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Note about the game map:

The map was originally advertised as being ou_PanZ.e'j DiViSiO”?- In poor Weat.her, fac:
first computer generated map. Thisis notso, asving difficult terrain and determined re-

any type, is not allowed.

1.4 Steep Slope Hexsidesre
marked with a grey border symbol.
S‘{'hese hexsides are impassible to all
vehicle, carrier, and Tow Only units.
l—the US 28th Division’s unsuccess-Cther units may cross these hexsides at

ful attack into the Hlrtgen Forest from2 COSt ofone (+1) extra movement point.

November 2nd to the 6th. 1944, SpeI_\lote that while similar to the Cliff
cifically, it focuses on the US 112thh|(_:‘xs'de.S |nh9theTCS games, thlgﬁsteep d
Infantry Regiment’s assaultonthetowr?hOpes In this lgf?me arr](_a not ¢ ', S an
of Schmidt, and the German counterafl'€"® are no cliffs on this game's map.

1.5 The Kall Trail Hexes are
tacks by the 89th Infant d 116th
acks 1y e miantry an marked on the map with a red number.

Introduction

Objective: Schmidt is the sec-
ond game in th&actical Combat Se-
ries, and examines some of the mo
difficult infantry combat of World War

These hexes are 27.15, 28.14, 29.14,

had many problems generating the needed outpuistance, the soldiers of the 28th Divi30-13, and 31.13. Initially, these hexes

In order to finish the project, a normal hand-don

map was generated. Please accept this as the .
and only game map ever done by a thumbles3€Veral thousand lives, they came clo

artist. DNE.
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Sjon made a gallant effort. At the cost o re conS|der<_ed |m_paSS|bIe for all ve-
one cle and carrier units. See the Kall Trail

to succeeding. We hope this game irT{_ules (section 2.1) for more explana-

parts some small sense of the arduoulio™

ness of their task, and the courage of the 1'6S_IOW Go T?rr?m Hexesare.
troops involved. marked with a red “x,” and, for this

This booklet contain only the Spe_gameall forest hexes and woods are

cific rules and scenario informationaISO Cfr;?gerlid”s:gyv gg te”a'f‘d d
pertaining toObjective: Schmidt it- : € rall RIVer1s considere

self. TheTactical Combat Seriegules & Stréam, except that it is impassible to
are also needed to play this game all vehicle, carrier, and Tow-Only units.
" These units may only cross the Kall at

) bridges. Infantry and weapons units treat
1.0 Terrain and Map the Kall as a normal stream. All other

Notes blue hexsides are considered normal
1.1 Forest Hexesare those with Streams for movement of all unit types.

evenasmallamountofgreen. The green
spread of the hedge symbol into adja2.0 American Special
cent hexes does not create woods Rules
forest hexes.
1.2Building Hexesare those with
one or more black building symbols.2.1 The Kall Trail
Village/City Hexesare those with red In the initial battle plan for the
building symbols. 28th Division, the Kall Trail was desig-
1.3 Map Edge Half Hexesre nated the divisional main supply route,
playable. Units forced off the map edgend as axis of advance for the operation.
are destroyed. Off-map movement, of
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In retrospect, it can be seen that the trailext full hour turn, that of 2400 2 No-successfully move along the trail, it has
was totally unsuited for the amount ofvember. Note that a marker to be placeblocked it. Once a hex is blocked, no
traffic required, and was ultimately oneon the 2320 turn wouldlso be placed vehicle/carrier may move through that
of the main reasons the American attacn the 2400 turn. As a rule of thumbhex. Units may still move along as far as
failed. These rules will detail the effortsalways round up for night turns. the block, but units on the Kall Trail
the American player can make in trying 2.1b Effects of Kall Trail Status. must make another roll on a later turn
to render the Kall Trail passable. At all times, foot-mobile units may when again attempting to move.

At any pointin the game, the Kallfreely move along the Kall Trail, treat- Additionally, blocks can be
Trall is defined in one of three condi-ing it as a normal trail, subject to allcleared by either trying to repair the
tions: impassable, semi-passable, ather series rules. disabled unit, or by destroying it. At the
passable. Impassable—Nauwehicles or car- beginning of any Action Phase, the

2.1aThe Kall Trail Status Marker. riers may enter or move through a Kalbwning player may decide to destroy or
The Status marker (use the any markdrrail hex. repair each disabled unit on the trail. If
not in use for the current game, or a Semi-Passable—Ntiucks may the unitisto be destroyed, itis automati-
blank with “passable” and “semi” writ- enter or move through any Kall Trailcally removed from play and that block
ten on either side) defines the exact stateex. Other vehicles and carriers mays removed. A repair attempt is made by
ofthe Kall Trail atany given pointinthemove along the trail subject to 2.1aolling one die. On 1-3, the unit is re-
game. This marker determines the tratbelow. paired and may again attempt to move
to be either passable, semi-passable, or Passable—Vehiclesnd carriers along the trail (in the same turn.) On a 4-
impassable. Use of the marker is asf any type may move along the trail6, the unit remains disabled in its hex

follows: subject to the following: until the next turn, when another try
On the turn after all five hexes of may be made.
the Kall Trail have been occupied or# of Vehicles this turn—Effect A unit that is repaired may then

passed through by US ground combc‘g[Or less—Automatic passage at 1 mp per hex atempt to renegotiate the trail. In this
i d G its are on 0 10—Automatic passage at 3 mp's per hex ase, as in any when the trail is at-
units, and no German uni Of1 or more—Roll one die for each vehicle/carrie® ) y

adjacent to any Kall Trail hex, the US attempting to cross. 1-4 allows pas-tempted again, roll again as per the
player places his status marker on theage _ appropriate rule above for semi-pass-
Turn Record Track twelve hours (note: at3mp's per hex. 5-6 means disabledgpya or passable trail. If such a unit fails

roll under rule 2.1c for placement of . .
not turns) ahead of the Turn Record disabled unit P and becomes disabled, to determine

Marker, semi-passable side showing. Any truck counts against the totalWhich hex the block occurs follow the
This placement simulates the comy | ot "o Units using the trail nor-rules below. Countthe number of hexes
mencement of the US engineer effort t?nally but always rolls for passage aéeftalong thetrail and roll one die. Aroll
improve the trail. Note: these engineeber th'e 11 or more line. of one places the unit in the next hex,
troops are not placed on the map. 2 1c Semi-Passable Crossing.etc' Ignore and re-roll any rolls greater
The Kall Trail remains impass-Only one vehicle/carrier may movethan the number of hexes remaining.
able until the Turn Record Marker ong the Kall Trail (any hex) per turn.Re'm”S are made until an acceptable
reaches the space occupied by the K ne die is rolled. On a roll of 1 or 2 thenumber is rolled.
Trail Status Marker. At this time, themoving unit is automatically place’d at Players should note that a spe-
Kall Trail is considered semi—passablethe other end of the trail or in the Iasf:iﬁc unit may only move in one direc-
and the marker is flipped to its passablﬁvailable non-blocked hex on the unit’stion along the trail in a given turn. A
side and is placed ahead 30 hours ontlgf*de of the block. For example, a ur]i%/ehicle or carrier that ends its move-
Turn Record Track. Since the Tumenters at 27.15 makes a 1 on its’die rofnenton the trail, may only continue to
Record Track is only 24 hours, pIayer§he unit is then placed at 31.13, or vic hove in the same direction as already
must make a note on which day th?/ersa. The unit so moving ha’s Commoving and not return the way it came.
Status Marker is on. On the correct tur'ﬂ)leted its Action Phase and may mov nce the trail is passable, units may
of the correct day, the Kall Trail is ¢\ ther. On a roll of 3-6. the unit hag"©Ve in both directions as desired, but
considered passable. broken down and blocks tr;e trail. Roll aaII count toward the total for the turn. If
Special Note: Since the Turn second die to determine the exact hex &layers cannot remember the direction
Record has 20 minute day and hourlongreakdown. The numbers on the ma which units are moving along the
night turns, some confusion may aris%orrespond to the die roll. re-roll on arail, it is best to mark the direction by
as to where to exactly place the StatLgX. Place the disabled unit and a blocfbe careful facing of units so moving
Marker. If, for example, the US pIayermarker in the above indicated hex. Ret_oward the hexside in the direction of
occupies the Kall Trail on the 1120 tur oll until a decision is reached. See 2.1qovement.
of 2 November, the Status MarkershoulqjOr rules about a blocked Kall Trail. 2.1eEngineers and the Kall Trail.
be placed onthe 2340 turn 2 November. 2 1dDisabled Units and the Kall Two companies of US engineers, Aand
Since there is no 2340 turn at night, th?rail. If a vehicle or carrier fails to B Companies of the 20th Engineer Bat-
Status Marker must be placed on the talion, were responsible for improving
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the trail. Normally, these units are nofire. Move the unit along the trail as itany Weasels that are eliminated due to
physically present on the map, and thevould normally after the roll, apply any combat reappear at the beginning of the
“trailimprovement mission” is assumed.overwatch fires as the occur normallynext supply period.
The US player may also elect to plac® .2 Supplying American The supply convoy does not
these troops on the map to participate iQynits on the Southeast Side of heed animplemented Op sheet to com-
combat operations, if need be. How—h Kall River plete its mission. Each unit of the supply
ever, this placement will interfere Witht era convoy must remain within two hexes
work on the Kall Trail. Additionally, . Normally, _these games make NQf another unit in the convoy at the end
the presence of German units can al ovision for uplt supply, since we felt fits own Action Phase. The US player
interrupt work on the trail. Inany Com-{natan extensive supply routlne_woul ay assign combat units to escort the
mand Planning Phase, the US play reatly bog down play and add little tosupply convoy, but such units do need
may decide to deploy his engineers ont € game. However, the morale of Usoln Op sheet. Escorting units must have
the map. This is announced to the Geflnits was very greatly affectgd due 9 implemented Op sheet that specifies
man player, and entry occurs on the ne>t<|t1e very tengous supply S|tuat_|on on th‘aﬂat such units will accompany the sup-
turn. The engineers may appear on t uthgast side of the Kall River. Theply convoy across the Kall, and when
map in any hex or hexes within 4 hexe%?"owmg ruIes_try to pre;ent some Ofthe convoy completes its mission, all
of any Kall Trail hex, but at least fourthese affects in a relatively abStraCIescorting units mustreturn to Germeter.
hexes from any German unit. If thesdnanner. . . Once there, consider the escorting mis-
conditions cannot be met, the engineers . 2.2a8upply Perlodschh dayis sion terminated.
may appear within 4 hexes of any U vided into three supply periods, 0600- 2.2c Mechanics of SupplyThe
unit, but again at least 4 hexes awa 140,.1200-1.740,and 1800'0500'_On|(§nly units affected by supply are US
from a German unit. merican u_n|ts on the southeast side nits on the southeast side of the Kall
Torepresentdelays onimprovingthe Kall River are aﬁectgd by thes‘eRiver; the same side of the river as
the trail, the Kall Trail Status MarkerSUpply. rules. Once US units Cross_thgchmidt. The status of these units is
must be moved along the Turn RecorgaII River they negd to b? S.qul".adeither supplied or unsupplied, depend-
Track according to the following sched-2nce per supply period, beginning W'tnng on the successful arrival of the latest
ule: If one US engineer company haéhe f|rsF turn of t_he next Cqmpllete SlJp'supply convoy. The very first time any
been deployed, advance the Statx’%y period. For instance, if units CrOSYys unit crosses the Kall River, all US
Marker one space along the Turn Reco e Kall on_the 080(.) trn, on the 120Qroops are considered in supply for that
Track for every hour the Turn Record!™ t.h.ey will be subject to these SUppl3é\nd the next complete supply period.
Marker is advanced. If both companie§ond't'0ns' Subsequent crossings do not trigger this
of engineers have been deployed on thf? 2.2b Supply Convoys.The US, automatic supply state.
map, or if any German unit occupies player has 4 Weasel Coumefs which As each supply convoy arrives
hex on or adjacent to a Kall Trail hex S€TVe as the supply convoy units. We?écross the Kall River, it affects the next
advance the Status Marker one spat?@ls are not sut.)J.ect to any Kall Tra'lsupply period. For instance, a supply
along the Turn Record Track for ever);novement conditions, aqd may aIVVay%onvoy that enters the map on the 0600
time that marker is advanced. move along the Kall Trail paying O"€rn of 4 November, and reaches a US

