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In the first place | would like to thank (many) agsers of TOI fan scenarios,
which served me in my initialol acquiantanceand as an introduction to the
TOI game system and later as an inspiration for degigny own scenarios.

Thanks also belong tiwan Hrbek the author of the bookrnhem 1944which
served me as a more detailed guide to a histottyed¥larket Garderoperation,
beside relatively short narrative (about it) Whkipedia,which was my second
source.

Thanks also belong t@latt Siegelfor his conception of designing scenarios in a
really epic scale and for his several other cladeas (like a substitution of
using an officialTOl scenario editor with a simple text editor, whicii @o this

job far better and in a more comprehensive way wvery elegant method how
to easily promote squads witlipha, Bravoor Reconspecializations). First, |
considered his approach (in Ihtediterranean campaigrnas amegalomarone,
but after designing th&cenario lof this campaign, | changed my mind (No
average solutions, only the best! Do you agreei™ay.

Dedication

This campaign is (considering all above mentiorsads) dedicated to all (actual
and future)TOI players and maybe it will serve as an inspiratmmotherTOI
scenario designers. It is also a nice example HowTOI game system is
modular and how it can deveakedto fulfill requirements not only for a decent
2 player scenario but also for a bigger campaigsifphed for 3 or 4 players).

Recommendation

I higly recommend watching the filmA bridge too farbefore playing this
campaign. It is a very realistic (and appraisesl)iew of this famous Allied
operation.



Introduction

After | had finished designing therdennes offensiveampaign in August 2009, | thought that
| would take adesigner’s restor awhile. However, when | was speculating aketlteme for
another TOI campaign, my thoughts were revolving around thaofas Market Garden
operation, which was the biggest Allied airbornempion during WW2 and which took place
in the Netherlands during September 1944. No mast@utcome (inspite of a heroic effort of
British, American and later also Polish soldiens)ieally was a big operation and surely
deserves to b#ansformednto a realTOl campaign. Mangtand alonescenarios relating to
the Market Gardenoperation are available on FFG TOI scenario webepabut a real
campaign with this theme has not been yet published

With the TOI status qudSeptember 2009 — September 2010) | had at mypské@mlimost all
neccessary components (American, British and Gerfoeses, lot of strategy decks and
operations cards and | also should not forget tatioe the (first) Map pack, because | did
not want to buy another copy of thEOl base game because of additional m&ps
Unfortunately, several rules were missing and neéedebe discovered (like transporting
squads in boats over a river or rules governingmnabat on 2 separate battlefields).

When thinking about a level ofdetailnesf this campaign, | faced several questions:
a) How many (different) regions (battlefields) shobleltaken into account?
b) How many scenarios should this campaign contaihhanvbig should they be?

c) If | take this campaign in a little bit bigger seawill not be better to implement it as rather
a multiplayer one than as a usual one (for 2 p&Bfer

d) Regarding many engaged hocformed GermarnkKampfgruppencombat groups), should
German squads also have a possibility for theimmting?

| was pondering all of it and then answered measy:

ad a) Because a number of regions (taken into accoumtesponds with a number of
scenarios and because | wanted to implement thésatipn in a rather complex scale,
following battlefields resulted as neccess@mnhem, NijmegeandEindhoven

Advancing through the campaign a number of baglé$ will diminish. Since th&cenario 2
we will leave Eindhovenand in the (final)Scenario 4we will focus our attention only on
Arnhem

ad b) Because of a need to keep a number of scenarias r@asonable (low) value and
because of a relatively lot of battlefields, | hadhink over rules for such kind of a scenario,
which would take place on two (big) separate biids (like sharing decks and operations
cards, determining the initiative, spending CPs,) et

Finally, after accepting a fact that the campaigh eonsist of rather bigger scenarios and
after dividing important events into a chronologiaad logical order, teceived4 scenarios,
though in reality they are 6, because two of thewel2 parts.



ad c) Regarding designed scenarios (where almost each battlefields and each battlefield
consists of 12 map tiles), it took me as a (mouipble solution, that the campaign should be
rather played in 3 or 4 players (instead of stashdaplayers). This time it would be quite
logical: one player will take a role of Americar@)other one a role of British, and the last
one (or the remaing two) a role of Germans.

ad d) For a simplicity | denied a possibility for protimgy German squads. It was due to a
fact of great numbers of theikampfgruppenand because of a need to keep a track of
promoting several Allied divisionsXKX Corps, 82nd Airborne, 1st Airborrne). But
principially it should not matter because:

i) As a tool for comparing achieved successesndutihe campaign serves for both
sides campaign points (earned by a measure ofdfimient playing the scenarios).

i) A number of promoted (Allied) squads (and tHevel) will serve as a value, which
can be used for comparing their results, aftergrghange their roles (Allies for Germans),
if they ever want to play the campaign again.



Playing on 2 separate battlefields within one scena

This feature is used (with an exception of tBeenario 4 in all the scenarios of this
campaign. Unfortunately, (standarfil rules cover only a situation when 2—4 playerstfigh
on one battlefield (one ma@otF expansion added some rules governing using faicego
different nations (which are allied).

But to be short, when we will fight on 2 separatstlefields then, no matter whether the
scenario will be played in 2 players or 4 playesg will have to deal with following
problems:

a) A number of used initiative cards, a managemerdnd distributing of received CPs,
determining the initiative on both battlefields.

For a simplicity, there will be used 4 initiativards (2 for each battlefield as innarmal
scenario). So Germans will need 2 German initiatbaeds (copy the German standard
initiative card or use some other). Both Americand British will have their own initiative
cards.

No matter if one player plays for Germans on betilé&fields or if one player plays for Allies
on both battlefields, this solution has a followedyantage:

Each side (on each battlefield) will use its owiiative card and will manage CPs that it
receives during a scenario. The CPs that this madeived may be used as usual (on its
battlefield), but they may not be transferred aegito the Allied player or nation (in case of
Allies) on the other battlefield or to units of tk@me nation (in case of Germans) on the other
battlefield.

Example:

Before playing the Scenario 1, Part | three playdrgide their roles in a following way:
Player A will play for Americans (in Eindhoven),alpér B for British (in Neerpelt) and
Player C for Germans (on both battlefields).

After the Action phase has ended, now begins than@md phase of the round 1. Allies
receive due t&eize the initiativeoperations card 1 CP (for each nation) that isauatically
put on (each of) their appropriate initiative cards

Then follows the step Determining control over oties. Only German player in Eindhoven
will check, whether he keeps or loses control dwer2 national objective markers. He still
controls them, so nothing changes.

In the following step (Receive CPs) Player A reeei® CPs, Player B also 0 CPs and Player
C 2 CPs (from the Neerpelt battlefield) and 3 Clireng the Eindhoven battlefield).

In the following step (Spending CPs) German pldnges to decide how he will divide his CPs.
He may not transfer any CPs from Neerpelt to Eiméimobattlefield and vice versa, though
on each battlefield he may spend CPs received th@never he likes.



He sees that both Allies players will not receiny &Ps, except those granted Haize the
initiative operations card. So he decides that on the Neebagllefield he will save 1 CP to
future rounds and that for the other CP he will borye strategy card (thus passing the
initiative to British).

On the Eindhoven battlefield he decides to put 1o0GRhe initiative card (thus gaining the
initiative there, because Americans had initiaveiry the round 1 and both sides have the
same number of CPs on their initiative cards), &ordthe remaining 2 CPs he will buy some
other strategy card.

During the last step (Determine initiative) will beetermined the initiative on both
battlefields. During the round 1 both Allies plagdrad initiative on their battlefields. Each
player of Allies has received and (has had to Au@P on his initiative card, while German
player put only 1 CP on the initiative card on tBidhoven battlefield and put none CP on
the initiative card on the Neerpelt battlefield. ®at in the round 2 Germans will gain the
initiative in Eindhoven, while British will keepiiiative in Neerpelt.

b) Shared strategy decks and shared operations cards

While playing on 2 separate battlefields, there fare more possibilities how the shared
objects can be shared (between all participatinggrk).

Example:

We will continue in the above mentioned examplehigiscenario iDisruptiondeck shared
between Germans and Americans this way: Only Gerfoaes in Neerpelt and American
forces in Eindhoven may use the cards from thik,debile neither British nor Germans (in
Eindhoven) may use these cards.

Seize the initiativeard is shared between British and Americans (mitGermans).

In other scenarios will be for example operatioasds shared between Germans on one
battlefield and British on the other battlefieldeddership decks are never shared.

But do not get too much confused :-). There is ecsp section in each scenario for each
battlefield, where is explicitly written which dexland which operations cards may a given
player (nation) use or share.

c) A number of actions per turn and their order, if playing in at least 3 players and
dividing these actions between battlefields to plays, if (not) having initiative

Let us start with recapitulating a rule governingaing available actions (per turn) between
players (or divisions) of one side. The number\dilable actions is halved and each player
(division) receives this (halved and rounded upphbar of actions.

We will use this rule as it is, because it will\seus very well, though we will have to deal
with 2 potential problems which arngroportionally different number of units on each
battlefieldandnot having the initiative on both battlefields



The first problem will be solved with an explicitiven number of actions (per turn) for a
given battlefield, which usually will be differefdr each battlefield, but we will avoid caring
about halving and rounding numbers. This methadss more suitable for bettengagingof
received (bigger) reinforcements during a scenénem the (halving) rule from core rules.

Let us think of it closer:

a) First a situation when one side has the initiatimeboth battlefields is another variant of a
situation described in rules for a scenario witle battlefield. The same it is with a situation
when in each scenario fight against one anotheefoof a relatively equal size (as to their
number).

Example:

Let us continue in the above mentioned examplst ke will return to the beginning of the

round 1, when Allies have the initiative (on botttlefields). On the Son battlefield have both
sides 3 actions per turn (except the round 1 andv®)jle in Neerpelt this number will differ

since the round 4.

So during the Turn 1 (in the round 1) American plawill spend 2 his actions on the Son
battlefield and British player 3 actions on the Nusdt battlefield. It does not matter whether
British player will first take all his actions arthen American player all his actions or vice
versa. They may even alternate in spending theiors, though usually it is better, if each of
them spends all his actions at once (they are fierdnt battlefields and do not know what
their comrades do just now).

Important notice: The written number of actions per turn on a givaitlbfield may not be
halved in any way. The number is already desigoefit an engaged number of units on a
given battlefield!

b) Now a little bit more complicated situation, thawuigy will be a more common one than the
above mentioned easier one. It is a situation, wirereach battlefiled has the initiative a
different side (Allies on one battlefield and Germaan the other).

Example (continued):

It is start of the round 2. Let us recapitulate gituation:

i) Eindhoven battlefield: Germans have the initiat there and 3 actions, while
Americans have 2 actions.

i) Neerpelt battlefield: British have the initige there and 3 actions, while Germans
have also 3 actions.

How should be actions spent during the turns withm Action phase of the round 2 on each
battlefield?

In the following order: Germans (in Eindhoven), tidl (in Neerpelt), Americans (in
Eindhoven) and Germans (in Neerpelt).



Though not neccessarily in this order because ipigdty it will suffice, if players having the
initiative spend all their actions on their respextbattlefields, before players who do not
have the initiative do so. The most important fecthat a player who does not have the
initiative (on a given battlefield) may play histians, after his opponent with the initiative
(on the given battlefield) has spent all his action

So the same effect (in the above mentioned exarmma)d be, if the order of players (sides)
was following:

British, Germans (in Eindhoven), Germans (in Nekyp&mericansor
British, Germans (in Eindhoven), Americans, Germ@m$eerpeltior
Germans (in Eindhoven), British, Americans, Germ@m&eerpelt)



Special campaign rules

a) Allied Recon squads

Squads (of American or British Airborne divisionsijth an MG crew figure may gain the
Reconspecialization token. Such a squad may use aonabtove and firewithout any
restriction (it is equipped with a light MG protpiy), though such a squad may not perform
anAssaultaction.

b) Allied Demolitions squads

Demolitions squads of Allies can deactivate (explscharge tokens laid by Germans. A
mechanism of deactivating (neutralizing) is the sams if they would clear mines. After

successfull deactivating of a laid German chargmave the charge token from the game.
During onedeactivatingaction may be removed only one charge (token) ginen hex.

c) Promoting Alpha, Bravo and Recon squads

This idea does not come from my head, but | en@vadtit in the Mediterranean campaign
designed by Matt Siegel. It solves the problem rointing Alfa, Bravo and Recon squads
which do not have their appropriate campaign praondbkens.

Matt came with an idea of using national commangalve markers, where their value (a
number printed on them) will state a level of prdimo (i.e. token with ,1“ means a bronze
star, token with ,2“ means a silver star, etc.)e3é tokens are put under a squad base of a
promoted squad and move with the squad.

The only problem that can occur is interferring coamd objective markers uséadis way
with those used in themormal way. But this situation can be solved by using c@nd
objective markers of a nation that is not engagred given scenario), so no confusing should
occur.

d) Destroying bridges

If a bridge is destroyed due to detonating a lakplosive) charge, place a ruin token on the
bridge hex. The ruin token in this case indicalted the bridge is impassable for both infantry
and vehicles. Also remove from the bridge hex aigyory or command objective markers.
Only one explosive charge is needed for destrogibgdge.

e) Operations cards vs. Strategy cards
In case of using leadership decks, it can occurdheertain strategy card from such a deck

will cause (perform) the same effect as a similadgd operations card. In such a case, there
are two possible solutions:



i) Either all such strategy cards are removed dwisgtup from the leadership deok

i) A relevant operations card is removed from a gdoreng a setup. This possibility may not
be used, if the relevant operations card would Sleaaed one (between Allies and Germans).

Such strategy cards are always noted (suffixed) ait asterisk in their mentioning within
their section. It is fully up to a player to choagkich option is more reasonable for him.

