Battalion
The British Battalion has 5 companies; 3 are infantry companies:
A Coy Paratroops
  
Northern town sector

B Coy Light Infantry
  
South (north of paved road)
C Coy Light Infantry 
  
South (south of paved road)
One Tank Squadron (RTR)
Armoured Support


 

(company of 15 tanks)

One Support Company  
Support


(Everything else)
The two Lt Infantry companies each have a marksman attached.

The Battalions three areas of effectiveness will be dictated by the position of the three infantry companies.  

The RTRs (tanks) main role is to support the infantry and protect them.

Elements of the support company will be wherever they are needed on the battlefield.   

Map and Objectives

The north is dominated by the town of Herleville and a thick wood just NW of town.  The Germans probably have the advantage in this area, because of better freedom of movement and a few features.  About 50% of our objectives are in this area.
The centre has a few large fields separating Herleville from the south.  There aren’t many objectives in this area.

The south has a paved road running east to west, and a few secondary roads intersecting it.  The roads  run through small fields and open ground, with tree lines, low hills and a few small woods.  About 50% of our objectives are in this area.
The south is the best place for us to engage and cripple the German forces. 

NB.  In the first 2/3 of the battle, our primary objective is the destruction of the enemy.

Strategy

Take a defensive stance in the north, and go on the offensive in the south.  

Generally, we aim to capture additional objectives in the south, while defending most* in the north.  Once the battle has developed, and the enemy is damaged, we can think about which specific objectives we need to capture, and which we need to defend to obtain victory.

North

‘A’ coy paratroopers will move rapidly into the town of Herleville and take up defensive positions, in stone buildings where possible.  They will be supported by RTRs ‘O’ troop and RTRs HQ troop with its 2 close support tanks.  A total of 6 tanks in support.  

The Paratroops should not go on the offensive, but may probe and harass the enemy when opportunity presents.  They must keep a solid presence in the town.  
South
‘B’ coy’s area of ops will be north of paved road, and ‘C’ coy south of the paved road.
Both companies should move EAST as fast as possible, but should dismount before contact.  Then the infantry should press forward, with tanks behind them and in cover.  
‘A’ and ‘B’ coys will have 9 Cromwells in support, plus 2 Daimler ACs.
* Northernmost Road
The farthest north v-hex is probably not worth attempting to defend  (he who defends all defends nothing).

The northern road should have at least a token defense.  I will put a single 25 Pdr defending the road at hex ref 25,16 with op fire set at max range so it should engage the enemy at about 500 yds.  This may cause them to move into the wheat field (f15) or they may cut across the wheat field anyway.  

At the western edge of the wheat field we will have a HMG and a six Pdr ATk gun in cover, with op fire set for 200 yds.  If they enter this field, this will allow us the advantage of being able to shoot during our move turn and pick targets, and do the most damage.

If they KO the first 25 Pdr we’ll have a second 25 Pdr further back (hex ref 20,32).
If they do break through along the northern road, our medium and heavy artillery will be relatively safe in the deep south.  It may just keep their forces busy and away from our main concerns, which are the town, and the southern offense.
This road was the hardest decision of the plan; which is why I described it in detail.
Tactics and Toys
This section is just advice ;-)
MOST IMPORTANT:  Do not leave Cromwell tanks (or any British vehicles) in the open at the end of your turn.  

Suppress enemy tanks with small arms if possible, get the Cromwell into firing position, get off a few rounds, but leave enough movement to get back into cover.

If they have Panthers or Tigers, you may have to engage them from two different directions at the same time, in order to get flanking shots.  Cromwells in 1944 do have good sabot rounds which can KO Panthers and Tigers from the front (depends on range) but the sabots are limited.

Use tanks and halftracks to get the infantry platoons to the front.  Halftracks should then return to pick up platoons that had to move out on foot.  

Don’t be afraid to withdraw if the enemy makes a serious push.  Harass him, let him get strung out, and give us time to bring in reinforcements and contain the situation.  Though I’d probably want the Paratroops in the town to put up some stubborn resistance.
Bren Gun Carriers (4) We have four Bren gun carriers (they are not large enough to carry the HMG sections).  

One is for Lt Col ***
One is for the FOO, Lt ***
Two are for the 6 Pdr ATk guns 
6 Pdr ATk Guns (2)  If these guns get spotted, they should probably be moved out of harms way.  Then it may be best to unload them just behind their new position, so they can move themselves into the position (less chance of being spotted).

Daimler Armoured Cars (2) with Little John 2 Pdr gun.  Don’t misunderestimate these.  Not as fast as the Dingo, but that two pounder can knock out any German tank from the side.