2.1f Combat and the Kall Trail. movemen.t pOiﬂt per hbex. ':c'he_y dohr_lorg:ombat unit on the 0820 turn of 4 No-
Combat is possible for units on the trajlcountagainstthe number ot units whic

he Kall Trail | IIvember, insures that all US units on the
Disabled units on the trail may still fire, MY use the Kall Trail per . In allg,, ;heaqt side of the Kall River will be

Furthermore, any vehicle/carrier unitothercases, they are considered Carrle§ﬁpplied for the supply period of 1200-
destroyed by combat while on the traiformovementpurposgs. They may NEVE{740, 4 November. If the same supply
(not just during overwatch) forms gearry or tow ot_her units. convoy does not successfully complete
block. Note that units voluntarily de- Oon the first turn of every NEW its mission until 1220 on 4 November,
stroyed as above, in rule 2.1d, do ncﬁu‘)ply period, the US pla_ygr FECEIVEIII US units southeast of the Kall River
form blocks. Blocks can be removecfne supply convoy, consisting of th‘?Nill be unsupplied for the period of
according to the normal procedure, afour Wea;el units, at entr_y area A. Thpl200-1740, 4 November. Note thatthey
ter the clearing vehicle makes a succ—)nly function of these units is to MOVEill, however, become supplied again
cessful passage die roll. Disabled vedcross the Kall River anq stack with abt 1800, 4 November until that supply
hicles may still conduct overwatch fire.IeaSt one US Combat unit an_ywhere 0Eeriod ends at 0500, 5 November.

AT rolls against disabled units have al]'\he southeast side Of. the river. Onc Players should note that once the
additional +2 modifier. Units that auto—these units cross the river and SUCCESREst US unit crosses the Kall River to
matically transit the Kall Trail by suc- fu!ly .rea_ch any_US COT“'F""“ unit, the'rthe southeast, the American player must
cessfully rolling on the semi—passiblermssIon is considered f|n|sr_1ed and the%egin keeping track of supply periods
table, may still be fired on by overwatch? © removed from play until the begln'and convoys. Furthermore, unsupplied

hing of the next supply period. Only ON&tatus is a blanket condition that affects
of the Weasels must successfully cros, | US troops southeast of the Kall River
the river to resupply all US troops, an ’
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and it does not matter to any particulavember, and on the 0500 turn of ever® 9 D/86 Chemical Mortar
unit status when that individual unitday thereafter, the ammunition listed a€ompany
crossed. (Unlessthisis the first time thatAdd” each day is added to the total US This unit is in support of the 28th
any US unit has crossed, as above.) Bmmmunition available. However, the USy; ision's attack. Scenarios giving his-
fact, agiven US unit may cross back anglayer has a limit to the total ammuni'torical orders generally assign this com-
forth across the river several times withirtion he may have available at any on any to the support of particular units. If
a supply period, and its current supplyime. At the start of each day, the U he historical orders are being used
status will change the instant it crosseglayer adds his new ammunition to hi%nly the unit being supported may spoty
if the unsupplied state is currently inexistingtotals, up to the maximum Iimit.this company’s fires. Fires may be spot-
effect. Any ammunition which exceeds thisted for this unit by any unit assigned to
2.2dEffects of SupplyUnits that maximum limit is lost and may not bethe same op sheet as D/86 Chem. Reas-
are considered unsupplied may not raitsed in any way. signment of this company to other op
ducg company morales. Once they are . sheets, etc. is handled as with any other
again supplied, they may start reducin®.6 US Variable unit. D/86 Chem does not add to the

company morale normally. This is theRginforcements size of the op sheet it is listed ofThe

only eﬁect of beginning unsupplied. In addition to the regular rein- company is never considered on “gen-

Thereis no effecton movementorcomforcemems shown onthe US Reinforceeral support” and may always spot its

bat for belng unsupplied. ény parF of ment Schedule, a number of variablewn fires if the opportunity presents

acompany s ou_t of supply, tieatire reinforcements are availablat the itself.

company is considered OUIOfSUPplnyBeginning of every hour turn, the US

company morale purposes. player rolls one die, and consults th&8 0 German Special Rules

Variable Reinforcement Table. If the

2.3 Sgt. Spooner units called for have not already ar-

(The World’'s Greatest Tank Driver) rived, and if it is at least the turn indi-
One platoon, the five tanks of 1/cated on the table, the US player ma&

A/707th Medium Tank Battalion, is bring onthe indicated units at entry are

blessed with the driving abilities of Sgt.A.

Spooner, who managed to maneuver

his platoon’s vehicles around obstacle2.7 The Greene Hornets

on the Kall Trail which completely sty- The unit designated GH/3/112

mied the rest of the US armored forcerepresents a special force detached fro

In deference to Sgt. Spooner, any vehe 3/112, and was allowed to roam th
hicle of the 1/A/707th which tries to usepattiefield almost at will. Accordingly,

the Kall Trail may subtract two from thethjs unit, and this unit only, never need

dierollto pass successfully. Inadditiontg create or be listed on Op sheets. Itc
any tank of this platoon may ignore ongpot for artillery normally (for those .. . -
: . deredlost. Th
and only one disabled vehicle on thgatteries in general support, and thog?oixggusg\%zc::jlaﬁfedoast sor(ra])énl];z;r
trail. in direct support of 3/112), and can als?iate
spot for the M/3/112 mortar unifshis '
2.4 US Command Prep unit is not a platoon and it has only
Rating two steps.If the player so desires, this‘?"2 The C_Serman Command
The US Command Prep Rating ig!Nit can be part of an Op sheet, butis nétrep Rating

3, and remains constant throughout th@ound by the sheet's restrictions. Initially, the German command
game prep rating is a 4. After 1800 3 Novem-

2.8 M4 Tanks ber, it becomes a 3 for the rest of the

2.5 US Artillery Availability For players who also own or haved2M€:

Not all US artillery batteries are Played the gamBloody 110ththe fol- .
available at the start of the game. Inlowing explanation about the Shermars-3 Observations from the

stead, battery availability is presented@nks in this game is needed. In th&ergstein Ridge
on the Reinforcement Schedule. No ugarliergame, the M4'sareanup-gunned  Any US unit within the limits of
artillery battery may fire before it is 76mm/long version. In this game theyhexes 15.27 to 22.27, via xx.27; and
available. arethe standard shortbarrel 75mmtypé5.17 to 22.17, via xx.17, may be fired
The US player initially has only Hence, you can see the difference impon by German artillery. These fires
the artillery ammunition provided atfange and attack strengths was intero notneed an on-map observer, as long
start on the US Reinforcement Schedional. as a clear line of sight can be traced to
ule. Starting on the 0500 turn of 3 No- the northern map edge between 15.xx

.1 German Artillery Status

The complete schedule of Ger-
an batteries available and the daily
artillery allotments is given on the Ger-
man Reinforcement Schedule. Initially,
the German player starts out with the
artillery ammunition indicated on this
table. Starting with the 0500 turn of 3
November, and at 0500 every day there-
Sfter, the German adds the ammunition
shown, up to the maximum allowable
Yevels for each type of ammunition.
a}&lny daily additions which exceed the
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and 21.xx. Terrain never blocks thisoute (MSR) over the Kall Trail free of turn, two P-47's may be used.

line of sight, only smoke and limited German interference. Once these initial Each P-47 may either:

visibility can. German artillery firing objectives were secure, further attacks A. bomb one target with a fire-
these missions must be assigned to tlveould be launched to the south angower of 16 or a hitroll of 6 or more and