Examples:
1) Strategy card(dyorced march(Assaulterdeck) vs Double timeoperations card

2) Strategy cardNever give ugHero deck) vsNo surrendeoperations card

f) Starting strategy cards

Starting strategy cards are placed the way, sottiegt may be immediately used. It means
that all starting strategy cards (no matter whekt@eting a wordingiction phaser Command
phas¢ are placed to a player’s play area. In both cssgarenot paid for.

g) Using American command objective markers

Because the TOI scenario editor does not allowmgert British components into a map, | had
to use the American ones. Due to this fact 3 sdoatcan occur:

i) On a map (battlefield) are engaged only AmeriaaitsuThen there is no problem.

i) On a map are engaged only British units. Amerikenssubstitutein this case
missing British tokens, so treat them, as if theye\British.

iii) On a map are engaged both American and Britisks.um this case it will be
explained in a scenario to which nation belong usegtrican command objective markers.
The standard rule, that a national command objectiarker may be captured only by a unit
of an appropriate nation, is normally valid.

h) Reward command points (CPs) and campaign points

If any player has scored at least a minor victanygoven battlefield (map), he is rewarded
with a certain number of command points (CPs) aamhpaign points. Due to a fact that
almost each scenario consists of two separateshelitls, a number of received command and
campaign points is lesser than it was in #frdennes offensiveampaign. Campaign points
are used for final scoring of the campaign and ed@Ps are transferred and used in the next
scenarios.
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1) For achieving aninor victorythe given army unit (divison, regiment or batta)io
receives 1 campaign point and 1 command pdiat. achieving anajor victory the given
army unit receives 2 campaign points and 2 comnpaias.

i) Thesereward CPs may be spent during a setup of the next scef@ribuying
strategy cards or may be saved for use in nextdsusince the round 1 they may be used
normally (which includes also putting them on thigiative card).

lii) Thesereward CPs may not be spent in the second part of the saem@rio with
one exception. I'Bscenario lactions on all 4 battlefields take place simultarsdy, so CPs
earned ifNeerpeltmay not be used iArnhemand vice versa. However 8cenario 4may be
CPs earned in (itdpart | legally transferred to (itsPart Il, because it is its chronological
sequel.

Iv) CPs received this way may not cummulate durin@isé\scenarios. They have to
be spent in the next scenario. Unspent CPs arevesdrat the end of a scenario.

v) Moreover CPs received this way may be spent onlthennext scenario, which
takes part on the same battlefield.

The only exception is theScenario 1, Part 1CPs earned on these battlefields may be
distributed to any battlefield (since teenario 2, where will be engaged units of a nation,
that has gained these CPs.

Examples:

a) American player scores a major victory on the Ngerw battlefield (Scenario 1,
Part 1) and a minor victory in Son (Scenario 1,rPH. So during a setup of the Scenario 2
he has at his disposal 3 reward CPs. All 3 CPs rhaggiven to Nijmegen battlefield, because
those 2 CPs gained in Nijmegen may not be trarsfieto any other battlefield (if there is a
continuing scenario occuring on the same battldjiehnd that 1 CP gained in Son has to be
spent on a battlefield, where fight American urfithich the Arnhem battlefield does not
respect).

b) British player scores a minor victory on the Arnhbattlefield (Scenario 1, Part Il)
and a major victory in Neerpelt (Scenario 1, P3rt 5o, during a setup of the Scenario 2 he
has at his disposal 3 reward CPs. 1 CP has to kergto Arnhem battlefield and the other 2
CPs (from the Neerpelt scenario) has to be givethéoNijmegen battlefield, because only
there figure units of XXX Corps.

i) Permanent strategy cards

If a starting strategy card is marked with a wpetmanentit remains in play during whole
scenario and it is not discarded after its use. él@wthere are 2 types of such cards.

a) Those generating a one time or a permanent dffecDisrupt food supplie®r
Offensive artillery
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b) And those likeDesperationwhich generates a certain effect multiple timesi@lly
3 times before discarding).

However cards that do not generate a passive dffeetDesperatioror Take covermay be
used (in this way) onlgnceper round (after such use put an activation takethe card and
remove this token from the card during Status phage

Playing effects of these (permanent) starting egnatards is always for free.

If a player decides to change some strategy decla fleadership deck, which would not
contain the card that is included in starting siggtcards (in a former strategy deck), he may
do such a change, but he will keep the missing frard the former strategy deck.

Example 1:

German player decides to change Ksound suppordeck forAssaulterleadership deck.
While Assaulterdeck does not contafBupressive suppodard, which is included in starting
(permanent) strategy cards for German player, hié keiep this card fronGround support
deck and put it between his starting strategy caatgether withSniper attackcard (taken

from Assaulterdeck).

What about strategy cards that generate an effedtiphe times before discarding like
Desperatiof? Using cards likeTake coveror Desperation as starting ones which are
permanentlyactivein a game, is a little bit different. Their effaniay be used onlgnce per
round (use for example an activation token for nmaykheir use). However, if a player would
buy during a game i@egular strategy card with theamename from his strategy deck, he may
normaly use it, as it is described on it.

Example 2:

British player keeps hislorale 1deck and decides to change Nisrale 2deck forWatchdog
leadership deck. He také&sesperatiorand Take covercards fromMorale 1deck and places
them beside his other starting strategy cards.elfwants to use their effect, he is limited to
only one use of each of these cards per round. During § pla draws fronWatchdogdeck
anotherDesperatiorcard and pays for itfThis Desperatiorcard may be used normally, so the
British player may use all its 3 activations duriagound (not only once).

]) Weather deck

Due to a relatively stabile weather in Arnhem, Nigen and Eindhoven (despite fogs in
British airports®©), | did not implement using weather cards in tbensrios.

k) Destructible buildings

Building are always, except few explicitly mentionscenarios (taking place in Arnhem),
UNdestructible.
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[) Special initiative cards
| did not design any special initiative cards, hesgal think that:

1) all 3 engaged Alliedhirborne divisions had relatively same capabilities andiski
and units of thexXX Corpswere a little bit different type thaparas but surely nothing
unusual,

i) German defenders werepal-mal (mixture) of all possible and available soldiers,
from members of SS Panzer divisionsgteenhorns quickly assembled and put to a battle
front).

m) Crater tokens
Crater tokens may be put to game after meetingctimslitionif a normal (not a suppresive)
area attack (except mortars) would cause at ledsiton a given hex, put a crater token on

that hex.

So using certai@rtillery or Air supportstrategy cards can have also other consequences.

n) Counting the final score of the campaign

Because in this campaign may be promoted only sqagdllies (due to a limited number of
promotion tokens), then counting a final score dekrmining a winner is very easy.

After finishing each scenario each player (resgheside (Germans and Allies)) will take a
note, which result it has achieved on a given &@d. If it has scored major victory, it will
receive 2 campaign points, fornainor victory it will receive only 1 campaign point. Far
lose it will not receive any campaign points.

After finishing Scenario 4, Part llsum up all scores from each battlefield during the
campaign and then compare a final number for Gesmaad for Allies and you will find out,
who has won. In a case of a tie, nobody has won.

If you want to play this campaign again (with chadgoles) or if you want to compare not
only a number of achieved victories but also a nemmland a level) of promoted (Allied)
squads, then Allied player(s) will have to notitsoa

1) afterScenario 1, Part:Istats(humber and level of promotion) for squad4d.6ist Airborne

2) afterScenario 3statsfor squads 082nd Airborneandstatsfor squads oFrost's battalion

3) after Scenario 4, Part ll statsfor squads ofLst Airborneand statsfor squads ofXXX
Corps

For each promoted squad with the Bronze star Afilager gains +1 campaign point.

For each promoted squad with the Silver star Allayer gains +2 campaign poins.
For each promoted squad with the Medal of honaeglplayer gains +3 campaign points.
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List of campaign scenarios

Scenario 1 -Sunday trip(17th September 1944)
a) Part |
i) Eindhoven (Son)

506th PIR 101st Airborng vs.59th (German) Infantry Division
12 map boards, 10 rounds, 10 American squads@gr®an squads with 1 AT gun
Main objective of Americans is capturing 2 bridgesl preventing destroying one of them.

i) Neerpelt

Irish guardgdXXX Corps)s. 9th SS Division

12 map boards, 12 rounds, 12 British tanks anduads) vs. 8 German squads with 2 AT
guns.

Main objective of British is reaching the other esidf the battlefield with minimal casualties
of their vehicles.

b) Part I
i) Nijmegen

508th PIR 82nd Airborng vs. Kampfgruppe Henke

12 map boards, 8 rounds, 10 American squads vsemn& squads, reinforced by SS
armoured combat group.

Main objective of Americans is capturing a bridgend preventing its destroying) and
capturing nearby heights.

i) Arnhem
1st British Parachute Brigadést Airborng vs. Kampfgruppen Hardeand Brinkman
12 map boards, 12 rounds, 12 British squads verén@n squads, reinforced by SS armoured

combat group.
Main objective of British is capturing at least ookthe 3 bridges over the Rhine.

Scenario 2 -Doing your best does not have to suffit@th September 1944)

i) Nijjmegen

505th PIR 82nd Airborng + elem. ofXXX Corpsvs.Kampfgruppen HenkandEuling

12 map boards, 12 rounds, 6 American + 4 Britigladg with 4 tanks vs. 8 German squads
with 2 tanks.

Main objective of Allies is capturing the Nijmedaidge (or capturing a German barracks).
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i) Arnhem

4 British para battalionslét Para Brigadeand 1st Airborne Brigadg vs. Kampfgruppen
Spindlerand Allwoerden

12 map boards, 12 rounds, 12 British squads ver&@n squads with 2 tanks.

Main objective of British is making a contact wiost's forces, but no matter the outcome
they have to withdraw to the Oosterbeek pocket.

Scenario 3 Heroes on bridgeg20th September 1944)
i) Nijjmegen

504th PIR 82nd Airborng + elem. ofXXX Corpsvs. Kampfgruppen HenkandEuling

12 map boards, 13 rounds, 10 American squads wBhitésh tanks vs. 10 German squads
with 2 tanks.

Main objective of Allies is a secret crossing aerivn boats and then capturing the highway
bridge by simultaneous attacks from both its ends.

i) Arnhem
2nd (Frost’s) batalion 16t British Para Brigade vs. Kampfgruppen Brinkmanand
Allwoerden

12 map boards, 8 rounds, 9 British squads vs. Ith&esquads with 2 tanks and 2 AT guns.
Main objective of British is to keep control of itheaptured buildings and stay alive.

Scenario 4 €an we make it?

Part |

Oosterbeek’s cruciblé22nd September 1944), Arnhem

1st Airbornevs. Kampfgruppen Harder, KratindLippert

15 map boards, 8 rounds, 23 British squads vs.eriéh@n squads with 4 tanks.

Main objective of British is to keep control of thggest possible area of the Oosterbeek
pocket.

Part Il

Operation Berlin(25th September 1944), Arnhem

1st Airborneand XXX Corpsvs. 2 Germatkampfgruppen

16 map boards, 10 rounds, 16 British squads (witanks and 2 AT guns) vs. 14 German
squads with 2 tanks.

Main objective of British is to evacuate the masdgible squads across the Rhine.
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Scenario 1 -Sunday trip,part |

an advance of the XXX (British) Corps from NeerfieNalkenswaardand
an attack of the 506th PIR (of the 101st Airboroe ) bridge in Son near Eindhoven

Historical context

Day 1, Sunday, September 17, 1944

(Son, 101st Airborne)

In the south the 101st met little resistance amutwaed four of five bridges. The bridge at Son
was blown up as they approached it, after beingayd by a short engagement with a
German Flak 88 mm AA gun and a machine gun. Latrday several small attacks by the
German 59th Infantry Divison (the 15th Army unitttthad escaped across the South
Beveland) were beaten off, while small units oflib&st had moved south of Son.

(Neerpelt, XXX Corps)

On the morning of September 17 Lieutnant-GenerarBiHorrocks was given an information
that the operation was to take place that day. 2A8Q he received a signal that the first wave
of the airborne forces had left their bases wittha United Kingdom and set the time for the
ground attack to start at the 14:35. At 14:15 3Qihg of the Corps artillery opened fire,
firing a rolling barrage in front of XXX Corps staine that was 1 mile (i.e. 1,6 km) wide and
5 miles (i.e. 8 km) in depth. The barrage was stippdby seven squadrons of RAF Hawker
Typhoons firing rockets at all known German posti@along the road to Valkenswaard.

The advance was led by tanks and infantry of tish IGuards and started on time when

Lieutnant Keith Heathcote, commanding the lead ,tamkered his driver to advance. The

lead units of the Irish Guards Group had broken ottXXX Corpse bridgehead on the

Meuse-Escaut canal and crossed into the Netherlagdss:00. After crossing the border the

Irish Guards were ambushed by infantry and antitgnks dug in on both sides of the main
road. Portions of artillery barrage was refired aricesh waves of Hawker Typhoons were
called in. The Guardsmen moved forward to clear@eeman positions, manned by elements
from two German parachute battalions and two baited of the 9th SS Division and soon
routed the German forces flanking the road. Intgation of captured German soldiers led to

some of them willingly, others after being threatnto pointing out the remaining German

positions. The fighting soon died down and the adearesumed. By last light the town

Valkenswaard had been reached and occupied byigteGuards Group.

Horrocks had expected that the Irish Guards wowdsienbeen able to advance 13 miles (i.e.
21 km) to Eindhoven within two-three hours, howetiey had only covered 7 miles (i.e. 11
km). The operation was already starting to fall inehschedule.

(the text taken from Wikipedia )
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Rounds: Neerpelt: 12, Son: 10
Initiative: Allies on both battlefields, Germans deploy firsh Qoth battlefields).

Actions per turn: Neerpelt:3 actions till the round 3, since the round34actions for
Germans and 5 actions for Britishon:3 actions, 2 actions for Americans during the rofind
and 2.

