






 





 





 





 





 



















-€crrf-p :)el)ifi,wines §eries #2 C • • t h Ab L • 
Scenario Design: Vic Provost riSIS on e ucay Ine ];}isfXJtcfjes from tfje l'>unfier 

Scenario# DB021 

The Abucay Une, Bataan, Philippines, January 16th, 
J942: The first Ballle of Bataan was in its seventh day 
and had reached a crucial juncture. The 41st Infantry 
Division(PA) held the center of tb~ Abucay line, the II 
Corp defensive position on the eastern side of the Bataan 
Peninsula. The weak and inexperienced Slst l.nfantry 
Division(PA) held the left end of the line up to lbe slopes h!''<'i~' 
of Mt. Natib. After the 51st Infantry Regiment(PA) :;';;,.i(·;l 
successfully counterattacked the Japanese in its front, it 
advanced too far forward , creating a dangerous salient in 
the defense. Lt. General A)-ira Nara, commander of the 
65th Br-(qade. ordered an attack from three directions on 
the over-extended formation. Under intense pressure the 
Slst Reg . broke and ran, leaving a gaping hole in the 
line, and threatening the 41st with envelopment. The 
43rd. Infantry, on the left end of the line, had to react 
quickly or face utter the destruction of the entire defen­
sive position. Luckily for the Philippine troops Colonel 
Eugene T. lewis, Regimental Instructor, was in command. 

Historical Result: Colonel Takco lmai's J4Jsr Infantry, 
paused to reorganize, giving Col. Lewis just enough time to 
organize a 'Provisional' Battalion of engineers, stragglers, 
and service troops . liis order was to 'Refuse the left Hank'. 
Instead of infiltrating behind the new defense line, lmai 
smashed headlong into Lewis' adhoc formation, along with 
a renewal of the assault on the main defense line. lewis' 
troops, under his calm and per5onal direction, repulsed 
every onslaught the Japanese hurtled against them. This 
valiant stand, along with a subsequent counteratlack by the 
31st Infantry Regiment (US) against another threat on the 
eastern end of the 41st Division's line, had saved the day. 
The bitter fighting for the Abucay Line conrinued through 
the 23rd. when a new thn:at of envelopment from the 9th 
Infantry forced a general withdrawal of the II Corps to the 
next defensive position astride the Pi lar-Bijac Road. Jl 
would be almost three more months of siege, starvation, 
and despair before the surrender of Bataan, but Colonel 
Lewis had bought precious time for the Allied cause. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BALANCE: 
Only Hexrows 
soolh of Q on 
bolh Boards 
are in play. 

The Japanese Player win at Game End by 
earning ?. 33 VPs. He gains CVPs normally (EXC: Philippine Army: Add a (PA) 4-4-7 to 

the Board 3 5 Force. 

N 
S£ 

Prisoners do NOT count double at game end, 
only their normal value), and earns Exit VPs for 
exiting Good Order Units off the South edge of 
Board 35. Good Order Philippine Units still IN a 
Bunker at Game End are subtracted from the 
japanese VP Total. He loses immediately upon 
suffering 42 CVPs. 

Japanese: Add a (J]A) 4-4-7 to the 
force entering Board 38. 

Philippine Army Sets Up First 

japanese Move First 

*
. . Elements of the 43rd Infantry Regiment(PA), 41st 

Division (PA)[ELR:SSR # 3) set up ON/Between 
Hexrows E and Lon Board 35, see SSR # 2, {SAN:4} 

r-----r-----,-----~-----r----~-----,----~ 

4-4-7 3-3-6 2-2-7 9-1 

7 3 2 

8-1 7-0 

2 

Field 
Phone 

HMG MMG 60 Mtr AP 1-3-5 Trench Wire 
Mines Pillbox 

; 

2 2 18 
2 4 6 

Provisional Battalion Elements of 43rd Infantry(PA), 41st 
Engineer Battalion, Signal, & Quartermaster Troops (ELR:SSR 
# 3), set up South/East of Road Yl, 25, GG5 on Board 38, SSR#2. 

6-6-7 4-4-7 

SPECIAL RULES: 

3-3-6 10-2 8-0 50 cal DC 
HMG 

SSR # 1 - EC are Moist, with no wind at start. PTO Terrain (G.l) is in effect, 
including Light Jungle (G2.1). J 

SSR # 2 · Each 1-3-5 Pillbox is a Bunker (B30.8) and must set up ADJACENT 
to > 1 Trench COimter; they also must have a CA of Due North, and must 
contain:::; 1 MG. 1 SMC, and l Squad Equivalent of manning infantry At Start. 
Any Philippine MMC (and any SMC/SW stacked with it) not set up in a 
Bunker/Trench may set up in a foxhole in appropriate terrain. All Philippine 
Units may set up Concealed if in Concealment Terrain, a Bunker, a Trench, 
or a Foxhole. All Philippine fortifications (EXC: Mines) must set up on board. 

SSR # 3 -The ELR of the Philippine Units is as follows: The 10-2 and 6-6-7/3-
4-7 MMCs have an ELR of 5 and underscored Morale. The Green MMCs have 
an ELR of 2, all other Philfppine MMC/SMC have an ELR of 3. The 6-6-7/3-4-7 

1 2 3 4 5 END 
Elements of the 14lst Infantry Regiment, 65th 
Brigade, (ELR:3)set up ON/North of Hexrow N on Board 
35, {SAN:4) 

4-4-8 4-4-7 3-4-7 2-3-7 2-2-8 10-1 9-1 

2 7 

9-0 8-0 

50 Mtr Radio 

3 

2-2-8 10-0 

3 

HMG MMG LMG DC Ff 

Enter Turn 1 
on West Edge 4-4-7 3-4-7 2-3-7 
of Board 38: 

9-1 8+1 

6 3 2 

dm LMG 
MMG 

dm 
50 Mtr 

2 

MMCs are Assault Engineers (Hl.22), must possess the DCs at start, and are 
Fanatic (Al0.8) as long as they possess a DC or are in the act of placing/ 
throwing it (including during resolution of any 1FT generated MC it must take 
for throwing the DC). All Personnel stacked with the 10-2 are Fanatic as long 
as he maintains a Morale level of 10. 

SSR # 4 - The Philippine Army receives one module of 70mm+ OBA (HE only) 
with one Pre-Registered Hex and Scarce Ammunition; Contact and Access on 
the initial attempts are automatic (Remove one Black Chit). The Observer/ 
field Phone may set up HlP; the field phone security area leads off the South 
edge of Board 3 5. 

SSR # 5 - The Japanese 4-4-8/2 -3-8 MMCs are Assault Engineers (Hl.22) and 
must possess the FT /DCs at start. All Japanese Units may set up Concealed in 
Concealment Terrain. 

SSR # 6- The Japanese receive one module of70+mm OBA (HE, SMOKE) with one 
Pre-Registered Hex and Plentiful Ammunition; Contact and Access on the Initial 
attempts are automatic (remove one Black Chit). 



::&rasc6e §eriu #4 
Scenario Oeslgn: Ralpb McDonald No Soup For You! 1>ispatc6es fl'om t6e ::&un~er 

Scenario # DB022 

THE SOUTHERN ICEMYANKA VALLEY, near ROS· 
TOV, RUSSIA. March 7, 1942: On january 17th the 
Russians had finally retaken the bunker formerly 
held by Lt. Heinrich and Ills men. They now wanted ~u::.·• 
to seize the "Radau Bunker~, as it was known to Sgt 
Rudi Brasche and his comrades. Six times the 
Russians drove Brasche and his men out of the 
Radau Bunker, but each time it was recaptured by 
a German counterattack. The Russians finally 
launched one last attack at the end of February 

luntn three infantry battalions. but once again the 
IGerm;m defense held steady. With the latest Rus· 
sian attempt having failed, an uneasy lull settled in 

I ov•er the battlefield. 

, , Historical Results: The Ge.nnans and Russians were 
at a stalemate. They even bad a strange agreement 
between them. Each side Y.-ould show a mess kit 
whenever hot food was being brought to the troops, 
and the other side would not fire on tbe kitchen 
detail. On March 6th Brasche held out his mess kit 
from the Radau Bunker and was met with a bail of 
bullets. This told him that new Russian troops had 
been moved in to the frontlines, which could mean 
only one thing· an attack was coming! The next day 

