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Storming the Waidhaus Gap - South Germany
4th PzGren Div vs 18th Guards MRD, 17thAugust 1988 by Andy Rix
Introduction
This is a ‘Cold War Hot what if’ scenario set in
August 1988, following the commencement of
hostilities in Western Europe on the central front. The
game pitches 4th Panzer Grenadier Division’s covering
force against the Forward Detachments of the 18th
Guards Motor Riﬂe Division as it forces a crossing of
the German Czechoslovakian border at Waidhaus in
the opening hours of the Third World War.
The ORBATs used are based on the following
assumptions, stated within Victor Suvorov’s book
‘Inside the Soviet Army’;

the peacetime structure of Soviet Armies and
Fronts would not represent the wartime
ORBAT

the Soviets would incorporate the National
formations of the Warsaw Pact states
immediately into their structures

the Soviet Army would pursue a consistent
approach to the structure of Armies and
Fronts unless they had good reason to choose
not to

the Soviet Army throughout its history
expended signiﬁcant eﬀort successfully on
‘maskirovka’ (loosely,’deception operations’)
The scenario is set against the background of General
Sir John Hackett’s book ‘The Third World War’ but
with the action temporally relocated a few years later.
Historical Background – Military Situation
CENTAG, Central & Southern Germany
Air Armies of the 3 First Echelon fronts together with
the Spetznaz and Air Assault Battalions hit targets
throughout the CENTAG and NORTHAG areas on
the night of 16/17 August 1988, attacking HQs and
securing key features and deﬁles in proximity to the
Inner German Border and Czech/German Border. 3rd
Western Front attacked across the German/
Czechoslovakian Border into VII US Corps in the
North and II German Corps in the South. The Soviet
Front commander deployed 22nd Combined Arms
Army in the north and 4th Czech Combined Arms
Army in the south retaining the 1st Czech Tank Army
the Front’s 2nd Echelon.

A strong battlegroup, built around 4th Aufklärung
battalion, provided the forward deployed covering
force for most of the division. It was heavily
reinforced with elements of the reserve and strongly
supported by Aviation and Air assets from 26th
Heeresﬂieger Regiment and the Alpha jets of 49th
Jagdbombergeschwader out of Fürstenfeldbruck air
base.
22nd CAA intended to cross the border at Waidhaus
and Arzberg with a main axis of advance Nürnburg–
Stuttgart. It deployed 30th Motor Rifle Division to the
north, through the Arzberg gap, against the VII US
Corps and the 18th Guards Motor Rifle Division south
through the Waidhaus gap. Its axis of advance was to
pass south of Nürnberg through 10th PzGren brigade’s
area on the line Waidhaus – Amberg – Neumarkt Stuttgart.

4th PzGren Division, D-Day H+2
4th PzGren Division has deployed 4th Aufklärung
battalion as a covering force across 10th PzGren and
56th HS brigade’s frontage, covering the main crossing
points of the Cham and Waidhaus gaps.
4th Aufklärung battalion has been split, forming the
principal components of two strong Kampfgruppen
covering the northern and central border crossings.
11th PzG brigade to the south remained responsible for
the divisional frontage in its area of operations which
was generally considered impassable to major
armoured formations.
At 04:00, after a period of signiﬁcant air activity in its
area, communications were lost with Kampfgruppe
Von Maltzahn due to heavy and continuous broad
band jamming. A recce ﬂight from 4th
Heeresﬂiegerstaffel was sent to re-establish
communications. Two Flights of PAH 1 from 26 th
PzAbw Regt were placed on immediate notice to
move.

In response II German Corps deployed its 4th PzGren
Division to the north of its area of operations and 1st
Gebirgsjäger Division to the south, holding 10th
Panzer Division in reserve.
Within 4th PzGren Division’s area 10th PzGren brigade
holds the north, 56th Heimatschutz brigade the centre
and 11th PzGren brigade the south. In turn it
maintained 12th Pz brigade as its divisional reserve.
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4th PzAufklärung Battalion – O/c, Oberstleutnant
Dietrich von Maltzahn
Kampfgruppe Von Maltzahn was one of two
Kampfgruppen formed to provide the covering force
across the 100km frontage of most of the 4th PzGren
Division. The Kampfgruppen were constituted from
the PanzerAufklärung battalion and elements of the
Divisional and Korps reserves. Since both principal
border crossing points sat within 4th PzGren
Division’s Area of Responsibility this was a
signiﬁcant force.

The Kampfgruppe Reserve (2nd and 3rd Komp 123rd Pz
btn) was at Moosbach. The Kampfgruppe Steiner
Reserve (124th Pz btn), meanwhile, was at
Oberviechtach. Two Flights of 26th PzAbwRegt were
held at a FARP at Schwarzenfeld secured by 254th
Fallschirmjäger btn.

The Kampfgruppe commanded by Oberstleutnant
Dieter Von Maltzahn deployed its forward elements
into the Waidhaus gap on the night of 15 August 1988.
As well as Waidhaus they also covered the area south
to Waldmünchen. Kampfgruppe Steiner covered the
Cham Gap.
Kampfgruppe Von Maltzahn comprised elements of
4th PanzerAufklärung battalion, 123rd Pz battalion,
251st and 252nd Fallschirmjäger battalions, 120th JgKp,
120th PzAufZug all supported by elements of 125th
Panzerartillerie battalion, 42nd Raketenartillerie
battalion, 4th HeeresFliegerStaﬀel and 26th
PzAbwRegt. Supporting Air Sorties were expected
from the Alpha Jets of 49th Jagdbombergeschwader
out of Fürstenfeldbruck air base.

PzAufBtn KG D-Day 0500hours
Kampfgruppe von Maltzahn had deployed across the
10th PG Brigade’s frontage as follows:
Waidhaus
251st and 252nd Fallschirmjäger btn
First Komp 123rd Tank battalion (Leopard 2)
4th PzAuf Btn Recce Group 1
21st Battery 4th Flugabwehrregiment
100th PzAufZug
100th PJKomp
Eslarn
12th PzAufZug Gruppe 1
1st Recce section
1st PzJZug of 120th PJKomp
Schönsee
12th PzAufZug Gruppe 2
1st Recce section
2nd PJZug of 120th PJKomp
Treﬀelstein
12th PzAufZug Gruppe 3
1 Recce section
3rd PJZug of 120th PJKomp

18th Gds MRD O/c Major General Petre Khrenov
18th Guards MRD was one of two MRDs in the 20th
Combined Arms Army’s ﬁrst echelon. It was to cross
the Czech/German border at Waidhaus at around
06:00 hours on 17th August, following actions to
secure the Waidhaus Gap by 901st Independent Air
Assault battalion and 468th Motor Rifle Btn Group - a
heavily reinforced forward detachment provided by
48th MRD in the Army’s 2nd echelon.
The ﬁrst echelon Motor Rifle Regiments – 275 th and
278th –would pass through the secured deﬁle heading
for a river crossing of the River Naab in the vicinity
of Wenberg. The Wenberg crossing was to be secured
by the division’s own forward detachment – 65th
Motor Rifle btn in conjunction with 9th company 37th
MRR btn from 275th MRR. 65th MRB was due to
cross the Czech border between Eslarn and Schönsee
from 00:01 on 17h August 1988.
The remainder of the Army’s forward detachment
(based on 721st MRR from 15th Czech MRD) would
drive on Amberg to secure a crossing of the Vils
between Theuern and Kümmersbruck and, in
conjunction with 149th Parachute Infantry battalion
from the Front’s Air Assault brigade, would then
secure the deﬁle between Amberg and the Hirschwald
through which 18th Gds MRD would pass.
Note that whilst the Regimental numbers for the
Motor Riﬂe, Tank and Artillery Regiments are
believed to be correct, the remainder have been made
up, based on other units.
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Mission - NATO
The mission given by the Divisional Commander to
Kampfgruppe Von Maltzahn – Delay, for six hours
(12 turns) within boundaries in order to allow 252nd
FJB to prepare an area AT Ambush in the vicinity of
Amberg.

4+ arrive on Turns 7. They may arrive at points C and
D on the map one or two turns later.

PzAufB 4th Btn KG Player Brief
Aim is to prevent exit of follow-on MRR before turn
12. Set up within deployment parameters. Reserves to
enter from one of allocated directions with turn
penalties as applicable.

42 RkyArt Btn

50% of FJgr infantry companies can be dug-in.

ORBAT - PzAufB 4th bBtn KG – deploy anywhere
on table
PzAufB Recce Group 1
1 Komp
4 Leopard 1, 1 Fuchs with GSR, 4
Figs G31PfF44
1 Komp
2 Leopard 1 A5, 2 Luchs
251st/253rd FJ btn
PzJ Komp
3 Weasel TOW, 2 Weasel 20mm (or
Kraka)
PzJ Komp
3 Weasel TOW, 2 Weasel 20mm (or
Kraka)
FJ Komp
2 Milan Kraka, 6 G31 MG31 Carl
Gustav, 1PzF44
FJ Komp
2 Milan Kraka, 6 G31 MG31 Carl
Gustav, 1PzF44
Mortar Platoon 2 120mm Mortar Kraka
123rd Pz btn
1st Komp

4 Leopard 2

4th Flak Regiment
1st Battery
2 Gepard, 1 Unimog, 2 Redeye
nd
2 Battery
2 Gepard, 1 Unimog, 2 Redeye

10th Pz Bde Recce Group – deploy in westernmost
two columns
2 Luchs, 4 JgPzRkt
Reserves/Counter Attack Force
123rd PzBtn
2nd Komp
4 Leopard 2
3rd Komp
4 Leopard 2
Will arrive at points A or B on table according to a roll
of 1D6. On a roll of 1 or 2 both Kompanien arrive on
Turn 3. On a roll of 3 or 4 they arrive on Turns 3 and
4 (one each) and on any other roll they both arrive on
Turn 4. They may arrive at points C and D on the map
one or two turns later.

Artillery
125th PzArt Btn

41st Fd Arty Btn
and 105th
PzArtBtn
Aviation
1Sqn 26th
PzAbw Regt

2 FOO, 3 Batteries of 2 M109 or
one battery (only) on a failed
artillery request
1 FOO, 3 turns of support from 3
Batteries of 2 MLRS. Up to 1
Scatmin Mission. Nothing available
on a failed artillery request.
Available from Turn 6. Nothing
available on a failed artillery
request of 1 or 2 on 1D6
5 MBB105. Nothing available on a
failed request of 1 on 1D6
2 Flights of 1 Alpha Jet (or A10)

Mission – Warsaw Pact
The mission given by the Commander 22 CAA to
Major Suvorov (O/c the forward detachments of 468th
MRB) was to secure Waidhaus Gap by 10:00 hours in
order to allow 18th GMRD to cross the German/Czech
border at Waidhaus by 12:00.
The mission given by the Commander 22 CAA to
Major Bezarin, (O/c 901st Independent Air Assault
Battalion) was to prevent counter attacks into the
Waidhaus gap from the West and South in order to
allow 18th GMRD to cross the German/Czech border
at Waidhaus by 10:00.