Used components from théotF expansion:

a) Morale 2andDisruptionstrategy decks

b) 1 Alpha, 1 Bravo and 2 Recon specialization neke

c) 1 German AT gun 88 mm and 2 American M1 AT guns
d) British soldier and vehicle miniatures

Used components from thé&Normandyexpansion:

a) Tank buster, WatchdaandAssaultedeadership decks

b) crater and ruin tokens

c) 3 Demolitions specialization tokens, 4 Germath 2®American charge tokens
d) Satchel chargeand Thermite explosivesperations cards

e) 2 M10 tank destroyers (optional)

Terrain modifications

a) inNeerpelt

All vehicles of Allies have to keep moving on ado®ue to a fact that this road is elevated in
comparison with its surroundings and also narroehisles of Allies may not leave it.
Moreover, vehicles of Allies may not overtake (eadther), when moving on this road. Each
vehicle of Allies may move only up to 3 hexes dgrenround. Squads may normally leave
the road without any restriction.

To clarify: each vehicle of Allies keeps its nornmnsum of MPs, but if it uses them for
Moveaction, it moves only up to 3 road hexes. Vehiohay without any restriction uddove
and fireaction — they will either move up to 3 road heard then shoot or vice versa.

If a heavily damaged vehicle(s) would block a roady tank (or a tank destroyer) on the
same or on an adjacent road hex may ugdatge action to move (this) one heavily damaged
vehicle away from the road, and then stop onjulse passabldex. Allied player then loses
control over any of sucmoved away from a roadehicles, which is then remove from a
game and counts to him as a casualty.
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b) in Son

All road hexes on bothe the map tiles 2A and -98xcept road hexes south of the 5-hex
building, measured by the compas hesepresent river hexes. River is shallow.

The black bordered hex on the map tile 7A is atjoncof roads: from W, E, NW and SW.

Special rules for both players

a) See theSpecial campaign rulesection relating to demolitions squads, deactigataid
charges and blowing up bridges.

Germans
a) 59th Infantry Divison (Son) b) 9th SS Divison (Neerpelt)
9 squad bases 8 squad bases
26 regular infantry 20 regular infantry
4 elite infantry 4 elite infantry
2 officers 2 officers
2 MG crews 2 MG crews
1 SdKfz 251 halftrack 1 mortar crew
1 Opel Blitz 2 M1 AT guns

1 AT gun 88 mm

8 concealed squad tokens

(use additional British or American tokens)
Specializations:

1 demolitions 1 demolitions
(2 explosivecharge tokens) (2 thermitecharge tokens)
2 ATs

Starting strategy cards: Neerpelt: Sticky bombgor Lucky shot Son: Preparations(or
Heavy gun support

Strategy decks:German reinforcement§emove bothReinforcement battalioand Special
reinforcementscard9, Morale 1 (remove bothTake down the beastrd9, Morale 2 and
sharedDisruption(remove bottStolen supplieandDisrupt fuel suppliesards)

Leadership decks:Watchdog(removeHidden minefieldand AA supportcardg instead of
Morale 1 and Tank buster(remove Bombing runand bothAT supportcards)instead of
Morale 2

Operations cards:CamouflageMassive confusioandThermite explosives
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German objectives

a) in Neerpelt

Major victory: Destroy or heavily damage at least 9 British tanks
Minor victory: Destroy or heavily damage at least 6 British tanks

Lose:Whatever else.

b) in Son

Major victory: Destroy (blow up) the bridge on the map tile 4Ae(tight one) and destroy at
least 7 squads of American paratroopers.

Minor victory: Destroy (blow up) the bridge on the map tile 4e(tight one) and destroy at
least 4 squads of American paratroopers.

Lose:Whatever else.

Distribution of strategy decks and operations cardbetween Germans

a) in Neerpelt
i) Morale 2(which may be exchanged foank bustedeck) andisruptiondecks
i) CamouflageandThermite explosivgoperations cards

b) in Son

i) German reinforcementand Morale 1 (which may be exchanged fdWatchdog
deck) decks

i) Massive confusionperations card

Special rules for Germans

a) Battlefield in Neerpelt:
i) Incomeof CPs for Germans

Number of received CPs = (number of AT squads amdgAns under German control) / 2,
rounded up.
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i) If a combined attack of two or more conceal@drman squads (wit@amouflage
operations card) would cause at least 2 hits, @idemarticipating (concealed) squads are
immediately revealed (not only a leading squad).

b) Battlefield in Son:

i) German reinforcementdeck. This deck comes to play in tB&atus phasef the
round, when either at least one American unit @edke river located on either map tile 2A
or 4A (the left one), or when American paratroopsapture a bridge at the entrance to Son
(i.e. the bridge on the left map tile 4A). Germdaypr may not buy trucks while playing
German reinforcementsards.

i) The German demolitions squad may lay the chang the bridge on the map tile 4A
(the right one) at any moment, but Germans mayndé¢oit, only if at least one enemy squad
is located on the bridge hex itself or on any hdpa@ent to the bridge hex, or in a situation
when it is the (last) round 10 and enemy squadse hatyet come close enough to the bridge.

iii) Massive confusiomand Seize the initiativ@perations cards on tf&onbattlefield
are in play only during first 5 rounds. Then remtivem from a game.

c) Both battlefields:

1) During a setup the German player places one eritnesigt token on each hex where
he has deployed an AT gun.

i) AT guns may not be moved during a scenario.

Deployment zones for Germans

a) in Neerpelt

All squads (except the demolitions squad) deployaown forest hex on map tiles 7B, 8B or
9B. AT guns deploy on any forest hex on map tilBs® 8B. Only one AT gun may be
deployed on a given map tile.

The demolitions squad deploys on any forest hethermap tile 10A.

On each map tile may be deployed up to 3 squads.

b) in Son

An AT gun with a reserved crew (one squad) andlirbdek deploy on the map tile 4A (the
left one) on the bridge hex or on any hex adjatemte bridge hex. These three units deploy
on the same hex. If playing witlvatchdogdeck, the MG squad with a heavy MG (received
via a certain strategy card) deploys on the ma®#l or 4A (the right one).
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Remaining squads (except the demolitions squad)Cgred truck deploy on any hex on map
tiles 11A, 7A, 1A, 9A, 4A (the right one) or 6A.

The demolitions squad deploys on any building hexhe map tile 9A.

On each map tile may be deployed up to 2 squads.

Allies
a) 506th PIR'Son) b)Irish Guards Division(Neerpelt)
(101st Airborne) (XXX Corps)
10 squad bases 6 squad bases
24 regular infantry 19 regular infantry
8 elite infantry 4 elite infantry
2 officers 1 officers
1 mortar crew 12 Sherman tanks *
2 MG crews 4 Bren gun carriers

* (see special rules)
Specializations:

1 engineer 1 engineer
1 medic 1 medic

1 flamethrower

1 alpha unit

1 bravo unit

2 recons

1AT

1 demolitions

(2 satchelcharges tokens)

Starting strategy cards: Neerpelt: Spotting rouncbr Air reconnaisancéonly its first option
is eligible); Son: Critical objective(or Lead the way

Strategy decks:American air suppor{removeParatroopers, Cut supply lineend one Air
superiority cards)or Artillery 2 (remove bothincrease prioritycards), Command(remove
both Rapid mobilizationcards) andshared Disruption (remove bothStolen suppliesand
Disrupt fuel suppliegards)

Leadership decks: Assaulter (remove Take down the beast, Rapid mobilizatidmgth
Relentless attackéndboth Forced marchtards) instead dommand

Operations cards:Double time, Lay smoke, Merciless assault, SegthativeandSatchel
charges
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Objectives of Allies

a) in Neerpelt

Major victory: By the end of the scenario there are at least dlfickes of Allies in
Valkenswaard (i.e. on the map tiles 3A or 11A).

Minor victory: By the end of the scenario there are at least hickes of Allies in
Valkenswaard (i.e. on the map tiles 3A and 11A)diidnally, Allies have to destroy or
capture both German AT guns and kill both Germars4iiads.

Lose:Whatever else.

b) in Son

Major victory: Capture a bridge on the map tile 4A (the left omkestroy an AT gun * (88
mm) on the map tile 4A (the left one) and preveetr@ans from destroying (detonating) a
bridge on the map tile 4A (the right one) — i.¢her deactivate all laid German charges or Kill
the German demolitions squad and all German squétofficers (before they detonate the
charge).

Minor victory: Capture a bridge on the map tile 4A (the left odejtroy an AT gun (88 mm)
on the map tile 4A (the left one) and destroy aste5 German squads (including their
reinforcements).

Lose:Whatever else.

*AT gun can be destroyed either via charges oravieormal fire. Americans may not use it
(in this particular scenario) against Germans.

Distribution of strategy decks and operations carddetween Allies

a)in Son

i) Commandwhich may be exchanged fBssaulte)y andDisruptiondecks

i) Double time, Lay smoke, Satchel charges, Mercdsesaultand Seize the initiative
operations cards
b) in Neerpelt

i) American air supporor Artillery 2

i) Merciless assault, Lay smo&ad Seize the initiativeperations cards
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Deployment zones for Allies

a) in Neerpelt

British deploy up to 4 vehicles (in case of transpehicles no matter whether loaded or not)
per round. Except a setup British player may aksplaly 2 squads per round. He may choose
not to load his squads in his Brens, but deployhdis forces may not take more than 4
rounds (i.e. at the beginning of the round 5 aités of theXXX Corpshave to be deployed).

If for any reason British player does not have fieployment hexes at tis¢atus phasef the
round 4, he loses all his yet undeployed units.

During a setup British may deploy only 4 tankst@mk destroyers).

Deploying occurs on 2 yellow bordered hexes omthe tile 5B (the right one).

b) in Son

During a setup Americans deploy any 4 squads af gheice. During the round 1 and 2 they
deploy 3 squads per round.

Deploying occurs on 3 yellow bordered hexes omthe tile 8A.

Special rules for Allies

a) Battlefield in Neerpelt
i) CPs for Allies

Number of received CPs = (number of captured strdged German AT guns and killed
German AT squads) / 2, rounded up

i) During a setup British player decides, whethex uses eitheArtillery 2 or
American air supportieck. He then plays all cards frohntillery 2 or American air support
decks for free.

iii) Seize the initiativeard remains in play only until a moment, wheteast 2 tanks
(or tank destroyers) of th€XX Corpsare destroyed or heavily damag®tkerciless assault
operations card comes to play, after at least Bstéor tank destroyers) of theXX Corpsare
destroyed or heavily damaged. So it changes plittethne Seize the initiativeard

iv) During a setup (after deploying forces of baibles) British player places on the
battlefield inNeerpeltup to 4 crater tokens, which have been causednbgssive preliminary
artillery barrage. But he may place them only orese where has not deployed any German
unit and NOT on any forest or building hex.

v) British units may attack German AT guns onlieathey fire first(i.e. AT guns).
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vi) Strategy decks for British come to play eitldeiring theStatus phasef the round
4 or at the same time Merciless assaulbperations card (whatever happens first).

vii) British player may change (before beginniriga@game) 2 his Shermans for 2 M10
tank destroyers. If he does, then if any of thed®¥/is heavily damaged or destroyed by the
end of the scenario, he may not use the lost nurab#i10s in theScenario 2(on the
Nijmegenbattlefield) and has to deploy instead of theanmal Sherman(s).

b) Battlefield in Son

i) Merciless assaulbperations card remains in play during a wholeade. Seize the
initiative operations card remains here in play only durirsg 6 rounds.
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Maps of the battlefields

The upper map represents the area between Neangeltalkenswaard.

The lower map represents the area of Son near &vedh
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Scenario 1 -Sunday trip,part Il

an attack of the 508th PIR (82nd Airborne) on algd over Meuse-Waal channel
near Nijmegenand capturing the northern part of the Arnhem highwagde
by the 2nd (Frost’s) battalion (1st British Paraigade)

Historical context

Day 1, Sunday, September 17, 1944

(Nijmegen, 82nd Airborne)

To north (of the 101st Airborne ) the 82nd arrivadd the small groups dropped near Grave
took the bridge in a rush. They also succeededaptucing one of the vitally important
bridges over the Maas-Waal canal, the lock-bridgeHaumen. The main effort of the 82nd
was to seize Groesbeek Heights and set up a bbpgasition there to prevent a German
attack out of the nearby Reichswald and to denyhttights to German artillery observers.
The 508th Parachute Infantry Regiment was tasked taking the 600 meter (656 yards)
long Nijmegen highway bridge if possible but beeapismiscommunication they did not start
until late in the day. Had they attacked earlidrey would have faced only dozen Germans.
By the time the 508th attacked, troops of the ®tR8con battalion were arriving. The attack
failed, leaving the Nijmegen bridge in German hands

This was vital. Unlike some of the bridges to thbatls which were over small rivers and
canals that could be bridged by engineering urfts, Nijmegen and Arnhem bridges crossed
two arms of the Rhine that could not be bridgedlgal either of the Nijmegen or Arnhem
bridges were not captured and held, the advanceXXX Corps would be blocked and
Operation Market Garden would fail.

(Arnhem, 1st Airborne)

The 1st British Airborne landed without seriousidient but problems associated with the
poor plan began soon after. Only half of the dumsarrived with the First Lift and only half
of these (1st Parachute Brigade) could advancehenbridge. The remaining troops had to
defend the drop zones overnight for the arrivathef Second Lift on the following day. Thus
the division’s primary objective had to be tackl®dless than half of the brigade. While the
paratroopers marched eastwards to Arnhem, the resguadron was to race to the bridge in
their jeeps and hold it until the rest of the buigaarrived. The unit set off to the bridge late
and having traveled only a short distance the vamguvas halted by a strong German
defensive position — the squadron could make rtbduprogress.

