying 3
Movement Points to enter the wreck hex.

PANIC LEVELS
German: 20%

Canadian: 10%

GAME LENGTH
10 Game-Turns.

VICTORY CONDITIONS

The Canadian Player wins if any undisrupted
Friendly combat unit has a clear line of sight to
hex 2515 at the end of the Game.

The German Player wins by preventing a
Canadian Victory.

HISTORICAL NOTES

As part of the defenses of the Antwerp approaches,
the Germans had flooded much ground around the
River Scheldt, which led to that strategic port.
Units of the 2nd Canadian Division were among
those that had to fight over this cold, wet area, in
which any ground above water level had great
importance.

Some days before, two companies of the Black
Watch of Canada had turned the German position
and had occupied some high ground. When the
Germans began a counterattack with elements of
“Division Chill”, a scratch formation, the Cana-
dians brought up the rest of the Black Watch and
the Governor General’s Footguards 21st Canadian
Armored Regiment, which had suffered heavily in
earlier fighting. Supported by 2nd Division
artillery, the Black Watch held the Germans at bay
long enough for the tanks to come forward. But the
flooded condition of the area and the blo¢king of
the roads by German fire brought their advance to
a standstill.

[20.4] ACTION AT MENZELEN, March 6, 1945
INITIAL FORCES

British Player:

4(M4), 4(M4a), 4(Fir),
2(17a), 12(M3), 2M7, 3(Arc).

German Player:

A(PzV), 4PzIV), 1{FpIV), 6(Inf), 1(SMG), 1(Wspe),
2(120m), 2(75a), 2(88a), 4(SPW), 8(T).
DEPLOYMENT

British deploy anywhere west of hexrow 2400 and
south of hexrow 0024.

The Germans deploy anywhere east of hexrow
2400 and north of hexrow 0016.

RULES OF ENGAGEMENT

1. The British Player is the First Player.

2. German units may not deploy in or ever enter
Ley.

3. British units may not enter Ley until the final
Game-Turn.

PANIC LEVELS
British: 10%
German: 10%

GAME LENGTH
20 Game-Turns.

VICTORY CONDITIONS

The British Player must move four combat units
into any Ley town hexes on the final Game-Turn in
order to win.

12(Inf), 2(MG),

15



The German Player wins by preventing a British
Victory.

HISTORICAL NOTES

As part of Operation “‘Grenade,” the British
advance into the Rhineland, British forces began
to “roll back’ German units on the British flanks.
The British forces included the Guards Armored
Division, whose Battle Group ‘“None” of the 2nd
(armor) Battalion, the Grenadier Guards and the
1st (motor) Battalion, the Grenadier Guards, along
with attached units, encountered elements of the
Panzer Lehr Division at Menzelen. Although the
Germans offered extremely strong resistance, they
were eventually overcome and the Guards broke
through.

[20.5] LAST DITCH ACTION AT IBBENBUREN
March 31, 1945

INITIAL FORCES
British Player:
6(Crm), 2(M5), 8(Inf), 2(MG), 10(M3).

German Player:
4(Inf), 4SMG), 2(82m), 2(120m), 3(75a), 1(88a),
5(T), 1(SPW).

DEPLOYMENT
British units deploy in and around Parroy south of
hexrow 0028 and west of hexrow 4300.

German units may deploy anywhere outside of the
British deployment area. The German Player may
deploy a maximum of four Improved Positions and
five Hasty Mined Hexes. He may deploy only one
unit in Moncourt (though he may move other units
in after play begins). He may not place mines in
town hexes.

RULES OF ENGAGEMENT

1. Play is confined to the corridor between hexrows
3500 and 5200, inclusive.

2. The British Player is the First Player.

PANIC LEVELS
German: 20%

British (Special Rule): Begin the game with zero
Panic Level. Thereafter, the British Panic Level
rises 10% for every British Combat unit which is
destroyed.

GAME LENGTH

15 Game-Turns

VICTORY CONDITIONS

The British Player must have an undisrupted,
dismounted infantry unit (Inf) or (MG) in
Moncourt at the end of the game in order to win.

The German Player wins by preventing a British
Victory.

HISTORICAL NOTES

The Allied advance into Germany in the last days
of the war was not always smooth. This was seen
when the 2nd Fife and Forfar Yeomanry, newly
re-equipped with Comet tanks, and the 3rd
Battalion, the Monmouthshire Regiment, both of
the 11th Armored Division, were attempting to
advance on the city of Osnabruck. Near the town
of Ibbenburen, they encountered stiff resistance
from German forces, including the faculty and
students of the Hanover NCO training school. The
Monmouths, supported by the fire of the tanks,
attacked towards the German position. Although
some progress was made, the British were
eventually driven back by heavy German infantry
and anti-tank fire, and were forced to withdraw.

[21.0] GAME NOTES

What follows is a discussion of some-rules applica-
tions (both obvious and not so obvious) and some
design intent behind the rules.