Soviet Player Brief
Aim is to exit 275th MRR as quickly as possible with
as few casualties as possible.
2 BM27 Strikes are available. A BM27 Strike creates a
12 by 24 mineﬁeld centred on the point of aim. Use
direction dice to determine direction of error and 1D6
inches to determine distance.
Mineﬁeld eﬀects - dice 1D6 for each vehicle entering
- 1-2 the vehicle takes a hit, resolve damage as per
rules.
Use of ploughs or rollers will remove effect.
MG Fire will give damaged vehicles a saving throw
which is successful on a 6.
Reinforcing Artillery Fire of two Btns 2S5 available
turns 1 and 2 only - supporting air assault.
ECM aircraft on board +1 to hit roll for radar directed
weapons.

124th PzBtn
1st Komp
4 Leopard 2
Will arrive at points A or B on table according to a roll
of 1D6. On a roll of 1-3 arrive on Turn 6. On a roll of
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ORBATs
468th MRB Group – enter from Turn 1 at E or F
468th MRB (BMP2)
HQ
1BMP, 4 Figures, Commander,
Radio Op, Sniper, AK74
1st Coy
1 BMP, 8 Figures, 1
LMG,1RPG, 1Commander,
4AK74
2nd Coy
1 BMP, 8 Figures, 1
LMG,1RPG, 1Commander,
4AK74
3rd Coy
1 BMP, 8 Figures, 1
LMG,1RPG, 1Commander,
4AK74
AGS17Platoon
1BMP, 2AGS17
SAM Platoon
1BMP, 3SAM, 3AK74
MTR Platoon
1 MTLB, 2 120mm Mortars
th

27 Tank btn (part)
1st Coy
2nd Coy

4 T 72As
4 T 72As

280th Engineer Company Mobility Support
Detachment
Recce
1 BTR 60PB,1BRD M2Rkh
Mine Clearing
1Zil131, 3KMT4
Detachment
Minerollers
1MTK2
Bridging
1 T-55 Bridge Layer
Route Improvement 1 T-72 Dozer
Security
1 BMP, 8 Figures, 1LMG,
1RPG, 1Commander, 4AK74
Engineer Plat
280th MRR Recce
Company
280th MRR Anti
Tank Battery
280th MRR RAG
280th MRR AD
Battery

1 BTR 60PB, 4 Fig AKM, 1
AKMS, 1 RPGr
1 BMR, 1 BMP2, 1 BRDM 2,
1 RPG, 1 LMG, 4 AK74
3 BRDM 2 AT5, 1 RDM2, 1
Zil 131
8 2S1, 2 BRDM 2U, 2 OP
parties, 8 S3 2 BTR 60 OP
Parties
1 ZSU 23-4, 1 SA 9 Gopher

901st Airlanding Btn, Forward Detachment – enter
emplaned from Turn 1 from eastern table edge
BHQ
5 Figures
1st platoon
11 Fig 6 AKM, 1 AKMs, 1 RPG,
1PKMS, 1AT7
2nd platoon
11 Fig 6 AKM, 1 AKMs, 1 RPG,
1PKMS, 1AT7
1BMD Coy
1 BTR-D, 2BMD 1P, 6 Fig, 4 AKM,
1 RPG 1 AKMS
Recce Platoon 1 BRDM 2
AT Platoon
1SPG9, 2 AT-4
Mortar Platoon 2 82mm Mortar, 1 MOP
AA Platoon
3 SA7, 3 AKM
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DF Sp Platoon

2 AGS-17

Aviation
Assault and Combat Helicopter Regiment
1 Sqn
5 Mi-24D
2 Sqn
2 Mi 8TV, 3 Mi 8 T
Independent Helicopter Transport Regiment
1 HeavyLift
2 Mi 26, 1 Mi 6
Squadron
1 Medium Lift 4 Mi 8
Squadron
Strike Package
Flight FGA
1 Su25
Flight FGA
1 Su25
Flight FGA
1 Mig
Flight FGA
1 Mig
Artillery
Btn BM21
2 Scatmin
Missions
1st Btn 2S5
2nd Btn 2S5

3 batteries of 2 BM2s or one battery
only on a failed artillery request for
turns 1-3
3 batteries of 2 guns, pre-planned
turns 1 and 2 only
3 batteries of 2 guns, pre-planned
turns 1 and 2 only

275th GMR, Lead MRR, 3rd Btn BMP - enter any
time from Turn 6 at E or F
HQ
1 BMP, 4 Figures, Commander,
Radio Op, Sniper, AK74
1st Coy
1 BMP, 8 Figures, 1
LMG,1RPG, 1Commander,
4AK74
2nd Coy
1 BMP, 8 Figures, 1
LMG,1RPG, 1Commander,
4AK74
3rd Coy
1 BMP, 8 Figures, 1
LMG,1RPG, 1Commander,
4AK74
AGS17 Platoon
1 BMP, 2AGS17
SAM Platoon
1 BMP, 3SAM, 3AK74
MTR Platoon
1 MTLB, 2 120mm Mortars
Tank btn

9 T 72As

280th MRR Recce
Company
280th MRR Anti
Tank Battery
280th MRR RAG

1 BMR, 1 BMP2,1 BRDM2, 1
RPG, 1 LMG, 4AK74
3 BRDM 2 AT5, 1 RDM2, 1 Zil
131
8 2S1, 2 BRDM 2U, 2 OP
parties,
1 ZSU 23-4, 1 SA 9 Gopher

280th MRR AD
Battery
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Special Rules
Air Superiority - Turns 1-3 Soviet, Turns 4-6 NATO.
Thereafter dice 1-3 Soviet and 4-6 NATO. Ground
Attack and Aviation must save above a 1 to avoid
being destroyed, 2 to abort if on board when other
side has air superiority.
Movement - An additional twelve inches move
regardless of terrain if no other action taken and not
within two feet of observed enemy unit at start of
move. Plus one to hit when ﬁring at target conducting
such an extended move.
Observation - All TI equipped MBT to be treated as
Recce.
Scatmin - Use direction dice to determine direction of
error and 1D6 inches to determine distance.
Mineﬁeld eﬀects - dice 1D6 for each vehicle entering
- 1-2 the vehicle takes a hit, resolve damage as per
rules.

Use of ploughs or rollers will remove effect.
MG Fire will give damaged vehicles a saving throw
which is successful on a six

Victory Conditions
Exit 75% of MRR before turn 18 from Exit G (West) Soviet Win
Exit 50% of MRR before turn 18 from Exit G (West) Draw
Exit 25% of MRR before turn 18 from Exit G (West) German Win
If Soviets meet any of the exit criteria by turn 10,
increase by one level in their favour.
If Soviets exit via either of the alternate Exit routes
reduce by one level.

Waidhaus Gap Terrain

Entry Points
A
B
C
D
E
F

Forces
German tank company reinforcements on specified turn
German tank company reinforcements on specified turn
German tank company reinforcements on specified turn +1
German tank company reinforcements on specified turn +2
Soviet forces on specified turn
Soviet forces on specified turn

Exit Points
G
H
I

Forces
Soviet marginal victory
Soviet standard victory
Soviet resounding victory

One or two gentle north-south contour lines are
possible additions in the western three quarters of the
table
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And Then It Went BAD….
A WW2 Skirmish Scenario By Dale Irwin
Introduction
This scenario was designed using Battleground
WWII, but any skirmish system will work with this
game. Actually a more detailed system works better
as the players are only pushing a few figs.

mixed the colors of the suits between the Germans
and the Allies to keep the players guessing. Have
each team hand you an Ace. Until the units come in
contact they only move on one card. Once a team is
engaged add the second card for the next hand.

The game is designed to keep the players in deep
fear of each other. The joy of not knowing who your
friends are is that everyone gets very nervous. The
method I used to set up the scenario is to have five
cigar boxes loaded with the figures and the playing
cards. This game is designed for five to nine players
at a convention but it works fine as a club game.

In running this I use a GM map and track all the
movements on the table on my map and only place
figures as they are revealed. It is not that hard with
as few forces as are on the table. The secret is to
keep everyone confused. Circle the table talk to
each team and ask them what they are doing. Then
go to another group, if they could see something
make them roll, tell them what they see. But make
sure to mix it up, randomly go to groups, ask them
how there day is going, did they like lunch? Make
them nod sagely towards you, roll a few dice and
give ominous stares at the group you just talked to.

At a convention I looked for players that were
experienced with Battleground and used them to
choose the boxes at random. Then I found out who
was the Resistance player asking who had the Joker.
Then I assigned the remaining inexperienced players
to friends or at random. Each box should hold an
Ace and a deuce (a 2 for non Americans - Ed); I
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Forces/Roles
1) German Luftwaffe Garrison Force
Background: Your troops have been assigned the
glorious job of guarding a small bridge in the village
of La Canal de L’Echarpe de Laine. Life has been
boring and quiet- significantly better than the
Eastern Front. Until tonight that is…One of your
routine patrols encountered a group of resistance
fighters as they were wiring your telephone poles
with demo changes. In the quick skirmish that
followed, the Resistance succeeded in blowing a
string of poles and breaking your communications
with the other German units in the surrounding
countryside. You do not have any repair equipment
but they must know that something is going on as
you have been ordered to send hourly status reports.
Aside from losing your communications you got
something in return. You captured a young lady
who was with the Resistance. You have standing
orders to hold any captured resistance fighters for
the Gestapo. They have ways…
So far not too bad…until that crash behind the
village. One of you men reports a British Glider has
crashed into the Bocage killing all of its crew. But
where one glider lands, there must be more…
Mission: You are to guard the bridge and the
prisoner and await reinforcements. They can enter
from any direction.
Special Rules: The Guard tower has a spotlight in
it. You can assign someone to man this taking one
action. Pointing it takes one action and turning it on
takes one action.
You also have a sandbagged emplacement near the
base of the bridge. It can hold up to three men and
the MMG must be located in it.
At night the sniper may take shots and must be
spotted per the normal spotting rules with a
successful skill test (8). If the skill test is failed the
sniper will still shoot but his muzzle flash is auto
spotted by anyone who has LOS to him.
Start Position: You may deploy anywhere within
the town. You must also leave a leader and a soldier
with the prisoner in the Barracks. She is bound and
gagged and unable to move so you will have to carry
her if you want to move her.