Russians assaulted in force, supported by no less 
. than twenty T·34 and KV·l tanks. The Radau Bunker 

po!>iti<>n was soon in Russian bands, but they failed to 
~~~~:1;t;heir other objective, the Lime KJln Factory 

BOARD CONFIGURATION: VICTORY CONDITIONS: BALANCE: 

N 

t 
The Russian wins at game end by 
Controlling hex 3F3 and control­
ling ~1 hex of the Lime Kiln Fac­
tory (building 20C7). 

German: Add a second offboard 2-2-8 crew 
with 8.8cm FlaK 18 Gun (see SSR#6). It may 
setup in a different hex from the other off· 
board Gun. 

Only rows A·P are playable on boards 20, 3 and 
IS: and only rows R·CC are playable on board -41 . 

• German Sets Up First 

* Russian Moves first 

Elements of the 37th Army [ELR:2] setup 
anywhere on Hill 534 (see SSR#2 & 3) [SAN:3): 

6·2·8 4-4·7 2·2-8 2·3-7 9·1 8·0 MMG LMG 

4 6 2 2 2 
SO* 

82mm Pillbox 
MTR MTR 2+5+7 Trench 

2 
8 

Shock Force Elements of the 37th Army enter on Turns 1·3 (some/none 
/all may enter each tum) on/between 3B10 and 3P10 [EXC· ~6 AFV must 
enter hexes 10 throu 3110: 

6-2-8 4-4-7 10·2 9-1 8·1 8·0 7·0 LMG DC 

12 18 s 
8-1 KV-1 T-34 T-34 
AL M41 M40 M41 

6 6 6 

SPECIAL RULES: 
#l· Weather Is Ground Snow (E3.72) with .}'let EC and no wind at start. 

#2 • Place overlays as follows: OGl on 3FS; OG2 on 3GS·H4; OG3 on 3J4·K4. 
Buildings 20C7 and 20H3 are factories (823.74). The German 2+5+7 pillbox 
must setup In hex 3F3 (w/ CA: F4·G4) and the German trenches must setup in 
hexes 303, E3, E4, Fl, F2, F3, G3 and H2. Russian trenches must setup in hexes 
3G8, H7, 17, 18, ]6,]7,]8 and K6. 

#3 · The Russian pillbox sets up in hex 317 and has an increased field of fire 
with a front covered arc of 3H6-16 and a rear covered arc of 318-]7; tbe front 
covered arc defense modification applies normally to both CA and A9.21 
applies to MG field of fire in this pillbox. 

#4 · After setup but prior to play a Bombardment (C 1.8) is resolved vs all 
hexes on/adjacent to hill 54 7; there are no immune hexes. 

Russian: Add a second 82* MTR and 2-2-8 
crew to the Russian at start OB. 

3 4 5 6 7 END 
::;!1,6 Elements of Panzergrenadier Regt 93, Panzer ;rr Division 13 [ELR: SSR#S) setup in any hexes 

ent to Hill 547 see 

8·3·8 S-4-8 9-2 8·1 8·0 1·4·9 MMG LMG DC 

2 4 2 2 2 

AP AT Pillbox FT Mines Mines Trench 2+5+7 

2 Factors Factors 

4·6·8 4·6-7 9-2 9-1 8·1 8·0 HMG MMG LMG 

2 4 

AP AT 
Mines Mines FlaJC Batterie Elemeats: 

Set up in any hill bexu oo 2·2·8 8.8cm 2cm 
Boards IS and/or 41: Flak 18 FlUTier 

Factors Factors ·Uaa3s 

#S • Any Good Order German units may enter any German minefield as if 
using a trallbreak (B28.61); they pay the increased movement cost for entry 
only If in LOS of a Good Order enemy unit. German 8-3·8/3·3·8 MMC have 
Assault Engineer and Sapper capabilities (H1.22-23) and have ELR:S; aJI other 
German units have ELR:3. 

#6 -In addition to the forces shown, the German player bas an of(board 2-2·8 
crew possessing an emplaced 8.8cm FlaK 18 Gun. During setup, the German 
player selects one hex on the nonb or east map edge of board 20; all LOS 
to/from the offboard Gun is traced to/from this hex, although the Gun is 
considered to be in a level-4 hill Location S hexes offboard from this hex. 

#7 · Exchanging AP mines for AT mines is NA. 
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.tei6stan&xrte §ems # 3 
Scenario Design: Vic Provost Recon Blitz At Sarnowka l>ispatcijes from tfje l)un~er 

Scenario# DB023 

Sarnowka, Ukrain e, J uly 7th , 194 1: The 
f.leibs1;anl)CU'!tt Jli:> were issued new orders on 
the 6th in their drive on Zitomir: to take 
the important forest-road junction at 
Romanow, and push on and take Sarnowka 
in the clearing beyond. Russian resistance 
was becoming more in tense the closer 
they got to these objectives. Romanow 
was taken at 09:20 houis, and 10 minutes 
later elements of the J'.uflirarungsa&teirung 

f.leilis1:anl5arlteJU; ran into stiff resistance as 
they entered Sarnowka. The Recon troops 1_,.,,., 

would try to take it in typical Blitzkrieg 
style. 

. 

Historical Result: Stiirmbannfiihrer Meyer 
personally led the attack, and with support 
from two Stiirmgeschutz, was able to sweep 
the resistance aside. The balance of the 
division closed ranks behind them, and 
pressed on, capturing Marchlewsk.i and 
reaching the Rollbahn Nord at 16:10 Hour s. 
The Russians would n ot t ake t hese defeats 
lightly, and would stag e several counterat· 
tacks, which would be beaten off with heavy 
casualties, before the drive on Zitomir 
resumed. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BALANCE: 

"' 
.. 

"' ... .. 
N 

The German wins immediately 
by controlling > 24 Buildings on 
Board 48. He loses immediately 
upon suffering SO CVPs. 

* Russian: Add a 4-4-7 Squad, 
a 2-3-7 HS, and a 50*Mtr . 

* German: Add a 4-6-8 Squad 
and an Opel Blitz Truck. "' 

~---R_u_s_s_ia_n_s_e_t_s_u_P __ F_u_s_t ________________________________ ~~~~ Jl 
Ge rman Moves First 

Ele ments of J'.uflirarungsa.Gttirung .lei.6stan&n-te Jli:> [ELR:S] 
Enter o n West Ed ge on Turn 1. {SAN:2} 

' 

4 -6-8 

6 

9·1AL 

Stug 
lDB 

2 

Opel 
Blitz 

5-4-8 9-2 9-1 
' 

6 
. 

LMG dm ATR 
SO*Mtr 

3 

PSW SPW 
231 (8R) 251/ 10 

3 

x3 Motor,cycle x 4 

8 -1 8 -0 

DC 

SPW SPW 
251/sMG 2 5 1/1 

,------, 3 

Motor•cycle x 2 
Sidecar 

2 3 4 5 END 
Elements of the Sth Army [ELR: 2] Set Up ON/East of 
Hexrows M on Boards 5 & 39, and U on Board 48 {SAN:4} 

. 

4·4 ·7 2·3·7 2-2-8 

12 2 

HMG MMG LMG 

2 

4 SL AT 76* ART 
PTP obr 32 P obr 00/02P 

9·1 9 ·0 7-0 

ATR SO*Mtr. 7 
• 

2 6 

SPECIAl. RULES: SSR # 3 - Any Russian MMC (and any SMC/SWs stacked with them) may 
set up IN Foxholes in suitable terrain. The Russian may set-up one Squad 

SSR # 1 - EC are Moist with No Wind at Start. All Terrain on Board 39 Exists Equivalent (and any SMC/ SWs stacked with it) HIP. 
at Ground Level 0 [EXC: The Cliffs do not,1xist, the sunken road at 39D8/E9 
is NOT sunken but the road exists at ground level 0, the Gullies still exist 
normally at level - I). Cellars (B23.41) do not exist. 

SSR # 2 - All German Personnel Must enter as Passengers/Crews, with the 
5+8 Squads (and their 2-3-8 half squads if deployed) mounted on Motorcy­
cles/Motorcycle Sidecars. Both Motorcycle Sidecars must have one SMC or 
LMG mounted/portaged on entry. The 9·1 AL must set up in a Stug JJJB 
Assault Gun. The SPW251/I and SPW25I /sMG vehicle crews are 2·2·8s, they 
have all the capabilities of a regular 1·2·7 vehicle crew, and are the only 
crews that may voluntarily abandon their vehicles. The Inherent Half-Squad 
in the SPW 25 1/sMG is a 2·4·8. ALL German Personnel are SS, the Germans 
are Elite for all purposes. 



tunisia §eries # 5 
Scenario Design: Tom Morin No Respite })ispat,ijes from t ije :Bun~er 

Scenario # DB024 

D]EliEL ABIOD, TUNISIA, November 21, 1942: On 
November I 7"' Knmp(gruppe Witzig bad failed to 
wrest control of the important crossroad s of Ojebel b ?:£' 
Abiod fTom the British 36'• Brigade. losing eight of 
its Panzer JVs in the process. The kampfgruppe did 
however control the strategic high ground overlook­
ing the road junction. which enabled them to block 
the further advance of the British column, in spite of 
having the panzer kompan!e and heavy weapons 
withdrawn. The next three days saw Major Witzig's 
11'° Fallschirmp!onier Bata illon engas:ed in fierce 
fighting trying to hold the British back, resul ting in 
heavy casualt ies amongst the veteran para­
engineers. In an effort to give Witzig's weary men 
some respite, they were reinforced by a battalion of 
ItaUan paratroops. 

Hist orical Result: The Fal/schtnnplontere were with­
drawn for some much needed rest. their defensive 
p ositions taken over by the I" Parachute Battalion of 
the crack Amedeo d'Aosta Air Assault Regiment. As soon 
as the ltaUao paratroops had assumed control they 
immediately begao to assault the British in ao abortive 
attempt to grab the village and intersection. The Para­
cadutisti attacked with great Clan. but bad little support 
and as a result were repulsed with heavy losses. Badly 
weakened, the Antedeo d'Aosta battalion had to be 
pulled from the line, and Witzig's tired para-engineers 
bad to tum around and rush back to their old positions. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BAlANCE: 

Only hexrows 
A-P on the north 
board and R­
GG oothesouth 
board are in 
play. 

The Italian wins a t game end by 
Controlling 4 of the 6 building 
h exes in the British setup area. 

n~ Italian: Add a MMG to the Italian 08. 

British: In the British OB replace one 
8-0 leader with an 8·1. 

Sl 

~n Italian Moves First 

0 

4-S-7 

9 

Elements of the 36o. Brigade, 78lb Division [ELR:3]: 
setup within 4 hexes of hex VI; units in Concealmen t 
Terrain may set up Concealed an d Vehicles may set up 
in Motion [SAN:4]: 

2-4-7 2·2-8 9·1 8-0 
51 

HMG LMG MTR 

2 2 2 2 

88ART Humber II Daimler 

25 pdr AC AC 

Carrier B Foxhole San gar 