This had grave consequences. Five hours aftemitialilanding, feeling that the British were
tied down in Arnhem, the recon battalion of the @thffen-SS Panzer Division was able to
cross the Arnhem bridge and drive to Nijmegen dredkiridge over the Waal branch of the
Rhine. No British airborne unit was at the bridge.
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Two of the three battalions of the 1st Parachutigd&ie were slowed down by small German
units of a training battalion which had quickly aslished a thin blocking line covering the
obvious routes to Arnhem. Lieutnant-Colonel JohrosEs 2nd battalion, advancing
eastwards along the southernmost road into Arnhear the Rhine, found its route largely
undefended. They arrived at the bridge in the engemind set up defensive positions at the
north end. Two attempts to capture the arched sigdfje and its southern approach failed.
Of the other battalions, the 3rd had only coveredf kthe distance to the bridge when they
halted for the night, the rear of their column kgunder attack and needing time to catch up.
The 1st battalion was similarly fragmented, yethmeson around the flank of the German
line throughout the night. Frequent skirmishes teglin their making little more progress.

(the text taken from Wikipedia)

Rounds: Arnhem: 12, Nijmegen: 8
Initiative: Allies on both battlefields, Germans deploy firstlmth battlefields

Actions per turn: Nijmegen: 3 actions (after arriving units of tiggh SS recon battalion
Germans have 5 action®yfnhem: 3 actions, during the round 1 and 2 British hawaettons
and Germans 5 actions

Used components from the DoTF expansion:
a) Morale 2andDisruptionstrategy decks

b) 2 Alpha, 2 Bravo unit and 4 Recon specializatakens
c) British soldier and vehicle miniatures

Used components from the Normandy expansion:
a) Watchdog, Hero, Tacticiaand Assaulteleadership decks
b) ruin tokens

c) 4 demolitions specialization tokens, 4 Germash 4American charge tokens
d) Satchel chargesperations card

Terrain modifications
a) in Arnhem

A road on the map tiles 12A, 8A, 9A and 4A représenrailroad. No vehicle may end its
movement on it.

Road hexes on the map tiles 11A, 7A a 1A (in azontial direction) represent river hexes.
The river is flooded.
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b) in Nijmegen

Road hexes on the map tiles 4A, 5B and 1B represamthexes.
River hexes on the map tiles 4A, 6A and 2A represmad hexes.
Road hexes on the map tiles 2A, 9A and 5B represathexes.
River is flooded.

Special rules for both players
a) Neutral command objectives markers grant thBis,@nly if there is a unit of either player
present (on them).

b) SeeSpecial campaign ruleselating to demolitions squads, deactivating lelidirges and
blowing up bridges.

Germans
a) KGs* Harder andBrinkman b) KG Henke (Nijmegen)
+ 9th SS recon bataliofArnhem)
12 squad bases 8 squad bases
29 regular infantry 18 regular infantry
8 elite infantry 4 elite infantry
3 officers 2 officers
2 MG crews 2 MG crews
2 mortar crews 2 mortar crews
6 SdKfz 251 halftracks 2 Opels Blitz
2 Opels Blitz
Specializations:
1 demolitions 1 demolitions
(2 explosivecharge tokens) (2 explosivecharge tokens)
1 medic 1 medic

* KG meansKampfgruppga combat group)

Starting strategy cards: Nijmegen: Supressive suppofbr Heavy gun suppoxt Arnhem:
Take coveandDesperation(or Rally cryandTake cover

Strategy decks: German reinforcementgremove both Reinforcement battalionand

Specialized reinforcementsirds),Ground suppor{remove bothAA suportcards),Morale 1
(remove bothTrake down the beasards) andorale 2(remove botlSticky bombsards)

28



Leadership decks: Watchdog (remove AA suport, Desperate defendersind Hidden
minefieldcards)instead ofMorale 1and Hero instead oMorale 2

Operations cards: Massive confusignDesperate defenderand shared Merciless assault
(special use).

German objectives

a) in Arnhem

Major victory: Destroy (via charges) both a railway bridge (thieldge on the map tile 4A)
and a ponton bridge (the bridge on the map tile, b&fore British can capture them (i.e.
British must never lay there their control markeéxglditionally, keep control over a highway
bridge (the bridge on the map tile 2A) and its keut end, which means controlling the hex
south of the bridge hex and the bridge hex itsglihe end of the scenario.

Minor victory: Keep control over a highway bridge (the bridge lba map tile 2A) and its
southern end, which means controlling the hex sofitthe bridge hex and the bridge hex
itself. Additionaly, keep both the railway bridgedathe ponton bridge under German control
by the end of the scenario (they may remain unogstr by the end of the scenario).

Lose:Whatever else.

b) in Nijmegen

Major victory: Hold (defence) of a Nijmegen (highway) bridge (bl tap tile 2A) till the
end of the scenario and destroy a bridge on thetileapA, before Americans capture it (i.e.
Americans must never lay their control marker there

Minor victory: Hold (defence) of a Nijmegen (highway) bridge (bl tmap tile 2A) till the
end of the scenario.

Lose:Whatever else.

Distribution of strategy decks and operations carddetween Germans

a) in Arnhem
i) German reinforcemenendMorale 2(which may be exchanged fblero) decks

i) Massive confusignDesperate defenderand Merciless assault(special use)
operations cards
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b) in Nijmegen
i) Ground supporandMorale 1(which may be exchanged féfatchdog decks

i) Massive confusioandDesperate defendemgperations cards

Special rules for Germans

a) Battlefield in Arnhem

i) German reinforcementdeck comes to play, after either any bridge inh&m is
blown up by Germans or captured by British pargiess. German player may not buy trucks
while playingGerman reinforcementsards.

i) German units may not block hexes (i.e. blackdered hexes on the map tile 10A)
on the Arnhem battlefield on which deploy (emerggdads of Frost's battalion during the
Status phasef the round 7.

iii) German player may choose to keep up to 4suoitthe9th SS recon battaliofi.e.
up to 2 halftracks and 2 squads) in Arnhem, whizéntdo not have to go to Nijmegen.
However, in this case he loségerman reinforcementdeck for the rest of a game.

b) Both battlefields

i) The 9th SS recon battaliononsists of 6 SdKfz 251 halftracks together witly &
squads (taken from the Arnhem squads with an eixoepf the demolitions squad). To this
combat group may not be added any squad from Ngmeguads nor any squad received via
German reinforcementdeck.

The objective of this unit (i.€@th SS recon battaligns to rapidly leave Arnhem and head on
to Nijmegen. In reality (of the scenario) it medhat during the first 2 rounds this combat
group spends all its MPs to head on south overd, pass over the highway bridge (on the
map tile 2A) and then it leaves the Arnhem battlefi After passing (other) 2 rounds it enters
(at theStatus phasef the round 4) the two road hexes north of thinsgen bridge hex and
the Nijmegen highway bridge hex itself (the bridge the map tile 2A on the Nijmegen
battlefield).

After several roundthe 9th SS recon battalidras to come back to Arnhem (to the highway
bridge), because it has not found any reason wiyatpin Nijmegen. Any unit of this combat
group that will not leave the Nijmegen battlefigldring the round 8 (no its unit may come
back to Arnhem earlier), will stay here (in Nijme&jyend will significantly make it easier for
Frost’s forces to capture the northern end of theh&m highway bridge.

Coming back of this combat group to Arnhem occurgshie same manner as its arrival to

Nijmegen (i.e it will take 2 rounds before its undrrive to Arnhem). When emerging on the
Arnhem battlefield (i.e. on the three (or less) éowoad hexes on the map tile 2A) at the
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Status phasef the round 10, this combat group attacks anymgnenits in the surroundigs of
the Arnhem highway bridge.

i) Merciless assaulbperations card’s effect is relevant only for stpiaf the9th SS
recon battalion

i) Massive confusionperations card remains in play only during fdsbunds.
iv) German player may detonate laid charges odges (both in Nijmegen and in
Arnhem) immediately. He does not have to wait, @illemy units come close enough (as it

was in theSonscenario). But both highway bridges in Nijmeged anArnhem may never be
detonated.

Deployment zones for Germans
a) in Arnhem

i) The9th SS recon battaliodeploys (with its 6 squads loaded) on any forestwiith
a road on the map tile 10A (the right one).

The 9th SS recon battalioarrives back to Arnhem during tt8tatus phasef the round 10
and deploys on the lower road hexes of the ma@RNgwith all arrived squads loaded on
halftracks).

i) Remaining squads and trucks of the Arnhem caingyoup deploy anywhere on
map tiles 11A, 4A and 9A. Up to 2 squads may bdayey on each of these map tiles.

b) in Nijmegen

German units deploy an any hex on the map tiles@dpr 11A. Up to 3 squads may be
deployed on each of these map tiles.

The9th SS recon battalioarrives to Nijmegen at the Status phase of thed@uand deploys
on the upper two road hexes (represented via heges) of the map tile 2A and the bridge
hex itself, depending of how many halftracks witiee.

Allies
a) 508th PIRINijmegen) b) 1st, 2nd and 3rd para battéhrnhem)
(82nd Airborne) (1st British Para Brigade)
10 squad bases 12 squad bases
24 regular infantry 29 regular infantry
8 elite infantry 10 elite infantry
2 officers 3 officers
1 mortar crew 1 mortar crew
2 MG crews 2 MG crews
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Specializations:

1 engineer 2 engineers

1AT 2 ATs

1 medic 1 flamethrower

1 flamethrower 1 medic

2 recons 2 recons

1 Bravo unit 1 Bravo unit

1 Alpha unit 1 Alpha unit

1 demolitions squad 1 demolitions squad
(2 satchelcharge tokens) (atchelcharge tokens)

Starting strategy cards: Nijmegen: Sniper attackand Surprise assaulfor Lead the waynd
Surprise assaulf)Arnhem: Critical objectiveand Disrupt medical supplieo( Outmaneuver
andCritical objective)

Strategy decks:Disruption (remove botlStolen suppliesards) andCommandremove both
Rapid mobilizatiorcards)

Leadership decks:Assaulter(removeRapid mobilization, Take down the bedstth Forced
march*and bothRelentless attackards)instead ofCommandTactician(remove botiStolen
suppliescards) instead ddisruption

Operations cards:Lay smoke, Seize the initiative, Double ti@atchel chargeandshared
Merciless assault

Objectives of Allies

a) in Arnhem

British squads have to capture at least one ofAttmdhiem bridges in the following order:
foremost a railway one (on the map tile 4A), thepoaton one (on the map tile 1A), unless
Germans manage to detonate it first, and finalhjghway one (on the map tile 2A).

Major victory: Capture the northern end of the highway bridge tf@ map tile 2A) and
destroy at least 10 enemy units. Units of @ile SS recon battaliodestroyed by American
paratroopers in Nijmegen also count to this reau@et.

Minor victory. Capture the northern end of the highway bridge destroy at least 7 enemy
units. Units of the9th SS recon battaliodetroyed by Americans in Nijmegen also count to
this requirement.

Lose:Whatever else.
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b) in Nijmegen

Major victory: Capture a bridge over Meuse-Waal channel (on the e 4A) and capture
and control Groesbeek Heights (i.e. control alltrwcommand objective markers on both
the map tiles 3B and the map tile 1B)ptional: Try to destroy or keep from coming back as
many units of th&th SS recon battalioas you can, after its arrival to Nijmegen.

Minor victory. Acomplishing only one of the objectives for a orayictory mentioned above.
Optional: Try to destroy or keep from coming back as manisuaf the 9th SS recon
battalionas you can, after its arrival to Nijmegen.

Lose: Whatever else.

Distribution of strategy decks and operations carddetween Allies

a) in Arnhem

i) Commandwhich may be exchanged féssaultey andDisruption (which may be
exchanged fofactician decks.

i) Seize the initiative, Double time, Satchel chargjay, smokeandshared Merciless
assaultoperations cards.

b) in Nijmegen

i) Commandwhich may be exchanged féssaultey andDisruption (which may be
exchanged fofactician decks.

i) Seize the initiative, Double time, Satchel chargay smokendshared Merciless
assaultoperations cards.

Deployment zones for Allies

a) in Arnhem

British deploy during a setup only 8 their squdgistish player may choose any 8 squads out
of the forces of the 1st Para Brigade, which hdayepon any of the yellow bordered hexes
on the map tile 12A.

The remaining 4 British squads (i.e. Frost’s 2nttaban) deploy during th&tatus phasef

the round 7 on the black bordered hexes on thetiteapOA (the right one).

b) in Nijmegen

Deploying occurs on any yellow bordered hex onrttag tile 12B and 5B during a setup and
the round 1. Each time American player deploysuadg.
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Special rules for Allies

a) Battlefield in Arnhem

i) British units on the Arnhem battlefield receistaring eactCommand phasene CP
for every 2 destroyed enemy units. They may gaitoupCPs per round this way (not more).
Units of the9th SS recon battaliodestroyed by Americans in Nijmegen do not courthis
score.

i) British player in Arnhem has 1 CP discount alhstrategy cards, which he plays
there (like if theSupply prioritycard were in play).

iii) British forces are divided into 2 groups. 8their squads (i.e. units of the 1st and
3rd battalion) deploy normally during a setup ie tiW corner of the Arnhem battlefield,
while the remaining 4 squads representing Frostttallon deploy at th&tatus phasef the
round 7 on the black bordered hexes on the mapl@k (the right one). This ,suprise”
emerging represents a fact that they have foundngmarded way to the Arnhem highway
bridge.

b) Both battlefields

i) Allied units may not block hexes on which agiunits of thedth SS recon battalion
to Nijmegen and then back to Arnhem.

i) Seize the initiativeoperations card (together with Germbfassive confusion)
remain on both battlefields in play only duringsfi rounds.

iii) Due to shared strategy decks between Alli¢éay@rs on both battlefields, each
player may draw from them normally 1 card during $itatus phase

Explanation

A bridge on the map tile 4A on the Nijmegen baitlef represents the bridge over the Meuse-
Waal channel, which also had to be captured, becdausas on a road to Nijmegen. The
(famous) highway bridge in Nijmegen (on the map #IA) is not an objective of American
paratroopers in this scenario. The battle of itptwang will be one of themes for the
Scenarios and3.
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Maps of battlefields

The upper map represents the area of Arnhem, wihddower one represents the area of
Nijmegen.
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Scenario 2 — Doing your best does not have to sk

a valiant (but unsuccessfull) effort of four Britipara battalions trying
to join the Frost’s battalion on the Arnhem highwaydgeand
an advance of the XXX Corps from Grave to Nijmegehjoining the forces of
the 82nd Airborne (with their first common trydapture the Nijmegen highway bridge)

Historical context

Day 3, Tuesday, September 19, 1944
(Arnhem, 1st Para Brigade)

During the early morning hours the 1st ParachutégBde began its attack towards Arnhem
Bridge, with the 1st Battalion leading supportedrbynnants of the 3rd Battalion, with the

2nd South Staffordshires on the 1st Battalionsflahk and the 11th Battalion following. As

soon as it became light the 1st Battalion was splogind halted by fire from the main German
defensive line. Trapped in open ground and undevydire from three sides, the 1st

Battalion disintegrated and what remained of thel Battalion fell back. The 2nd South

Staffordshires were similarly cut off and save d&bwout 150 men overcome by midday. The
11th Battalion, (which had stayed out of much & fighting) was then overwhelmed in

exposed positions while attempting to capture hlggbund to the north. With no hope of

breaking through, the 500 remaining men of these battalions withdrew westwards in the

direction of the main force, 5 km (3 miles) awaiosterbeek.