A
B
C
D
E
F
G
H
I

Leader
No2
soldier
Soldier
Soldier
Soldier
Soldier
Soldier
Soldier

Weapon

Morale

SMG
SMG
MG42
Rifle
Rifle
Rifle
Rifle
Sniper
rifle

12-1
10-0
6
6
6
6
6
6
6

Cmd
range
10
8
6
6
6
6
6
6
6

Quality
Regular
Green
Green
Green
Green
Green
Green
Green
Green

Each man has 2 grenades
2) 82nd Airborne Engineers
Background: Your glider’s target was the fields east
of the village of La Canal de L’Echarpe de Laine.
You were to link up with another glider team of
infantry and blow the bridge that crossed the canal.
Unfortunately your pilot missed his landing point
and landed five miles northeast of the objective. You
were lucky that you landed with other gliders as
some of them had airborne jeeps aboard. The
Captain thought the objective worthwhile, grabbed
the pick of the litter, assigned you two jeeps and sent
you on your way to link up with the troops that
should be holding the bridge for you. The rest of the
paratroopers will proceed southeast of the village on
foot to the rally point.
The village is supposed to be guarded by some low
grade Krauts. The first glider team should be dealing
with them handily. However there are more
dangerous troops in the countryside and they may be
on the move to reinforce the bridge so speed is of
the essence.
Mission: You are to link up with the Paratroops
holding the bridge and blow it. Then withdraw
southeast to the rally point.
Special Rules: Demo packs can only be set by
Engineers, not any other Paratroopers. It will take
ten man actions to set the charges. To lay the charge
line you may move no faster than two inches per
turn.
Start Position: You will enter the table on the
northeast road. You will tell the GM your order of
march and who is in which vehicles.
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Weapon

Morale

A

Officer

SMG

14-2

Cmd
range
14

Quality
Elite

A

Leader

SMG

12-1

Cmd
range
12

B

Leader

SMG

14-2

14

Elite

B

No2

SMG

12-1

12

Veteran

C

Engineer

SMG

12

12

Elite

C

Trooper

BAR

10

10

Veteran

D

Engineer

Rifle

12

12

Elite

D

Trooper

Rifle

10

10

Veteran

E

Engineer

Rifle

12

12

Elite

E

Trooper

SMG

10

10

Veteran

F

Engineer

Rifle

12

12

Elite

F

Trooper

Rifle

10

10

Veteran

G

Engineer

Rifle

12

12

Elite

G

Trooper

Rifle

10

10

Veteran

H

Engineer

Rifle

12

12

Elite

H

Trooper

Rifle

10

10

Veteran

I

Trooper

Rifle

10

10

Veteran

J

Trooper

Rifle

10

10

Veteran

K

Trooper

Rifle

10

10

Veteran

L

Trooper

Bazooka
pistol

10

10

Veteran

Each man has one grenade.
Jeep Movement 15 inches and has Black out Lights, seats 4.

3) 101st Airborne Paratroops
Background: You are lost, you have no clue where
you are. Sarge thinks you are northwest of where
you should be. He broke out his “Little Orphan
Annie” decoder ring and compass and decided to
move southeast. As you moved you encountered a
canal running north-south. Its steep banks make it
uncrossable. Your squad has been moving south
following the canal. At last you sight a bridge…this
looks like where you will have to cross. But you
also see a guardtower…

Weapon

Morale

Quality
Veteran

Each man has two grenades. There are five rockets
for the Bazooka
4) French Resistance
Background: Your team attempted to aid the allies
in the liberation of France. Your team’s mission was
to destroy communication lines between different
German units stationed in Normandy. You succeeded
in that mission. Unfortunately you also ran in to a
German patrol near the village of La Canal de
L’Echarpe de Laine as you blew the string of
explosives that took down the phone lines.
In the ensuing skirmish one of your group was
captured - Brigitte. This is bad, very bad. You see
she was VERY popular with the boys in the
Resistance and she has met many cell leaders. If she
were cracked by the German secret police she would
compromise hundreds maybe thousands of
Resistance Fighters!
Mission: You are to find Brigitte and ensure the
Germans don’t get the opportunity to make her talk.
Assist any Allied troops you encounter and of course
killing a few Boche isn’t bad either.

Picture: Faustnik
Mission: Cross the bridge, link up with other
paratroops. Cause confusion and destruction. You
have little chance of reaching your actual objective.
Special Rules: The Bazooka team is part of your
squad but may be broken off into a team if you wish.
Bazooka

PB16
9”

Short
11
16”

Effect
7
24”

Long
1
32”

Pen
28

Start Position: 24” North of the Bridge on the West
side of the canal in the woods.
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Special Rules: Due to the nature of being a
resistance fighter your team is experienced with all
weapons. You suffer no captured weapon penalties
or night morale penalties. Also you have maps with
all the layouts of the buildings, as you are familiar
with the town, and know which building is the
German Barracks where they are most likely holding
Brigitte.
You also know the Germans are holding the town
with a small garrison force of nine low grade
Luftwaffe troops. They have a spotlight in the tower
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near the bridge and a sandbagged machine gun
position, also near the base of the bridge. You know
the Germans have a number of dispersed Panzer
Genadier troops in the surrounding country villages.
These are likely to reinforce the bridge.

However the Luftwaffe Garrison is not in contact
and the bridge must be held for the battalion. You
have little faith in the “Airboy” troops that make up
the garrison. It will take the strong men of the
Panzer Grenadiers to ensure the safety of the bridge.

Start Position: You may start anywhere on the map
as long as it is at least twelve inches from any
building in the village and you are in concealment
relative to the village. Your escape vehicle is a
Citroën hidden in a special location for just such an
event. One of your team will bring it to the village to
get you out. You must tell the GM the game turn it
will enter the table, how it will be driving (lights on,
off, fast, slow, etc) and the route it will take to the
rendezvous. Also the signal you will give it to start
its mission.

Mission: You are to secure the bridge and defend it
until the battalion is assembled.

Weapon

Morale

A

Leader

SMG

12-1

Cmd
range
10

B

Partisan

Rifle

10

8

Regular

C

Partisan

Rifle

10

8

Regular

D

Driver

Pistol

10

8

Regular

Start Position: You will enter the table on the
southeast road. You will tell the GM your order of
march and who is in which vehicles.
Weapon

Morale

Quality

12-1

Cmd
range
12

Officer

SMG

Leader

SMG

12-1

12

Veteran

D

Ast.
Leader
Soldier

SMG

12-1

12

Veteran

MG-42

10

10

Veteran

E
F

Soldier

MG-42

10

10

Veteran

Soldier

SMG

10

10

Veteran

G

Soldier

Rifle

10

10

Veteran

H

Soldier

Rifle

10

10

Veteran

I

Soldier

Rifle

10

10

Veteran

J

Soldier

Rifle

10

10

Veteran

K

Soldier

Rifle

10

10

Veteran

L

Soldier

Rifle

10

10

Veteran

Quality

A

Regular

B
C

Each man has one grenade.
The Citroen does not have blackout lights and can move 20
inches in normal movement.

5) German Panzer Grenadiers
Background: You have lost contact with the
Luftwaffe Garrison at the village of La Canal de
L’Echarpe de Laine. They were ordered to make
hourly status reports but have not been in contact for
three hours. They are (were?) guarding an important
bridge which will be used as a route to reform your
Panzer battalion currently dispersed in the
surrounding countryside. You are informed of
scattered reports of Resistance activity, Paratroops,
Gliders, Lions, Tigers and Bears. The intelligence is
so confused that it is all but useless.

Picture: Ray Haskins

Special Rules: The Officer can lead any German
troops. You also know where the German Barracks
is in the town.

Veteran

Each man has two grenades.
Kubelwagon - movement 15 inches and has Black
out Lights, seats 4. Truck Movement 12 inches and
has Blackout Lights, seats 20.

Notes on play
The game is designed to get most of the teams into
contact by turn four. It depends on how cautious the
players are. Sometimes all the teams charge towards
the village. At others they will approach the town
slowly. Bet on the mad rush. Have the teams
divide their troops into two half squads for play. All
morale grades have been corrected for Night time.
General notes on what to expect
The Luftwaffe Garrison…what can I say, they have
lousy troops. Their only advantage is they can take
all the ambush positions and “Dry Gulch” whoever
enters the town. In five runs I have never, ever, been
able to get a good friendly fire between the Garrison
and the PzGrenadiers. Maybe you will be luckier
than me. Expect some role playing by the garrison
players. They have to figure out who is who and
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they have come up with some interesting methods.
Ones I have seen are- walking down the road
waving a flashlight or shouting the challenge from
concealment. The PzGrenadiers know the correct
response. Let the PzGrenadier players decide what
to do.
The 101st Paratroopers should size up the situation
and get ready to rush the bridge. They may or may
not know of the MG nest - it can be an unpleasant
surprise. I add a +5 for all fire that is attempted
through the structure of the bridge. The bridge I use
is an iron box frame type with lots of opportunity for
cover.
The 82nd Airborne Engineers are a wild card. They
can be cautious and dismount and sneak into the
village and this works well when the 101st is
drawing all the fire. Or they will have watched too
many episodes of “Rat Patrol” and think the BARs
will be all they need. This usually ends up with
them bailing out of their shot up jeeps near the
village center and making a rush to the bridge on
foot.
The PzGrenadiers (more often than not) drive bold
as brass into the town. Hey it is German held, what
do we have to fear? Say hello to Mr. Bazooka.

Church is Stone and all other structures are wood.
The tower is sandbagged.
Victory: The Germans win if the bridge is not
destroyed. They achieve a better victory if they have
Brigitte still alive. The PzGrenadiers don’t know
about the prisoner and may kill her to free up two
soldiers. Too bad if the Garrison player fails to tell
them about the orders to keep prisoners…Also
remind the PzGrenadier players and especially the
officer, to lord it over the Luftwaffe Garrison troops.
A little inter-service rivalry is always good.
The Americans win by blowing the bridge. It is
important for the 82nd Engineers to tell the 101st
Paratroopers what their mission is (but don’t clue
them in, let them figure it out for themselves.). The
101st players should figure out that this is the best
mission for them.
The Resistance will win if the Allies win. Brigitte is
the issue - she must be killed or freed. They win
more if she is freed. If the Germans get away with
her the Resistance will lose regardless of the allied
victory.

Master Map
See rear cover

The Resistance tends to set up behind the Barracks
and tries to sneak in. He may sit back and watch the
fun and then move in. Note that the Resistance, if
they set up in the field with the wrecked glider, may
loot the bodies. The Garrison was too panicked to do
it. There are Grease Guns, 3 BARs, and a Bazooka.
To loot the glider will take 1D10 actions to find
what they are looking for. Ask them what they are
looking for and don’t tell them how long it will take
just tell them, “You’re still looking”. Grenades or
rifles can be found in 1D4 actions.
Remember the game takes place at night. I tend not
to put figures down till they are clearly spotted. I
use yellow pipe cleaners to mark where fire came
from and describe the sound - “a rifle shot”, “a
submachine gun”, “a machinegun”, “an MG 42”
(that last one always gives the Germans a warm
feeling inside!). Don’t forget to tell the 101st,
Resistance and Garrison players about the sound of
vehicles! Remember they can be heard three times
the distance they move.
Terrain: The Canal is uncrossable to all. Anyone in
the canal is dead. The Bocage is medium. The
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MIGs In The Middle East
By Pete Gill
The Soviets have always been keen to supply the Arab
air forces with their aircraft. The first supply of MIG
15s reached Nasser's Egypt in 1955. This brought the
EAF up to par with the current modern standards and
placed the Israeli Air Force, then numbering only a
landfill of obsolete Meteors, in a dangerous situation.
However, in 1956 the Egyptian Air Force was
destroyed on the ground by the joint Anglo-French air
offensive before Operation Musketeer (The Suez
Crisis), as well as having some shot down by the
Israeli Meteors and newly arrived Mystère IVs.
Subsequently the Soviets supplied both the Egyptian
and Syrian air forces with more advanced jets. Their
next shipments included MIG 17s and 19s as sell as
Sukhoi 7s, later to be followed by MIG 21 fighters
which made up the mainstay of the Arab air forces
before the Six Day war.
Most of these were destroyed by the IAF early on the
5th June 1967 but soon after the war the Soviets
furnished the Arab air forces with hundreds of brand
new jets - advanced MIG 21Fs and MFs. Later during
the war of attrition they supplied MIG 21 PFMA(J),
the latest version at the time flown only by Soviet
pilots. Fighter-bombers of the Sukhoi SU 7 BMK and
later SU 20 type were also provided before the Yom
Kippur War.
Following this war and Egypt's embarkation on its
peace initiative with Israel, the Soviets not only
stopped supplying the EAF with new aircraft but even
denied it spares to maintain its current ones. Frantic
efforts were made to obtain spares from Soviet Bloc
countries and China. Attempts were also made to
substitute the Soviet turbojets with Western
replacements. Its 30 MIG 23S and U types lacking
spares were not operational for long and were
replaced by Mirages. The main Arab countries to the
supplied by the Soviets remained Syria and Iraq, with
Libya acting as a warehouse, where the Soviets
massed vast numbers of their latest hardware.
The Soviets supplied the most advanced aircraft that
they had ones which Warsaw Pact countries only saw
in small quantities. The DDR and Poland operated
mostly MIG 21 MF/Us and Czechoslovakia had only
three MIG 23 squadrons; Algeria two, Iraq four, Libya
two and Syria three - altogether a total of 170 MIG
23s.
But the Soviets did even better in their efforts to step
up the arms race. They supplied the SAF with 48 MIG
27s (Flogger-D) the ground attack variant, clearly an