IS 

2 4 

SPECIAL RULES: 
J 

# I · EC are moist, no wind. Place overlays XS on 11 and X4 on U2. 
Orchard hexes VI , WI and Y4 are Olive Groves (F l 3.5); all other 
Orchard hexes are Cactus Patch (Fl3.4). 

#2 - Prior to setup place one Burnt-Out Wreck each in hexes BBO, 
AA I , ZO, ZI and Yl, after which the Italian Player may place three 
additional Burnt-Out Wrecks anywhere on the map. 

#3 • The British may use HIP for <1 squad/equivalent (and 
SMC/SW stacked with it); E1.16 applies to any Sangar or Foxhole 
containing HlP British personnel. 

1 2 3 4 END 
Elements of the I' Battaglion e Paracadutis ti, I' Reggi­
mento d'Assaulto Amedeo d'Aosta [ELR:3): setup on/ 
east of Hexrows F/BB [SAN:2]: 

4-4-7 2·4-7 2·2-7 9-1 8-I 8·0 7-0 

IS 2 2 

4 5* 
MMG LMG 

MTR DC FT 

3 2 2 

47 AT SMV l40 Foxhole San gar 
47/32 47/32 IS 

2 2 4 2 

#4 - The Italian may designate ~ 3 squads as having Assault 
Engineer capabilities (Hl.22). 



.lorraine §eries # 1 
Scenario Design: 
Stephen johns AVRIL ACTION !>is~ fTom. tfje ~unker 

Scenario# 08025 

AVRIL. FRANCE, September 8, 1944: In 
an attempt to prevent the US XX Corps 
from reaching the Moselle River, General 
Knobelsdorf dispatched Panzer Brigade 
106 to launch a spoiling attack. 

Historical Result: Oberst Franz Bake, an 
Eastern Front veteran, split his brigade into 
two Stosstruppe (assault groups). One was 
sent west through Mairy and the other east 
towards Avril so as to envelope the US 90th 
Division. The attack at Mairy was a complete 
failure and was annihilated, while the as· 
sault at Avril was beaten back after the loss 
of 4 AFVs. Panzer Brigade 106 had been 
devastated for absolutely no gain. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BAlANCE: 

N 

The Germans win at Game End if 
there are no Good Order American 
MMC within 3 Hexes of 46AAS, as 
long as they have not suffered 2: 30 
CVPs. 

* American: Add a 3-4-7 HS. 

::!.1.!: ;rr German: The 8-3-8 Squads are 
Assault Engineers. 

Only Hexrows S - GG are playable. 

American Sets Up First 

·l German Moves First ,r 

Elements of 1st Battalion, 357th Infantry Regi· 
ment [ELR: 4] Set-Up on/between hexrows W and 
DO. {SAN: 4} 

6-6-7 6-6·6 2·2·7 9·2 8-1 MMG 

2 3 2 

76LAT BAZ ? 
MS 3-in. 44 • 

2 4 

SPECIAL RULES: 
.J 

#l • EC are moderate with no wind at start. A + 1 Mist LV Hindrance is in 
effect at all ranges for the entire game (EXC: fire completely Within the same 
building). 

#2 • Place Overlays Wd2 on 46V8-V9, and Wd3 on 46X7·W7. All buildings 
have a ground level only (823.41 Cellars still exist). 

#3 · All German infantry must enter play mounted in SPW 251/1 Halftracks. 
All passengers may be kept off board on a Cloaking Display. with a Cloaking 
Counter of the appropriate ID left On·Board on the vehicle until the passen­
gers engage in any a,tion that would result In Concealment Loss, or are 
affected by an attack of any kind resulting in at least a PTC. All, some or 
none may enter each turn. Any German Vehicles entering on turn 1 have 
only half MPs available (FRO). Road Movement Rate for vehicles is NA. 

1 
dl.b =;rr 

2 3 4 5 END 
Lead Elements of Stosstruppe 2, No. 1 Kompanie, 
Panzer Brigade 106, and No. 3 Kompanie, 
Panzer Grenadier Abteilung 2106 [ELR: 3] Enter 
North Edge on/after turn 1 (SSR # 3). {SAN: 2} 

8-3·8 S-4-8 9·1 8-0 LMG PSK 

2 4 3 

SPW Stug DC 
251/1 lliG 

6 2 

#4 - One American MMC (and any SMC/SW stacked with it) may use mP. 



, , 
.lorratne §mes # 2 
Scenario Design: 
Stephen Johns 

BLOCK AT VILLE-SUR-ILLON ~:patcl)es from tfje ::8uMer 
Scenario# DB026 

Ville-Sur-Ilion, France, September 13, 
1944: In an attempt to prevent the French 
2nd Armored Division from encircling the 
64th Corps in the Epinal region, General 
Manteuffel sent the 112th Panzer Brigade 
to clear out the rear areas of the French 
intruders. 

BOARD CONFIGURATION: 

N 
Only Hexrows A·P are in play. 

0 Free French Set Up First 

* German Moves First 

VICTORY CONDITIONS: 

The Germans win at Game End if 
they earn 9 Victory Points. Each 
building on Board 42 counts for one 
VP except the Headquarters Building 
which counts as 2 VPs. 

1 2 3 4 

Historical Result: As in the earlier battles in 
the region (and in the later ones also), the 
Germans failed to use any reconnaissance, 
resulting in Panzer Regiment 29 being 
trapped. Panzer Grenadier Regiment 2112 
was sent to break through the encirclement, 
but ran headlong into the Headquarters of 
the Langlade Combat Command (which due 
again to inadequate reconnaissance was a 
complete surprise) and were stopped cold. 
Yet another Panzer unit had ceased to exist. 

0 

5 

BALANCE: 

Free French: Add a 2-4-8 and a 
BAZ 44 to the initial force. 

German: Change the MMG to a 
HMG. 

6 7 END 

0 HQ, Langlade Combat Command, Free French 2nd 
Armored Division (ELR:4) Set Up on Board 42 and/or 
Board 19 in Hexes< 4 (SSR #3). {SAN:4} 

dl!; 
:;rr 

No. I Kompanie, Panzer Grenadier Regiment 21 12, 
Panzer Brigade 112 (ELR:3) Enter West edge On/After 
Turn 1 (Some/All/None may enter each turn). {SAN:2} 

4·5·8 9·2 8-1 7-0 MMG BAZ 
(a) 44(a) 

8 2 2 

M2 (a) ? 1 Squad • 
60 Mtr Foxhole 

6 
6 

Reinforcing Engineers enter North and/or East edge 
on Turn 3. 

6·4·8 8-0 DC BAZ 
44(a) 

2 

SPECIAL RULES: 

#1 · EC are Overcast, No Wind, Nor Rain, at Start 
J 

M5 HT 

2 

#2 ·All Buildings arc Wooden. Place Overlay 85 on 42J9/j8. 

#3 · The first French MMC to Pass a MC of any type (Unpinned, in Good 
Order, and without HOB) will become fanati c and generate a Hero. The 
French must designate one Building on Board 42 as t heir Headquarters, a 
minimum of 2 Squads and > 1 SMC must set up there. The HQ is revealed 
the instant any German Unit enters it. The French Turn 3 MMC Reinforce­
ments are Assault Engineers (HI.21). One French MMC (and any SMC/SW 
that set up with it) may use HIP. 

#4 ·Vehicle Crews can NOT claim Building Control. 

5·4-8 4·4·7 9-1 8·1 7·0 MMG 

7 6 2 

LMG PSK SPW SPW 
251/1 251/9 

3 2 
2 2 
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.lorraine §eries # 3 
Scenario Design: MISTY MORNING MELEE Jf:>ispatcl)es from tije ::Bunfier 

Scenario# DB027 
Stephen Johns 

Near Lezy, France, September 19 1944: 
In another attempt to stop Patton's 
advances in Lorraine, the German 5th 
Panzer Army Command ordered Panzer 
Brigade 113 to assault elements of the 4th 
Armored Division near Arracourt in an ef­
fort to envelope the US XII Corps. 

BOARD CONFIGURATION: 
44 35 

VICTORY CONDITIONS: 

Historical Result: just like the earlier bat­
tles in this campaign, the Germans were to­
tally lacking in reconnaissance, using main 
Panzer elements to probe and lead assaults 
completely unsupported. One unit ran right 
into American tankers at an outpost outside 
Lezy on the road to Arracourt. At ranges of 
70 yards and less (due to the heavy mist), 
the Americans knocked out three Panthers 
and the remaining Panzers withdrew. After a 
full day of conflict Panzer Brigade 113 was 
all but gutted and reduced to an ineffective 
fighting force . 

BALANCE: 

The Germans win immediately upon A American: Add an 8-1 AI.. 
earning 48 VPs. They earns CVPs nor- ~ 
mally. They also earn Exit VPs for AFVs 

N with functioning Main Armament that exit 
off the West Edge. All Exit VPs earned are ~~~ German: Add an 8-1 AI.. 
Doubled at Game End. 

Only Hexrows A - Pare Playable 

American Sets Up First JIL 
1-.:::::'---------------------------1, r 1 

German Moves First 4 2 3 END 
Platoon from Company C, 37th Tank Battalion, 
4th Armored Division. Set Up using HIP (in 
suitable terrain) on any h ex of Board 44 {SAN:3} 

~ =;rr 
Lead Elements, No. 1 Kompanie, Panzer Brigade 
113 Set Up East of the 3SA6- PS Road, all AFVs are 
CE, in Motion, and in 2 Convoys (SSR #3) {SAN:O} 

M4A1 M4A1 9-2 AL 
(76)W 

3 

1-4-9 2-2 -7 BAZ 
44 

2 3 

• 

SPECIAL RULES: 

#l · EC a.re Wet, No Wind at Start. Karhpfgruppe Peiper Heavy Mist (KGP3) is 
in effect for the entire scenario, and the Mist Density will not change. Place 
Overlay WDS on 44G6/H6. Road MP Rate is N/A. Treat the Hedge bordering 
Hexes 44L2, M2, N 1, 02 as a Wall for all purposes. 

#2 ·All Sherman Tanks have Gyrostabilizers. Americans are considered Elite 
for Special Ammo. The Americans may Boresight despite German On-Board 
Set-Up. 

#3 · The Gennan must set up his AFVs in two Convoys of 3 AFVs each. All 
must set up CE (and stay CE until either Convoy Disbands), in motion, and 
use Convoy Movement (Ell) until either Convoy is Disbanded. Two AFV 
Crews in each Convoy are considered Inexperienced. 

PzVG 9-1 AI. 

6 
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:Brascije .§eries #5 
Scenario Design: Ralph McDonald Last Man Standing l>ispatc6es from tije :Bun~er 

Scenario# DB028 

H.ill 419 in the Caucasus Mountains, Russia, 
September 17, 1942: Since midnight on Septem· 
ber 15~. the Russians had repeatedly charged the 
German positions on Hill 419. They had taken Hill 