Bergstein Ridge missions, and can be sgest. automatic Kill if hit on point or both
assigned during any friendly Command}.2 German Commander’s targets, or
Planning Phase (record on their op Sheqlligher Intent B. fire three volleys of rockets

or other. paper.) Cha_nge in sFatus from The German forces in the area\Nith a firepower of 10 eaqh ora hi.t roll
Bergste!n to otherwise or vice Versdyere ordered halt the US attack, an8f,8°r more and automatic kill if hit on
occurs instantly. OnIy.th(_)s ba‘tterleﬁhen counterattack to isolate and d&2eintor both.type targets.
assigned to the Bergstein ridge may usﬁroy the American forces in both Each aircraft may also strafe 4
the off-map observer. If Bergstein RidgeSchmidt and Vossenack. targets with a firepower of 6 in addition
batteries desire to fire using an on map to either of the above attacks.
observer, they do so with a called fir . The US player must identify the
delay of one more than usual (as Iist(:\'é'o General SpeCIaI Rules type of armament of the P-47’s at the
on the Reinforcement Schedule.) time their target zone is recorded. If
Bergstein Ridge batteries firing usingd.1 Company/Battalion more than one aircraft sortie is avail-
the off map observer do so with theirAssigned Vehicles able, each may be different. Each ca-
normal called fire delay. Certain vehicles on both sides ar@acity may be used the number of times
assigned directly to company, battalgiven, which may be used against that
3.4 Tow Only Mortar Units ion, or higher commands. These unit§umber of separate targets or more than
German 120mm mortar units aremay be assigned as desired just as affice (orin combination) againstasingle
considered tow only units. They carother unit. Such vehicles are counted d3rget.
only be moved via a carrier. These morAT guns, etc., when calculating com- Air sorties may not be applied
tars are actually considered passengersand size modifiers (see 6.6d in thé@gainst targets in forest hexes unless
and a carrier transporting such a uniBeries rules.) Trucks never count fofhose targets are in move mode. No unit
can still tow up to two other weaponssize modifiers. in fire mode and in a forest hex can be
No vehicle (tanks, etc.) may transport targeted, unless it is adjacent to an

these units. 5.2 Weather unsuppressed friendly unit. Should units
Historically, the weather was of both modes be stacked in the same

3.5 Germans and the Kall poor. However, a few US aircraft, all p-forest hex, they may be attacked nor-

Trail 47's, did appear on the field. At themaIIy..Alrpowermaya.ttackunlts.|nf|re
German units may move alongP€ginning of every hourturn, during theMode :jn fo_restr?exes., i thlese units vvlere

the Kall Trail in exactly the same fash-Command Planning Phase, the y&potiedusing the optional spotting rules.

ion as US units. Germans may never trplayer rolls one die and consults the :
to improve the status of the trail, noWeather Table on the game map. ©.5 AA Ratings

may they degrade the status of the trail . The ratings be]ow are _for both
in any way. They may, however, take The weather effeCtS, also |iste(§|des, based on_partICUIar unit types
advantage of any status improvemen@n the map, are as follows: Infantry, MG, Pioneers, and Engi-

made by the US pIayer. Type Max Visibility neers
Rain S hhexes 11—Range up to normal listed range.
. Heavy Fog 3 hexes
3.6 German 150mm Artillery  Light Fog 7 hexes fg Otgers (must hi"ﬁ a weapon)
All German 150mm artillery Mist 12 hexes —Range up to 4 hexes.
rounds have the same fire power per'®® Unlimited

round as US 155mm rounds. 5.6 Battalion Weapons

5.3 Trafficability Companies
In all historical scenarios, Both sides in the game have com-
4.0 Commanq and trafficability is poor. For the sake of panies which are devoted to the support
Control Special Rules simplicity, trafficability is good for the of the remainder of their battalion. US
teaching scenarios. companies D, H, and M are the heavy
4.1 American Commander’s weapons companies for each battalion.
Higher Intent 5.4 Air Sorties For the Germans, 4, 8 and 12 serve the

The US Divisional Commander, In daylight turns, when the Same function. The units of these com-
as directed by both Fifth Corps and Firsteather is mist or clear, the US playePanies may be doled out to the line
Army, was to take and hold Vossenackay use P-47 sorties. On any mist turrf0mpanies of their battalion as desired
Kommerscheidt, and Schmidt, as welPhe P-47 may be used, and on any cle@¥ith appropriate notes on op sheet task

as keeping the divisional main supply
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organizations.) Mortars in these com4/16 Pz in set up or arrival angthout  setup according to the usual mine place-
panies may have their fires observed bthe Tiger tanks. This adds 12 units to thenent rules. If none are given, none may
any unit of their battalion. German loss total. be set up at start, but during the scenario

Weapons companies have their US Intelligence officers initially up to the maximum allowed may be
own company morales and these maeported that some Tiger tanks from theleployed in play. The maximum usable
rales are separate from the units to whicBrossDeutschland were absorbed intaninefields are as follows: German—30
they might be assigned. The companthe 116th Panzer during the course ofinefields, real or dummy, during any
morale of the controlling company isrebuilding the latter in the autumn ofgiven scenario, with no more than five
not used when making morale check&944. No such tanks were identifiedised perinfantry battalionin play; US—
on a battalion weapon company unit, itsluring the fighting, but this variant al- up to five minefields per infantry battal-
own is used. Distance does not affedbws the German player to examingon in play.

these morales. their impact and give free rein to US F. Losses are specified in number
intelligence fears. of steps for the affected units. All losses
6.0 Minor Variants 6.2b 2/1056/89. This battalion must be spread as equally as possible

enters the game on 1200 5 November, among the units specified. In some cases,
ntry hex B. It has no historical ordersonly some of an organization’s units are
hen it arrives. This adds 8 units to thaet up, others may not be used in play.
players. Each minor variant has a Spe(}erman loss total. _ _ G Th.e balance rating given in the
cific penalty defined as a number of 6.2c 3/1056/89. This battalion scenarios is a measure of how evgnly
losses incurred by the side using thEnters the game on 1700 5 November, Hie two sides are matched. A “+" rating
variant. This number is added to thagntry hex C. It also has no historicameans a tilt toward the US side, a “-" is
.orders when it arrives. This adds 7 unitthe opposite effecttoward the Germans.

side's lossesin the final victory determi- .
y tothe German loss total. Note that thesehe larger the number tied to these

Minor variants exist to add differ-
ent flavors to the game. They are onl
used with the mutual consent of bot

nation. . ) : .
(6.2b, 6.2c) are two separate variants-symbols, the more easily that side might
. . to use both would add 15 units. win.
6.1 UES lM/IA\nQr \llaf'rllfaﬁ;l dof Rationale for the arrival of these H. The following abbreviations
o ear y12r(;|(\)/a30N b.nstea C}I WO units is the same. By the 5th oére used in the scenario set ups:
?m,vmﬁ atUS Reinf ovem er,Sai Cg f ovember, the US 110th Infantry had I—Infantry Platoon
orin the einforcement Sche uerosttheimpetusinitsattacktothesouth. M—Mortar Platoon

1/11_2 ma}y arrive at 1200 2 Novembermdeed’ one battalion of the US force
Its historical orders are to move alon
the Richel's Branch to Mestrenge

MG—Machine Gun Section.

%had been brought into the 112th’s sec- I. Historical orders, when given,

. tor to retake Schmidt. However, thisare to provide reference for the players.
Muhle, cross the Kall River, and €aP455 of momentum in the south freed uphey need not be followed in any way,

ture all hexes of Kommerscheidt. NOte‘German reserves, including these unitanless players wish to pursue a strictly
that only A, C, & D/1/112 appear. B/1/of the 1056th. historical game.

112 will arrive at its regular time. This

adds 5 units 1o the US totallosses atthe o Set Up Notes 8.0 Victory Conditions
Historically, 1/112 was to move A. For set up purposes, “w/i X” Victory is based primarily on ter-
out shortly after 2/112 set out to capturéneans set up a given unit within Xritorial objectives. These victory condi-
Vossenack on 2 November. Unlike thBexes of a given hex, inclusive. tions apply to all versions of the “cam-
2nd Battalion, the 1st ran into stiff Ger- B. The abbreviation CFD meanspaign game,” as outlined in Scenario 9.

man resistance in the woods south d¢alled Fire Delay, whenever used.  Other scenarios have their own victory

Vossenack, and neverreally enteredthe ~ C- All units may set up in either conditions, as listed in them. The fol-

map on the first day. Regimental HQnode, mounted or dismounted at théowing are organized into the “Levels

decided since 2/112 captured Vossena&ning player’s discretion. All units of of Victory” as mentioned here and later.

quite easily, 1st Battalion’s axis of at-8 given organization are set up wheifhey are in the order most-US to most-

tack would be shifted to move througthat organization is called for, unlesGerman with shades of grey between.

the town instead. specifically excludedNote that 3/1/ Occupy or Control are defined as be-
16/116 Pz never sets up with its orga- ing the last player to occupy with a unit

6.2 German Minor Variants nization, unless the Tiger tank vari- or pass througlall of the contiguous

6.2aTiger Tanks When the Ger- ant is being uged. . . hexes of the feature indicated.

man 1/16 Pz Rgt arrives at 0200, 4 D. American units .set up first, . .

November, allow the six MK Vle tanksand then the Germans, with no German US Massive Victory—Occupy

of 3/1/16/116 to arrive with itNote: unit setting up within five hexes of anyKommerscheidt, Schmidt, Vossenack,

émerican unit, if possible. and all hexes of trail or Kall Trail con-

Only when this option is used are thes
y P E. Minefields, when given, are necting Vossenackto Schmidt. No Ger-

tanks used in the game, all references to
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man unit may be within 3 hexes of thdacilitate the different aspects of theUS: No Germans in any hex of
trail running from 17.15 to 61.15. game system. Each scenario lists th€éommerscheidt

US Major Victory —Occupy rules sections it highlights. If a givenDraw: Other than the above.
Kommerscheidt, Vossenack, and allule section is mentioned, say 12.0, all
hexes of the Kall Trail (17.15t0 42.15.)of section 12 is in use, not just the3. Armor Overrun
No Germans within 3 hexes of this traiintroductory paragraph 12.0.
portion. All teaching scenarios require theAssaUIt

US Minor Victory —Occupy following sections: 1.0 to 1.3h, 3.0 toMap Area: All, south of the Kall River.
Vossenack and all hexes of the KalB.6b, 4.0t0 4.2, 5.0t0 5.1d, 8.0 to 8.8e>tart: 0800
Trail to the Meistrenger Muhle. No Ger-12.0 to 12.1f. None of therequire the End: 0900 (4 turns)
mans within 3 hexes of this trail portion.Command rules (6.0) and it is recomArtillery: None

Draw—Any result other than mended that these rules not be used at

these listed. first, but that players concentrate on th&et Up:

German Minor Victory —US game’s mechanical aspects. US: GH/3/11246.08
troops occupy Kommerscheidt, Weather is clear and trafficability German: 2/1/1/16 Pav/i 3 48.05
Vossenack, and Schmidt; but Germagood for each of these scenarios. Reinforcements:None
units occupy at least 3 hexes of the Kall Rules lllustrated: 8.9, 8.10, 9.0,14.0
Trail between Kommerscheidt and] Armor Fight
Vossenack. o Map Area: All, south of the Kall River. VICtOry:

German Major Victory —US g1+ 0800 German: Destroy the US unit
troops fill their Major victory condi- 4. 1000 (7 turns) US: Avoid the above and kill at least 2
tions above, except that the Germanr&rtillery: None German tanks.
control at least 3 hexes of the Kall Trai Draw: Other than the above.
between Kommerscheidt andSet Up:

Vossenack. L1, i 5 4. Forward Observer

German Massive Victory—Ger- US: 1/A/70.7' 1/B/893 wii 5 ) :
man troops occupy Schmidt,KommerSChe'dt Map Area: All, north of the Kall River.