offensive weapon. SU Fitter-Cs were in action in the
Yom Kippur, two were shot down in Northern Israel
while attacking an IAF installation. A few saw action
with the Egyptian Air Force striking at Libyan targets
during the border dispute in 1977.
Libya got several MIG 25 Foxbats (at the time flown
only by Soviet pilots on high altitude recce missions)
as did the Syrians. Following the clashes with the IAF
over Lebanon, where the SAF lost ten MIG 21
PFMAs, Libya replaced the losses from her stores presumably MIG 23s or 25s. There were suspected to
be over 100 MIG 23s in store, with Libya's air force
nowhere near large enough to use them all.
Breakdown of aircraft to each country as of 1981

Algeria
Egypt
Iraq
Libya
Syria

MIG21
90
200
115
215

MIG23/27
40
30
80
24 + 100
64

MIG25
6
20
-

SU20
30
46
30
30

others
50
260
100
80

For comparison, Warsaw pact countries as of 1981

Czech
DDR

MIG21
294
300

MIG23/27
3
-

MIG25
-

SU20
-

others
140
35

Hungary
Poland

150
378

-

-

35

260
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La Montée
Mechanisation and the Foreign Legion in the 1920s/30s by Richard Baber
The first unit of the Foreign Legion to be
motorised/mechanised was VI escadron 1REC
(Régiment Etranger Cavalerie) in February 1929. The
unit comprised men drawn from the two squadrons of
the regimental depot company at Sousse, Tunisia. The
new mechanised unit was under the command of
Captain Dugas with most of the junior officers and
NCOs taken straight from line light cavalry, armoured
car units from France.

armoured car platoon. Unfortunately in those early
days there was no standardisation. Units found
themselves operating different types of vehicles
simultaneously most being totally unsuitable for the
climate or terrain of southern Morocco/Algeria. This
created a constant headache for the mechanics, who
struggled to keep them running, and the
quartermasters, who had to keep those mechanics
supplied with parts.

In the summer Captain Tavernot’s V escadron was
also ordered to be converted. Unfortunately both units
found equipment slow to arrive. Also in the 1920s
driving was not the universal skill it is today. Very few
men had any experience, so all the men were sent, one
troop at a time to Meknes on a six week basic course
in driving and maintenance. After the first troop,
commanded by Lieutenant Lennuyeux, finished their
course they were ordered to drive back to Boudenib (a
distance of 250 miles). Their transport was to be five
big, but underpowered, Berliet trucks and a single
White armoured car. The journey was supposed to
take only four days, but the vehicles were totally
unsuitable for dusty, hot Moroccan roads. Eight days
later, the sorry procession staggered into Boudenib
with the first truck towing the second, the third towed
by the White whilst the fourth coughed and spluttered
along on its last legs. Fifty miles back the last truck
had broken down and had had to be abandoned. Not a
great start.

By the summer of 1931 Robitaille’s unit had been
transferred to Sud-Oranais and had been re-titled –
Motorised Company/1st REI. It also had a new
established TO&E:

Ten days later the “alert platoon” was called upon to
support a Goumier unit chasing a raiding party south.
Engine trouble delayed their departure by over two
hours and, when they finally caught up with the
Goums, the vehicles just couldn’t handle the rough
going and the Goums left the cursing Legionnaires far
behind struggling with their metal horses.
The man given responsibility for the transformation of
the Legion’s mounted and mule companies to
motorisation was Colonel Georges Catroux. The first
of the mule companies to make its transition was
Captain Robitaille’s 2nd (mounted) / 2nd REI
(Régiment Etranger Infanterie) in 1930. At first they
received only trucks but, in November, four Berliet
VUDB armoured carriers arrived. Their designation
was changed to 2nd (motorised), but all but the first
platoon was still mule mounted.
The overall plan was for REC squadrons to have one
troop of turreted armoured cars, one or more mounted
in armoured carriers and the rest motorised in trucks.
The new Montée companies of the REI were to be
similar in organisation but were also to include an
14 www.sotcw.co.uk

Armoured car platoon
Four old White armoured cars
Light platoon
Five VUDBs
Half company of 120 men carried in 14 Panhard 179
armoured carriers
Its workshop unit also had to maintain a variety of
soft skinned support vehicles too.
By 1934 VI escadron 1REC had also been reorganised as:
A/C troop
Three Laffly 50AM
And three troops each with five VUDB carriers
Amazingly even now it retained a soft-skinned
inventory with no fewer than ten different makes and
models of cars and trucks.
Breakdowns were frequent and keeping numerous
spares in store in remote desert bases was a logistic
nightmare particularly as these were at the end of
already over long supply-lines. Thankfully the
Legionnaire’s traditional (almost legendary) ingenuity
was a saving grace. They had pieces knocked up in
local blacksmiths and built odds and ends from the
most outlandish items, etc.
The Berliet VUDB “Vehicule de prise de contact”
was a truly awful piece of kit. It was a slab-sided steel
van, too tall and too heavy (even when empty -4.9
tons) for its puny 40hp engine. It boasted an overly
complex “advanced” four-wheel drive system and an
incredibly short range (considering the requirements
of the unit) of only 125 miles. One can only imagine
bumping along a rough desert track, crammed inside a
steel box with your mates and all your gear in
temperatures as high as 70 degrees.
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Oasis Meski, January 18, 1932
Capt. Robitaille’s Motorised Company 1REC was
part of General Giraud’s mobile column sent to
pacify the Rissani tribe in southern Talfilalt. The
oasis is situated 35 miles up the Zis Valley an old
kasbah surrounded by small village in the centre of
palm and date groves.

Berliet VUDB carriers
Models from author’s collection
(kits from Early War Miniatures)
There was some conflict within the Legion between
traditionalists and modernisers. The former, often
cavalrymen or mule riders, would contrast about
these dead, cold iron beasts with their boon (living)
companions. When, in March 1932, VI/1REC
completed a Saharan round trip patrol of 1,570 miles
in 55 days, veterans would point out (ignoring the
impressive mechanical achievement), that mounted
companies had been surpassing this average 29
miles a day on patrol for the last 50 years. The
squadron’s armoured cars were already subject to a
cruel act of fate when, in May 1930, a sniping
tribesman with amazing luck put a round down the
barrel of a White TBC, which in turn unfortunately
had its breach open. The resulting internal ricochets
injured not one but two of the crew.

Robitaille’s unit was reinforced with a couple of
portée 37mm trench guns mounted Berliet trucks.
The basic plan was for the infantry, in their Panhard
carriers, to advance supported by the armoured cars
and the guns. The truck-born elements were then to
dismount and advance to contact.
Unfortunately the first Panhard 179 bogged down,
blocking the track some 400 yards short of the
village. All the infantry therefore were forced to
dismount and advance on foot through the palm
groves under whatever limited fire support the other
vehicles (now stranded) could provide. The palm
groves were strewn and obstructed with fallen trunks
and cactus hedges and the advancing squads were
under constant fire from Kasbah towers. First
platoon advanced until they reached the Kasbah
where they were stopped by its large heavy gate.
Thankfully some of their comrades had manhandled
a 37mm across the palm groves and were then able
to blow the gateway open. A vicious one-hour battle
followed resulting in the village surrendering to the
French. It cannot be said the Legion’s new
equipment added much to this action…

French/Spanish frontier, February 1934
One of the last hold-out areas in Morocco was in the
far south west towards the border of Spanish Sahara.
This vast area of very dry desert was sparsely
populated and would have been of little interest of
concern to the French authorities, except a few
thousand Berbers of various factions. Tribes and
clans had slowly moved to take refuge in this last
un-policed corner.
General Hure’s plan called for a large sweep using
all available mechanised and mounted units
supported by aircraft and ample artillery. He
intended to use several fast moving, converging
columns to create a great bag with the remaining
rebels trapped inside. The key unit in the plan was
Colonel Teinquet’s mechanised force which was to
advance as fast as possible and form a stop-line to
prevent the dissidents from fleeing across the
frontier into Spanish Sahara.
White 50AM (in this case crewed by Chasseurs
d`Afrique)

This was in fact the first French experiment with a
light armoured or mechanised brigade operating
independently. The force consisted of three
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armoured car squadrons of 1RCA (Régiment
Chasseurs d`Afrique), two mechanised squadrons of
1REC and the motorised companies of 1st and 4th
REI. Around 100 armoured vehicles and 350
supporting soft skins.
The operation began on 21st February with columns
spreading out across the desert. There were some
minor skirmishes but the bulk of the dissidents tried to
flee south. The race ended at a place called Mechra
Chamnar where Captain Marion’s V escadron 1REC
had actually sent a couple of troops across the frontier
in a long sweep before heading back northwards. This
move convinced most of the dissidents that even
crossing the frontier wouldn’t make them safe so they
capitulated.
In 18 days Trinquet’s units had covered nearly 1,100
miles and this first test of a wholly motorised brigade
was judged a success. Even so the repair trucks had
used up more than seven tons of spares – 25% of the
Laffly armoured cars and 60% of the fragile VUDB
carriers had suffered mechanical breakdowns.