PLOTTING & SIMOVE: The whole idea behind
making the Players go through the plotting
exercise is to introduce an element of uncertainty
into the play of the game which otherwise would be
impossible to create. The first prototypes of this
game required the Players to plot movement hex
by hex, a very laborious task. And one which was
soon eliminated. It was sufficient to require a
simple move notation without detailed plot.
Playtesting revealed that most movement was
obvious and that a sequential execution rarely
affected the course of play. Fire, on the other hand,
had to be kept simultaneous and fairly detailed.
When a sequential execution of Direct Fire was
tried (simply plotting DF without specifying a
target) it was found to give the Second Player too
much advantage. He would know by process of
elimination which of the First Player’s units could
move and decide on that basis how to allocate his
fire.

DIRECT FIRE, OPPORTUNITY FIRE &
INDIRECT FIRE: You will note that it is
impossible even at a +8 differential to guarantee a
kill with just one attack. In most scenarios it is
better to concentrate fire on one or two targets per
turn, seeking to insure a kill, than it is to spread
fire. Opportunity fire calls for some thinking. The
Player must consider what potential targets are
liable to trigger his Opportunity Fire and at what
range. Also remember the Enemy can use his less
valuable units to probe avenues of approach
seeking to trigger OF prematurely. [Rule 6.56 is
not sacrosanct. Players who trust one another and
have a modicum of common sense can modify it as
they see fit.] Generally, it is more profitable to use
Direct Fire than Opportunity Fire. A bird in the
hand, ete. Indirect Fire comes after the Disruption
Removal Phase; thus its effects, if any, persist into
the following Game-Turn. It can be used with
Direct Fire as a one-two combination, particularly
if the target is a softy.

H FIRE: H Class units are divided into those that
can deliver Indirect Fire and those which cannot.
The ones that can (mortars and field artillery)
should be hidden away where only counterbattery
can reach them. One or two mortar platoons firing
Indirect loose pattern H can almost single-
handedly stop several dismounted infantry
platoons from advancing. The flat trajectory H
weapons, on the other hand, can be surprisingly
useful for Opportunity Fire at long range. They do
not suffer Range Attenuation and even the lightest
unit has a chance of affecting a tank platoon with a
tight pattern OF at ten or fifteen hexes.

DEFENSIVE PLACEMENT: Where possible,
units should occupy woods or town hexes. This
benefits the unit in two ways: it nullifies Spotting
in many cases and always directly affects the
combat die roll. Mortars and artillery should never
be placed within two hexes of another unit which
can be Spotted, even if they themselves are hidden.
The Enemy Player could then fire at the Spotted
unit with an Indirect loose pattern and hope to
scatter and overlap onto the vulnerable mortar
unit. This same principal holds true for most
positioning. Don’t bunch up.

MOUNTED versus DISMOUNTED ASSAULTS:
If APC’s are available, infantry should remain
mounted, and move to within two hexes of the
infantry defender before dismounting. This
minimizes H and R fire on their movement. If the
defender is a non-infantry unit, they might just as
well move adjacent before dismounting. If no

APC’s are available, an attempted infantry
movement of more than three hexes in the face of
an undisrupted defender is virtual suicide. If at all
possible, dismounted infantry should not bunch up
on adjacent hexes (loose pattern H Fire will hit
them).

FINAL PROTECTIVE FIRE: Nothing prevents a
Player from bringing in loose pattern H Fire on his
own positions. This is especially valuable when his
defending unit is in a fortified hex and is menaced
by dismounted infantry in adjacent hexes. With
any luck his own unit will survive while the
attacking units are disrupted or panicked.

PANIC: Panic will strike and affect a critical unit
at the most inopportune time. A Player has only
one defense against panic and that is overkill. If it
is absolutely necessary to fire at a unit at a given
point make sure you assign two, three or four units
to execute the fire. If it is absolutely necessary to
move and occupy a hex, make sure you have two,
three or four units which can do so. A winning
Player is one who assumes that a single unit will
always foul up at the most inconvenient time, and
plans accordingly.

DESIGN NOTES: One of the more controversial
aspects to this game is the Combat Results system.
On its face the concept of successive disruption
steps seems unrealistic. Take the case of a pair of
88's firing on a platoon of Shermans at, say, 800
meters. Assuming the visibility is good and the 88’s
achieve surprise, the result, in reality, would be the
destruction of one, two, three or more of the
Shermans before the platoon could react. In other
words, within the minute or so represented by the
Game-Turn, part of the platoon would be
permanently destroyed and part would remain
effective. This is not what happens in the game;
the platoon would probably suffer a D1 or D2
result. The disruption result puts the entire unit
into a temporary ‘“‘never never land”’ from which it
will either return with its original effectiveness
intact, or not, depending on a random die roll and
future Enemy actions. The justification for this
situation is that over a series of Game-Turns,
within a limited scenario, the disruption system
does represent and reflect combat attrition and
does so without recourse to extensive record
keeping and step-down step-up unit replacement.
For example, assuming a six turn time period, a
unit which suffers a D1 will not be able to fire (on
the average) two of the six turns or 33% of the time.
For that six turn period the unit will have suffered
a 33% attrition in utility. And in most of the
scenarios there are few combat situations which
are sustained more than six turns. The pin and
delayed panic results express the disorganization
and confusion caused by incoming fire rather than
actual attrition, but the net reduction of effective-
ness is equivalent.
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