489 on the 15'• but had been beaten back by Sgt. 
Rudi Brasche and five others dug-in on top of Hill 
419. Brasche and his men had spent two long 
nights repelling the Russian attacks, and during 
the day they laid mine.s, pyrotechnics and explo· 
sive charges on wire. As night fell on September 
17th, the six Panzergrenadiers waited in their 
trenches for the next attack, which would be the 
fourteenth Russian assault in the last three days. 

BOARD CONFIGURATION: 

N 
~~ German Sets Up First 

Russian Moves First 

VICTORY CONDITIONS: 
The Russian wins at game end by 
Controlling hexes F2 and F3 (for 
purposes of Control, a German SMC 
is treated as a MMC). 

1 

Aftermath: The Russians charged up the hlll while 
their mortars pounded the German positions on top. 
Sgt. Brasche would illuminate the hill with pyrotech· 
nics and along with the others he would throw 
grenades, concentrated charges and fire machine 
guns, even shooting the machine guns from the hip 
at the oncoming Russians. The fourteenth assault 
ended in failure, just as all the previous ones had. 
The Germans later broke through the Russian lines 
and relieved Brasche and four survivors. About an 
hour later the five were all awarded the Iron Cross 
1•• class, and Brasche was promoted to Untero({izer 
for bravery. On 9 November 1942, while in a hospi· 
tal recovering from wounds, Sgt. Rudi Brasche 
learned from a radio announcement that he was 
awarded the Ritterkreuz or Knight's Cross for his 

BAlANCE: 

~ Add a DC to the German OB. 

* Add a LMG to the Russian OB. 

2 3 4 END 

Sgt Brasche and elements of Panzergrenadier 
Regiment 93 [£l.R:S] set up IN trenches [SAN:4]: 

Ele.ments of the Soviet 37th Army [ELR:3] 
set up in any non-hill hexes [SAN:2): 

1-4-9 

Hero 
8-1 LMG DC 

5 3 3 

Set up in hexes 
F2 and F3: Trench 

2 

Special Rules: 
J 

#1 · EC are Dry, with no Wind at start. 

#2 · Night rules are in effect. The Base NVR is 2 hexes with no Cloud 
Cover and a Half Moon. The German is Scenario Defender but has 
complete Freedom of Movement. All Russian Infantry are Lax. A 
trench Location is treated as a woods/building Location for pur­
poses of Ambush (All.4) 

#3 · The German 8-1 leader is Heroic (Al5.21). All German SMC 
suffer Wounds as a Leader (Al7.11) rather than as a Hero. 

4-4-7 2-3-7 8-1 8-0 LMG 

12 2 3 
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~rascije §edes #6 
Scenario Design: Ralph McDonald Brasching The British .i>ispatcijes from tije ~un~er 

Scenario It DB029 

Tilly, France, June 10, 1944: Oberge{rierer Rudi Brasch 
was a bailie hardened veteran and holder of the Knight's 
Cross. He had served with distinction as part of the 13th 
Motor1scd Olvsion In the France 1940 campaign, but it was 
later In fierce fighting in the Kcmyanka vaUcy in Russia 
during Sept ember 1942 where he received his award for 
valor. as well as a promotion to Unrero(fizler. During the 
Caucasus campaign he was wounded for the fourth lime, 
and afterwards returned home for a pertod to convalesce. 
Upon returning to duty he served a shor1 stint with the 
13th Panzer Division. after which he was transferred to 
the 901 st Panzergrenadier Lehr Regiment. The 90lst Reg!· 
ment became the core of the Panzer Lehr Division. and 
after fighting in Italy and Hungary II was shifted to France 
in May 1944, where Rudi Brasch would soon again prove .,...,'-'~ 
his mettle In combat. 

Historical Result: Four days after the Allied D-Day landings, 
the British 7th Armoured Division was tasked with capturing 
the town of TWy. Squarely in the path of the famed "Desert 
Rats' of the 7th Armoured Division was the I st Kompanie of 
the 901 st Pan2crgrcnadler Regiment. Brasche was at the 
front commanding a squad in the 3rd platoon when the 
sound of approaching Br1tlsh tanks was heard. Soon the 
column appeared, and with accompanying infantry clinging 
to the top of the tanks they entered a sunken road. Brasche 
fired a Panzerschreck at the first tank and it exploded, with 
the force of the blast hurling its turret on top of the next 
tank in Une and destroying It also. Brdsche then ran to the 
rear of the column and knocked out the last tank In Une, 
trapping the remaining tanks in the sunken road. He then 
dispatched the last two Shermans with hand grenades, all 
the while under fire from suppor1ing 8r1tish Infantry. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BAlANCE: 
Providing the British does not exit > l 
AFV off road h ex fA3 (which would * Add one PF to the German OB. 
result in an immediate British victory), 
the German wins at game end if there 
are no Good Order Mobile British AFV 0 Add one 2·4· 7 MMC to the British OB. N Only hexrows A·H are playable. on board. 

German Sets Up First 

0 British Moves First 

Sgt Brasche and elements of 3 Zug, Kompanie 1, 
Panzer Lehr Regiment 901 [ELR:4] set up in any 
non-road hexes on board fusing HIP [SAN:3]: 

2-4-8 8-1 7-0 PSK PF 
HS 
2 2 3 

Special Rules: 
#1 · EC are Moderate, with no Wind at start. Rules for Bocage (B9.S) 
and Sunken Lanes (B4.43) are in eftect. The only road that exists is 
the road that runs HS-H4·C2-A3. 

#2 ·The German 8-l SMC Is Heroic but suffers Wounds as a Leader 
(Al7.ll) rather than a Hero. In addition, a -2 drm applies to any 
Wound Check it takes. 

#3- The German 8-l SMC may add a -3 drm to any ATMM Check dr 
it makes. Whenever the German 8-1 SMC is in possession of a 
Panzerschreck, the PSK is considered to have a ROF of 2. Rule 
Cl3.3l l is in effect (Optfonal Usage for Panzerfausts) . .. 

0 

1 2 3 END 

Elements of the 7th Armored Division [ELR:4] 
enter as a Convoy(Ell) on road hex HS having 
already expended half their MP allotment, with all 
Infantry mounted as Riders [SAN:2): 

2-4-7 Sherman 
8-0 III(a) HS 

3 s 

#4 - The first time during the scenario that a British AFV becomes a 
burning wreck the following event will occur, but only if> 1 other 
AFV is in an adjacent hex. Immediately after the AFV becomes a 
burning wreck the German player makes a subsequent dr. On a dr 
result of 5 or 6 the AFV is considered to have exploded and hurled 
its turret on top of an adjacent AFV. The adjacent AFV is then 
eliminated with no Crew Survival possibility. If> 1 AFV is adjacent, 
use Random Selection to determine which is eliminated (note- only 
one adjacent AFV may be eliminated in this manner). 

#S • Until Disbanding, a Convoy may only enter road hexes. 
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})JtH .§eries #4 
Scenario Design.: Ralph McDonald 88 Alley })ispatc6es from t6e ::Bun~er 

Scenario# DB030 

"88 Alley", St. lo, France, July 18, 1944: Major 
General Gerhardt wanted to enter St. lo with a 
bang, not a whimper. So, to accomplish this he 
formed a special motorized task force consisting 
of a hodgepodge of almost a dozen platoon and 

· company sized outfits. The core of the task force 
was centered around the 29"' Recon Troop. five 
Shermans from the 747"' Tank Battalion and 
twelve M10 tank destroyers from the 821" Tank 
Destroyer Battalion. On the morning of july 18"', 
"Task Force C", named after its commander Gen· 
era! Norman Cota, entered the town of St. Lo. 

Aftermath: The 29"' Recon Troop entered St. Lo 
utilizing every path and road that was not blocked 
by rubble. Their object was to seize the strategic 
road junction where the Rue de Bayeux, Rue de 
Torigni and Rue d 'lsigny met. They fought their way 
to the junction and a CP was set up. Immediately 
after the CP was in place a German mortar barrage 
registered on the junction began to fall, and so did 
rounds from an 8.8cm gun firing down the Rue de 
Bayeux. Task Force C took heavy losses, even from a 
rare Luftwaffe strafing and bombing run. Although 
St. Lo was considered captured on july 18 .... Task 
Force C was not relieved until two days later. The 
price of success was high, with over one· third of the 
Task Force's 600 men becoming casualties, includ· 
ing General Cota who was himself wounded. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BAlANCE: 

N 

The U.S. must capture or eliminate 
the AT Gun and Exit> 15 VP off the 
north edge. 

* Add one MlO GMC to the U.S. Turn 2 
reinforcements. 

Only hexrows F-J are playable. 

German Sets Up First 

{.( U.S. Moves First 

Elements of Infanterie Division 352 (ELR:3] set 
up on boards a and b using HIP [SAN:S]: 

4-6-7 2-4-7 

3 

Special Rules: 

8-1 7-0 LMG 

Set up within 2 hexes of 
hex bH2 using HIP: 

2-2-8 8-1 88LL 

PSK 

PaK43 

.I 
#1 - EC are Moderate, with no Wind at start. 

#2 · All woods and wooden building hexes are treated as wooden 
rubble. All orchards are shellholes. Place stone rubble in hexes bFl, 
bF3, bG3, bH2, bGS, bl4, aFl, aF4, aF3, af2, aG2, al3, al2, a14, a]4, 
and dGS. 

#3 - The Germans receive one module of 80+mm battalion mortar 
OBA (HE, Smoke) with an Offboard Observer at Level 3 along the 
north edge. The German may pre-register one of the following 
hexes: dF3, dH4, dG3 or dG4. 