To the north of Oosterbeek the 4th Parachute Brghatl an attempt by the 1st Airborne
Division to break through the German lines but camivation difficulties and enemy

resistance caused the attack to fail with heavgdes The Division, scattered far and wide
and hard pressed by the enemy on all sides hadtiostfensive capability. Unable to help

Lt.-Col. Frost at the bridge, the remaining soldiexttempted to withdraw into a defensive
pocket at Oosterbeek and hold a bridgehead on oinéh lbank of the Rhine.

The 2nd Battalion and attached units (approxima&® men) were still in control of the

northern approach ramp to the Arnhem bridge. Then@as recognised that they would not
be moved by infantry attacks such as those thatbiesesh bloodily repulsed on the previous
day so instead they heavily shelled the short 8riperimeter with mortars, artillery and

tanks; systematically demolishing each house tdlentheir infantry to exploit gaps and

dislodge the defenders. Although in battle agaersirmous odds, the British clung to their
positions and much of the perimeter was held.

(Nijmegen, 82nd Airborne and XXX Corps)
At 8:20 hrs, the 504th Parachute Infantry Regimaatie contact with XXX Corps at Grave.
This enabled the Regiment to move on to other omssand place the 3rd Battalion in

division reserve. By the morning (8:30 hrs) of 8epier 19, Guards Armoured Division of
XXX Corps linked up with the main body of 82nd &ine. By this time, according to the
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plan, they were due in Arnhem. XXX Corps were eighgs from Arnhem with six hours in
hand, 'The earlier delays had been made up' (Nedi.

A combined effort to take the Nijmegen bridge wasinted by two companies from the
Guards Armoured Division and the 2nd Battalion, tsOParachute Infantry Regiment. The
attack got within 400 meters (400 yards) of thedbpe before being stopped; skirmishing
continued throughout the night. A plan was madattack the south end of the bridge again
while the 3rd Battalion, 504th Parachute Infantrgd®ment, planned to cross the river in
boats 2 km (1 mile) downstream and then attacknhtréh end. The boats, requested for late
afternoon didn't arrive. Once again XXX Corps waidhup in front of a bridge which should

have been captured before they arrived.

(the text taken from the Wikipedia)
Rounds: Nijmegen: 12, Arnhem: 12
Initiative: Allies on both battlefields, Germans deploy firgtloth battlefields

Actions per turn: Nijmegen: 4 actions, until a deployment forces XX Corps
Americans have 2 action&rnhem:3 actions

Used components from théotF expansion:

a) Morale 2andDisruptionstrategy decks
b) Alpha, Bravo and Recon specialization tokens
c) British soldier and vehicle miniatures

Used components from thé&Normandyexpansion:

a) Hero, Blitzkrieger, TacticiamndAssaulteleadership decks

b) 1 Demolitions specialization tokens, 2 (Americamarge tokens
c) Satchel chargeandBarracksoperations cards

d) 2 M10 tank destroyers and 2 StuG Il tanks

e) British soldier miniatures

Terrain modifications
a) in Arnhem

i) All river hexes on the upper map tile 4A andpride 6A represent road hexes. All
hill hexes have level O.

i) All road hexes on the lower map tiles 3A aratlb7A represent river hexes.
iii) River is flooded.
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b) in Nijmegen

i) All road hexes on the lower map tile 11A renaisriver hexes. The river is flooded.

Germans

a) KGs SpindlerandAllwoerden b) KGsEulingandHenke
(Arnhem) (Nijmegen)
8 squad bases 8 squad bases
16 regular infantry 16 regular infantry
6 elite infantry 6 elite infantry
2 officers 2 officers
2 MG crews 2 mortar crews
2 mortar crews 2 MG crews
2 SdKfz 251 halftracks 1 SdKfz 251 halftrack
2 StuG lll tanks 2 Tiger tanks

1 Opel Blitz
Specializations:

1AT

Starting strategy cards: Arnhem: Counterassaul{or Rally cry) Nijmegen: Disrupt food
supplies(or Outmaneuver)

Strategy decks: sharedGround support(remove bothAA supportcards), Disruption
(remove botlttolen suppliesards)andMorale 2(remove bottSticky bombscards)

Leadership decks:Tactician (removeboth Stolen suppliesards)instead ofDisruption and
Hero (remove bothnfluential commandards) instead dflorale 2

Operations cards: shared Inspiring leadership shared Merciless assaultBarracks and
Desperate defenders

German objectives
a) in Arnhem

Major victory: During anyStatus phasenay not be present any British squad on the Arnhem
bridge (on the map tile 2A) or on any hex adjadent. Destroy at least 9 British squads.

Minor victory. During anyStatus phasenay not be present any British squad on the Arnhem
bridge or on any hex adjacent to it. Destroy asti@aBritish squads.

Lose:Whatever else.
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b) in Nijmegen

Major victory: Keep control of the Nijmegen bridge (during a whetenario) and destroy at
least 12 enemy units (American and British unitsntdogether).

Minor victory. Keep control of the Nijmegen bridge (during a Wehscenario) and destroy at
least 8 enemy units (American and British unitsntdagether).

Lose:Whatever else.

Distribution of strategy decks and operations carddetween Germans
a) in Arnhem
i) Ground supporandMorale 2(which may be exchanged fblero) decks
i)Merciless assault, Inspiring leadership, Barracksd Desperate defenders
operations cards
b) in Nijmegen
i) Ground supporandDisruption(which may be exchanged fdactician) decks

i) Inspiring leadership, BarrackandDesperate defendecoperations cards

Deploying zones for Germans

a) in Arnhem

German squads deploy on any building or forestdreihe map tiles 11A, 1A (the right one)
7A (the left one) or 9A. On each such a map tiley imadeployed only up to 2 squads.

German vehicles (i.e. both StuG tanks and bothraaks) deploy during the round 4 and 5
on the hex with a fork-road on the map tile 9A (ttex adjacent to the hex with German 1
point command objective marker in tBarracksbuilding).

b) in Nijmegen

i) All German squads deploy on the left half of nfap. the map tiles 6A, 2A, 11A, 9A, 10A
and 8A). Only up to 2 squads may be deployed oh sach a map tile.

i) Both Tiger tanks deploy on any road hex on ittegp tile 2A, while a halftrack and a truck
deploy on any road hex on the map tiles 10A or 9A.
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Special rules for Germans

a) Battlefield in Nijmegen

i) No German unit may during a whole scenario éeaveft half of the map and cross
to its right half. Germans units are ordered tg stathe vicinity of the town and protect it.
b) Both battlefields

i) Barracksoperations card
Germans have on each map their barracks. In betsaabarracks building is represented by
the 5-hex building on the respective map tile 9Ae hex where wildeploya bought squad is

the hex with German command objective marker.

Each Barracks may be used only up to 3 times during a scenarse (some tokens for
counting its use). Unsuccessfull rolls also cowntising the card!

This card may be used since the round 5 and ontase that there is no enemy unit present
in any of its 5 building hexes (i.e. only in cdkat Germans keep control of the building).

i) Both bridges (in Arnhem and in Nijmegen) andttp Barracks buildings come
during a setup under German control.

Allies

a) 1st, 3rd, 11th and 2nd S. Staffordshire b) elenofXXX Corps (Nijmegen)
British paratrooper battalior{f&rnhem)
(1*' Para Brigade and L Airborne brigade) any 4 oflrish guardssquads*

12 squad bases 4 Sherman tanks *

32 regular infantry 2 Bren gun carriers

9 elite infantry 2 Bedford trucks

3 officers

2 MG crews * see special rules
Specializations: 505th PIR82nd Airborne)

2 ATs any 6 squads 82nd(but only those
1 alpha withoutdemolitionsandflamethrower
1 bravo specialization)

2 recons

2 engineers * see special rules

1 medic

1 demolitions

(2 satchelcharge tokens)
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Starting strategy cards: Nijmegen: Supressive supporérnhem: Critical objective and
Supressive suppofbr Lead the wayandSurprise assault

Strategy decks: sharedsround supporfremove bothAA supportcards) Artillery 2 (remove
onelncreased prioritycard andCommandremove botlRapid mobilizatiorcards)

Leadership decks:Assaulter(remove botiRelentless attaclkoth Forced march*andRapid
mobilization cards) instead ofCommand,Blitzkrieger (remove Rapid mobilizationand
Bombing runcards)instead ofArtillery 2

Operations cards: Satchel charges, Lay smoke, Double tirsleared Merciless assauland
sharedInspiring leadership, Seize the initiative

Allies objectives

a) in Arnhem

Major victory: Penetrate with at least one British squad to #rerorth of the hex with the
Arnhem bridge (i.e. make contact with the Frosedgtddion) and survive there with at least
one squad till th&tatus phasef the next round. Save (i.e. sucessfully evaduate lead at
least 2 remaining British squads to Oosterbeekt&yend of the scenario all these squads
have to be located within the Oosterbeek periméitae Oosterbeek perimeter is defined
below in special rules.

Minor victory. Save (i.e. sucessfully evacuate) and lead at #easfuads to Oosterbeek. By
the end of the scenario these squads have to aetbwithin Oosterbeek perimeter.

Lose:Whatever else.

b) in Nijmegen

Major victory: With combined forces d@2nd Airborneand XXX Corpscapture the Nijmegen
highway bridge (the victory hex) from the southeirection and hold it till the end of the
scenario.

Minor victory. Capture the German barracks building and desttolgast 8 German units
(including squads received Barracksoperations card).

Lose:Whatever else.

Distribution of strategy decks and operations card®etween Allies
a) in Arnhem
i) Commandwhich may be exchanged fAssaultey andGround supportiecks

i) Satchel charges, Merciless assault, Inspiring |leskig, Double time, Seize the
initiative andLay smokeperations cards
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b) in Nijmegen

i) Artillery 2 (which may be exchanged fBlitzkriegel) andGround supportlecks.
Artillery 2 resp.Blitzkrieger deck comes to play after (starting of) deployingtsa of XXX
Corps.

i) Merciless attack, Lay smokadInspiring leadershigperations cards

Deployment zones for Allies
a) in Arnhem

All British squads are divided into 4 battalionst(13rd, 11th and 2nd S. Staffordshire), each
consisting of 3 squads. Two these battalions (tdt2d) deploy normally during a setup,
another one (2nd S. Staffordshire) during the roliraehd the last one (11th) during the round
3. Deploying occurs on two yellow bordered hexeshan(left) map tile 1A.

b) in Nijmegen

Squads of th&2nd Airbornedeploy on any hex on the map tiles 12B (the ragke) and 8B.
On each these map tiles may deploy up to 3 squads.

Units of the XXX Corpsstart their deploying during th8tatus phasef the round, when
American paratroopers capture (control) both tkemmand objective markers. These units
deploy on yellow bordered hexes on the (right) mkgp5B. Squads oKXX Corpsmay be
loaded for free on transport vehicles during tldeiployment. This deployment occurs during
2 following rounds, when during one round may belolged up to 6 units.

During the deployment units of theéXX Corpscomes to plawrtillery 2 or Blitzkriegerdeck

with following strategy cards availabl@ffensive artilleryand Sustained blankeor Major
offensiveandBlitzkrieg,in case oBlitzkriegerdeck).

Special rules for Allies
a) Battlefield in Arnhem

i) If British player in any moment has lost atdeé his squads, he has to immediately
start withdrawing all his remaining units to tlmsterbeekegion. He then may not try to
advance to the Arnhem bridge and try to join Feoatiits.

i) British units in Arnhem are not a part of Frssforces from theScenario 1 —
Sunday trip, part Ll so that they start without any campaign speatbn tokens. They will
take part in the (finalpcenario 4 — Can we make it?

iii) Seize the initiativ@perations card remains in play on the Arhem df@td only
during first 3 rounds.
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iv) OosterbeeKpocket) region in Arnhem is defined (bordereds thay:
1) its southern border is defined with a river.(icgad hexes) on the (left) map tile 7A and 3A

2) its northern border is defined with a bordemimn map tiles (3A and 11A) and (7A and
(upper) 4A)

3) it is any hex on map tiles 3A and (left) 7A whiespects both above mentioned criterias.

b) Battlefield in Nijjmegen

i) During combined attacks of American and Britighits they do not have to pay any
command points for their performing.

i) Squads of theXXX Corpsand the 82nd Airborne have to keep following
restrictions:

1) their combat group may contain only 1 officemn)y up to 1 MG crew, and
only 2 XXX Corp$ and 4 82nd Airborng elite infantry, and only up to 1 specialized stjua
of each (allowed) type.