Kommerscheidt and at least 10 heXe@erman: 1/1/16, 2/1/16v/i 5 Schmidt  Start: 0800

of Vossenack, as well as the bridge 0Vé?einforcements:None . _ End: 0900 (4 turns)
the Kall River at 33.13 (“occupy” both Rules lllustrated: 8.9, 14.0 (if desired)

adjacent hexes.) i Artillery:
Victory: German: 1x 6 gun, 105mm battery,
Adjustments to Victory Levels: German: Exit 8 or more tanks via 33.14with 10:HE, 2:Smoke
1. Shift one level in the US favor US: Avoid the above and lose no mordJS: None

if at least 60 German units have beethan 4 vehicles.

destroyed (unit=any counter.) Any unitPraw: Other than the above. Set Up:

from the 116th Panzer counts as two, US: F/2/112wli 2 19.23

any tank (assault gun, etc.) from th@. An Infantry Fight German: None, an FO (forward ob-

116th counts as three. Map Area: All, south of the Kall River. Server)islocated onthe Bergstein Ridge.
2. Shift one level in the Germanstart: 0800 See the Bergstein Ridge rule (3.3) for

favorifatleast 35 US infantry type unitsgnd: 1000 (7 turns) limits of visibility.

(any size) have been destroyed. Attillery: None Reinforcements:None

Rules lllustrated: 9.0, 10.0, and 11.0
For example, if the Germans wong ot Up:

a minor victory, but the US player ha%s: C/1/112 any hex of Victory:

deStroyEd 65 German Units, the ViCtorkommerSCheidt German: Destroy 6 or more US steps
Level is shifted one in the US faVOfGerman: 2/1056/89 any hex of and/or make the US company morale
resulting in a draw. Schmidt exceed 10.
) ] Reinforcements:None US: Avoid the above, and occupy all of

Teaching Scenarios Rules lllustrated: 9.0, 13.0 (if desired) Vossenack.

The following are not historical ) )
actions, butrather representsimple comyictory: 5. Minefield Assault
bats in order to isolate and i“ustrat%erman: Occupy all hexes of Map Area: All.
certain aspects of the rules. Each shouldommerscheidt Start: 0800
take an hour or two to play, using few End: 1200 (13 turns)
units and limited map areas in order to Artillery: None (As an option, use the

Page 7



Tactical Combat Series: Objective: Schmidt
|

artillery given in 4 above.) End: 1600, 2 November (22 turns) 3 November
) Balance: +3

Set Up: US Information: While the successful capture of
US: A/1/112w/i 3 46.11;5 minefields, Set Up: 2/112, C/707, D/86 Chelim \/gssenack the previous day earned
real,in line from 48.09 to 48.13. Germeter, on or west of route 399, praise from the 28th Division com-
German: 2/1055/89w/i 3 53.13 inclusive. mander, Ma_jor General Cota, the fail-
Reinforcements:None Artillery: See US Reinforcementyre of 1/112 to cross the Kall, or even
Rules lllustrated: 9.0, 13.0, and 15.0 Schedule for 2 November advance much past Germeter, was dis-

Reinforcements:None, but players may appointing. The next day, 3/112 was
Victory: wish to use the US Minor Variant al-chosen to lead the next attempt. The

German: Create at least one minefieldowing arrival of 1/112 at 1200. Suchnew plan called foramovementthrough
breach and assault at least 2 US unitd!se shifts the final victory one level inyossenack, bypassing the defended

US: Avoid the above. the favor of the Germans. woods, to cross the Kall at the

Historical Orders: 2/112, C/707—At- Mestrenger Muhle and then move on
6. JABOS I ! tack and capture Vossenack. D/8&chmidt. 1/112, less B Company, would
Map Area: Al Chem—Support this attack. follow the 3rd Battalion, and A/707th
Start: 0800 Kall Trail Status: Impassible. Tank Battalion was to support the entire

US Supply Status:Not applicable.  gperation. This time, the attack was
startlingly successful, with the German
German Information: defenders in Schmidt caught by sur-
Set Up: Set Up:1/983/275any hex or hexes of prise and driven out handily.
) Vossenack;2/983/275 woods/forest

US: None, US gets 2x P_'47’S each WU exes wii 4 22.04Fus/275any hex or  Start: 0800, 3 November
armed as per the rules in 5.4

End: 0900 (4 turns)
Artillery: None

G 116 Pz | | hexes of Schmidt. End: 1600, 3 November (25 turns)
h erman: 1/16 Pz in any clear or townArtillery: As per German Reinforce-
Ri)i(nforcementS'None ment Schedule, 2 November. US Information:
‘ Reinforcements:None . -
Rules Illustrated: 17.0 SetUp:2/112 (less AT guns, -5 steps of

Historical Orders: 1/983/275—Hasty infantry)w/i 3 19.23 and/or 18.203/
defense of Vossenack. 2/983/275—Prer12 (less AT guns), A/70W/i 3

Victory: _ N pared defense in woods/forest with 8/ossenack any hex between 18.18 and
German: Avoid US conditions minefields allowed. Fus/275—No or-15.12: D/86 Chemin any hex of
US: Destroy 50% or more of the Ger-gers, Germeter; C/7070n or west of Route
man tanks. 399, inclusive.
_ _ _ Victory Conditions: Attillery:
Historical Scenarios US Massive:Occupy all hexes of 105mm: HE:50, Smoke:10, lllum:5
Vossenack, Kommerscheidt, andl55mm:HE:50, Smoke:7, lllum:5
1. The First US Attack Schmidt and all hexes of the Kall Trail8 inch: HE:25, Smoke:3, Illum:2
Balance: +2 to +3 between Kommerscheidt and VossReinforcements: A, C, & D/1/112
At 0900, 2 November, the IeadenaCk' 1200, 3 November, Entry Area A.

elements left their positions in the town US Major: Occupy a.II hexes of Historical Orders: 2/112—Hasty de-
of Germeter, and advanced over Ope}qo;senack, Kommerscheidt and Kalfense of eastend ofVossen.ack. 3/112—
ground to the handful of German troopgra'l betwegn them. Move along .the Kall Trall, thro.ugh
defending Vossenack. The initial US US Minor: Occupy all hexes of Kommerscheidt, to capture Schmidt. 1/
plan called for the 2/112 Infantry toVossenack and hexes 33.13 & 33.14.112—Follow route of 3/112, to capture
seize Vossenack, and for the 1/112th to Draw: US occupies all hexes of Kommerscheidt. A/707—Support at-
move by Vossenack to the south t(§/ossenack.. . _ tacks of 3/112 and 1/112. D/86 Chem,
capture the bridge over the Kall River. GE Minor: Neither side has com- C/707—No orders.

2/112th took Vossenack with little Ioss,plete control of Vossenack. Kall Trail Status: Impassible.

but the lead company of 1/112th was GE Major: As GE Minor, except US Supply Status:Not Applicable.

held up by strong resistance afterjumpmore than 20 step losses inflicted on

ing off at noon. The day ended with”>" . , German Information:
Vossenack f”‘m|y|n us handsl but with GE Massive:As GE Majorl ex- Set Up 2/983/275, with 5 minefields

tion. of Vossenack. 275any hex or hexes of Schmidt.
] Artillery:
Start: 0900, 2 November 2. The Attack on Schmidt 105mm:HE:25, Smoke:5, lllum:3
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150mm: HE:15, Smoke:5, lllum:2 German Information: Three Shermans, commanded by the

Reinforcements: 3/1055/89 1400, 3 set Up: 1/1055/89, 3/1055, 1/16 Pz/ever-alertLt. Flieg, and the remnants of

November, Entry Area D 116 (-Tiger Tanksjanywhere north 3/112 aided the defense of

Historical Orders: 2/983/275—Pre- and east of 50.xx and xx.2®/1055/89 Kommerscheidt. The Germans were

pared defense in place. Fus/275—Ngqy/i 4 52.01. repulsed with some loss. As dusk fell,

orders. 3/1055/89—Move to Harscheidrtillery:  Batteries available: 1/1/89, US troops across the Kall prepared for

and set up a hasty defense. 2/1/89, 1/2/89 further German attacks which were ex-
105mm: HE:35, Smoke:15 pected at dawn.

Victory Conditions: 150mm: HE:20, Smoke:8 Start: 1300, 4 November

US Major: Occupy all hexes of Reinforcements:None End: 1620, 4 November (11 turns)

Kommerscheidt, and Schmidt and alHistorical Orders: All German units _
hexes of the Kall Trail betweenare ordered to attack and captur&S Information:

Kommerscheidt and Vossenack. Schmidt. SetUp:A & D/1/112, 1/3/112 (21, 1M,
US Minor: Occupy all hexes of Special Rules: remaining), K/3/112 (11), L/3/112 (11),
Kommerscheidt and the Kall Trail be- Hex Boundaries—Only hexesM/3/112 (IMG, 1M (less one step)), 1/
tween Vossenack and Kommerscheidgouyth or east of 48.xx (inclusive) are irfV/707 (3x M4 remainingin any hex of
as well as have troops in Schmidt (evep)ay. Kommerscheidt; C/1/112w/i 2 36.12.
if German units are also in Schmidt.) US Unit Exit—US units may exit Company Morales: 1/3/112 (4), K/3/
Draw: As US Minor, except Germansyia the 48.xx hexrow. Such units do not12 (8), L/3/112 (8), M/3/112 (5), all
alone occupy Schmidt. count for German victory, and may nogthers are 0.

GE Minor: No US troops in Schmidt, reenter the game later. Artillery: See scenario 3.

both sides occupy Kommerscheidt. Reinforcements:None.

GE Major: No US troops south of theVictory Conditions: Historical Orders: All US troops (ex-
Kall River.