Post hostility developments
With the end of open hostilities, the French (and the
Legion) settled down to police their colony. The open
true Sahara spreads out south of Algeria and Morocco
and is home to camel riding tribes owing fealty to no
monarch or government. This vast region was only
lightly patrolled by French Sahariènne camel mounted
units and the two motorised companies of the Legion
infantry regiments were sent to support them.
Motorised Company 1REI went to Tabelbala in
Algeria and CMA/4REI (CMA – Compagnie
Automobile Mobile) ended up in Foum el Hassane in
Morocco. These units had truly vast patrol areas. In
the case of CMA/4REI the 284 men had an area of
100,000 square miles of the Western Sahara. Their
patrol circuit -“tournées de police”- was over 2,000
miles long. That’s roughly the distance from London
to Naples and back.
Both units cooperated on sweeps and reconnaissance
missions with camel mounted Groupe Nomade de la
Mauritanie and the Compagnie des Confins AlgéroMarocains

Camion Blinde Panhard 179
In 1935 CMA/4REI was organised as follows –
A Two-squad HQ
A Four-squad workshop platoon
A general service four-squad platoon (assigned as
required by the captain)
A two-squad armoured platoon with Panhard 165/175
armoured cars and Panhard 179 carriers
Four squads of motorised infantry in 2.5-ton Laffly
LC2 patrol trucks
The unit also had:
Four Renault field cars (equipped with cork roofs,
double-radiators and extra fuel tanks), fuel tankers, a
workshop truck and a radio car

Scenario - Investing Tauoz 1930
After seven years of patrolling the French closed in
upon the last rebel held area around the town of
Tauoz. A sizeable build-up of forces began which
included two companies of Compagnie Sahariènne
(camel corps), four companies of Moroccan
Tirailleurs (riflemen) plus elements of 1REC (Legion
cavalry) and elements of 4REI (Legion infantry)
including a composite battery of 75mm guns. A plan
was formulated to envelope Tauoz with several
columns in order to prevent the rebels from evading
and slipping away to fight another day. As with many
of these obscure colonial battles there is little easy-tofind documented information but I did find a fairly
detailed and interesting account of one small column
from 1REC and thought this would make an
interesting skirmish scenario. So…
You are a subaltern who commands a troop of 3rd
escadron 1REC stationed in southern Morocco. For
the past three years you have led your troop learning
the ways of the desert from the experienced NCOs.
All through your tour the rebel stronghold of Tauoz
has been a constant threat to operations, a bolt-hole
for the dijicheur (bandits) abandoned by the French
back in the early 20s when the Rif exploded. Now a
major offensive is being organised to retake the town
and your unit is to play a role. All your adult life
you’ve wanted this - to be part of a Legion column
and to take the battle to the enemy. Unfortunately
your troop has had to leave its horses behind and
become motorised. Your transport has been provided
by Saharan Special Transport Company with
seconded Legion drivers. The plan calls for your
troop, along with a troop of armoured cars, to move
around the enemy’s flank to seize the oasis and native
village at Ouzina which is south of Tauoz. A squadron
from the Camel Corps will be moving north to link up
with you. The Legion force is as follows
One officer – Lieutenant Vaudreuil
39 men carried in four lorries (carbines, pistols, and
one grenade each, the troop has a Lewis LMG)
Five armoured cars (probably White-Laffly TBCs)
armed with machine guns
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Things go pretty smoothly until the fifth day when
one of the A/Cs breaks down beyond all hope of
repair. The next day a second car gives up. Each
three-man crew joins the cavalrymen aboard the
(now very full) lorries. Two days later the column is
within striking distance of Ouzina when one of the
lorries falls into a ravine putting fifteen of the
Legionnaires on foot. Fortunately these men are
hardened to the desert and the commander knows
that the oasis is only a day’s march away. Your
column is now nearly at its objective and, as
darkness approaches the column heads for an
outcrop of rock to shelter for the night, before
attacking Ouzina tomorrow.
The light is fading as your trucks and armoured cars
approach the rocks. All is quite until a dozen rifles
open up on you - a Druse ambush. A lucky shot
amongst the first volley strikes the lead truck’s
petrol tank and the vehicle bursts into flame
illuminating you to your enemies. The armoured
cars cannot aid you except for inaccurate covering
fire as the enemy is concealed in the darkness. It’s
up to you and your Legionnaires to seize the high
ground the old fashion way.
A couple of men are already casualties so you
quickly split your command into four parts…
1. The armoured cars and spare crewmen and
drivers to remain with the trucks and supplies
and provide some covering fire.
2. Corporal Gutsche with seven men to the left.
3. Troop-Sergeant Senez with nine men to the
right.
4. You with the remaining 15 men and the Lewis
gun up the middle.
The troops charged up the rocks and threw
themselves into cover returning the Druse fire. This
turned into a bitter skirmish between the welldisciplined Legion troops and their skilled enemy.
The Druse attempted to infiltrate and to envelop the
Legion positions and engage in hand-to-hand
combat which resulted in a number of fatalities. Just
when things were looking grim a series of signal
rockets were seen to the south - the Camel Corps
unit had arrived having been drawn to the sounds of
battle. At the arrival of these reinforcements the
Druse withdrew to avoid being killed or captured.
Up to 25 Druse warriors armed with rifles, muskets,
swords and knives participated in the ambush. For
the purposes of the scenario I would not arm every
Berber with a gun in order to foster the historical
hand-to-hand.

At this point the account ended. At a rough count at
least nine Legionnaires were killed and another three
wounded. Corporal Gutsche’s section was wiped
out. The Druse lost at least twelve warriors. This
action seems well balanced for a one to one
skirmish. However the scenario could be continued
with the Legion attack on Ouzina.
Ouzina is a small oasis village made up of 10-15
mud-brick Arab style houses built near to the lifegiving water source. The oasis is not like the movies
but a deep cut hole in the ground (although there
will be date palms and thick desert grasses). The
village is enclosed on three sides by a four to six
foot high embankment and to the north by a 30 foot
rough cliff of natural rock. There is also a corral for
horses and camels and pens for the village goats and
sheep. The French attacker should work out a plan
of attack in order to prevent any Berber warriors
escaping to fight another day.
The French forces available for the attack ought to
be
a) The Saharan company (camel corps) comprising
the Coy HQ (CO, 2IC, senior NCO, 12 men) and
three troops 25 men each (carbines & grenades) and
b) the Legion column comprising three armoured
cars (Hotchkiss MG) and the remains after ambush
of the Legion troop (carried in two lorries)
This period and theatre of the twentieth century still
offers opportunities for the wargamer. The
technology that dominated the Great War battlefields
the machine gun and artillery could not be used to
effect against a mobile and elusive enemy.

Sources
The Bugle Sounds – Major Zinovi Pechkoff
French Foreign Legion 1914-1945 – Martin
Windrow & Mike Chappell
The Conquest of Morocco – Douglas Porch
Our Friends Beneath the Sands – Martin Windrow
The French Foreign Legion – Douglas Porch
My Life in the Foreign Legion – Prince Aage of
Denmark
The Conquest of the Sahara – Douglas Porch
France, Soldiers and Africa – Anthony Clayton
In Morocco with the Legion – G. Ward Price
March or Die – Tony Geraghty
The French Foreign Legion – Erwan Bergot
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Slutsk 30 June 1941
A Regiment/Brigade level scenario for Spearhead by Andrew Rolph SOTCW01038
Introduction
The overall impression of the early stages of
Operation Barbarossa is the inexorable and largely
unproblematic eastward march of the German army
featuring negligible resistance by the Soviets. Whilst
a reasonable summary of the strategic picture it
doesn’t mean that there weren’t repeated counterattacks by the Soviets from the very start. Indeed the
Soviet doctrine of the time was based on a bias to
offensive operations and within a day or two of the
start of the war on the eastern front the standard
orders to most units were to attack and drive the
Germans out of the country. Afterall the second
largest tank battle of the eastern front (and arguably
the war) was fought for a few days on and after 26
June 1941 around Brody in Ukraine.
That such attacks were unsuccessful was due to the
poverty of communications with front line units; the
breakdown of supply; the dispersal of formations over
wide areas of the countryside; the lack of motorisation
of supposedly motorised troops; the poor state of
repair of vehicles; the failure for TO & Es to be filled
out; the inexperience of a (culled) officer corps; the
risk avoidance of that corps and any number of other
disadvantages. Nevertheless some counter-attacks did
go in and when the tanks had fuel and ammunition;
when the infantry could keep up with them; when the
different units of a formation received orders to go to
the right place (rather than, for example, drive into a
swamp as one entire division did in the south) then
they could have some success. Predominantly of
course these conditions didn’t obtain.
I wanted to put together a scenario simulating in some
way the effects of these restrictions on the Soviet
player and after a little thought and research came up
with the following. If you like to know the
composition of your own forces and want them to do
what you expect them to then don’t play the Soviets in
this scenario. Think of it as a significant extension of
the random morale rules for them. On the other hand
if you think battles are generally a little more chaotic
than wargamers play them then read on.

German Briefing
30 June 1941 – Operation Barbarossa is proceeding
well and 24th Panzerkorps has advanced 200 miles
from Brest to Slutsk (itself 60 miles south of Minsk).
So far you have suffered minimal casualties and no
obvious counterattacks. Your division is however
spread out as it takes part in a huge encirclement of
the enemy around Minsk. It is now obvious that one
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of the huge Soviet Mechanised Corps is preparing to
launch itself at you. A Panzer battalion has been
dispatched to your aid to assist in driving the Soviets
off.
Mission
Defeat any and all Soviet attacks with the greatest
possible loss to them and minimum loss to your own
command. See common briefing for victory
conditions.
Available Forces
Two motorised infantry battalions and a panzer
battalion arriving later with Stuka support. See OOB.
Anticipated enemy forces
A Mechanised Corps approaching from the north east.
At full strength that is five tank regiments and four
motorised rifle regiments. That’s about seven times
as many tanks as you and six times as many infantry.
However at no point in the past week have you seen
evidence of any of the Soviet formations being up to
strength.
Deployment
Deploy the motorised battalions to the west of the
hatched line on the map. They may have Attack or
Defend orders. One of them may have reserve orders.
The Panzer Battalion (with an AGC attached
controlling two stuka strikes) will arrive from turn
four on a roll of 3+. If it does not arrive on turn four
roll again on turn five and add one to the die roll. If it
doesn’t arrive on turn five it automatically arrives on
turn six. Its attack arrow must be drawn on turn three
or before and may originate from any part of the table
edge west of the hatched line. One battalion per turn
may be issued a new set of orders.

Soviet Briefing
30 June 1941 – The Fascist aggression has been
unstoppable thus far. The 20th Mechanised Corps will
strike back at Slutsk coupled with an airborne drop
further to the south and annihilate the 4th Pz Division
spearhead of 24th Panzerkorps!
Mission
Eliminate all enemy forces you find. See common
briefing for victory conditions.
Available Forces
The whole of 20th Mechanised Corps. See OOB.
Anticipated enemy forces
A motorised rifle regiment.
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Deployment
The Mechanised Corps actually consists of two Tank
regiments, six Motorised Rifle battalions and a couple
of small supporting battalions. There is no artillery
support as it is located (without transport) in Minsk
and unable join the Corps. 60% of the Tanks are in a
state of disrepair and the complement of 15 battalions
was never fulfilled, anyway. What remains has been
organized into two regiments of disparate types with
what you hope to be sufficient petrol to reach the
battlefield. The infantry lack support weapons, men
and transport and you’re not sure where they are
exactly. At least fifty per cent of the Corps infantry
will not arrive in time as they too are assembling in
the rear areas.
The net result for this for the deployment of the Soviet
troops is as follows. At the start of the game the
Soviet player attaches his Regimental HQs and draws
attack arrows for all ten of the battalions noted in his
OB. The entry area for the Soviets is the bold red line
around the eastern, northern and southern table edges.
At least one battalion must be plotted to enter in the
south, two in the north and three in the east
(representing the Soviets attacking ‘off the march’
from their dispersal locations).
Each turn the Soviet player rolls a die for each
battalion to see if it actually arrives. If the roll of 1D6
is equal to or less than the number of the current turn
then the battalion arrives on that turn. Continue to
roll on subsequent turns for any battalion which
doesn’t arrive. At the start of turn six stop rolling for
entry – any battalions which have not entered the
game by then have run out of petrol/become
hopelessly lost/been ambushed by air attack.
If the Soviet player wishes to he may specify a turn of
entry other than turn one. If he does so he simply
loses out on any opportunity to have the battalion
enter earlier – he doesn’t gain any further chances in
later turns because it was plotted to enter later i.e. five
chances of entry is the maximum number any
battalion gets.