~~~ Add a 4·6-7 squad to the Genna~ at­
start ffiP OB. 

3 4 5 
Elements of the 29th Recon Troop, Task Force Cota 
(29th Infantry Division) [El..R:4] enter on Turn 1 on 
road hex dHO with all Infantry as Passengers (SAN:2): 

3-4-6 8-0 Baz jeep M8 
HS 44 -/-/4 AC 
2 

2 2 

Elements of Task Force Cota enter on Tum 2 on road hex dHO: 

6-6-6 8-1 7-0 MMG 

5 

Baz 
44 

M3Al 
HT 

M4A1 
MT 

2 

#4 · U.S. vehicles enter having already expended Yz (FRU) of their 
printed MP allotment. 



'tunisian .§eries #6 
Scenario Design: Torn Morin The Third Column ~ispatcfjes from tfje :Bunker 

Scenario # DB031 

East of Medjez el Bab, December 10, 1942: The 
battle for the Tunisian bridgehead was rapidly 
heating up. The Allied drive on Tunis had stalled, 
and a subsequent German counterattack had 
forced the Allied forces to fall back towards the 
key crossroads of Medjez el Bab. The German 
attack soon resumed wi th two columns thrusting 
down each side of the Medjerda river, striking the 
U.S. 1st Armored Division around Bordj Toum. A 
thi rd column was sent on a wide swi ng to the 
south with the intent of striking Medjez cl Bab 
from the southeast . The third column included 
part of the 7th Panzer Regiment and tiger tanks of 
the 50 1st Panzer Battalion. Approximately 2 miles 
east of Medjez cl Bab the column ran into a 
roadblock manned by French troops. 

Histo rical Result: The defenses east of Medjez el 
Bab were manned by elements of the 4th Mixed 
Zouaves and Tirail/eurs Regiment, supported by 
47mm anti·tank guns and artillery fire. Quickly 
losing four panzers in the attack, the German at· 
tempt to bypass the roadblock was soon halted by 
determined French resistance and heavy rains which 
made off-road movement difficult. The U.S. 1st Ar· 
mored Divtston now moved to strike the north flank 
of the stalled German column, using elements of 
Combat Command B. The U.S. counterattack 
knocked out many German tanks, yet themselves 
suffered heavy losses both to enemy fire and mired 
vehicles. The counterattack did conVince the Gcr· 
mans that the advance was a lost cause, and they 
eventually withdrew back to the east. 

BOARD CONFIGURATION: 
18 

VICTORY CONDITIONS: BALANCE: 

• 

The German wins by exiting~ 22 
DVP [EXC: Prisoners and Captured 
equipment NA] off the west edge, 
providing the roadblock has been 
Removed. 

0 

* 
Replace one PzVIE with a Pzllll. 

fJ Replace the German 8-1 leader 
with a 9·2. 

0 * Allied Sets Up First 
1 ~ Germa n Moves First 

1=--..,.. 

4·5-7 

8 

ATR 

Elements of the 4• Regiment Mixte de Zouaves et Tirailleurs 
[ELR:2] and s• Compagnie du 3• Bataillon, 5;r Regiment 
d'Arti/lerie d'Afrique setup on board 18 (the roadblock must 
setup 5. 3 hexes from hex 18Rll; also 5. 3 squads/equivalent 
may setup in hexes on board 44 that are numbered 5. 3 [SAN:3): 

2-3-7 2-2-8 

2 

60* Radio 
MTR 

9·1 8·0 7-0 MMG LMG 

2 

7 Foxhole Road 47LAT 
• Block 

SA37 APX 1$ 
6 

2 3 

L-- Elements of the 1st Banallon, 13th 
Armored Regiment and Company C, 
701st Tank~;-----~x;~~~ 
Des troyer 

Battalion enter on 
Turn 4 anywhere 
along the north edge: 

M3A1 
LT 
2 

M3 
GMC 

Special Rules: 
# 1 · EC are Wet; the Weather is Ove$(ast with Heavy Rain (£3.51) and 
no Wind at start; the rainfall will not end during the course of the 
scenario [i.e.· the Wind Change DR will have no effect on rainfall 
intensity]. Rules F.lB (Entrenching), F.3 (Desert Victory Points) and 
F.5 (Surrender) are in effect All buildings are Stone and Single Story. 
All Gullies are Wadis. 

#2 · Soft Ground (D8.21) is in effect. A vehicle that enters a hex or 
hexside without benefit of a road hexside must pay l extra MP and 
is subject to a Bog Check DR (D8.2). 

2 
;;;!~!; 
9JF 

3 4 5 6 END 
Elements of Bataillon I of Panzer Regiment 7, schwere 
Panzer Abteilung 501 and Panzergrenadier Regiment 
86 [ELR:4) enter on Turn 1 on road hexes 44Il0/ 44Ql0 
with all infantry mounted as Passengers [SAN:2): 

![f.; 

5-4-8 

3 

• ill • ;!; 

4-6-8 4-6-7 9-1 8-1 

3 4 

LMG ATR DC 
9-1 

6 ~ 6 ~ 4~ 

PziiiN Pz iiiL SPW 
251 

3 3 

if! 
8-0 

9 .. 

PzVIE 

2 ~ 
Opel 

4 

#3 ·All French units use French counters and rules (A25.5- 25.52). 
The French has available at start one module of 70m.m OBA (HE 
only); each red chit drawn is never permanently removed from the 
battery's Draw Pile, instead it is mixed back in after being revealed. 

, 
#4 - German Tanks have no Optional AAMG available. 
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t:ast front §eries#2 
Scenario Design: Stephen Johns 

Kargarlyk. Russia. August I st. 1941: As the 
German 11th Army thrust towards the Crimea, 
the l32nd Infantry Division was to see its first 
action, clearing out a forward observer position 
from a small collective farm. 

BOARD CONFIGURATION: 

N 
Only rows 1-Z are playable. 

* Russian sets up first 

!J German moves first 

PaKing a Punch 

VICTORY CONDITIONS: 
The Germans win at game end if 
there are no unbroken Russian 
MMC in building or hut hexes on/ 
between rows P-K. 

1 2 

})ispatcijes '(Tom tije :Sun~er 
Scenario # 08033 

Historical Result: The Pa.Ks of the Panzerjager 
company were brought up in support of the 
assault. The defenders included a machinegun 
section and some infantry. The Russians resisted 
doggedly for over an hour, but with the added 
firepower of the PaKs they eventually lost heart 
and either surrendered or fled their positions. 
This would be the first of many such actions by 
the 132nd Infantry Division in their drive to the 
Crimea and the fortress of Sevastopol. 

BAlANCE: 

• German: Replace two 4-6-7 squads with 
two 4-6-8 squads. 

* Russian: Replace two 4-2-6 squads with 
two 4-4-7 squads. 

3 4 5 END 
Elements Russian forward observer company [EI.R:2) 
set up on/between hexrows Q·L [SAN:4): .!1!: ;rr 

Elements of Kompanie 5, Infanterie Regiment 436, 
Infanterie Division 132 [EI.R:3) set up on/west of 
hexrow W (SAN:2): 

4-4-7 4-2-6 8-1 7-0 MMG LMG 

4 6 2 

~ / 

ATR ? Foxhole 
• IS 
6 

4 

#1 · EC are Very Dry, with no Wind at start. Grain may Kindle in the 
same manner as Huts (GS.6) (EXC: Kindling as per 825.11 is NA); the 
Kindle/Spread numbers for Gralli remain 10/6 respectively. 