GE Minor: Capture Schmidtand cept C/1/112) are in a hasty defense of
climinate 24 or'less US steps. Kommerscheidt. C/1/112—Defend in

3. Counterattack at GE Major: Capture Schmidtand P/2ce-

. i Kall Trail Status: Not Applicable.
I te 25 US steps.
Schmidt eliminate <o ormore Steps Supply Status: Supplied.

Balance:-3

At dawn on 4 November, the
German forces launched a powerfulle
counterattack designed to recaptur
Schmidt. Three battalions of Germa

The above levels (including the other .
vels as listed earlier, except a draf°€rman Information:
hich is not allowed and ignored) areSet Up:1/1055/89 (-6 steps, infantry),

hifted in the US favor according to the3/1/055_/89 ('5h5tep?, in;angy), 1/1/16
. ollowing: Pz/116in any hex of Schmidt.
scsauted ihe American posiions rom, Company Morales:1/1/1055 (2), 3/1

- : hift one level for 15 to 29 Germanl055 (3), 9/3/1055 (1), 10/3/1055 (3),
several directions, overwhelming the teps eliminated. all others are 0.

lone US battalion defender. By 11005 ) . . ;
the remnants of 3/112 were regyroupin hift two levels for 30 or more GermanArtillery:  See scenario 3.
in Kommerscheidt and the Germa teps eliminated. Reinforcements:None

. L . Note: Each German tank counts as thrééistorical Orders: All troops are or-
1055th consolidated in Schmidt. steps for this purpose. dered to capture Kommerscheidt.

Start: 0700, 4 November

End: 1100, 4 November (13 turns) The US player automatically wins aSpecial Rules:

massive victory if he controls 8 or morePlay is confined to the area whose cor-
US Information: hexes of Schmidt at the end of the gameers are 36.20, 36.05, 54.20, and 54.05.
Set Up: 3/112' @all, -AT Guns), 3 Edges are the gridlines xx.05, xx.20,
minefields may be placedli 4 55.14. 4. The First 36.xx, and 54.xx.

Artillery: Batteries available: A/108, Counterattack at

A/229, B/229 Victory Conditions:

105mm: HE:30, Smoke:5 Kommerscheidt The side which alone has units in
155mm: HE:15, Smoke:3 Balance:0 any hex or hexes of Kommerscheidt
Reinforcements:None. After their success at Schmidt,winsaminor victory. If Kommerscheidt
Historical Orders: 3/112—Hasty de- the German 1055th Infantry prepared tis unoccupied or occupied by both play-
fense of Schmidt. push on to take Kommerscheidt. Byers, a draw results.

Kall Trail Status: Not Applicable. 1300, 4 November, the US defenders

Supply Status:All units are unsupplied. (1/112th) reported German armor ands, The Second Attack on
infantry approaching their pos't'ons'Kommerscheidt
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Balance:0 6. German Attack on Special Rules:
After Dbeing repulsed at Play is contained by the hex boundaries
Kommerscheidt on the afternoon Ofthe\/ossenack

_ linking the corners: 10.27,17.35, 28.35,
4th, the 1055th Infantry made a seconBalance:-1 28.10. and 10.10.

attempt to capture the town. Againsup- ~ While the fighting raged on the
ported by 116th Panzer tanks, the Gepther side of the Kall, the 2/112 held\/ictory Conditions:

mans stepped off from Schmidt for anVossenack. By the 6th of November, .
other try. continuous pounding by artillery had US Major: Control all hexes of

Start: 0700, 5 November worn down the endurance of the men of °SS€nack.

US Minor: Control all hexes of
End: 1200, 5 November (16 turns)  the 2/112, and they seemed prone tg , i
panic. That morning, German artilleryvossenaCk,WeSt of 17.15, inclusive.
GE Minor: Capture all hexes of

US Information: fired a particularly heavy barrage in . :
Set Up:1/3/112 (11, 1M), K/3/112 (11) preparation for an assault. This shellin&ossen"’mk east of 17.15, inclusive.

- GE Major: Capture all hexes of
M/3/112 (IMG, IM(-1 step)), A/1/112 proved to be too much for the Ameri \/ossenack.

(-3 steps), D/1/112(-2 steps of MG), 1Fa"S to bear, and they routed bac

; through the town. The 60th
A/707 (-2 M4 tanks)in any hex of . . :
Kommerscheidt: C/1/112wii 2 36.12. Panzergrenadiers quickly followed seiz/ . Return to Vossenack

Artillery: Batteries available: Cannon/N9 half of Vossenack before a scratciBalance:-1

112, AI229. B/229, B/108 US force of tanks and infantry put a halt With the rout of 2/112, German

105mm: HE:75, Smoke:5, lllum:5 to further advances. troops were poised to completely iso-
155mm: HE:30, Smoke:3, lllum:2 late the rest of the 112th Regiment on
Reinforcements:1100, 5 November at Start: 0600, 6 November the other side of the Kall. In despera-
hex 36.12: 5x M4 from any availabIeEnd: 1200, 6 November (19 turns)  tion, the 28th Division HQ committed

platoon of A/707. . all remaining reserves to a counterat-
Historical Orders: All (-C/1/112)— US Information: tack aimed at retaking Vosse.nack. Un-
Hasty defense of Kommerscheidt. C/15€t Up:2/112 (-10 steps, and AT gunsyortunately, only two companies of US

112—Hasty defense in place. in any clear or town hexw/i 319.23 or engineers, Aand C, 146 Eng Bn, were at
Kall Trail Status: Not Applicable. ~ 18.20;3x AT Guns, 2/112v/i 2 17.15; hand. The counterattack was duly or-
Supply: Supplied. 1/B/707 (4x M4)w/i 2 16.15;1/C/707 dered for the engineers and the various

(4x M4)W/i 2 19.15:1/B/893 (4x M10) armored elements whichwere still avail-

. i ble. The American forces failed to
German Information: w/i214.11. a .
Set Up: 1/1055/89 (-10 steps) 3/1055/C0mpany Morales: Each company of recapture the town, but the engineers
89 (_12' steps), 1/16/116 (-5 tanks. n@/112 has a morale of 8. did manage to contain the Germans east
Tigersjany hex of Schmidt:2/1055/g9 ~Vllery: Batteries available: Cannon/of the Church, preserving the precari-
(-2 stepsyv/i5 54 05'2/16/1'16‘any hex 112, B/108, B/997 ous supply line over the Kall
of Harscheidt R 105mm: HE:25, Smoke:5 S 1300. 6 N )

- . - 155mm: HE:20, Smoke:5 tart: » 6 November
Artillery: Batteries available: 1/1/89, ’ .
2/1/89y1/2/89 1/843 8 inch: HE:15 End: 1640, 6 November (12 turns)
' : Reinforcements:None.

105mm: HE:40, Smoke:10, lllum:5 o I P
150mm: HE-20. Smoke-5. llum:2  Historical Orders: All US units in a US Information:
Reinforcements:None ' hasty defense of Vossenack. SetUp:A & C/146 Engw/i 3 11.08;D/
Historical Orders;' 2/1055/89—Attack Kall Trail and Supply Status: Not 86 Chemin or west of Germeter; B/

dcapture K heidt. Oth ifbpplicable. 707w/i 3 14.10,C/707 (-5 tanksyv/i 3
f\‘gvg"’r‘]%‘g;efsmmersc e erunt 13.10;1/B/893 (-1 vehicleyv/i 3 15.11.

German Information: Artillery: Batteries available: Cannon/
Special Rules: Set Up: 60 PG (alljanywhere east of 112, A/229, B/229, B/108, B/997
Playis confined to the boundaries: 36 x>?(x'30' and north of 27.xx. 105mm: HE:80, Smoke:10

i . i i . 155mm: HE:30, Smoke:5
62.xx, xx.01, and xx.25, with corners o],Arnllery. Batteries available: 1/1/146, - . _ ) .
36.01. 36.95. 62.01. 62.25. 2/1/146, 3/1/146. 2/3/146, and 3/3/14@& inch: HE:20, Smoke:2

105mm: HE: 75, Smoke:20 US player has 8x P-47 airstrikes to use
_ " _ 150mm: HE:125, Smoke:10 in this scenario. Each represents one
Victory CQnd|t'0nS_- Reinforcements:None aircraft and no more than two may be
d_L,JS Minor: Avoid the German jigsorical Orders: All units are to at- used in any given turn. The weather
conditions. tack and capture Vossenack. allows these flights.
GE Mln(_)r. Capture all hexes of Reinforcements:None.
Kommerscheidt. Historical Orders: All are ordered to

attack and capture Vossenack.
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Kall Trail and Supply Status: Not Players undertaking this project should
Applicable. US Information: be forewarned that it will be quite lengthy

Set Up: 3/110 (-3 stepper infantry ~and will take many hours to complete.
German Information: platoon), A/707 (-8 tanks), C/893 (-3For those interested in abbreviated ver-
Set Up: 1/60PG/116 (-4 step®n or TD’s) anywhere north of 44.xx and Sions of the campaign game, additional
adjacent to any hex of Vossenack eastwest of xx.18. set up information is provided for the
of 17.15. Artillery: Batteries available: A/229, other scenarios in order use them as
Artillery: Batteries available: 1/1/146,B/229, A/108 jump off points for the longer scenario.
2/1/146, 3/1/146 105mm: HE:50, Smoke:5 The 112th Infantry’s attack was
105mm: HE:40, Smoke:5 155mm: HE:25, Smoke:2 the centerpiece of the 28th Division’s
150mm: HE:20, Smoke:3 Reinforcements:None. operation. In the end, the 112th failed
Reinforcements:None Historical Orders: All are to attack and so did the rest of the division. The
Historical Orders: All in a hasty de- and capture Schmidt. 28th lost over 5600 men in November,
fense of Vossenack. Kall Trail Status: Not Applicable. ~ With the 112th alone suffering 2093

Supply: Supplied. casualties. The Hurtgen Forest fighting
Special Rules: was considered some of the worst faced
Play is contained in the boundaries dé&German Information: by American troops in WWII.
fined by the corners: 1.05, 1.20, 12.30Set Up: 1/1055 (-12 steps of infantry)
22.30, and 22.05. north of 48.xx, east of xx.13, inclu- StarF: 0900, 2 November

sive;3/1055 (-14 steps of infantrgduth End: 1700, 6 November (202 turns)
Victory Conditions: of 50.xx, east of xx.12, inclusive;/16/

Set Up: Both sides as per Scenario 1.