This will mean that Soviet tanks in particular will
spread out over their advance. One battalion per turn
may be issued a new set of orders and the Soviet
player may not have any reserves.

Common Briefing
All hills are gentle adding three inches to the spotting
capability of units on top of them and having no effect
on movement. The cornfield offers spotting cover but
no protective cover. Yachava is subject to the more
effective rules for artillery bombardment.
At the end of the game count the number of platoons
of casualties (including any who routed) for each side.
If the Soviets have taken no losses or they have taken
up to (and including) twice as many as the Germans
then they win. Between two and three times as many
is a draw and over three times as many is a German
win.
The German player adds two to his initiative die roll
throughout the game.
The game is 10-12 turns long. At the end of turn 8
roll 2 dice. A score of 5 or fewer ends the game on
turn 10; a score of 9 or more ends the game on turn
12; otherwise the game finishes at the end of turn 11.
Particularly cruel umpires will require the Soviets to
continue to move at full speed by platoon only
allowing each platoon to move more slowly (or not at
all) when individually it can see an enemy platoon.
Also such umpires might use the optional rule about
individual platoons turning to face in Soviet
battalions.

Map
See rear page of Journal for full colour map.

Upon their arrival, roll for the composition of the rifle
battalions. Each will consist of any regimental
attachments, a battalion HQ, 4 plus 1D3 rifle platoons
and one of an HMG, an 82mm mortar or a 45mm
ATG (selected randomly by die roll). Until this point
the Soviet player is unsure of exactly how big a
battalion might be. Furthermore he will not know the
composition of any later arriving battalions.
All Soviet movement must be at maximum speed until
a platoon within the battalion spots an enemy platoon.
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OOBs
German – Elements of 4th Panzer Division – Generalmajor WF von Langermann und Erlencamp
Battalion
No. stands Morale
Composition
1st Battalion 33rd Motorised Regt.
15
Regular
HQ, 9 Rifles, 1 HMG, 1 81mm Mortar, 1 Pak 35/6 ATG, 1
engineer, 1 75mm IG
2nd Battalion 33rd Motorised Regt.
15
Regular
HQ, 9 Rifles, 1 HMG, 1 81mm Mortar, 1 Pak 35/6 ATG, 1
engineer, 1 75mm IG
33rd Motorised Regt. HQ (part)
4
Regular
RHQ, 1 SMG M/c, 1 150mm IG, 1 Engineer, 1 lorry
49th Panzer Jaeger Btn (part)
3
Regular
3 Pak 35/6 ATGs (to be attached)
1st Battalion 35th Pz. Regt.
13
Veteran
HQ, 3 Pz IIfs, 6 PzIIIgs, 3 PzIVes
Soviet – Composite 26th & 38th Tank & 210th Motorised Division, of 20th Mechanised Corps – Generalmayor AG Nikitin
1st Battalion 957th Regt
7-9
Random HQ, 4+ 1D3 Rifles, 1 HMG or 1 82mm Mortar or 1 45mm ATG
2nd Battalion 957th Regt
7-9
Random HQ, 4+ 1D3 Rifles, 1 HMG or 1 82mm Mortar or 1 45mm ATG
3rd Battalion 957th Regt
7-9
Random HQ, 4+ 1D3 Rifles, 1 HMG or 1 82mm Mortar or 1 45mm ATG
HQ 957th Regt
4
RHQ, Quad MG AA lorry, 37mm AA, 76.2mm IG, 1 wagon
1st Battalion 328th Regt
7-9
Random HQ, 4+ 1D3 Rifles, 1 HMG or 1 82mm Mortar or 1 45mm ATG
2nd Battalion 328th Regt
7-9
Random HQ, 4+ 1D3 Rifles, 1 HMG or 1 82mm Mortar or 1 45mm ATG
3rd Battalion 328th Regt
7-9
Random HQ, 4+ 1D3 Rifles, 1 HMG or 1 82mm Mortar or 1 45mm ATG
HQ 328th Regt
6
RHQ, 45mm ATG, 2 82mm Mortars, 1 76.2mm IG, 1 SMG
402nd Battalion of Engineers
7
Random HQ, 6 Engineers
28th Heavy Tank Regiment
13
Random HQ, 2 T26s, 4 T28s, 4 T28Cs, 1 KV1A, 1T34A
36th Tank Regiment
9
Random HQ, 2 KV1As, 2 T34As, 4 BT7s
204th M/C Regiment
7
Random HQ, 3 M/c SMGs, 3 BA10 a/cs

The troops are standard Spearhead types but for the T28C.
There is no separate entry for this vehicle within
The 20 Mechanised Corps did attack around Slutsk on
Spearhead – it is presumably treated as an ordinary T28.
this date and it was planned that an airborne drop would
Following their experience in the Winter War the Red
take place in support. However the Soviets lacked the
Army authorized an increase in the armour of (at least)
th
transport for the airdrop so the 4 Airborne Corps
participated on foot. I have ignored their part in thissome T28s and called them T28Cs (or T28Es according to
some sources). Treating such tanks as the relatively
scenario. The 24 th Panzerkorps was plotted to advance
ineffectual T28s within Spearhead seems to be unfair since
through Slutsk at the time so I have used their forces as the
the uparmouring took the frontal armour from 30mm or so
victims of the Soviet assault. I have no idea whether it
to 80mm. Bearing in mind the (admittedly better sloped)
really was they who repulsed the Soviet assault.
armour of the T34s at this time was 45mm then 3/2
The attack was a failure and barely noticed by the defence values look a little mean. I substitute 5/3 instead.
There is no change to their attack factors.
Germans. Glantz in “Barbarossa: Hitler’s invasion of

Notes

th

Russia (2001)” talks of an attack with 94 older model
tanks. Given that the corps’ paper strength would have
been around 600 or more AFVs this serves as an indication
of how many vehicles, for various reasons, could actually
be brought to bear.
Feel free to substitute almost anything within the Soviet
force. It is deliberately random and understrength and it’s
impossible to say you’re wrong if you use BT7s or BT5s
instead of T26s or if you sneak the odd KV2 in. The
Regimental HQs can be almost anything you like as I am
using them as a composite of all the support troops from
the corps, which has survived and made it to the area of
the battle.
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The thrust of the game is that regardless of how well the
Soviet player plans his assault, restrictions outside his
control are likely to have a severe detrimental effect on
how effective he can make his troops be.If you’re
frustrated playing the Soviets then the scenario is a
success. Here is a corps, reduced already by two thirds
before it arrives on the battlefield, then suffering further
reverses before it can engage the enemy. None of the
factors deleteriously affecting the Red Army were
acceptable reasons or excuses for their commanders of
course. Directing the 20 th Mechanised to Slutsk was the
last order given by General Pavlov, commander of the
Western Front. Stalin had him arrested immediately
afterwards and later executed.
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Torpedoes on Dogger Bank 1914-1918
By Bob Setchell
Introduction
For those of you who fancy a naval wargame that is a
little different, how about trying the smaller naval
actions in the North Sea during WWI involving the
early torpedo boats, or if you are adventurous, the
Baltic, Mediterranean, Adriatic? I hope that the
background and scenarios here will get you thinking.
I have adapted a set of WWII naval rules I have to
reflect the period reducing the speed and range of
torpedoes in particular to reflect the performance of
torpedoes back then. This does force the attacker to
get really close. If you are playing a campaign game,
then much of the patrolling will be map/chart based
anyway, with the ships only needed when contact is
made. If you do have models to hand I hope that the
scenarios below will tempt you. If not, feel free to
adapt them.
Much of the action between ships, especially at night,
was at very short range. The intention to ram and
board the enemy was not uncommon, with cutlasses
being issued as well as firearms to RN crews.
Whichever set of rules you use you will need to allow
for the initiative to go to whoever spots the enemy
first. Having spotted the enemy, you may decide to
‘close the range a bit’ but you run the risk of being
spotted yourself and the enemy firing first!

The torpedoes were originally to be carried and
launched from boats and pinnaces that could be
carried aboard cruisers which limited the boats to
some 40ft in length and to the lifting capacity of the
davits. Initially senior figures in the British admiralty
felt that the torpedo was a ‘damned un-English’ sort
of a weapon anyway which coloured their attitude
towards the new-fangled weapon. Other navies
however saw them as an opportunity.
The turn of the century and the arrival of the new
internal combustion engine saw various ideas tested
by French, German, Italian, Austro-Hungarian and
Russian manufacturers. The threat of the torpedo and
the motor torpedo boat led in turn to the development
of a vessel that was fast enough to counter these small
craft - the Torpedo Boat Destroyer (TBD). As WWI
progressed the original Motor Torpedo Boat seemed
to reduce in importance whilst the TBDs grew in size
and numbers. MTBs did not really come back into
prominence until WWII was looming.
Of course if you want something really unusual. the
Japanese sent destroyers to assist in the Mediterranean
in 1917. There is a nice photograph of them moored
off Corfu on page 14 of ‘Destroyers’ (see
bibliography).

Background
The original Whitehead torpedo of 1866 had a speed
of some six knots and a range of some 200 metres.
Later developments saw these figures rise in the
1890s to a speed of 24 knots and a range of 600
metres. German WWI Submarine commanders used
to try to be within 1,000 metres of the target when
firing and some got as close as 300 to reduce the risk
of the torpedo missing or its bubble track being
spotted and the target evading the attack.
British TBD at speed

British TBDs – a potted developmental history
The early British TBDs were all small, fast and
characterised by their ‘turtle bow’ which made them
very wet in any sort of a sea and. in part. led to the
crews being paid additional ‘hard lying money’
because of the austere conditions on board. This also
led to destroyers being seen as a good place to get
away from the rigidity of the ‘big-ship’ navy of the
time - part of the reason why so many ‘characters’
seemed to crew these ships. By the outbreak of WWI
many of the earliest TBDs were awaiting the breakers’
yard but were dragged back into service.
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Whilst British TBD development resulted in a steady
increase in the size of vessels the German Navy
tended to keep to smaller hulls. Early German boats
placed a set of torpedo tubes between the forecastle
and the bridge a useful identifying feature.

12lbrs and two 21 inch TTs, whilst the Ks were
heavier, 270ft long with three 4 inch guns and two 21
inch TTs. The L class introduced the mounting of four
21 inch TTs in two twin mountings. Tonnages had
now crept up to the 1,000 ton mark and were
generally to stay about this for destroyers until after
the war.
As the war progressed there was a progression of
classes from the ‘M’ class of war emergency destroyer
up to the ‘V’ and ‘W’ classes in 1917. Of the 51 Vs
and Ws built over half went on to serve in WWII

A German torpedo boat of the early 1900s
The very earliest British Torpedo Boat Destroyers
were built between 1893 and 1894. They weighed
between 240 and 280 tons, were some 180ft long and
were able to manage 27 knots. They carried one 12lbr,
three 6lbrs, one Torpedo Tube (TT) on the bow and
two single torpedo tubes on deck. A further batch,
built a year later, were slightly larger but dispensed
with the bow torpedo tube. In North Sea service these
were painted black with brown decking. In the
Mediterranean they were painted white with yellow
funnels.
A second group, built in 1896 to 1899 were slightly
larger and capable of 30 knots. By the turn of the
century the ‘River’ class were laid down. Some 220ft
long, they originally had one 12lbr gun forward and
five 6lbrs along with two 18 inch TTs. They were
capable of 25 knots. The gun armament was increased
in service.
By 1910 the ‘Tribal’ Class were commissioned - 250ft
long, 33knots, three 12lbrs, three 4 inch guns and two
18 inch TTs. The ‘Beagle’ class followed - 275 ft
long, 27 knots, one 4 inch and three 12lbr guns and
two 21 inch Tts.