#2- All buildjngs are wooden. All single hex buildings are Huts (GS). 
All walls are treated as hedges (89). Place overlays: X9 on 04; X13 on 
K6-LS. 

#3 · The Inherent Crews of the Renault UEs (French Vehicle Note 28) 
are German. Captured Equipment penalties are NA to German use of 
the Renault UEs. If Scrounged, the 8MG takes the form of a German 
LMG. The Renault UE BMGs have a Breakdown number of 812. 

• 
4-6-7 2-4-7 9-1 

8 2 

• • 
8-0 7-0 MMG 

• •so• 
LMG 

MTR 
2 

Elements of Panzerjager 
Kompanie 14 enter on Tum 
1 on any hexes on/west of 
hexrow Y, with Guns in Tow: 

• • 0 
2-2-8 37LAT Renault 

PaK35/36 UE 
2 BMG 2/· 

2 2 
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~ast front §eries #3 
Scenario Design: Michael A. Balis The God of War .lHspatc6es ft'om t6e :&un~er 

Scenario# DB034 

Shtll.ld, Russia, 30 November 1942: OperaUon Mars wu 
General Zhulcov's attempt to destroy the German Ninth 
Army's saUent, which was less than two hundred kilome­
ters west of Moscow. Uke the teeth of a glant bear's 
mouth. Soviet annor and Infantry teams closed around the 
northern, eastern and western flanks of the Gen:nan posl· 
tlons. Well supplJed and ably led defenders, in contrast to 
their comrades fighting for their lives around Stallngrad, 
rose to the occasion and baited or slowed Soviet break· 
throughs. Despite the winter storms, Zbulcov exhorted his 
commande.rs to press home their attacks, and press the 
attacks they did, remembering how their government 
punished those that failed at their tasks. One of these 
attacks targeted what was thought to be a weak point In 
the German Unes near Sblllld, which was in the defensive 
sector of the 1st Panzer Division. 

Hls torlul Retult : Side by side, the men of the 2nd Panzer-
grenad1er Company and tanks from the I st Panzer Reglment 
fought a desperate action. At 1100 hours, the German crews 
saw T·34s and KY·1s with Infantry riders plowing through, 
the falllng snow. Mars reigned supreme as the steel monsters 
exchanged shot and shell across the snowy wasteland. Just 
as the Russians began to force their way through the defend· 
ers, Sergeant-Major Shafer's platoon reinforced the tank 
screen. Having just a few rounds of armor piercing sheUs 
remaJnlng, Shafer's men hit their targets with their first 
shots and knocked out six ~- They soon ran out of 
ammun!Uon and withdrew to reload. Other Russian tanks 
passed through the storm of steel to the German rear. 
German Infantry and assault guns anived and destroyed the 
rema.lning Russians in close combat. Since this action typl· 
fled the entire Soviet offensive, General Zhulcov begrudg· 
lngly canceUed It one month later. He would have to walt 18 
months for another chance to destroy the Ninth Army. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BALANCE: 

~ 
N 

The Russians win immediately 
upon exiting ~ 30 VP off the 
east edge (Prisoners NA). 

* 
• 

Russian: Add a 9- l AL to the Russian OB 
that enters on Turn 1 . 

German: Add a 9-lAL to the at-start 
German OB. -... 

~-~---Ge __ nn __ a_n_s_e_ts_u __ p_F_rr_s_t ______________________ ~* } 
* Russian Moves Frrst 

Elements of Kompanie 2, Bataillon I, PanzerGrenadier Regi­
ment 1 and Panzer Regiment l, Panzer Division 1 [ELR:3] 
Setup anywhere on/east of hexrow Q using HIP (SAN:3]: 

4-6-7 8-1 

----
MMG LMG PziiiJ PziVF2 

4 
Reinforcements from Kompanie 1, Panzer­
j ager Abteilung 37 enter on Turn 3 on a 
Reinforcement dr ~ 3, or automatically on Turn 
4, anywhere along the east edge (see SSR#2): • 

PziVF2 StuG 
li-t. IIIG 

Additional Elements of Kompanle 1, Paozerjager 
Abteilung 37 enter on Tum 5 on a Reinforcement dr 3, 
or on Tum the east 

4-6-8 8-.1 LMG DC StuG 

IIIG 
3 2 

Special Rules: 
#1 - EC are Deep Snow w/ Falling,Snow (E3.7·3.73). There is a Mild 
Breeze blowing from the NEat start. Snow Drifts are in effect (E3.75). 
All roads are plowed. 

#2 - The German Panzer IVF2 and StuGillG that arrive with the 
10·2AL are suffering from Ammo Shortage, and begin the game 
marked with a Low Ammo counter (D3.71). All German units have 
Winter Camouflage (E3.712). 

#3 · The Russians may resolve a pre-game Bombardment (Cl.8). 

2 s 6 END 
Elements of t.he 6St.h Tank Brigade [ELR:3) 

enter on Turn 1 anywhere along the west edge, 
with< 6 AFVs entering each board [SAN:2): 

I* * * * * 4-4-7 8-1 LMG T-34 T-34 

9 
M41 M40 

6 3 

Reinforcements of t.he 6St.h Tank Brigade enter 
on Turn 2 on a Reinforcement dr < 3, or automat­
ically on Turn 3, anywhere along the west edge: 

* 5-2-7 7-0 LMG 8-1 KV-f 
AL M42 

3 
3 



~a5t _front .SerieS#4 
Sc~nario Deslan: Andy Oarke A Hotly Contested Crossroads i)ispa~c fju from t fje ::&un~er 

Scenano # DB03S 

Cunzendorf, Silesia Region, Gennany, Febru­
ary 18, 1945: The 8th Panzer Division was 
part of a relief operation the Germans were 
mounting on the small city of Lauban, which 
had been encircled by the Soviets. Aufkltirungs 
Abteflung 59 was tasked with screening the 
right flank of the 8th Panzer Division by secur­
ing and establishing a blocking position 
around the crossroads of Cunzendorf. In the 
early light of dawn Oberleutnant Teltz and 
four men of the recon battalion spotted Soviet 
tanks and infantry preparing to attack the 
crossroads. The four day battle for Cunzen­
dorf was about to begin. 

Historical Result: The initial attack was halted 
by the Landsers. Two of the Soviet tanks were 
knocked out by Einzelkamp(ers armed with only 
panzer{austs and rifles, while a thlrd Soviet tank 
was destroyed by a Hetzer attached to the recon 
unit. The surviving tanks broke off their attack 
and the Soviet infantry were driven back under 
Intense fire with heavy losses. The Soviets tried 
for three more days to bludgeon their way past 
the Landsers guarding the crossroads, but to no 
avail. When the Soviets fmally withdrew they left 
behind 18 knocked out tanks littering the cross­
roads at Cunzendorf. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BALANCE: 

~ 
N 

The Ru ssians win at game end if • German: Add a MMG to the German OB. 
they Control ~ 14 buildings. 

Only rows R-GG are playable. 

• German sets up first 

* Russian moves first 

;:!J!;: Elements of Panz.er Au(klarungs Abteilung 59 [ELR:3) 
;rF set up west of the road Y1-Y2-X3-V4-Y9-Y10 [SAN:3): 

• 
4-6-8 5-4-8 2-4-8 1-2-7 9-1 8-1 

4 3 2 

LMG PSK 7 SPW SPW 
• 

3 6 
250/1 2 50/sMG 

Pz IIF 

Specia l Rules: 

8-0 

PSW 
234/4 

JgPz 

38(t) 
2 

#1 - EC are Wet, with no wind at s tart. Boresighting is NA. 
#2 - All buildings are wooden excep t for building AA7 which is a 
Stone building with a Steeple (B3 1.2). Place overlays: OS on WS-X4, 
Wdl on U6, Wd2 on W7-X7. 

J 

#3- The OB-given German 1-2-7 crews represent Einzelkampfer (tank 
hunters); they are Fanatic, and may add an additional -1 drm 
(cumulative) to their PF Check dr. The Einzelkampfercrews may set 
up anywhere on the map using HlP, and the only SW they may 
possess a t start are their inherent PF. The PziiF is an OP Tank 
(HI.46-1.461); the OP tank is penalized by a +1 IFT/TH DRM if it uses 
its MA in the same Player Turn as it conducts an OBA action. The 
Germans receive a t start one module of 80+mm Battalion Mortar OBA 
(HE only) w/ Scarce Ammo. The inherent HS for the SPW 250/1 sMG 
is a 2-4-8. 

1 

r* 

* Ru ssian: Add a 9-1AL to the Russian OB. 

2 3 4 5 END 
Advance elements of the 3rd Guards Tank Army 
[ELR:4) enter on Turn 1 along the east edge [SAN:2): 

* * * * * * 6-2-8 4-5-8 9-2 8-1 8-0 LMG DC 

3 11 2 4 2 

T34/85 SU-85 

3 3 

#4 ·-Russian 6-2-8s are Assault Engineers (Hl.22). 