2) British player may change 2 his Shermans fo#1®D Tank destroyers, but
only in case he has not lost them durBenario I, Part lor if he did not use them in that
scenario at all.

i) American command objective markers on Nijmedeattlefield (where will be

engaged both American and British units) repreganerican objective markers. So only
squads of th82nd Airbornemay take control of them.
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Maps of the battlefields

The upper map represents the region of Arnhem (tv#hOosterbeek pocket and the highway
bridge).

The lower map represents the region between Nijmegd Grave.
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Scenario 3 — Heroes on bridges

a valiant defence of the northern end of the hightddge in Arnhem by Frost’s battal.
and capturing the highway bridge in Nijmegen by foroeXXX Corps and 82nd Airborne
(their second and successfull try)

Historical context

Day 4, Wednesday, September 20, 1944
(Arnhem, Frost’s 2ndattalion)

Lt. Colonel John Frost's force at the bridge congd to hold and established communication
via the public telephone system with 1st Divisioouad noon learning that the division had
no hope of relieving them and that XXX Corps wappsd to the south in front of Nijmegen
bridge. By the afternoon the British positions arduhe north end of Arnhem bridge had
weakened considerably. Casualties, mostly woundede high from constant shelling. An
acute lack of ammunition especially anti-tank miong, enabled enemy armour to demolish
British positions from point-blank range. Food, ematnd medical supplies were scarce, and
so many buildings were on fire and in such seridaisger of collapse that a two-hour truce
was arranged to evacuate the wounded (includingitergant-Colonel Frost) into German
captivity. Frederick Gough took over as commandeenvFrost left.

The Germans overcame pockets of resistance thratghe day, gaining control of the
northern bridge approaches and permitting reinfongats to cross the span and reinforce
units further south near Nijmegen. The remainingi€r troops continued to fight on, some
with just fighting knives but by early Thursday mog almost all had been taken prisoner.
The last radio message broadcast from the bridg@ut of ammo, God save the King" - was
heard only by German radio intercept operators.

While it was estimated that the 1st Airborne Doisil0,000 strong, would only need to hold
the Arnhem bridge for two days, 740 had held it fieice as long against far heavier
opposition than anticipated. While 81 British seldi died defending Arnhem bridge, German
losses cannot be stated with any accuracy, thobgi tere high; 11 units known to have
participated in the fighting reported 50% casuadti@fter the battle. In memory of the fighting
there, the bridge has been renamed the "John Bddge".

(Nijmegen, 82nd Airborne and XXX Corps)

Boats ordered by the 82nd Airborne the day befaited to arrive until afternoon and a hasty
daylight assault crossing was ordered. At aboutO05the 3rd Battalion, 504th PIR
accompanied by sappers from 615 Field Squadronldni Field Company Royal Engineers
(who made five crossings) made the crossing ind&tvas assault boats into well-defended
positions. The American unit had no training on @etish-made boats. A shortage of
paddles required some troopers to paddle the onafh rifle butts. About half the boats
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survived the crossing under heavy fire, elevenigedvthe first two crossings. The surviving
Paras then assaulted across 200 meters (200 yarfigpen ground on the far bank and
seized the north end of the bridge. German forciglsdvew from both ends of the bridge
which was then rushed by Guards tanks and the 2ailibn, 505th PIR, securing the bridge
at 19:10, D+3. The costly attack was nicknamed tl&iOmaha" in reference to Omaha
Beach.

When Lieutenant-General Dempsey of the Second Anety Brigadier General Gavin,
commander of the U.S. 82nd Airborne Division, heeported to have said (in reference to
the Nijmegen attack), "I am proud to meet the comtea of the greatest Division in the
world today."

(the text taken from the Wikipedia)

Rounds: Nijmegen: 13, Arnhem: 8

Initiative: Allies (Nijmegen),Germans(Arnhem). InNijmegenGermans deploy first, while
in ArnhemBritish deploy first.

Actions per turn: Nijmegen:3 actionsArnhem:4 actions for Germans and 3 actions for
British

Used components from théotF expansion:

a) Morale 2andBritish reinforcementstrategy decks

b) Alpha, Bravo and Recon specialization tokens

c) 2 American M1 AT guns
d) British soldier and vehicle miniatures

Used components from thé&Normandyexpansion:
a)Hero, Watchdog@ndAssaultedeadership decks
b) crater and ruin tokens

c) 2 Demolitions specialization tokens, 4 (Americenarge tokens
d) Satchel charges, Outfitted bunkersdBeach defencesperations cards

Terrain modifications
a) in Arnhem

Black bordered hexes on both the map tiles 12Akarid the map tiles 5A represent hexes of
the Arnhem highway bridge.

Blue bordered hexes on both the map tiles 12A and the map tiles 5A represent river
hexes (unreachable hexes). River is flooded.
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All river hexes on both map tiles 4A represent rbages.

b) in Nijmegen

Black bordered hexes on map tiles 2B, 8A, 10B, 68 laoth 7B represetieachhexes, resp.
hexes that have same stats as beach hexes, thmghre located on a bank of a river and
not a coast of an ocean or sea (Jeemandyrules). An area between them is the Rhine. The
river is flooded.

Black borderd hexes on map tiles 2A and 3A repredenNijmegen bridge. Blue bordered
hexes on the same map tiles represent river hexesgchable hexes). River is also flooded.

All hill hexes on the map of the Nijmegen bridgerddevel 0.

Germans
a) KGs BrinkmanandAllwoerden b) KGsEulingandHenke
(Arnhem) (Nijmegen)
10 squad bases 6 squad bases
28 regular infantry 17 regular infantry
6 elite infantry 4 elite infantry
2 officers 1 officer
2 MG crews 1 mortar crew
2 SdKfz 251 Halftrack
2 Ml AT guns (*Cho|ce) kkkkkkkkkkkkkkkkkkk

2 StuG Il tanks
(units on the Nijmegen bridge)
* Either these 2 ATs or

Artillery 1 deck (the choice is made 2 StuG lll tanks
before British deployment) 4 squad bases
1 officer
11 reqgular infantry
2 MG crews

Starting strategy cards: Arnhem: permanenDisrupt medical suppliegpermanenDisrupt
food suppliesNijmegen: Desperationor Desperatio

Strategy decks: German reinforcementéemove bothReinforcement battaliocards and
Special reinforcementsard), Artillery 1 (special use)Disruption (special useandMorale 2

Leadership decks: Watchdog (remove Hidden minefield, HG support, AA suppahd
Desperate defendecsards) instead dflorale 2

Operations cards: shared Desperate defendershared No surrender Outfitted bunkers,

Beach defenceshared Merciless assaulshared Inspiring leadershipandshared Seize the
initiative
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German objectives

a) in Arnhem

Major victory: Control all buildings with British command objaatimarkers and control both
pilboxes on the northern end of the Arnhem bridge Have a squad in each of them).

Minor victory. Control all buildings with British command obje@ markers.

Lose:Whatever else.

b) in Nijmegen

A building on the other side of the Rhine is arest that guards access route to the northern
end of the Nijmegen bridge.

Major victory: Keep control of the fortress (i.e. repulse all @tof American paratroopers
across the river) during the first 10 rounds of stenario — i.e. American player may not
capture the fortress during first 10 rounds of skkenario, in which case the scenario then
ends.

Minor victory. Destroy at least 2/3 of attacking enemy units éNian and/or British) and in
case of a battle on the Nijmegen bridge destray aildeast 2 British tanks.

Lose:Whatever else.

Distribution of strategy decks and operations cardbetween Germans

a) in Arnhem

i) Artillery 1 (which may be exchanged fo2 M1 AT guns) andGerman
reinforcementslecks

i) Merciless assaulindSeize the initiativeperations cards

b) in Nijmegen

i) Morale 2 (which may be exchanged f&Watchdog and German reinforcements
deck

i) No surrender, Desperate defenders, Inspiring lesklgy, Beach defenceand
Outfitted bunker®perations cards. Latter two cards refer to a y)eaw located in the pillbox
in front of the fortress. Its line of sight coversly both lines obeachhexes and an area of
river between them.
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Deploying zones for Germans

a) in Arnhem

If German player chooses 2 AT guns (insteadrtiflery 1 deck) then both these ATs receive
one halftrack as a tug vehicle together with a c(aweserved squad). These 3 units (i.e. a
squad, an AT gun and a halftrack) deploy all togetin one of the yellow bordered hexes on
the map tiles 5A.

If German player does not choose using 2 AT gumen toth halftracks and both reserved
squads still deploy, but German player may dearesther he deploys them equally divided
between both the map tiles 9A or whether he deplogs (as mentioned above) on the other
(southern) end of the Arnhem bridge.

Remaining German squads deploy on any hex on atheahap tiles 9A, with a limit of up to
4 squads on each map tile.

Both StuG Il tanks come to play during the rounért deploy on any hex reserved for
German reinforcements (i.e. any hex with ,R* Ietter

b) in Nijmegen

Both StuG 1l tanks are deployed on any hex ofNfijenegen bridge (i.e. any black bordered
hex on the separated map), as well as 4 squadsjrédén units. These squads may also
deploy in any of the bridge pillboxes. This depl@mhoccurs only after Americans manage

to conquer the German fortress, but not during@pse

All German squads (except those reserved to depiohe Nijmegen bridge) deploy on any
building hex of the fortress or on any rough terdaex, adjacent to fortress hexes.

Germans may not deploy their reinforcements orNlijraegen bridge.

Germans may play (deploy) only up toG&rman reinforcementsards on the Nijmegen
fortress map.

Special rules for Germans
a) Battlefield in Arnhem

i) Using Artillery 1 deck
If German player does not choose 2 AT guns, heivesd@rtillery 1 deck and may use its
cards for free. He removes bdticreased prioritycards andSpotting roundcard from this
deck. Cards in this deck are not drawn duringRihew cardsstep (during Status phase), but
are used following way:
Each round German player has a possibility to cadiemn this deck up to 2 cards and play

them during his action turn (for free). After plagi them he does not discard them, as he
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normaly would, but instead returns them back ts theck, to be available for using in the
next round.

i) Using Disruption deck

Disruptiondeck is not used in this scenario in a classiat.vOnly 2 specifically mentioned
cards (in setup) are taken from it and are usepgeamanentcards in German player’s play
area. The remaininQisruption cards are not used at all.

iii) Buildings in Arnhemaredestructiblebut with some modifications:

A) All buildings in Arnhemare supposed to have 2 stories. To destroy each
story, a building has to receive 3 hits (but ombynt anArtillery card, tank or AT gunormal
attack). A building is destroyed, only if both g$ories are destroyed, which requires two
separate attacks (each hitting for at least 3.hitsg markers for vehicle damage to mark a
building which has one its story destroyed. Aftestrloying both stories of a building, apply
all effects of a destroyed building.

B) If there is any enemy (British) squad insideuglding and till now no story
(of the building) has been destroyed, then aftestrdging any story (of this building) each
squad in this building has to roll a dice. If illsoan even number, then the story where the
squad was hiding, has been hit and the squad thenaltly rolls like in case of a destroyed
building for a possible damage and automatic pimn@therwise the squad is not affected
anyway by the attack (it has been hit the othewykto

iv) Seize the initiativ@perations card remains in play on the Arnhemldfatd only
during first 3 rounds.

v) The special campaign rule about using cratkers, if a normal artillery (card)
attack would cause at least 2 hits, is optionathis scenario. It depends on a decision of
German player. Historically German artillery fired Arnhem primarily on buildings with
concealed British paratroopers and not around thodeings. However, if German player
after choosindArtillery 1 deck, decides for using this rule, then he muspeet it during a
whole scenario with all possible consequences.

b) Battlefield in Nijjmegen

i) The second map of tHdijmegenbattlefield (i.e. the map of thidijmegenbridge)
comes to play, only if Americans manage to captiieeGerman fortress (see belowAkies
section).
c) Both battlefields

i) German reinforcementdeck comes to play during tis¢atus phasef the round 4.
German player may not buy any trucks for transpgrteinforcements.
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Allies

a) Frost’s 2nd battaliorAfnhem) b) 504th PIR(Nijmegen)

(1st Para Brigade) (82nd Airborne)

consisting of any 9 squads chosen in consistirangfl0 squads taken from
the Scenario 1, part IF theScenario Zand/orScenario 1, part Il
2 satchelcharges tokens satchelcharges tokens

9 concealed squad markers and following unithefrish guards
(beside 6 British markers use XXX Corps)

crater tokens)
4 Sherman tanks
* only up to 2 officers, only up to
1 specialization of each kind, 8 concealed sqnarkers (use additional
only up to 6 elite infantry German concealed siurarkers)

Starting strategy cards: Arnhem: permanentDesperation (or permanentRally cry),
Nijmegen: 2x Critical objective(or 2x Forced march

Strategy decks: Morale 1 and British reinforcements (remove all 3 Specialized
reinforcementsReinforcement battalioand Elite reinforcementgards),Commandremove
both Rapid mobilizationcards) and American reinforcement§remove allReinforcement
battalioncards and botBpecialized reinforcementards)

Leadership decks:Assaulter(remove bothRelentless attacknd Rapid mobilizationcards)
instead ofCommandHero (remove bothNever give uand bothinfluential commandaards)
instead ofMorale 1

Operations cards: shared Merciless assaultshared No surrender, Satchel charges,

Camouflage,shared Inspiring leadership,shared Desperate defendershared Seize the
initiative

Allies objectives

a) in Arnhem

Major victory: Control at least 4bjectswith a British or neutral command objective masker
(i.e. 3 buildings with British command objective nkers and 1 pillbox or 2 buildings with
British command objective markers and both pillg)xe

Minor victory. Control at least ®bjectswith British or neutral command objective markers
(i.e. 2 buildings with British command objective mers or 1 pillbox and 1 building with
British command objective markers or both pillbgxes

Lose:Whatever else.
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b) in Nijmegen

Major victory: Capture the German fortress on the other rivek lfauhich guards a road to
the northern end of the bridge) and capture thendljen bridge (i.e. destroy all German units
on the bridge).

Minor victory. Capture the German fortress on the other rivekl{ge. Allied player did not
manage to capture the Nijmegen bridge in time).