Spitfires Mk  (2)  with 2 x 500lb eggs.  (I will turn off 1 bomb on each Spit, which will give them two bomb runs each, remember to turn 2nd bomb on before 2nd bomb run)  Then they can strafe with 20mm and continue to provide intel.   

Sorry Seabolt, I wanted a couple of Tiffys, but it just wasn’t in the budget.

Halftracks (8).  One platoon with 30 cal one with 50 cal.  I think I’ll put the 30 cals with the paratroops in the north, and the 50 cals in the south.  First use, is to ferry troops, but should then be kept in cover behind the infantry and used against enemy troops.  
I hope the Luftwaffe is as beaten as we’ve been told ;-)  because I didn’t get much in the way of AA cover.  If the LW does show up, we will have to park the halftracks in good air-defense positions and rely on their 30 and 50 cals.
Artillery:  1 troop of heavy, 1 troop of medium, and a section of light. 

Ammo will be tight, so let’s try not to do too much target guessing.  I may want the 25 Pdrs in a direct fire defensive role for the first 1/3 of the battle, then consider switching them to artillery role ensuring their ammo is saved for the latter part of the battle.   
Hitting the town may be a waste of artillery/ammo - unless things are desperate - as it usually only suppresses troops in buildings.  

Infantry

Try to keep sections/squads in the proximity of their platoons, and platoons in the proximity of their companies; mutual support and all that :-)

Better to keep infantry weapons and ATk guns on short range op-fire, unless spotted.   
Reserve

I often don’t fight with a traditional reserve, preferring to move troops from a quiet part of the front to where they’re needed.  This battalion is really quite mobile, with plenty of fast transport.  Much of that transport (tanks, and halftracks) will hopefully be behind the troops ready to pick them up and move them, to exploit a breakthrough or help defend.

MOST IMPORTANT:  Do not leave Cromwell tanks (or any British vehicles) in the open at the end of your turn.  

Suppress enemy tanks with small arms if possible, get the Cromwell into firing position, get off a few rounds, but leave enough movement to get back into cover.  (Did I say this already? ;-)
Password:  notepad
I thought the password may jog some of you into remembering to take a couple of notes while on the battlefield :-)

Sitreps

After you’ve played a turn, please email everyone on the BRITISH team a Situation Report (sitrep).

One of my concerns is that one player will move a unit NORTH towards some hill.  The next turn another player will move the same unit SOUTH towards some wood!  If we find a way to communicate it may make a difference in the field.

It doesn’t have to be long or detailed.  Just some useful intel. 

The sort of information that may be useful includes:

Where you’re trying to go with each Infantry coy, or relevant support units.

Comments about enemy activity. 

Comment on artillery plots.

Let us know about KO units (friendly and enemy).  

Suggestions for team member who plays next turn.

---

(Seabolt):
Sounds good. A few observations:

 

The Spitfires are unarmored, so probably should be held back entirely for at least 5 turns. Let the Germans get strung out and start moving any AA units. Please, nobody "preregister" the planes hoping to reduce their time to target. They have a tendency to go out of comm on the last turn before their air strike, and unlike ground units you can't abort if it's not a good target spot. It's probably better to miss a good target now and wait for one later than to drop ordnance on empty ground surrounded by flak guns ...

 

It won't matter much on this map, but keep in mind that if you can z-fire artillery, it automatically registers to the z-fire target hex for indirect fire! It's a bit of a cheese move, but it's the quickest way to relocate artillery fire, and if the guns are going to be close enough to provide support fire, then it may come in real handy.

 

Please do keep in mind that if you race a carried AT gun behind cover, then hop the AT gun into firing position the next turn, it's likely to be spotted. The game still has the carried piece flagged for high speed. Best to wait a turn if you can afford to, then sneak the 6-lbr into position.

(Walrus):

Hi All

  but keep in mind that if you can z-fire artillery, it automatically registers to the z-fire target hex for indirect fire! It's a bit of a cheese move, 

Yeah, that's one word for it....

Please don't use that trick chaps...it's exploiting a loophole in the game mechanics for advantage.
In the short form that means it's 'gamey'
We are playing as the UK after all, so that just wouldn't be cricket eh what!

If you are playing against me in a battle and I catch you doing that 'cheesy' trick...there will be words.

Apart from that...all good advice.

Cheers
Jason

(Cross):

I've attached an excel spreadsheet (file attached) which is a roster with the ID and names of all the officers.

 

Just in case you want it as a reference.

 

I'll send out a few details about turn 1, when I get a chance later.

 

cheers,

Simon

Cross – AAR turn 1:

	Turn 1 

I’ve attached a jpg with rough short term goals for all nine infantry platoons. 

As a future goal, I’d really like to try to control the road, that I marked in yellow, in ‘C’ coy’s sector.  This road will give us mobility in the south, and access to nearby objectives. 