Whichever player holds all of Vossenack 16 (-10 tanks, no Tigersjouth of Kall Trail and Supply Status: Kall

wins a major victory. Any other resultis20.XX, inclusive.

a draw. Artillery: Batteries available: 1/1/89,Traildimpassible, supply not yet trig-
2/1/89 red. . .
105mm: HE:35, Smoke:5 Artillery: Both sides as per the Rein-

forcement Schedules for each side. Fur-

8. Task Force Ripple

Reinforcements:None

Balance:-4 Historical Orders: All are in a hasty ther batteries and rounds are added as
Task Force Ripple, named fordefense in place' given.
LTC Richard Ripple the battalion com- ' Reinforcements: As per each side’s

mander of the 707th, was created Reinforcement Schedule.
General Cota to retake Schmidt. The Variants: If wishing to play a strictly
110th was moved to Kommerscheid . historical game, none are used. Other-
where it would launch its effort to re_created by the hexrows connecting thﬁ/ise, players may use any desired vari-
take the objective. Support was to bgexes 36.01, 36.20, 62.20, 62.01 ants as given in the Variant rules for
provided by two companies ofthe 707th, .. each side.
as well as elements of the 893rd TDYICtory Conditions: Victory Conditions: As given in the
The attack was scheduled to begin at ~US Major: Control all hexes of game specific rules earlier.
1200, 6 November. Schmidt.

Unfortunately, various events in—eh Usf gﬂi?‘Offdcoer' at least five 95 Scenario 2 as start of
terfered with Ripple’s attack. Due to theh€xes of Schmiat. i
fighting in Vossenack, no more tanks ~ Draw: Other than the above Orggrrtr.l %2B%n SGNG:)r\T/]eerﬁber
crossed to Kall, and instead of almogpelow. End: 1700. 6 Novernber (166 tums)
four armored companies, only eightS A %E Minor: Control all of Up s per scenario 2
M4’s and seven M10’s were available>chmiat. RN oai
Furthermore, the 3/110 had less than =~ GE Major: Control all of 2.elr?telsngﬁrecdeurlr;esnts as per Reinforce-
300 men and was in no condition tcﬁChﬂ“dt, and destroy atleast 50% of th Artiller start.s as per scenario 2
attack. At the last minute, the operatiofiemained of 3/110 and atleast 7 tanks of ' Rei);\forcement gchedules start.
was cancelled by the decision of LTCID’s.

i 4N ber.
Ripple, and 3/110th joined the defense ng on ovember

) . . . Kall Trail and Supply Status: Kall
of Kommerscheidt. 9. ObJeCtlve' Schmidt, Trail impassible, supply not yet trig-

This scenario deals with what
— d.
might have happened had the assau-';he Full Battle—2 to 6, gere

IC;)'75.pecial Rules:
Flay is contained by the boundarie

gone forward as planned. November, 1944, )
This scenario allows players togb' Sce_narlo 3 as start of
Start: 1200, 6 November examine the entire action from 0900, ~ampaign Game.

End: 1700, 6 November (14 turns)  November until dark on 6 November.Start: 0700, 4 November
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End: 1700, 6 November (123 turns) German: 228PzJg/116any hex of 3.05;3/112withdrawn, not set up.

1. Set Up as per scenario 3, plus theroitscheid; 2/983/275 (-3 steps of in-

following: fantry) w/i 4 28.05;1/1056/89w/i 5 German: 1/1055/89 (-9 stepsy/i 5

US: A, D/1/112 any hex of 32.05,southoftheKallRiverl/60PG/ 54.20;2/1055/89 (-10 stepa)i554.05;

Kommerscheidt; C/1/112w/i5 36.14; 116wl/i 5 23.35. 3/1055/89 (-11 stepsy/i 5 55.15;1/

2/112 (-5 steps of infantryy/i 3 19.23 1056/89 (-1 step)w/i 6 32.05;116R/

or 18.20;D/86 Chenmw/i 2 9.13;A, C/ USHistorical Orders: C/1/112—Hasty 116w/i 3 27.25;1/16/116 (-7 steps), 2/

707 any hex of Vossenack. defense in place. C/893, 2,3/A/707—16/116any hex of Schmidt;228PzJg/
Move via the Kall Trail to 116any hex of Froitscheid.

German: 2/983/89w/i 4 28.05; Kommerscheidt. B/630, 2/112 Hasty

228PzJg/11@ny hex of Froitscheid. defense of Vossenack. B/893—No orUS Historical Orders: D/86 Chem—
ders. Support 2/112. 1/112—Hasty defense

US Historical Orders: A, D/1/112— German Historical Orders: 2/983/ in place. 3/110, A/707, C/893—Cross

Hasty defense of Kommerscheidt. C/189—Hasty defense in place. 228PzJghe Kall and attack Schmidt via

112—Hasty defense in place. 2/112, C116, 1/60PG/116—No orders. 1/1056Kommerscheidt. C, B/707, B/893—No

707—Hasty defense of Vossenack witl89—Attack to capture the Kall Trail orders.

D/86 Chem in support. Bridge over the Kall River. German Historical Orders: 1/1056/
German Historical Orders: 2/983/ 89, 116R/116—Attack and capture
89—Hasty defense in place. 228PzJd. Reinforcements as per ReinforceMestrenger Muhle. All other German
116—No orders. ment Schedules on and after 0700, Bnits—No orders.

November, ignore those listed in sce-
2. Reinforcements as per Reinforcenario 5. 2. US player may roll for variable rein-
ment Schedules. 3. Artillery: Use the following instead forcements as called for, no other rein-
3. Artillery: Use the following instead of that given in scenario 5: forcements are available to either side.
of that given in scenario 3: US: All batteries available. 3. Attillery:
US: All batteries available. 105mm: HE:100, Smoke:20, lllum:10 US: All batteries available.

105mm: HE:85, Smoke:15, lllum:5  155mm: HE:40, Smoke:7, Illum:3 105mm: HE:70, Smoke:7
155mm: HE:55, Smoke:10, lllum:5 8 inch: HE:20, Smoke:5, lllum:5 155mm: HE:55, Smoke:4
8 inch: HE:25, Smoke:5, lllum:2 8 inch: HE:30, Smoke:2

German: All batteries available.
German: Batteries available as per thelO5mm: HE:85, Smoke:20, lllum:5  German: All batteries available.
Reinforcement Schedule. 155mm: HE:45, Smoke:8, lllum:3 105mm: HE:100, Smoke:20
105mm: HE:75, Smoke:15, lllum:7 155mm: HE:55, Smoke:10
155mm: HE:40, Smoke:10, lllum:3  Additions to artillery and ammunition

as per the respective Reinforcemeriall Trail and Supply Status: Kall

Additions to artillery and ammunition Schedules. Trail semi-passible, passible marker
as per the respective Reinforcement placed at 1200 6 November. Supply
Schedules. Kall Trail and Supply Status: Kall status is supplied.

Trail semi-passible, passible marker
Kall Trail and Supply Status: Kall placed at 1500 5 November. SupplDeSigner’S Notes
Trail impassible, semi-passible markestatus is supplied.

Much more than its predecessor,
placed at 1000 4 November. Supply P

Bloody 110thObjective: Schmidis an

s_tatus is unsupplied, Weasels enter dd. Scenario 6 as start of infantry dominated game. There are
first turn. Campaign Game. plenty of AFV's available on both

. Start: 0600, 6 November sides, but the restrictive and channeling
9c. Sce_nar'o 5 as start of End: 1700, 6 November (34 turns)  nature of the terrain is such that each
Campaign Game. 1. Set Up as per scenario 6, plus thplayer will have difficulty putting ma-
Start: 0700, 5 November following: jorarmored elements on the enemy side

End: 1700, 6 November (77 turns)  US: D/86 Chenany hex of Germeter; of the Kall.

1. Set Up as per scenario 5, plus thB/1/112, AT Guns/1/112, A/1/112 (-5 The centerpiece of the game, both
following: steps), D/1/112 (-3 steps MG), A/707 (physically and philosophically, is the
US: C/1/112w/i5 36.14;C/893, B/630 8 M4’s), C/893 (-3 TD's)any hex of KallRivergorge and the trail that crosses
any hex of VossenackB/893, 2/A/707 Kommerscheidt; 3/110 (-2 steps per it. Possession of the trail is necessary for
(-3 M4), 3/A/707 (-2 M4AWw/i 10 14.10; infantry platoon)w/i 5 28.12;2, 3/C/ any American victory, and nearly guar-
2/112 (-5 steps of infantryy/i 3 19.23 707 (-4 M4’s), 2,3/B/70W/i 5 any hex antees a German success. Furthermore,
and/or 18.20. of Germeter; B/893 (-1/B/893Ww/i 5 thetrail itself will keep opposing AFV’s
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divided since its so tough to negotiatelong game! In fact, | would enjoy hear-quishing the offensive or the initiative
Even if the US player captures the traiing from players or teams that completé¢o Hitler's forces. While debates raged
early on, the time taken to make ithe full versionin orderto geta synopsisvithin the Allied HQ regarding method,
passable will prohibit US armor fromof play. For those with less time, | haveall parties agreed to maintain the attack.
crossing over to Kommerscheidt sidelevised a set of alternate starting points By the end of October, the US
until late in the game. Of course, the USor the campaign game. Players cafirst Army had punctured the West Wall
player can risk the trail in its semi-choose the historical starting pointwhichn two places, at Aachen and in the
passable state, but this is at best a slawost appeals to them, and take it frorillirtgen Forest. Tantalized by this suc-
process, and atworst one that will crippl¢here. cess, further attack plans were laid which
the US armored force. The order of battle research procalled for the First Army to cross the
It is my belief that one of the vided some challenge, at least for themall yet significant, Roer River, and
major reasons for the failure of the 28tlGermans. | had good data for all tharive east to the Rhine. Prior to this
Division’s attack was the hopelesslyAmerican forces (the 28th Division hadmain drive, the V Corps was ordered to
inadequate main supply route and axigist been broughtto almost full strength)aunch a limited attack to secure the
of advance. The Kall Trail itself wasand for the German 275th and 116th Pgirst Army'’s flank.
responsible for holding most of the 28ttDivisions. The German 89th was more The mostimportant objectives on
Division’s striking power north of the difficult, however, and in the end | wasthis flank were a series of connected
Kall, thus allowing the Germansto mas$orced to make some educated guessdams, including the massive
against the exposed infantry arountbased on standard TO&E informationSchwammenauel Dam, which con-
Kommerscheidt and Schmidt. Hence, Historically, this battle was a mis- trolled the headwaters of the Roer River.
in the game, much of what the USerable one, even as battles go. In addif the main attack was launched while
player attempts to accomplish will betion to all the stresses of combat, théhe Germans still controlled these dams,
hamstrung by the Kall Trail. Worst of unending damp, drizzle, and mud madthey could wait until the VII Corps was
all, the US player will be forced toeven rear area existence difficult. Conpartially across the Roer, release the
confrontlarge numbers of German tankstant artillery pounding added to thedammed water, and thus isolate all or
with a minimal armored strength. strain, producing a thoroughly horriblepart of the corps by river flood waters.
In addition to this annoying trail, experience forthe soldiersonbothsides.  The V Corps commander, Lieu-
other problems confront any would-beéwWhile | wish none of these things ontenant General Gerow, chose the 28th
Patton or Guderian. AFV's entering theyou, the gamers, | do hope tl@bjec- Infantry Division, under Major General
forest will most likely breakdown. This tive: Schmidtbrings some greater un-Norman Cota, to launch the attack. The
is mainly due to the heavy fall rainsderstanding to the Hirtgen Forest fight28th was at full strength and was a
which turned the forested hillsides intdang. Additionally, | hope the game is funveteran unit which had first entered
oceans of slippery detritus and mudand challenging mental contest for alcombat in Normandy at the end of July,