Lose: Whatever else.

Distribution of strategy decks and operations carddetweenAllies
a) in Arnhem
i) Morale 1(which may be exchanged felero) andBritish reinforcementglecks
i) Satchel chargesshared No surrender,shared Inspiring leadership,shared
Desperate defendeend Camouflageperations cards
b) in Nijmegen

i) Command(which may be exchanged féssaultey and American reinforcements
decks

i) sharedMerciless assault, Satchel chargsbared Inspiring leadershi@andshared
Seize the initiativeperations cards

Deployment zones for Allies

a) in Arnhem

Frost's battalion deploys in any building with aitBh command objective marker and may
also deploy in any of the pillboxes on the northemd of the Arnhem bridge.

Each British squad also receives a concealed sgaaker during a setup.

b) in Nijmegen

All squads of the82nd Airbornedeploy on any of the yellow bordered forest hexboth the
map tiles 7B.

Units (tanks) of thexXXX Corpswill deploy directly on theNijmegenbridge (the lower map
tile 3A), after a successfull capture of the Gerrfmatress (but not during a setup).
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Special rules for Allies

a) Battlefield in Arnhem

i) British reinforcementsleck comes to play after Germans capture at te@stbjects
with a British or neutral command objective marker.

British reinforcementsieploy on any building hex with a British commaotgective marker,
which is still under a British control.

No trucks may be bought as a transport vehicle.

i) Instead of American command objective markersthe Arnhemmap use their
respective British variants, as they are British.

i) Neutral command objective markers @reundto the pillboxes. Therefore they
grant their CP reward, only if there is a squadted inside the pillbox (not only on the hex).
b) Battlefield in Nijjmegen

i) American reinforcementdeck comes to play, after at least 3 American dsjua
succesfully disembark on the other (northern) rivaemk.

American reinforcementsay then deploy on arlyeachhex in a line of beach hexes on the
northern bank of the river (and they do not have&ixe the crossing).

No trucks may be bought as a transport vehicle.

i) Seize the initiativeperations card remains in play on tignegenbattlefield only
till the moment, when the first American boat swstelly reaches the other river bank.

i) Income of CPs iNijmegen
Allies: (number of squads successfully transported acrasera+1 ) / 2, rounded up.

In case of a squad gained \Aanerican reinforcementdeck, deployed on the other river
bank, these squads also count to this number.

Germans: A/ 2, rounded up, where

A = number of American squads destroyed on therafherthern) river bank (after their
crossing) or on the river (while trying to cross it

iv) American mortar squads on tiNijmegenbattlefield may fire smoke grenades.
Such an attack causes no damage, but only generatewke marker on a target hex (the
same effect as have engineer squads while wsipgmokeperations card). There is no need
to roll for hitting a chosen hex, the attack iscanatically successfull.
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American player may choose to change one his M@ &ve a mortar crew, so that he would
have 2 mortar crews and 1 MG crew. However eachtan@rew may fire only 4 smoke
grenades (use some tokens for counting it). Afpemding them, the mortar crew may fire
only normalshells.

Boats and crossing the river in Nijmegen

i) The squads o82ndwill receive 8 canvas boats representedruia tokens. Each
side of a ruin token will represent a status obattBreachside of the token represents one
successful attack (no matter how many hits it cdugea boat, while the othelR(@in) side of
the token represents an undamaged boat. If a bohit ifor the second time (the second
attack), then it immediately sinks down.

After getting the first hit, turn the ruin token i breachside and immediately reduce the
boat movement to a half, i.e. only one river hek ipevement action. After the second hit,
the boat sinks and is destroyed together with qo@d in it.

Each boat can transport only one squad. Becauassiofiplicity, boats do not return, because
there is enough of them.

Reinforcementsquads deployed on the other (southern) river lwimkot have to make a
crossing across the river, if there is at leastAmerican squad on the northern river bank. It
is supposed that their comrades, who have alresdfyntharked there, have secured a safe
passage for them, so they may deploy onlsachhex on the northern river bank.

Likewise as with a squad-limit per hex, there iapectable limit of 3 boats on one hex.

Example: A boat with one revealed American squasl teen hit on a river with a mortar
shell, which caused two hits. Its ruin token igéifigre flipped to the Breach side. If in future
this particular boat is hit (on the river) agairhén no matter, if it is hit for 1 or more hits, it
will sink down together with its squad.

i) Moreover 8 squads of th&2nd receives beside a boat (i.e. a ruin token) also a
concealed squad marker (with its active side upes€é squads will usually be the same
squads as those bearing boats.

This marker symbolizes, whether a squad carryibga or a squad crossing a river in it, has
already been spotted by an enemy or not. At theoéedch activation of a (concealed) squad,
make a roll with one dice. If you roll an even nwenkthe squad is revealed (in which case
remove its concealed squad marker), otherwiseaysstoncealed. If a squad carrying a boat
or sitting in a boat is concealed, its boat is eahed too, and enemy may not attack it. The
boat does not provide any cover. Enemy may targberea boat or a squad in it (like
attacking either a building or a squad hiding jrbiit for both types of a target use a fire value
against infantry.

iii) A squad carrying a boat or sitting in a boaay only useMove action. It may not
attack in any way. While carrying a boat a squaslitanormal pensum of MPs. If sitting in a
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boat (in the river), a boat may move up to 2 (fivezxes in any direction. A damaged boat
may move only 1 river hex in any direction. (1 rivex corresponds to 2 MPs in a boat).

Entering abeachhex costs 2 MPs (no matter whether from a riverdrea land hex). Putting
a boat on the river (and entering it) or pullingatthe shore (and exiting it) costs additional 1
MP. Duringthese movemeractions the active may not attack in any way,calgh it can
have some remaining MPs. If a boat (with a squat) is destroyed via an enemy Op-fire on
abeachhex, before exiting or entering a boat, thengfidally does not sink and the squad in
it survives.

v) If a squad carrying a boat is killed (on a ®)pits boat remains lying on a given
hex, from where another squad (not carrying anyt)boey pick it up, unless Germans
manage to destroy the lain boat first.

vi) The German fortress is captured, after Amegcaontrol both building hexes,
representing the fortress itself. After the forsrescaptured, the combat is moved to the other
map — theNijmegen bridge- with following rules:

A) All American squads on the other (northermjeribank may immediately
deploy on any of 3 most northern hexes of the matBe upper one), while all 4 tanks of
the XXX Corpsdeploy on any of the 3 most southern hexes ofithp 3A (the lower one).

B) Player of Allies may deploy squads fréxmerican reinforcementdeck on
the upper ,R* hex but neither German player nortighi player may deploy their
reinforcements on thidijmegenbridge at all.

C) Though theNijmegenscenario lasts for 13 rounds, Americans have to
capture the German fortress until the end of thendol10. If they do not manage it, they
automatically lose. The earlier they succeed irtwapy the fortress, the more time they will
have for capturing thEijmegenbridge itself.
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Maps of the battlefields

This map represents the northern end of the Arnibréaige and its adjacent buildings.
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The upper map represents the Rhine river and the&efortress in Nijmegen.

The lower map represents the highway bridge in Bigem.

57



Scenario 4 — Can we make it?

part | — Oosterbeek’s crucible

a valiant defence of the Oosterbeek perimeter {ith&m) by the remaining forces
of the British 1st Airborne against persistant @an attacks from several directions

Historical context
Day 5, Thursday, September 21
(Oosterbeek, Arnhem)

Approximately 3,584 survivors of the 1st Airborn&iflon established themselves in the
buildings and woods around Oosterbeek with thentime of holding a bridgehead on the
north side of the Rhine until XXX Corps could agriv

Throughout the day their position was heavily dtt on all sides. In the southeast,
Lonsdale Force (the remnants of the 1st, 3rd, ahith Parachute Battalions and 2nd South
Staffordshires) repulsed a big attack aided byfiteeof the divisional light artillery.

In the north the 7th King's Own Scottish Bordemgese almost overrun during the afternoon
but a counterattack with bayonets restored theasitun and the heavily depleted battalion
moved further south to occupy a narrower front.

The most serious attack of the day was made at degamst "B" Company, 1st Battalion,
Border Regiment which controlled a vital area afthiground in the southwestern tip of the
perimeter overlooking the Heveadorp ferry crossatdriel, which was the division's only
straightforward means of receiving reinforcementsrf the south. The company was attacked
by enemy armour and infantry, using captured Fretaniks equipped with flamethrowers
and the heights were lost. Counterattacks failed #ime remnants of the company were
redeployed.

The division was left in a precarious position, wohing just 700 meters (700 yards) of the
riverbank. The division held ground to similar atta elsewhere on their front.

(text taken from the Wikipedia)

Rounds: 8
Initiative: GermanspPritish deploy first

Actions per turn: 4 (2 per division in a multiplayer game)
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Used components from théotF expansion:

a) Morale 2and Disruptionstrategy decks

b) Alpha, Bravo and Recon specialization tokens
c) British soldier and vehicle miniatures

d) 2 Panzer Il tanks

Used components from thé&Normandyexpansion:

a)Hero, Watchdog, Tacticiaand Assaulteleadership decks
b) 4 Demolitions specialization tokens, 2 Americaind 2 German charge tokens

c) Satchel chargeand Ammo depobperations cards

d) British soldier miniatures
e) 2 StuG lll tanks

Germans

a) Kampfgruppe Harder b) Kampfgruppe Kraft

(on the southeast) (on the north)

7 squad bases 7 squad bases

19 reqgular infantry 19 regular infantry

4 elite infantry 4 elite infantry

1 officer 1 officer

1 MG crew 1 mortar crew

1 mortar crew 1 MG crew

1 SdKfz 251 halftrack 1 SdKfz 251 halftrack
1 StuG Il tank 1 StuG Il tank

Specializations:

1 demolitions 1 demolitions
(1 satchelcharge token) (%atchelcharge token)
1 engineer 1 engineer

c) Kampfgruppe Lippert
(on the soestw

4 squad bases
13 regutdantry
2 elite infau
1 officer
2 Panzer lll tanks
(flamethrower prototype)

Starting strategy cards: Sustained blanket, Offensive artillery, Disrupt dosuppliesor
Disrupt medical supplies (it is a British playerasbe), Sniper attackAll these starting cards

arepermanen{seeSpecial campaign rulesection)

Strategy decks:Ground suppori{remove bothAA supportcards) andDisruption (remove

both Stolen suppliesards) Artillery 1 (special use)
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Leadership decks:Tactician (removeboth Stolen suppliesards)instead ofDisruption and
Assaulter(removeTake down the beast, Rapid mobilizataomd bothRelentless attackards)
instead ofGround support

Operations cards: Seize the initiativeshared Satchel chargesshared Lay smokeand
shared Merciless assault

German objectives
Major victory: Destroy at least 16 British units.
Minor victory. Destroy at least 10 British units.

Lose:Whatever else.

Deploying zones for Germans
British units, which deploy during a setup, deph®fore German units do so.

a) Units of theKampfgruppe Hardedeploy during a setup on any hex on the map 8ks
10A (the lower one), 7A (the right lower cornertbé battlefield), which:

i) in case of the map tile 3A and 10A lays easd wertical road
i) in case of the map tile 7A and 10A lays sootHiorest and it is not a forest hex

b) Units of theKampfgruppe Krafdeploy during a setup on any hex on the map 15,
both 8B, 9B and 7B (the upper row of map tiles)ioHays north of forest hexes.

c¢) Units of theKampfgruppe Lippertieploy duringStatus phasef the round 4. They deploy
on any hex on the map tiles 1B or 3B (the left Iowerner of the battlefield), which lays
south of hill hexes or hexes with a razorwire.

These deployments must always occur in the firstdérline) row of hexes of the map in an

adequate direction. On each map tile may deplowp 4punits (KGHarder andKraft) with an
exception of K& ippert, which has a limit of 3 units per a map tile.

Special rules for Germans

a) Flamethrower tanks

Kampfgruppe Lippertuses specially modified older French tanks, equippéth a
flamethrower. Theicorpusis made of old Panzer Il tank (for a simplicigid its combat
stats are following:

Movement: 5, Armor: 3.
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Attack against vehicles: 2, range: 1, may attacky aron-armored vehicles (trucks), (a
flamethrower)

Attack against infantry: 6, range: 1, it also regki@ cover of a targeted squad by 5 (a
flamethrower)

Attack against infantry: 4, range: 4 (a MG)

A flamethrower attack of this tank is always diegttagaint one enemy squad on a particular
hex, not against all units on a given hex. Thiktean either attack using his flamethrower or
via a standard MG as any other tank.

b) Income of CPs for Germans

number of received CPs = number of controlled victibjective markers.

As with British player, German player has to haigeunit present on a given victory hex to
receive a CP for it. This way he may receive ug ©©OPs, no matter how many victory hexes
he really controls.

c) Seize the initiativeperations card remains in play only during fdsbunds.

d) Permanenstrategy cards are taken from appropriate deaksn Rrtillery 1 deck are used
only thosepermanentards (the same applies for a British player)others.

Allies

a) 1st, 3rd, 11th and 2nd S. Staffordsh. bat. th)King Own Scottish Borderers batt.
(Lonsdale combat group)
all 12 squads from th®cenario 2 7 squad bases
(see Special rules for restrictions 19 regular infantry
regarding specialization tokens) 3 elite infantry

2 officers
and 1 MG crew

1 mortar crew
1 Bren carrier 1 Bedford truck
1 Bedford truck 1 Bren carier

Specializations:

(1 satchelcharge token) 1 engineer
1 medic
1AT
1 demolitions
(1satchelcharge token)
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Starting strategy cards: Sustained blanket, Desperation, Take cover, Srfiack All these
cards ar@ermanen{seeSpecial campaign rulesection).