British destroyers were organised in ‘Squadrons’
which in the southern North Sea were based at
Harwich and Dover (the ‘Dover patrol’). At the start
of the war Dover had a squadron of ‘Tribal’ class to
protect the coast as well as escorting the convoys
across the channel to support the Western Front.

Possible Scenarios
The Royal Navy spent most of the war patrolling the
North Sea and blockading the Imperial German Navy
(IGN). The IGN, on the other hand, made various
forays to attempt to disrupt the convoys and the flow
of supplies to the western front. However there were
other activities worth considering. Action in the
Adriatic between the Italian and Austro-Hungarian
navies included raids on enemy harbours as well as
patrols and attacks upon shipping.
The Hunter and the Hunted - it was common for
both sides to try to position ships to catch returning
craft on their way home, listening for the sounds of
gunfire/engines and looking for the bow wave or
silhouette of an approaching enemy ship.
The laying and clearing of minefields - large areas
of the North Sea were mined during WWI and
became ‘no-go’ areas. However attempts were
regularly made to lay mines in enemy harbour
approaches if night, fog and tides allowed, so patrols
were needed both to deter the minelayers and to check
and sweep for mines.
Convoys - these needed escorting due to the threat
from the U-Boats.

Tribal Class – HMS Crusader 1909
At the outbreak of war the most modern TBDs were
of the ‘H’, ‘I’, ‘K’ and ‘L’ classes. The H and I classes
were 246ft long, 33 knots with two 4 inch guns, two
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Fishing Fleets - mainly in the northern waters, these
also needed protection – usually by one or two
converted fishing boats carrying a 6lbr gun and some
machine guns (these were often manned by their
original crew who were trained on how to use the
6lbr). It is worth considering that one misty morning
an armed fishing boat successfully rammed and sank a
surfaced U-boat that was using its guns on the fishing
fleet.
U-boat patrol - whilst radio was now used on naval
vessels, the hydrophone, to listen for an enemy

The Society of Twentieth Century Wargamers

submarine, was not introduced until 1917, so this
should be borne in mind when planning a game.
Zeppelins - there were instances when damaged
zeppelins were forced to return home at low level and,
on occasion, to ditch in the sea. Can the German
player reach safety or be rescued before the RN can
get to them to either shoot them down or take them
prisoner?

If you can get hold of any of the books by ‘Taffrail’
these carry some good accounts of actions and
provide for various scenarios. ‘Destroyers’ by A
Preston provides a good overview with a number of
photographs although the majority of the book is
about later developments. T’he Fighting ship of the
Royal Navy’ by Archibald provides drawings of each
class as well as an overview.

Aircraft/floatplanes - the early floatplanes and the
later seaplanes provided daytime patrols and are either
useful reconnaissance or a damned nuisance
depending upon who is doing the spotting (Another
reason why mine-laying tended to be a night-time
activity).
The weather - when raiding every possible use was
made of night/bad weather/mist/fog with the
subsequent reduction in visibility. This does have the
benefit of considerably reducing the size of the
playing area required.
Time and Tide - whilst minefields are a useful way to
limit the extent of a possible playing area, another is
to introduce the complication of tides and the risk of
grounding on a sandbank or in shallows. You could,
of course, just mark an edge of the playing area as
shallow, with a percentage risk of grounding for those
who enter. Another is to catch the unwary by having
an area as shallow before/after a set time – 2300 Hrs
or game turn 4 – you choose.

Models
I was fortunate to acquire a number of early 1:1200
scale metal models some time ago including some
light cruisers and smaller craft. The alloy of some had
deteriorated but having rescued them I looked to see
what I could do with them.
The Pocketbond catalogue includes some WWI
destroyers in 1:400 scale. I do not know who else is
currently producing models for this era or in what
scales so please check your manufacturer of choice. In
view of the small sizes of these ships, especially in
1:1200, you could always make some out of stout
card.
Whilst British TBDs in the North Sea were black
anyway the fact that many ships were still coal
burners resulted in their decks and upper works
ending up under a layer of soot so a suitable dark grey
will suffice for most.

Rules and Reading
I use ‘MTB’ by Tabletop Games, amended as above,
as a good set of rules for a quick game. However,
these rules date from 1977 so may not be so easily
available today.

‘Fast Fighting Boats’ by H.Fock provides background,
drawings and photos for craft from other navies –
including an Austro-Hungarian air-cushion
hydroplane with two torpedoes from 1915. When
tested, although fast, it was found to have poor
handling, a short range, poor sea keeping in anything
other than calm waters and the four aero engines were
very noisy.
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Charlie Foxtrot
Modern Squad rules for 20mm by Pete Jones
Introduction
This is a simple set of rules for modern actions using
several squads per side and are very generic and ideal
for quick set up games.
Dice Conventions
All dice are ten sided (D10). Any unmodified roll of a
10 is a success. Any unmodified roll of a 1 is a failure
Squads
A player has one or more squads. Each squad is
defined by its level of training, experience and by its
weapon/armour selection.
All members of a squad must remain within three
inches of each other or incur a penalty on their
activation of one per figure that is out of touch.
Squad Training/Experience
Level

Activation

Expertise

Suppress

Green

8+

9+

1

Seasoned

6+

8+

2

Veteran

4+

6+

3

Elite

3+

6+

4

Playing the Game
This game is played in ‘Turns’. At the beginning of a
turn each player rolls 1D10 and adds any scenario
modifiers. If a tie, switch order from last turn. The
player that scores the highest becomes the first player
and has Initiative.
Initiative
The player with initiative attempts to activate any
squad of their choice. They roll against their
Activation number given in the squad
Training/Experience table. If a squad has a leader with
a higher Activation Level use this instead. Add one to
the roll if there are no visible enemy.
If they roll their activation number or greater they
may choose two different single actions or one
focused action. Once that squad has been activated the
player may choose another squad and attempt to
activate it. The player continues to activate squads
until they have activated all squads in a turn or they
fail an activation roll.
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If a squad fails an activation roll then that squad may
choose a single action only. After that squad has
activated Initiative passes to the other player who then
attempts to activate a squad. This procedure continues
until each player has attempted to activate all their
squads.
Single Actions
Choice
Move
Notes
(inches)
Walk

6

The squad moves.

Shoot

0

The squad fires.

Melee

0

A squad fights in close combat
with an enemy it is in contact
with.

Focused Actions
Choice
Move
Notes
(inches)
Run

12

Squad moves double distance.
Cannot fire weapons or throw
grenades.

Gone To
Ground

3

Drop into nearest cover.
Increase the level of that cover
by one. Cannot fire weapons
or throw grenades.

On Guard

0

Can react once per turn by
firing at enemy movement
across their field of fire.

Aimed
Fire

0

The squad fires with a +1 to
firing.

Assault

8

Move into close combat with
enemy and fight a melee.

Firing
A figure cannot fire if they are Suppressed. A squad
can fire at any enemy figures or vehicles that they
have a clear line of sight to. It can split its fire
amongst more than one target.
Each figure in a squad throws one die per Rate of Fire
(RoF), trying to equal or exceed their Expertise rating.
Each die that does so is a Hit.
Any target figures wearing armour get a save against
these hits. If the vehicle makes its save, passengers
inside do not have to.
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Unsaved hits against a squad must be taken as
casualties, suppression or a combination of both to the
allowable limits the squad can support. The choice is
made by the squad that is hit. A figure cannot be made
both suppressed and a casualty from the same bout of
received fire.
A squad may fire at enemy in cover if some of the
enemy figures are within two inches of the cover’s
edge. Figures can only fire out of cover if they are
within two inches of the cover’s edge.

Both sides simultaneously roll one die per figure and
use their Expertise rating to determine hits.
Figures that are already Suppressed before this attack
strike after all other attacks are resolved.
All hits not saved by personal armour result in
casualties. Cover has no effect.
Squads may only take casualties in close combat, not
Suppression.

A squad can only target enemy figures that share the
same area of cover if they are within six inches. The
target will get a cover save. A defined area of cover
will block line of sight.

The combat continues at the beginning of each
subsequent turn. The squads involved automatically
activate at that point. They cannot subsequently
activate in that turn.

Suppression
A figure that is Suppressed is placed on its side. It
cannot fire and its squad takes a penalty to its next
activation of -1 per Suppressed figure.

To attempt to Withdraw from combat, a squad must
make a successful Activation roll and then move 1D5
inches away from their opponents (roll D10, halve
then round up). If the opponents also make a
successful Activation roll they can follow up 1D5
inches. If they catch their enemies, combat continues.
This supersedes the normal Activation rules.

After the next activation roll for that squad stand any
figures up. They are no longer Suppressed. The
maximum number of Suppressed figures a squad can
have is related to its Training/Experience.

Cover
At least half of a squad has to be in cover for the
whole squad to benefit from it. If the target of a firing
attack is in cover the number the firer needs to roll to
hit (its expertise) is modified as shown below:
Cover
Soft

Modifier Notes
+1

Undergrowth, Woods,
Wooden Buildings,
Hedgerows, Rifle Pits,

Medium

+2

Stone or Brick Walls,
Buildings or Rubble, Trenches

Hard

+3

Bunkers

No cover modifier can make a squad’s expertise
worse than 10. Infantry move through cover at their
normal speed.

Close Combat
A squad must use an Assault activation to move into
close combat with an enemy squad.
The attacking squad moves its figures into base
contact with enemy figures, no figure moving more
than eight inches. Then the opponent can move up any
unengaged figures that are within three inches of an
assaulting enemy figure.

Weapons
The weapons shown below are generic types that are
common in military and paramilitary forces.
Type

Range
(inches)

RoF

Pistol

8

1

Rifle

24

1

Assault Rifle*

24

1

Sniper Rifle

32

2

SMG

16

3

LMG

32

3

Shotgun

8

3

Grenade Launcher

16

3

32

4

Flamethrower2

8

4

Grenades, thrown

8

3

RPG

24

3

32

3

40

3

32

4

HMG

1

Light Anti-tank gun
Light Mortars

3

Light Cannon2
2

Heavy Cannon
48
6
* Assault Rifles get 2FP at 12 inches or less
1. Vehicle & Bunker mounted HMGs need only one
crew. Infantry HMGs need two crew to serve them.
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2. Flamethrowers and Tank Cannons ignore cover.
3. If you have any figure with line of sight, mortars
can fire at enemies they cannot directly see.

Personal Armour
Once hits have been determined the squad can make
armour saves against the majority type in the squad.
Type

Save

Examples

Light

9+

Flak Jacket, Police Armour

Medium

8+

Modern Carapace or SWAT

Vehicles
These are activated like squads with expertise ratings
and must roll for activation. Vehicles are activated
singularly.
Single Actions
Choice
Move
Notes
(inches)
Move

8

The vehicle moves.