Even tracked vehicles couldn’t mainparties involved. 1944. First Army intelligence deter-
tain traction, sliding helplessly and mined that the Germans in the Rotgen
throwing treads. After several unsucBattle Notes sector, where the operation would take

cgssful experiences, vehicles on both By the fall of 1944, the “dash place, were the understrength, secc_)nd
sides stuck to the roads, towns, ané ipe troops from the 275th Infantry Di-

. , cross France” had come to a suddé
cleared areas, where firmer footing an

level . led nd. Allied troops, at the extremity ofv's'on_i_h Kthe US taced
evel terrain prevailed. theirsupplylines,groundtoahaltalonin e task the US troops faced was

Accordingly, the game will be the German frontier. There. both sided! N0 Way an easy one. The 28th Divi-
resolved by infantry well supported bygirded for the final campaigr’1 the battIeSion had to use all three of its regiments
artillery. Tanks can be useful as fir or Germany itself. ' In initial attacks, with each drive head-
support on occasion, but often won't be From September to Novemberoiing in a separate direction. The 109th
where needed most. Given the length f944 the two sides fought a series cJﬁegimentwas to assault due north from
the full battle scenario (should player Ioociy actions that resulted in little sig-t e town of Germeter, while the 110th
choose to embark on that monstrosity, ificant gain and excessive casualtiedV@s ordered to drive to the south-east of
conservation of your infantry StrengthMarket-Garden proved a costly failurethe same town. The main attack, that of
will be vital. and the fighting around Metz tradec;me 112th, was to start at Germeter,

Having mentioned the subject, lseveral thousand Allied troops for Oneattack first east to Vossenack, and then
should say something further abouﬁberated French city. Axis soldiers inturn south to capture Schmidt. Once
game length. While | have included,[he Scheldt Estatuary held on throug ese objectives were secured, the V
numerous shorter scenarios, Coverin@ctober denying the Allies use of the orps was supposed to continue the
various critical smaller actions, the hear&ritical p,ort of Antwerp. offensive towards the Roer Dams.
of Objective: Schmidis the full battle Despite being stalled along the On the 2nd of November, 1944,
campaign game. Played from start t%iegfried Line, Eisenhower and the AI_the 28th Division began it's three-

finish, 2 till 6 November, this is a VerY iad command had no intention of relin_pronged attack. After little more than a
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week in line, the men of the three regitacks to isolate the men across the Kalime ahead of its armored support. The
ments began one of the most difficulfirst, and then follow up by overwhelm-tanks were late in getting their orders
operations of the war. Initially, the 112thing those at Vossenack. and missed the initial jump-off.
was successful. The 2nd Battalionseized At dawn on November 4th, the Flieg's three Shermans were still
Vossenack easily after driving out theGerman 1055th Regiment, 89th Divi-the backbone of the defense. A few anti-
handful of German defenders. The 1sion, along with tanks from the 116thtank mines were laid during the night,
Battalion, however, which was to movePanzer Division, unleased a powerfubut contributed little to the battle. The
directly overland to the second objecattack on the Americans in SchmidtGerman infantry was repulsed first.
tive, Kommerscheidt, raninto Germang'he US defense collapsed quickly irLater, the tardy German armor arrived,
in the woods south of Vossenack anthe face of large numbers of Germauffered another Panther loss to Lt.
stalled. The 109th took most of its initialinfantry and tanks, and by 1100 hourskleig’s Shermans, and withdrew. The
objectives, but thereafter spent the reshe survivors of 3/112 had fallen back tadGerman attack fizzled out.
of the week stuck in place. The 110tiKommerscheidt to regroup. The Ger- The Germans now reverted to their
fared even worse, and by the 6th waan pincer attack had failed to comeriginal plan, and avoided further fron-
still halted having advanced no furtheoff, but the direct assault proved suctal attacks in favor of a pincer move-
than its line of departure. cessful enough. ment. Elements of the 1056th Regiment
With Vossenack having fallen so Following up their initial success, worked their way along the Kall River
easily, the 112th’'s commander, Lt. Col1055/89 tried to launch a follow-upin an attempt to link up with the 116th
Carl L. Peterson, decided to renew hiattack on Kommerscheidt. It took thePanzer's Recon Battalion, which was
attack on 3 November with 3/112 mov-Germans a couple of hours to unadvancing onasimilar mission from the
ing through the town to bypass the resisscramble the confusion in Schmidt, buhortheast. German patrols interfered
tance encountered by 1/112 the dalyy 1300 two battalions, 1/1055 and 3With the US Engineers working on the
before. 1/112, minus B Company, and.055, and tank support moved directhKall Trail slowing their efforts even
A/707th Tank Battalion, was to follow on Kommerscheidt. more.
3/112 and support the attack. This attack, however, was re- No more large scale fighting oc-
Surprisingly, the Germans hadpulsed. The timely arrival of Lieutenantcurred on the 5th, as both sides concen-
made no move to cover the hole left ifFleig’s Sherman tank platoon from A/trated on maneuver. MG Cota, frus-
their lines by the loss of Vossenack, an@07 turned the tide. Three of Fleig'strated by the lack of progress in the
the two US battalions crossed the KalBhermans had negotiated the 700 yardd Oth’s sector, halted the 110th’s attack
River without opposition. A/707th re- of the Kall Trail in about five hours. and moved 3/110 over to the 112th’'s
mained in Vossenack because it washeir success can only be attributed teector to spearhead a drive to recapture
discovered that the Kall Trail was com-the skill of Staff Sergeant AnthonySchmidt. 3/110th was paired with the
pletely impassible to armor. 3/112 conSpooner, who drove the tanks of hi893rd Tank Destroyer Battalion, and
tinued to advance and took Schmidplatoon down the treacherous track anthis scratch force was dubbed Task Force
with little loss after surprising the Ger-winched them successfully around th®ipple, after the 893rd’'s commander.
mans there. 1/112 took up defensivéwo tanks that did not make it. Unfortu- Before this assault moved out, the
positions in Kommerscheidt and wasately, none of the other tankers in th&ermans struck again. This time the
not engaged that day. company had SSG Spooner’s skill, ané0th Panzergrenadier Regiment attacked
German attention was drawn tono other American armor would reaciVossenack directly. 2/112 held
the hole punched intheir line at SchmidtKommerscheidt that day. US Engineer¥ossenack, and had been exposed to
Coincidentally, commanders and staftontinued to try to improve the trail,accurate German artillery fire for two
officers from the various German com-mostly with pick and shovel, but thedays. At 0600, 6 November, the Ger-
mands currently engaged in the Schmidtork was slow. It promised to be alongmans fired a particularly heavy barrage
fighting were meeting at Field Marshalltedious operation. on the 2/112th’s positions, prompting
Model’'s HQ to conduct a map exercise Still, Lt. Fleig’s three tanks made the US troops to retreat. The Germans
to study a theoretical US attack in thehe difference at Kommerscheidtfollowed and soon 2/112 was virtually
Hurtgen-Schmidtarea. [One of the gredtnocking out four German Pantherouted, exposing Vossenack to capture.
wargames of all time—Ed.] These comianks. A joint P-47 and bazooka attaclonly a hastily assembled force of tanks
manders quickly turned their attentiorstopped another German attempt. Thaend TD’s from C/707 and 893rd halted
to the real assault. Plans were made ®ermans fell back to Schmidt, endinghe German attack.
move elements of the then refitting 116tthe fighting for the day. Desperate, MG Cota committed
Panzer Division forward to counterat- The night remained fairly quiet, his only remaining reserves, A and C
tack the Americans. Since the US 110tkvith only the omnipresent artillery fire companies of the 146th Engineer Bat-
Infantry had failed to take any of itsto disturb the rest of both sides. At070Qtalion, to retake Vossenack before all
objectives, the 112th at Schmidt anéd November, the Germans started arthe troops south of the Kall, (1 & 3/112,
Vossenack formed an exposed saliendther attempt to take Kommerscheidt3/110), were completely isolated. The
The German plan called for pincer atAgain, the 1055th moved forward, thisEngineers managed to retake half the
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town and keep open the vital road to théollowing the 28th Division’s valiant
Kall Trail, but they could not dislodge fight there, | refer you to the firgiacti-
the Germans completely. cal Combat SeriegamepBloody 110th

Task Force Ripple, now consist-N ote on Sources
ing of only 3/110 and seven TD’s which What follows is a brief annotate

had crossed the Kall before theoibliography. Numerous sources we

Vossenack disaster, was still preparin

. . . erused, butonly a couple provedre
its attack on Schmidt. Ongmqlly planne nvaluable in chronicling the strugglei
for 1200, 6 November, Col. Ripple foun he 112th Infantry

most of his men not yet in place for the

attack, and on h,'s own authority CaNTee Battles: Arnaville, Altuzzo, arn
celled the operation. Events proved th'§chmidt US Army in World War I

go beha v;i;ehdg_ci_sipn, gnd on the .nr?)gpecial Studies. Charles B. MacDonﬂ

ay t_e th Division began to wit “Center of Military History. GPO Was

draw its battered troops back across ﬂ]ﬁgton DC. 1952

Kall, "f‘rdhm'tft.mﬁ .defeat. qV K This volume is part of the U
e fighting around Vossenac Army’s official history of WWII ang

and Kommerscheidt continued for aNaxamines three battles in great detalil

other te_n days, as other troops WelGas the major source for the game,
broughtin to try again. The 109th Regl'MacDonaId did an excellent job of pr

ment moved over to attempt to retak%enting this complicated action wi

Vossenackwith the 12th Reglmentfronbreat clarity. It presents arelatively fai

the 4th I_nfantry Divisiqn. The further and measured judgement of the batt
bloodletting proved futile, as the 89thbut goes easy on the blame

Division defeated all attacks. The 116th

F_’amzer was p“”eF’ out and finished " 6llow Me and Die: The Destruction d
fitting for the coming Ardennes offen- an American Division in World War i

sive. Cecil B. Currey. Stein and Day. Ne

Rules Questions ol
Comments???
Call or Write—

y The Gamers, Inc.
500 W. 4th Street
Homer, IL 61849
(217) 896-2145

=

We support our product
fully and would be delighte
@o answer your questions
the best of our abilities.