Strategy decks:Morale 1, Morale 2andArtillery 1 (special use)
Leadership decks:Watchdog(removeDesperate defenders*, Hidden minefield, AA support
and HG supportcards) instead oMorale 2 and Hero (remove Never give up*and both

Influential commandtards)instead ofMorale 1

Operations cards:shared Merciless assaulshared Satchel chargeshared Lay smoke, No
surrender,Inspiring leadership, Desperate defenders, Ammaodep

Allies objectives

Major victory: Keep control over all victory objective markersthg end of the scenario.
Minor victory. Keep control over any 4 victory objective markeygHe end of the scenario.

Lose:Whatever else.

Deployment zones for Allies

a) Squads of the 4 battaliorist, 3rd, 11th and 2nd S. Staffordshideploy during a setup on
any forest, building hex or hex with an entrenchi@nthe map tiles 3A, 7A, 11A and 10A
(the right lower corner). British player may depldyring a setup only 8 squads from these
forces. The remaining 4 squads will be deployedhensame map tiles as have their friends
during the round 2 and 3 (2 squads per round).@ephit: up to 4 units per a map tile.

b) Squads ofScottish Borderersleploy during a setup on any forest, hill hex ex kwvith an
entrenchment on the map tiles 8B, 9B, 8B, 7B, 1w (pper row of map tiles). Limit: up to
3 units per a map tile.

Vehicles will deploy normally during a setup on aogyd hex (even a forest hex with a road)
or a hex with a normal terrain on the same map &kedid squads of adequate forces.

c) British receive during th8tatus phasef the round 4 (at the same time as Germans deploy
their Kampfgruppé.ippert) following reinforcements

4 squad bases, 16 regular infantryAT and 1Medic specialization tokens and 2 Bren gun
carriers.

British deploy them on any hex on both the mastil&A or 9A.

Special rules for Allies

a) Lonsdalecombat group may have only up to one specializab&ean of each kind, which it
had in theScenario 2The remaining 4 squads of this combat group, lwhiidl deploy during
rounds 2 and 3, will deploy in any hex as did tleeimrades during a setup.

62



b) Income of CPs for British
number of received CPs = number of controlled victibjective markers

British player has to have his unit present onvemivictory hex to receive a CP for it. This
way he may receive up to 4 CPs, no matter how mvastgry hexes he really controls. The
only exception is a 5 hex building in the middle e map, whose victory hex is
automatically controlled by British, unless thesean enemy squad present.

c) Ammo depot building
This facility — received vilAmmo depobperations card — is represented by a 5-hex Ingjldi
on the map tile 9A. Its ability may be used onlyta@ times during the scenario (bad rolls

also count as its use!). The hex where ,rearmirfgd squad occurs is the hex with a victory
objective marker.

Map of the battlefield
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Scenario 4 — Can we make it?

part [l — Operation Berlin

a rescue (evacuation) operation for British (andigto) units in the Oosterbeek pocket
across the Rhine, transporting them back to thied\brea (on the other Rhine bank)

Historical context

Day 9, Monday, September 25

At dawn the 1st Airborne Division received theiders to withdraw across the Rhine; this
was called Operation Berlin. This could not be domél nightfall and in the meantime the
division struggled to survive. In a departure fraheir cautious attritional tactics of the
previous days, the Germans formed two potent Sfedpaiups and made a significant thrust
along a narrow front in the eastern sector. Thisceded in breaking through the thin front
line and for a time the division was in peril. Thtack met with increasing resistance as it
pushed deeper into the British lines and was fynbatbken up by a heavy bombardment of the
64th Medium Regiment.

Employing every ruse to give the Germans the inggyasthat their positions were
unchanged, the 1st Airborne Division began its didlwal at 22:00. British and Canadian
engineer units ferried the troops across the Rhiowyered by the Polish 3rd Parachute
Battalion on the north bank. By early the next nmagrthey had withdrawn 2,398 survivors,
leaving 300 men to surrender on the north bankrat fight, when German fire prevented
their rescue. Of approximately 10,600 men of theAlborne Division and other units who
fought north of the Rhine, 1,485 had died and 64g4de taken prisoner of whom one third
were wounded.

To the south the newly arrived 50th (Northumbrilmiantry Division attacked the Germans
holding the highway and secured it by the next ddlyed positions in the Nijmegen Salient
as it came to be known, were manned throughoutrébe of September and October by
airborne units, then handed over to the First CaaadArmy in November 1944 and
remained unchanged until February 1945 when OpenaWeritable was launched on the
Rhineland, advancing east instead of north towa&mdghem.

(the text taken from the Wikipedia)

Rounds: 10
Initiative: Allies

Actions per turn: 4, Germans have during first 4 rounds only 2 astip@r turn
(2 actions resp. 1 action (for Germans during ffstounds) per division in a multiplayer
game)
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Used components from théotF expansion:

a) Morale 2andDisruptionstrategy decks

b) Alpha, Bravo and Recon specialization tokens
c) British soldier and vehicle miniatures

d) 2 British QF 6 pounder AT guns

Used components from thé&Normandyexpansion:

a)Hero, Watchdog, Tacticiaand Assaulteleadership decks
b) Demolitions specialization tokens, 2 Americaarge tokens
c) BarracksandHospitaloperations cards

d) British soldier miniatures

e) 4 ruin tokens

f) 2 StuG 1l tanks

Terrain modifications:

a) Ignore all hexes with bridges. Instead treattlas simple river hexes.

b) Road hexes on both the map tiles 7A represeait hexes.

c) An area bordered with two rivers (i.e. from ta& by a river on the map tiles 4A, 7A, 6A
and 2A (the second column of map tiles from thétjignd from the right by a river on the

map tiles 2A, 7A, 6A and 4A (the first column of péles from the right)) represent the
Rhine. The river is flooded.

d) Each hex of the river counts as two hexes wheasuoring a range for a fire. For example a
fire across 5 river hexes is in reality 10 hexes.

Germans

a) Kampfgruppe A b) Kampfgruppe B

7 squad bases

21 regular infantry
4 elite infantry

1 officer

1 mortar crew

1 SdKfz 251 halftrack
1 StuG lll tank

Specializationsnone

7 squad bases
21 regular infantry
4 elite infantry
1 officer
1 mortar crew

1 SdKfz 251 halftrack
1 StuG Il tank
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Starting strategy cards: Disrupt food supplies, Disrupt medical supplieste@$ive artillery
andSustained blankéseeSpecial rulek All these starting cards apermanent

Strategy decks:Ground suppori{remove bothAA supportcards) andDisruption (remove
both Stolen suppliesards)

Leadership decks:Tactician (removeboth Stolen suppliesards)instead ofDisruption and
Assaulter (remove Take down the beast, Rapid mobilizatiand bothRelentless attack*
cards) instead déround support

Operations cards:Merciless assaulandMassive confusio(special)

German objectives

Major victory: Destroy at least 2 British boats and at least @adg of the (British)Lst
Airborne (see thépecial rulessection).

Minor victory. Notice a withdrawal of Allies and destroy at le@British squads of thist
Airborne (see theSpecial rulesection).

Lose:Whatever else.

Deploying zones for Germans

During setup deploy 6 squads from e&@mpfgruppeon any hex on both the map tiles 1A or
both the map tiles 8B. During the round 4 deploya@ing German forces: i.e. one halftrack,
one tank and the remaining squad from gé&ampfgruppeon the same map tiles as during a
setup.

Units of theKampfgruppe Adeploy on the lower map tiles 1A and 8B, whileitttemrades
from theKampfgruppe Rleploy on the upper map tiles 1A and 8B.

German player may always deploy up to 3 his umtgach map tile and always only in the
left borderline of the battefield.

Special rules for Germans

a) The (British) squads &fXX Corpsare for easier distinguishing (from the squadtheflst
Airborne) built from American figures and American squadds

b) German player may start attacking evacuateddsg(aa strategy cards or via his units)
crossing a river in boats or units on the otheufsern) river bank, onlgafter he notices that
Allies have started withdrawing their forces. Thisticing occurs when at least one German
unit (one and the same) spends at least 2 folloBtatus phasem a distance of 2 or 1 hex
from the river.
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After German player notices the Allies withdrawa, receives during th8tatus phase his
play area on®ffensive artilleryand oneSustained blankedtrategy cards and treats them as
permanenbnes.

c) Massive confusionperations card remains in play, until German @ldinds out the Allies
ruse (see paragrafd). After this operation card leaves play, Germaayet puts in play
Merciless assaulbperations card.

d) Income of CPs for Germans

number of received CPs = (number of destroyeddBriinits / 2), rounded up.

But only up to 3 CPs may be received this way pand.

Allies
a) 1st Airborne Division b) XXX Corps (avantgayd
(any 12 squads from the 2 British QF 6 pounder AT guns
Scenario 4, Part I) 2 Sherman tanks
2 Bren carriers 3 squad bases *
2 Bedford trucks 10 regular infantry

1 mortar crew
4 boats (uin tokens)

2 satchelcharge tokens (*use American figures and sdpaaes)
Starting strategy cards: Offensive artilery, Sustained blanket, Offensivéllary, Sniper
attack, Desperatiormand Take cover (see Special ruleg)l these cards arpermanent(see
Special campaign rulesection).

Strategy decks:Morale 1, Morale 2andAtrtillery 1 (special use)

Leadership decks:Watchdog(removeDesperate defenders*, Hidden minefield, AA support
and HG supportcards) instead oMorale 2 and Hero (removeNever give up*, Desperate

defenders’and bothinfluential commandtards)instead ofMorale 1

Operations cards: No surrender, Satchel charges, Inspiring leadershipesperate
defenders, Barracks, Hospitahdshared Heavy fogor ratherDark nightin this case)

Allies objectives

Major victory: Successsfully evacuate 4 squads ofltbieAirborneacross the river, without
Germans noticing it, and destroy at least 8 Gernmnats. Explanation in this case of the
victory Germans may notice the ruse of Alliaier you succesfully evacuate the forth squad
on the southern Rhine bank, not earlier.
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Minor victory. Successsfully evacuate at least 3 squads olshéirborneacross the river
and destroy at least 6 German units.

Lose:Whatever else.

Deployment zones for Allies

a) Units of thelst Airbornedeploy during a setup on any hex on both the ntep A and
both the map tiles 11A. They may deploy up to 3asiguon each map tile. Vehicles deploy on
any road hex on the same map tiles.

4 boats with their (latent) crews (representedruia tokens — see below) deploy during a
setup on any forest hex on map tiles 7A or 6A (db#right ones), on the right (southern)
river bank.

b) Units of theXXX Corpsdeploy in theStatus phasef the round, when the first evacuated
British squad disembarks on the southern Rhine .b@h&se units deploy on any hex on the
map tiles 2A, 7A, 6A or 4A (the first column of mafes from the right). 2 its squads are
reserved for manning both the AT guns. They mayajepnly in the first line of hexes (the
right border of the battlefield).

After deploying these units, British player recaaneOffensive artilleryand oneSustained
blanketstrategy cards to his play area and treats themerasanentards.

Special rules for Allies

a) Barracks and Hospital operations cards

On the upper map tile 9A is in the 5-hex buildinyated (British)Barracks while on the
lower map tile 9A is in the 5-hex building situat€@ritish field) Hospital Both these
facilities may be used only up to three times dyrihe scenario. The hex where deploy
receivedreinforcement®r where ishealeda wounded squad is tleentral building hex, with

a British command objective marker. The abiliti€shese cards may be used since the round
5.

Germans may not use abilities of these 2 buildifidbey capture them.

b) Evacuating squads across the Rhine

This procedure is almost identical with a similaogedure in th&cenario 3, Nijmege(see
that section). Again there are usedh tokens, representing boats, but this time withtant
(invisible) crew.

Movement rules are the same as in $uenario 3 Nijmegenpart, though now there are no
beachhexes buhormal terrainhexes. The boats have normal 4 MPs and they araffected
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by anyDisruption cards. Neither boat crews nor evacuated squadsatiagk in any way,
while being on the river.

During a setup are deployed 4 boats with theieflgtcrews on 4 different forest hexes beside
the right (southern) river bank (i.e on the maestivA, 6A or 4A). Instead of checking after

their every action, whether they have been spaitewbt, they remain hidden, until Germans

get close enough to the river (on the left northeank) and survive there at least one full

round, i.e. 2 following Status phases.

These boats act as normal units. After they spked Move action, they are fatigued and so
on. If they have an evacuated squad on board, tth&in movement counts as one action,
while both a boat and an evacuated squad are #tiguéd.

¢) Units of the XXX Corps and other British units

Deployed units of th&XXX Corpsmay not be transported to the left (northern) bahkhe
river. They may only provide (cover) fire suppdtipugh with one drawback: If they fire,
before Germans themselves realize that Allies atbdwawing, the rescue operation is
revealed and since then Germans may normally tamgetunit (boat) on the river and also
any unit on the other river bank (as they wouldhéy noticed it themeselves).

A squad with a mortar crew (of theXX Corp$ may fire smoke grenades instead of normal
shells (for a better cover of withdrawing boatd)isTprocess is the same as a normal fire, no
rolls for hit happpen. A target hex is hit autoroally and a then smoke marker is placed on a
given hex. These smoke grenades may be fired wkemnathin Rhine range, but not on the
other (northern) bank.

Squads received vRarracksoperations carthay not be evacuated across the river, only the
squads of thdst Airborne Use for them (i.e. for squads received Biarracksoperations
card) squad bases of a different (British) color.

d) Squads of the 1st Airborne

In these squads may be up to 3 officers, up toetiafization token of a given (allowed)
specialization, up to 2 MG crews, no mortar cred ap to 8 elite infantry.

Additional info for the Scenario 4

Both parts of théScenario 4can be played either in a classical 2 player nariahere each
player has 4 actions per turn, or in a multiplayariant, where each division receives 2
actions per turn:

i) Scenario 4 Part 1: British reinforcements received during tbund 4 belong to
Scotish Bordererslivison, while Kampfgruppe Lippertnay be managed by either German
player.

i) Scenario 4Part 2: Due to a fact that units of thEX Corpswill act only during the
last few rounds, there is no need for British typlith 2 players.
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Map of the battlefield
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