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== The Bunker on the Hill %, =

. By Freddie Yu «




¢ 8 Squad Bases

¢ 18 Regular Infantry

¢ 6 Elite Infantry

¢ 2 Officers

¢ 2 Mortar Crews

¢ | Machine Gun Crew

B

¢ 7 Squad Bases

¢ 15 Regular Infantry

¢ 3 Elite Infantry

¢ 4 Infantry Officers

¢ | Mortar Crews

¢ 2 Machine Gun Crews
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e Starting Strategy Cards: 2
¢ 3 M4A1 Sherman e Strategy Decks:
Tanks - Moralel
e Deployment Zone:
- Any of the hexes with a green

border.
e el
Division 2 e Starting Strategy Cards: 3
e 2 Tiger I Tanks e Strategy Decks:
- Command |

- Supply | (remove Supply drop and
Specialist supplies cards)
¢ Deployment Zone:
- Any of the hexes with a grey
border.




‘ Scenario details .

¢ Rounds: 6

e Starting Initiative: Players roll
off. The player with the higher roll
decides which side gets the
initiative first.

e Actions Per Turn: 3

REINFORCEMENTS
None (or can be defined by the players
as they wish if they want to change
forces)

Special rules
¢ The “bunker” is actually an old
WWI1 fortification complex. Treat
this as a building hex which gives
+4 cover.

Terrain features
e Stream hexes are Shallow.

Weather Deck
e None

Game requirements
e Base game

Designer’s Notes
Players can easily switch deployment
sides if they wish, adjusting the colors
of the deployment hexes as well as
command counters as necessary.

Scenario design:
Freddie Yu (May 27, 2012)
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