£=NJoy Your GamE !
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IO

ﬁs fortge 28th Di\(isiop], it;lqs_sesy,York' 1984.
were horrendous, earning the division’s Mr. Currey, as one can surmise

nickname of the ‘Bloody Bucket.’ As aby the subtitle, is much less charitable

whole, the 28th Division reported 5684to the American commanders involved.

casualtiesin November. The 112th anane is much harsher in his critique of US

r?corded 2033doﬁif(:§rs gnd men I?Stplanning and leadership in the Schmidt
almost two-thirds of its TO&E compli- fighting. Despite its negative bias, this

ment. Hardest hit, of course, were th :
infantrymen, and the 28th absorbe also a good book and very helpful in

thousands of green replacements as Brtunately, like the above volume, it
moved to a new sector for some muczérovides little detailed information con-
ngeded rest. It was transferred to a brning the German forces.

mile stretch of Luxembourg and Bel-

gium in the Ardennes Sector. In a

month’s time this quiet area would be-

come the focus of the most American

land battle of World War Il—the Battle

of the Bulge. For players interested in

entifying the sequence of events. Un-

Page 15



Tactical Combat Series: Objective: Schmidt

German Reinforcement Schedule

German Organization

Roster
Time Units Entry Area 275th Infantry Division
1400, 3 November 3/1055 D Fusilier Bn (Fus)
1800 1/1055 D ;jius <§X:“; p:U
t
0200, 4 November 21055 C e ot ol
1/16Pz, 228 PzJg D oy S (2A8L Mot piy
rd Infantr egiment
1200 2/16Pz D 1/983 (éxmfgpn, 1x81 Mort plt)
1500 1/60Pg F 1 Co (2xInf)
0500, 5 November 1/1056 B 2 co G
1300 116Recon Bn E 4 Co (1xMort)
0400. 6 November 2/60Pg [= 2/983 (7xInf plt, 2x81 Mort plt)
! 5 Co (2xInf)
6 Co (2xInf)
OPTIONAL TROOPS: ; go (:;Xanf)rt
0200, 4 November 3/1/16Pz (Tigers) D o (2xMort
1200, 5 November 2/1056 B 89th Infantry Division
1700 3/1056 C 1055th Infantry Regiment

1/1055 (9xInf plt, 2x81 Mort,

German Atrtillery Availability
1/275 (6x105mm), CFD 0

Available at start:

Add at 1400, 3 November 1/1/89(6x105mm), CFD 0
2/1/89(6x105mm), CFD 0
1/2/89(6x105mm), CFD 0
2/2/89(6x105mm), CFD 0
1/4/89(6x150mm), CFD 0

Add at 0600, 4 November 1/1/146(6x105mm), CFD 1
2/1/146(6x105mm), CFD 1
3/1/146(5x150mm), CFD 1

Add at 1500, 4 November 2/3/146(4x150mm), CFD 0
3/3/146(4x150mm), CFD 0

Ammunition:

German Maximum Limit:

105mm: HE:100, Smoke:20, Illum:10
150mm: HE:55, Smoke:10, lllum:5

At Start:

105mm: HE:15, Smoke:5, lllum:2
Add at 1400, 3 November:

105mm: HE:75, Smoke:10, lllum:5

150mm: HE:15, Smoke:5, lllum:2
Add at 0600, 4 November:

105mm: HE:45, Smoke:7, lllum:3

150mm: HE:20, Smoke:3, lllum:1
Add at 1500, 4 November:

150mm: HE:20, Smoke:5, lllum:2

Add at 0600, 5 November and again at 0600, 6 November:

105mm: HE:60, Smoke:7, lllum:4
150mm: HE:40, Smoke:4, lllum:2

1x120 Mort, 1xWagon)
1 Co (3xInf)
2 Co (3xInf)
3 Co (3xInf)
4 Co (3xMort, 1xWagon)
2/1055 (9xInf plt, 2x81 Mort)
5 Co (3xInf)
6 Co (3xInf)
7 Co (3xInf)
8 Co (2xMort)
3/1055 (9xInf plt, 2x81 Mort
1x120 Mort, 1xWagon)
9 Co (3xInf)
10 Co (3xInf)
11 Co (3xInf)
12 Co (3xMort, 1xWagon)
1056th Infantry Regiment
1/1056 (9xInf plt, 2x81 Mort)
1 Co (3xInf)
2 Co (3x Inf)
3 Co (3xInf)
4 Co (2xMort)
2/1056 (9xInf plt, 1x81 Mort,
1x120 Mort, 1xWagon)
5 Co (3xInf)
6 Co (3xInf)
7 Co (3xInf)
8 Co (2xMort, 1xWagon)
3/1056 (9xInf plt, 2x81 Mort)
9 Co (3xInf)
10 Co (3xInf)
11 Co (3xInf)
12 Co (2xMort)

116th Panzer Division

Recon Bn (116 Recon)
Bn Vehicles (2xSdkfz 2354/2,
14xHalftrack)
1 Co (7x Sdkfz 234/1)
2 Co (3xInf, 1xMort)
3 Co (3xInf, 1xMort)
4 Co (2xMort, 3xAT Gun, 2xMG,
1xEng PIlt)
16th Panzer Regiment
1/16 (17x PzMkV)
2/16 (14x PzMKIV)
228 PanzerJaeger Bn (228 JgPz)
(2xStuGlIl, 8xJgPzIV)
60 PanzerGrenadiers
1/60PG (9xInf, 2xMort)
2/60PG (9xInf, 2xMort)
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American Reinforcement Schedule

Time Units Entry Area
0700, 3 November 3/112, Al707 A
1000 D/86 Chem A
1200 A, C, & D/1/112 A
1700, 4 November B/893 TD, B/630 TD A
1200, 5 November AT Guns of 2/112 A
1300 B/1/112, AT Guns of 1/112 A
0300, 6 November 3/110 (-18 Inf Steps) A

Variable Reinforcement Table:

Die Roll Units (all enter at area A)
AT Guns of 112th Regiment
One Platoon, C/893 TD (after 1140, 4 November)
AT Guns of 3/112 (after 0700, 3 November)
B/707 (on or after 0500, 6 November)

B, C/1340 Eng (on or after 0500, 6 November)
A, C/146 Eng (on or after 0500, 6 November)

U WNPE

American Artillery Availability

Available at start: Cannon/112(6x105mm), CFD 0
A/108 FA(6x155mm), CFD 0
B/229 FA(6x105mm), CFD 0

Add at 0100, 3 November A/229 FA(6x105mm), CFD 0
B/108 FA(6x155mm), CFD 0
A/187 FA(6x155mm), CFD 1
B/997 FA(6x8 inch), CFD 1

Ammunition:

American Maximum Limit;

105mm: HE:100, Smoke:20, lllum:10
150mm: HE:75, Smoke:10, lllum:5

8 inch: HE:30, Smoke:10, lllum:5

At Start:
105mm: HE:65, Smoke:10, lllum:5
155mm: HE:15, Smoke:5, lllum:2

Add at 0500, 3 November and each 0500 thereafter:
105mm: HE:50, Smoke:10, lllum:5
150mm: HE:50, Smoke:10, lllum:5
8 inch: HE:15, Smoke:5, lllum:2

American Organization
Roster
28th Infantry Division

Divisional Troops (4xWeasel)
112th Infantry Regiment
Rgt Troops (9xAT Gun)
1/112 (9xInf plt, 2x81 Mort, 3x60 Mort
4XMG Sec, 3xAT Gun)
Bn Troops (3xAT Gun)
A Co (3xInf, 1xMort)
B Co (3xInf, 1xMort)
C Co (3xInf, 1xMort)
D Co (2xMort, 4xMG)
2/112 (9xInf plt, 3x60 Mort, 2x81 Mort
4XMG, 3xAT Gun)
Bn Troops (3xAT Gun)
E Co (3xInf, 1xMort)
F Co (3xInf, 1xMort)
G Co (3xInf, 1xMort)
H Co (2xMort, 4XMG)
3/112 (8xInf PIt, 1xInf Sec, 3x60 Mort
2x81 Mort, 4xMG, 3xAT Gun)
Bn Troops (3XAT Gun, 1xInf Sec)
I Co (2xInf, 1xMort)
K Co (3xInf, 1xMort)
L Co (3xInf, 1xMort)
M Co (2xMort, 4xMG)

110th Infantry Regiment
3/110 (9xInf PIt, 3x60 Mort, 2x81 Mort
4XMG)
I Co (3xInf, 1xMort)
K Co (3xInf, 1xMort)
L Co (3xInf, 1xMort)
M Co (2xMort, 4xMG)

707 Tank Battalion
A Co (16xM4)
B Co (15xM4)
C Co (14xM4)

D/86 Chem Mortars (4xMort, 4xTruck)

B/630 Tank Destroyer (Towed) (2xInf PIt,
8XAT Gun, 6xHalftrack)

893 Tank Destroyer (SP)
B Co (2xInf PIt, 2xHalftrack, 12xM10)
C Co (2xInf PIt, 2xHalftrack, 10xM10)

A,B,C/20 Engineer Battalion (9xInf Plt)
A,C/146 Engineer Battalion (6xInf Plt)
B,C/1340 Engineer Battalion (6xInf Plt)
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