:!oug~e .serit.s II) 
Scenario Ocsign: Vic Provo~ I First Crack at Hellzapoppin' Ridge ~~fromtljc~ Scenario # 08036 

Hellupoppln' Rlclse. Bouplnrille. December 9, 
1943. During November and Decembel' the Japa· 
ncsc under Mqjor Cen~ral lwasa made extraordi· 
nary efforts to emplace artillery on the high 
JVOund overlooking the Marine beachead at 
Empres>: Augusta Bay. Guns of calibers ranJijnll 
from 7Q-mm up to ISQ-mm were hauled up '""' 
rugged rldacllnes looking south at the exposed 
Ametfcan positions. General Geiger rcall..:ed thiJ 
was an unacceptable $ltuation and ordered a 
general offensIve to ciCllr 1 he enemy guns off the 
hills. Of particular importance were the big guns 
on llell.r..apoppln' Ridge to the northeast of the 
beachcad They threatened not only the front 
lines but also vulnemble supply dumps. I he task; 

dearing them off fell to the 2 ht Marine Re~· 
menl. Their flrslatlempt bejl;)n on December 9 . 

BOARD CONFIGURATION: 

• 

VICfORY CONDITIONS: 

N 

The Marines wiD at Game End 
both japanese Guns are either 
Eliminated, Captured, Disabled, 
or Unpossessed, provided they 
Control more Level 4 Hill Hexes 
than the japanese. 

hexC$ R..C.G on 39 and i\.P on 34 are in 

The japanese Set·Up First 

3 2 1 The Marines Move First 

HtJtortcaJ lle.ull: After continuous artfllervl 
bombardment, which destroyed much of 1 
ve~tetallon on the ridge, several attacks were ~~edl 
to drive rhc Japanese off the front slo•pp~es~.c .,f~:~l 
alienee the gun11 Initially deployed on the rl 
The Joponese would not sit Idly by aftCI" th.c 
bad secured the rldae top and the southern slo~. 
They rearouped and launched a fierce cotmt<~dt tackl 
on December 18 that drove the Marines off 
HeUzapoppln' Ridge. They Immediately brought newl 
guns up co replace the ones lost In the lnl 
flldllfng. 11 would take until DL>ei.'ITlbcr 27th, Wlllhl 
urlllery and alr support, before the Marines .. u.uur 
have the ridge captured for good. There .. ,., iQOdl 
reason for the ' Hel l' in llellzapoppln' Ridi{C. 

BALANCE: 

i::r Marines: Substitute an 8-1 for an 
8·0 and add a DC. 

• japanese: Add a 2-3-7 and a so• 
Ll Mtr. 

4 5 6 END 
Elements of the 21st Marine Re&lment, 3rd Marine 
Division (El.R:S), Set·Up ON/South of Hexrow l on 
Board 39 or anywhere on Board 34 . (SAN:4J 

Remnants of tbe Z3rd Infantr)' R"-ffim~nt, 6tlr Infantry 
Division (E.LR;4), Set·Up on Level 3 or 4 Hill Hexes on 
Board 39 (SSR # 2). (SAN:SI 

7-6-8 6-6-8 3-4-8 9-2 9-1 8·1 8·0 4·4-7 3-4·7 2-2·8 10-1 9-0 HMG MMG 
. 

3 11 2 

HMG MMG 60*Mtr BAZ 43 DC 

2 2 

• 

Special Rules: J 

2 

1 Squad 
Folbole 

4 

6 2 

LMG SO*Mtr 

2 

4 

Year-4 
'l)pe 1-3-5 Trench lScm Pillbox Howitzer 

? 
• 

4 
tso• ART 

2 2 8 

11 1 · EC are Wet with No Wrnd at s tarr Kindling is N/A. PTO Terrain All non·HIP Japanese personnel may Set·up Concealed 
(G I) is in effect, Including Light jungle (G2) (EXC· Woods on Board 
39 hill hexes are instead Jungle Oebr1s, which is treated exac lly like # 3 • The Marine 7·6·8 Squads (and their 3·4·8 half squads. record 
Light Jungle except 11 Is inherent terrain, as a half·level LOS bin· their IDs as necessary; all other 3·4·8 tiS can only recombine as a 
drance ms tcad of a two·level LOS obstacle, and air bursts are N/AI. 6 ·6 ·8 squad) are Assau lt Engineers (HI 22) They must possess the 

Des and FT at start and art' Fanatic (A 10.8) as long as they possess a 
11 2 · The Japanese Year·4 Type 1 Scm Howitzers Set-up on board OC/FT (Including the act of placing a DC). All Manne personnel may 
Concealed and Emplaced, wtth therr CA facing SW on Level 4 HUI Set·up Concealed. 
Hexes. They rnav not move to another hex, but may change CA. The 
IIMG and MMG must S<'l·up in separate Pillboxes I /2" Concealment 
Counters may NOT ~ exchanged for 5/8' Concealment Counters. 



.lei65tan5atu .5erics # 4 
Scenario Oeslan. Vic Provost Night Assault at Vodotyi ))is~ from tf;e~ 

Scenario I 0803 7 

Vodotyi. Ukralne. No•ember 17th, 1943: The 
post·Kursk Soviet counte!nlffensive h.Jd cn:sll.'d 
on the Dnieper River, with Kiev falllna on 
Novembet' 6th. Zytomyr was neAt, with lead 
clements or the lSI Ukrainian Front launching 
probln~e allac ks on the 13th. With Rus1lan 
bcocheads on the we.tem bank of rhe Dnieper 
threatenlnato unhinge the enUre northern flank 
or Army Croup South. the l.s1 SS Lelb.standart~ 
wu dispatched back to the Ukraine from anti· 
partJ~an activity on the llalian·Yugoslav border. 
Arter &Siembling in Klrovograd, they were 
ordered to Ojlbt northward to the Klev·7.ytomyr 
road. The Russian 21llh Rifle DiVision 1tood In 
the way around Vodotyi. A night allack wu.c 
orderC.'d on the l7th to take out Its command 

Hlttorical llesult Russian infantry from the 
894th had succeufully counterattacked the 
Lllfbstandarte's recon spearhead and 
temporarily blocked the division's path of 
cmrch. Inte lligence pointed to Vodotyf a• belna 
the lleadquartera for the 211th Rifle Division. 
Tlie night attack proceeded with determination 
and skill, resulting In the complete annihilation 
of the Soviet lleadquarters. The balance of the 
month would see the drive continue. with much 
tactical 11uccen In local counterattacltl Jlut the 
overall picture for Army Group South wu 
bleak. and would steadily worsen at 1944 un· 
folded I:Ute units like the ulfmandarte could 
not be everywhere. 

BOARD CONFIGURATION: VICTORY CONDITIONS: BALANCE: 

~ 

• 

N 

The German wins immediately 
by Controlling the Headquarters 
Building. 

* Russian: Add a 4-4-7 Squad 
to the 894 Rifle Reg. Unit . 

Oaly I lui-s A·P 011 board 49. and A P 
In loua t Son lcud +t ar.ln pl&f. 

Russian Sets Up first 

German Moves First 1 
Elements or .U'l91:n~na5icr llcgimmt ~ [EI.R:S) 

2 
dlk =;rr Enter on the South edge of Board 44 on Turn l. {SAN:2l 

6-5-8 8-3·8 10-2 9·1 8·1 8·0 

10 2 

dm LMG DC 
MMG 

2 4 2 

-

• 

SPECIAL RULES: 
II 1 - 1"-- arc Moderate with No Wind a'l!Su.rt. Night Rules I Ell are in effect 
with un NVR of 3 Hex~. Overcast Cloud Condition~ (FXC: Rain will NOT start 

3 

'* German: Add a 6-5-8 Squad. 

4 5 6 7 END 
Elements or the 894th Rifle Re&lment [f.LR:3) Set Up 
ON/North of Hexrow 9 on Board 44 and on Board 49 but 
not IN/ADJACENT to the HQ Building (SSR #2). (SAN:31 

4-4-7 2·3·7 9·1 8·0 MMG LMG 

9 2 2 

SO*Mtr. 

Headquarters Starr and ~eurlty Platoon, 211 th 
Dlvl$ion. (ELR:41 Set-up HIP In the 
Building (SSR #2) 

6·2-8 2-4-8 10·0 9·2 6+1 HMG 

2 

/13 I hl' 8 ·3·3/3·3·8 MMC11 Ill'<.' S..\ with + l Broken Morale. They urc ulao 
A~snult Fnldncers IH I.221 and muat posseu the OCs 111 start . 

at any point durlnsr the scenario contrary co E3.S II and No Moon. The 
MaJorlly Squad Type of both sides il> Normal (1:1.61. lluildJng 491:8 IS a 11 4 lland to Hand Close Combat U2.:S lilt In effect. 
Factory 1823.741 

II 2 - Pnor to Set-up the Russian player selects and secretly notes either 
Building .f9f:8 or Building 49K9 as the Rus~lan lh:udquartcrs. All units lh.JI 
Set·up m the Headquarters Building Set-up HIP, thl~ fliP 1s in addition to the 
nomllll.!S~ Squad I liP allotment at rught . I he Run1an player may ma~-c his 
FrC!edom of Mo\·etnenl DRs IF.1.2 1I Wllh the 'I I Lc.ader All Russian MMC 
(and any SMC'/SW that sec up with them) m.~y c;..,c·up entrenched in suitable 
tcrram 

II S - lnterro~lion IE21 is in 
Civilian lntcrroglltJon i~t N/AI. 

effect versus captured units only (E2 • .f 



InSepenSent §eries ff1 
Scenario Design: Stephen Johns Centauro on a Flank .l>ispatc6es from t6e :&unhr 

Scenario It 08038 

Near the Pron River, Yugo s la vian· 
Albanian border, I 1 April 1941: With the 
German invasion of Greece and Yugoslavia 
on Apr1l 6 11

', the Ml3/40 equipped N 
Batraglione Carri Mrcdeployed to Albania's 
northern border to support the L (Ught) 
tank battalions of the "Centauro· Armored 
Division. Here they stayed unlll Italian­
Yugoslav armistice talks ended at sunrise 
on April ll'h. 