Shoot

0

The vehicle fires one weapon.

Light and soft vehicles move six inches through Soft
Cover. Medium and Heavy Tanks can move six inches
through Moderate Cover.
Focused Actions
Choice
Move
Notes
(inches)
Run

16

Vehicle moves double Cannot
fire weapons.

On Guard

0

Can react once per turn by
firing at enemy movement
across their field of fire.

Stationary
Fire

0

The vehicle may fire all its
weapons.

Assault

10

Move into close combat with
infantry.

A Vehicle and any troops inside or directly behind it,
get an armour save:
Armour

Save Examples

None

10+

Trucks, Cars, Technicals

Light

8+

APCs, Armoured Trucks

Medium

6+

IFVs, Light Tanks

Heavy

4+

Medium Tanks

V. Heavy

3+

Heavy Tanks
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For each unsaved hit roll on the following table:
1-2
Crew Stunned, -2 to next activation only.
3-4

Weapon Destroyed (owner chooses).

5

Vehicle immobilised for rest of game.
It can still shoot.

6

Vehicle Destroyed. All crew/passengers
must bail out & each figure takes one hit.
If a vehicle is hit on the front roll 2D10 and choose
the better result. On the side roll 1D10. On the rear
roll 2D10 and choose the worse result.
If the same effect is rolled a second time in a single
turn take the next highest effect.
Note: Vehicles cannot be suppressed. Nor can crew or
passengers bailing out of a destroyed vehicle.
If a Vehicle assaults infantry, they make an Activation
roll to get out of the way and move figures out of
vehicle’s path. If they fail, each figure in the vehicle’s
path is hit. Make saves as normal.

A Couple of Scenarios
Three Pro Russian squads are occupying a couple of
buildings in the centre of the table. They have seen
activity by the Ukrainian Forces and have opened fire
on them. They are all green with small arms. They
have been told to hold the buildings.
Three Ukrainian squads who were on patrol have been
fired on and have been ordered to take the building.
The buildings are surrounded by ruins and a ditch.
The Ukrainians may have one RPG and one PKM
General Purpose Machine Gun. They are all
Seasoned.
Alternatively...the Ukrainian forces have been tasked
with attacking a blockpost (fortified checkpoint) on
the road from North to South. The blockpost is in the
southern third of the table. The road travels through a
village before getting to the blockpost, this village has
not been secured. They have 1 T64 tank and 1 BMP
and 60 Green infantry in squads of 10. They do not
have radio communications (-2 to all initiative rolls).
The Pro Russian Forces have 15 men with only small
arms, they are all Veterans. They have prepared an
ambush inside the village and are divided into squads
of 5 men

Extra Scenarios
Further scenarios can be found in the members section
of the website supporting these rules.
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Hungary’s Red Army
The 129 day Army – March-August 1919 by Rob Morgan
Background
The collapse of Austria-Hungary as an empire brought
an anti-Austrian and anti-Imperial revolution in
Hungary and, five days after the Armistice, Hungary
was a republic. The country was flooded with
Hungarian refugees from all corners of the empire. On
20 March 1919 an Allied ultimatum was delivered
demanding the surrender of cities and large tracts of
land in the east to French control. At this point Bela
Kun, the Communist leader and former PoW, seized
power.
In March 1919 the Red Army of Lenin was
sympathetic and close to Hungary's borders and
within days the Hungarian Red Army was brought
into existence to defend Hungarian territory and
promote the revolution. There were not enough
volunteers so a general mobilisation was ordered.
There was panic among the Allies at the Peace
Conference. On 16 April, without the prior knowledge
of the Entente powers (apart from France), Romania
launched an invasion of Hungary with seven French
equipped Divisions including the veteran re-formed
6th and 7th. A Czechoslovak attack followed on 27
April and a slightly tentative Yugoslav attack by the
Druna, Dunaj and Sava Divisions was launched the
following day.
Initially all went well for the anti-soviet attackers. The
possibility of Russian intervention was becoming
remote as each day passed and the Romanians were
able to press into Hungary occupying a third of the
country - taking the plains and the city of Debrecen.
On the southern borders the Yugoslavs took the key
town of Peticosteli where repatriated Russian
prisoners of war had mutinied and two French
Divisions moved from Romania into Hungary to hold
the line between the Romanian 1st and the Yugoslav
Dunaj Divisions at Szeged and Arad.
At Arad the French found their man - one Admiral
Horthy who, along with a fairly unremarkable former
Imperial Army General Bela Szombathelyi, recruited
the Hungarian St. Stephen's Army. A small force of
less than a brigade strength, it was supplied entirely
by generous French military aid.
The Hungarian Red Army should at this stage have
been destroyed with ease, faced as it was with
overwhelming odds of some 15 enemy divisions,
including the veteran French. There were also several
internal anti-soviet risings promoted by the Czechs
and Romanians in the south and west which had to be
suppressed by the 20th Red Brigade. However, the
invaders were not the only veterans in the battles. In

fact apart from the French (whose role was
flamboyant but very limited) almost all the troops and
many of the volunteers in the Hungarian Red Army
were, like their Czechoslovak and Yugoslav
opponents, survivors of the Austro-Hungarian
Empire's titanic struggles of 1914-1918.
They had met the Romanians, many from the old
Second Army of General Avarescu, in the field before
and this time dealt with them just as effectively halting them on the Tisza line. The Yugoslavs proved
incapable of further advances and the French simply
wouldn't stick their necks out. The ‘might’ of the
Hungarians turned northward, ignoring the loss of the
eastern salient where the Poles and Romanians had
created a block to Russian intervention, and
abandoned the Red 65th Brigade to its fate.
The Red Army's 6th Division, supported by the 80th
and 10th brigades, drove out the Czechoslovakian
Army following its disastrous assault towards
Miskolc in late April and then invaded Slovakia
taking several towns - Gelnica, Kosice and Prezov
among them. In Prezov on 16 June the Slovak Soviet
Republic was proclaimed. It existed only until 5 July
but, in that astonishingly short time, the Slovak Red
Army was created and its men fought an inconclusive
battle against their own countrymen of the 3rd
Division at Dobsina.
Leaving the Slovak Soviets to their fate, Bela Kun's
Hungarian Red Army withdrew to a demarcation line
determined by the French (again) and enforced by
powerful Allied pressure in the form of an ultimatum
threatening invasion. The withdrawal sapped morale
amongst the formerly stalwart Hungarians and on 24
June a coup led to fighting between units of the Red
Army and workers in the streets of Budapest.
Bela Kun was in trouble. There was a Romanian call
for the Hungarian Red Army to demobilise and, in the
wake of that threat, on 21 July the Hungarians, by
now with the Danube blocked, short of supplies,
ammunition and artillery, attacked the Romanians on
the eastern front with the remnants of their 4th,5th,6th
and 7th Divisions and the still loyal reserves. It was
their intention to occupy at least some 'historically
disputed' territory in the Crisana and Western
Transylvania and above all to seize the harvest.
Morale was sinking fast as the Romanians held on
supported by Horthy's small French armed, uniformed
and equipped army, which was committed to battle at
Elek. The Romanians counter attacked vigorously and
came almost within reach of Budapest. At this point
Bela Kun's Soviet Republic ceased to exist. Within ten
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days the government had fled to internment in Austria
and on 4 August the Romanians marched into
Budapest. With the assistance of Admiral Horthy's
army it opened a period of white-terror until forced to
withdraw in November leaving the ill-fated Admiral
as Regent of a Kingdom without a crown.

The Armies
The Hungarian Red Army were entirely dressed in the
uniforms of the old Austria-Hungarian Imperial army
- pike blue-grey with soft field caps or side caps.
Many of the reservists wore civilian dress with red
arm bands. Photos of Commissars and elite troops
such as the 10th Brigade show them wearing leather
jackets and coats. Insignia was a five pointed star in
gold as a cockade and, in the case of elite units, a
single wide, red stripe on the left breast. Rank was
shown by a system of red stripes on the lower right
sleeve and sometimes also on the left side of the cap.
Commissars wore a red star and wide stripe on the left
sleeve. Some 'special assault' units wore Austrian or
German steel helmets for their attacks on Prezov. The
Army carried red flags some with 'Fegyverbe!'
(Forwards!) across them in gold or green lettering.

of rank and carried the red over white over green
Hungarian flag. By late July many 'Volunteers' joined
them in civilian dress with either a white armband or
cockade field sign.
These troops were issued with a mixture of Austrian
rifles and Lebels, also with very small numbers of
Hotchkiss mle 1909s and medium MGs and rather
more of the useless Chauchats (which the French
seem to have off-loaded on every client they could).
There were also movement problems with this army,
small though it was. However, at least one mobile
column of cars and lorries existed, probably in only
company strength. There was little or no artillery,
other than a few captured old Austrian guns but the
French did provide a few of the little 37mm light
trench guns apparently. Having neither armour nor
aircraft the allied interventionists had to rely on
French Nieuport 11 and 17 types from the Romanian
Grupul squadrons for support. Horthy did manage to
recruit some cavalry from among the landowners,
known to Bela Kun's men as whites.

Officers’ insignia were as follows
Junior Company Officers – one or two parallel

narrow red stripes.
Company Commander - one wide red stripe.

Battalion Commander - one wide over one

narrow red stripe.
Regimental Commander or Staff Officer - one

wide over three narrow red stripes.
Divisional Commander one wide red over three

narrow gold stripes.
They were equipped with Austrian Mannlicher rifles
and carbines, Schwarzlose 8mm heavy machine guns
and Skoda field artillery of all calibres along with
some German items as supplied to Austria by her ally
in 1917-18. Furthermore, there were substantial
numbers of Italian captures which had been stored in
Budapest. There was a shortage of horses and of
motor transport. Movement was a serious problem.
The Red Army had no armour (but one or two
armoured trains were extemporised) and only a few
heavy guns, including some virtually immobile Skoda
305mm pieces. There were a handful of aircraft
however, mainly Aviatik Berg scouts (bearing red
stars) - at least in the opening stages.
Horthy's St.Stephen's Army (as it is sometimes
known) was a small force set up just within
Hungarian territory and heavily reliant upon the
goodwill of France. France immediately equipped the
force with horizon blue uniforms, though old Austrian
field caps and side caps were still worn by many
officers and men. Senior officers, including General
Szombathelyi, still dressed as though the Emperor
remained in power. They used the old Imperial style
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Combat team from the town Salgótarján
The Romanians, of course, were entirely a French
army in style, uniform and equipment after the
debâcle of 1916. As for the Yugoslavs, many of them
former Serb Corfu troops...the same applies.

Wargaming Potential
Plenty here of course - an infantry battle or campaign
pure and simple with remarkably little interference
from the air, artillery, hordes of Cossacks, swarms of
emplaced machine guns or armoured vehicles. A very
useful and different way to wargame Austrian infantry
against an opponent they rarely encountered in reality
(French infantry). Little conversion or re-painting to
do apart from a smattering of new heads, a banner or
two and there's even a place on the table for the
Russian proletarian militia. These were troops with
some, and in many cases much, campaigning behind
them.

And Then It Went Bad

Slutsk 30 June 1941