Historical Result: Twenty-two Italian tanks 
with Infantry support started to ford the 
river, which ran low at some pomts even in 
the month of Apri l. Suddenly the Yuaosla· 
vlans opened rlre and destroyed eleven of the 
·L· type tanks and two of the Ml 3/40s. The 
Italians regrouped and showed that when well 
led they could take the Initiative. The second 
wave of tanks was sent across the Pron River 
to attack the enemy on a nank. This attack 
soon routed the Yuaoslav defenders and 
opened the way to Montenegro. The Italians 

• were able to reach Podgorica Without opposl· 
lion on the 12th of April. 

BOARD CONFIGURATION: VICTORY CONDIT IONS: BALANCE: 

The Italians win at game end by 
Only rows A·P Controlling ~ 9 build ings on 
on both boards board 42. 
a re playable. 

Italian: Extend the Scenario length to 
7.5 turns and add a DC to the Italian OB. 

1:0 Allied Minor: In the Allied Mmor 08 
replace the 8-1 leader with a 9·2. 

nl· Italian Moves Firs t 

Elem ents of Yugoslavian Borde r Detachment (ELR:21 
Setup on board 42 (lndudmg half hexes) (SAN:3): 

4·5·7 4-3-7 

4 4 

2·3·7 
HS 

2 

SPECIAL RULES: 

8·1 7·0 

• 

,.1 

-- -

HMG MMG ? 

2·2·8 

• 2 
• 

• 

6 

37LAT 

PaK 35/36 

2 

1 

#1 - EC are Moderate with no wind. The stream Is Shallow. There 
Is a ford (820.8) at4012/13. All buildings are Wood. 

#2 - Allied Minor units may setup concealed in Concealment 
rerrain. The AT guns may setup Emplaced and concealed but may 
not use HIP. 

#3 - The Italian 4· 4-7s are Assault Engineers (H 1.22). Volumanly 
Abandoning AFV Is NA. Neither of the M1 3/40 tanks have AAMG. 
Any Recalled tankwnust exit the board at 4011 . 

2 3 4 5 6 7 END 

Elements of the 13lst CMtauro Armored Divi$ion 
(ELR:21 setup within 2 hexes of hex 40K3 (SAN:2): 

4-4-7 

2 

3-4·6 

10 

45* 
MTR 
(dm) 

2 

9·1 

DC 

8·0 

8 ·1 
AL 

7·0 MMG LMG 
(dm) 

3 

Ml3/40 L3/3S 

2 3 



Jbilippine~ ~erie~ ~ # 2 
Scenario Design: Vic Provost Taking a Stand at Rosario }Bi~patcbt~ from tbe jiunker 

Scenario # DB039 

Rosario, Luzon, the Phllippines, December 22, 
1941: It was quite e\ident in the wake of e1•ents 
~ince Pearl Harbor that it was just a matter of 
time before the Japanese threw the full weight of 
their Pacific Blitzkrieg at the Philippines. On the 
22nd of December that became a fact as the 
main landing on the Island of Luzon came 
ashore at Lin,gayen Gulf. The main objective was 
Manilt\, but to get there required breaking 
through the blocking positions on the main 
roads along the way. First up afte•· t·he beacheud 
was secured was the town of Rosario. It lay 
astride Route 3, one of the maio North/South 
roads. It was lightly defended until Gener-al 
Wainright ordered the 'Philippine Scouts' and 
Company C. 192nd Tank Battalion there to hold 
as long as they could. 

Historical Result: General Honuna dispatched 
mobile elements of the 48th Reconnaissance and 4th 
Tank Regiments down the coast road. heading 
toward Rosario from the NW, while the main body 
of the Colonel Yanagi's 47th Infantry follo1ved a due 
south course down Route 3, roughly arriling at 
around the same time. Troop F of the Philippine 
Scouts put: up an extremely valiant defense. and 
held until the Tanks of C Company pulled out. The 
cavalry paid heavily in the growing darkness as 
more tanks of the 4th Tank Regiment added to the 
weight of the assault. Fortunately for the Scouts, in 
a fateful decision by l.Jth Army HQ, part of the 47th 
Infantry was s plil off and diverted to Agoo, and the 
Scouts managed to make good their escape. They 
would regroup at Bi nalonan, and make 
another heroic stand there on the 24th. 

BOARDCONFIGURATION: VICTORY CONDITIONS: BALANCE: 
The Japanese win If they earn > 115 VPs at 

r:-::,----y--, Ont~· He:uows A-P on Scenario End. The Japanese earn CVP normally, as * Philippine: Change the 9 ·2 to a 10·2 
and an 8·1 to a 9·1. t 

N 

Board 46 :lnd R-GG on well as exit VP for units exiting the South/East 
&ar-d 49 m·e in Pt:oy. edges on/between 49RS/49Yl0. They also earn 
Place 0\"erlay• 0 4 5 VP for each multl·hex building they control at 
(l on .MEl, 2 on 46 FO), scenario end. Deduct from the Japanese total the 
Wd4 (I on -«ffi-1, 2 on exit VPs for any Phll1pplne units exiting on/ 
46C4) Wd2 (1 on -IGJ7, between 49RS/49Yl0 on/after Turn 6 (Troop F 
! on 46.18), and Wdl on personnel that exit as Cavalry count double VPs). 
46FD. 

8 Japanese: The Tank Reilnfc>rc•em,entsl 
enter on Turn 4. 

. 1 
"'k Philippine sets up firs t 

• japanese moves first 

* 
Troop f, 26th Cavalry (PA) 'Philippine Scouts' [ELR:5] 
Set up within 6 hexes of 49Rl and/or 49Y9 with all 
personnel and horses CX {SAN:4} 

9·2 9·1 8-1 dm l.MG ATR DC HORSE 
MMG 

10 2 2 2 
10 

2 3 4 6 END 

Elements of the 4th Tank Regime nt and the 48th 
Reconnaissance Regiment [ELR:4], Enter Board 46 at AS/ 
A6 ON/After Turn 1: Infantry as PRC (SSR #4) {SAN:4} 

4·4-8 2-2-8 10·1 9·0 dm l.MG dm ATR DC 

8 2 2 2 

Type Type Type Elements of the 
Elements of Philippine Division 71/ Company c, 192 Tank Bat- Bicycle 95 89B 95 4th Tank Reg. 
talion/ and Coastal Defense Units [ELR:2], Set up within 6 hexes t-- --4HA-GO CHI-RO SP Veh . Enter North edge 

Typ e 
95 

HA·GO 

Type 
89B 

CHI·RO 
of 49Rl and/or 49Y9 in Locations not occupied by Troop F (EXC: L----...L..----"-----J of Board 49 on 
the M3 Tanks may not set-up in Building Hexes). 10 3 3 2 Turn 5 3 3 

4·4-7 3·3·6 2-3-7 2-2-7 8·0 7·0 60"1Ml897 

~..__......JL-.!! ~ 75. ART 

Elements of 47th Infantry Regiment [ELR:4], Enter North Edge Of 
Board 49 ON/After Turn 1 (SSR #4). 

4 3 2 2 L_~,r--r--r--r--r--r--r-~--~~ 

M3 
Lt. Tank x 4 (No HE per US Vehicle note 2, 

Canister is not avaUable before 71 42) 

SPECIAL RULES: 

# 1 · EC are Moderate, with No Wind at Start. PTO Terrain with 
Light Jungle is in effect (EXC: All Roads do exist, all Grain remains 
In-Season ETO Grain, and the Hill depiction on Board 46 does not 
exist, other Terrain on the Hi!), exists at ground level). Place 
Overlays 04 (1 on 46E1, 2 on 46FO), Wd-t (1 on 46B4. 2 on 46C4), 
Wd2 (1 on 46]6, 2 on 46]7) and Wd1 on 46H3 . Starting on Turn 7. 
apply a +1 Twilight LV Hindrance (E3.1) to all Fire Attacks. 

2 - Boresighting is N/A. All Philippine Scout personnel are 
considered to be Stealthy, have Underlined Morale and are the only 
units from either side that can function as Cavalry. They have the 
option to set up mounted or not, and all Horse units must be in or 
adjacent to a location occupied by Troop F personnel. The first 
Scout Squad that pa$ses a MC unpinned and in good order without 
HOB will Battle Harden and Create a Hero. 

4-4-7 2·2·8 10-0 9-1 8·0 

17 3 2 

dm 
HMG 

dm 
MMG 

2 

l.MG 

4 

dm 
so•Mtr. 

4 

SSR #3 · All Mobile Philippine AFV are placed under Recall during the 
RPh of Philippine turn 7. Recalled Philippine AFV must exit the South 
edge of the map, and still count as deducted VP from the japanese 
Scenario End VP Total (Even if Recalled earlier than Turn 7). 

SSR #4 - The Japanese may enter some/all/or none of his Units each 
turn (EXC: Turn 5 Tank Reinforcements must enter on Turn 5). All 
MMCs of the 48th Recon. Reg. must enter mounted on Bicycles. 

VPs Available: 
j apanese Exit VPs: 13 1 
Philippine CVPs: 73 
Multi· Hex Buildings: 5 x 5VP (each)= 25VP 
Total Available VPs = 229 
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