Lt Col Cowell, and Capt Robinson (Support Coy) should probably make hill 84 their HQ for now. Where Robinson can easily get back to the arty if they need rallying. 

I have the FOO 2Lt Sparks and an HMG heading for Hill 87. 

Artillery 

I have the gold spot set for the SW corner of field 60. 

I’ve plotted the heavy guns in the south, the medium guns in the north, and have left the light (25 Pdrs) unplotted as they have a direct fire role for now, as previously discussed. 

I also took Seabolt’s advice and left the Spitfires unplotted. 

Remember, after getting the troops unloaded, get the tanks behind them in cover.  And send back the halftracks for infantry still on foot. 

There’s a single Lloyd carrier ferrying ‘A’ coy troops.  When he’s done, send the carrier back to the 25 Pdrs, in case they need to be moved.   

Good Luck 

Simon 


[image: image1.jpg]



platoons turn 1.jpg 

(Seabolt):

TURN 2 REPORT

 

Replay revealed nothing, nor did a circuit of the ENEMY SEEN counter while holding down the N key.

 

Northern Zone

 

Made a silly mistake, here, and let the pathfinding routine run a Cromwell through the house at 61,42. Sorry. No damage done, but probably should move those paras east in anticipation of Jerry shells. 

 

If the Germans get in that cathedral it's going to become a flanking fire strongpoint.

Overall, moved very aggressively. It only occurs to me afterward that there's two schools of thought, here: Move fast now and creep later, or trot consistently. I'm a dedicated "sprint and wait" guy; apologies if that's a style mismatch. In any case, the paras are lodged in the town at this point, and can begin creeping to the eastern edge (except C platoon, which again needs to hustle because the 75s and 81s will be arriving shortly).

 

Southern Zone

 

Moved aggressively forward here, too. 

 

Dismounted several platoons in indicated operational areas. May have misplaced platoon G a bit, but it's an awkward site; best to adjust north on foot. 

 

That plodding little sod AB0 wouldn't quite reach 56,83---please place AA0 in that hex next turn!

 

Delayed all arty until we have something to fire at. (Remember, if a howitzer goes out of contact and is about to fire a wasteful salvo, you can click on the unit, hit Z for z-fire, then escape, to abort the fire mission. Doesn't work on planes because you can't click on them, of course!) Sited last two tubes. 

 

No contacts at any point.

Cross:

Hi Seabolt,

 

Don't take personal responsibilty for the tank crash.  Dopey driver probably fell asleep!  At least one of RTRs (Royal Tank Regiments) precious tanks wasn't immobolised.  Which wouldn't have been a good start. 

 

Also, it's not a problem if platoons are not right where planned.  The planned locations are guidelines.  It makes sense to defer to 'the man on the ground', who's better able to chose tactical locations that make sense.

 

When you say "sited last two tubes", that wasn't the two 25 Pdrs was it?

Because we need those guns in a defensive direct fire role for now.  They need to op-fire if some German vehicle comes trundling down the road.  And I'd rather save their ammo for the second half.

 

cheers,

Simon

Seabolt:

Oh yea, I'd have been sorely mad at myself if the tank had high-centered. It was one of those "no-duh" obviously take the road paths that I'd already run a unit through. Click, boom! What a sap I am for ever trusting the AI to read a map ...

 

As for placing units: Your map suggested that you want the paratroops forming a line through the center of town. I pretty much pushed them toward the eastern edge of town. While admittedly there's not enough of them to hold the entire town, the Germans won't know that, and there's some chance of forbidding them from getting comfortable in defensive positions. I hate digging out Germans who've already reached where they want to go.

 

I'm sure you mentioned the 25 lbrs and I forgot about their role. Sorry. Whoever plays Turn 3: Please cancel the fire missions for V0 and V1.

T3: Fjun

Replay: No action
 
A-coy: Inching forward taking up positions in buildings. No contact. Moving the halftrack backwards. If 
we're planning to go offensive in the south that's where we need to infantry mobility.
 
B-coy: Slowly moving the infantry forward on foot. Contact! There's a halftrack in the field 49 as well 
(NE part). I tried to kill it with a Cromwell but missed some nice percentage shots. Moved some 
Cromwells and a halftrack back to pick up the foot platoon (we will need all infantry we can get). 
 
C-coy: Contact! Captain Drake (who seems to have taken up a scouting mission) spotted three 
halftracks and one PzGren StG Grp in the NE corner of field 88. If there isn't already there will likely be 
enemy infantry in the forest between 73 and 88 in the next turn. The halftrack moved up, fired a few 
shots killing a German and backed behind the trees again. The two foot platoons are behind.. running 
one up the road trying to get him to Drakes position. The other one is slower and still behind the hill 
84.. would like it to go north of the hill and then eastwards as flank security. 
 
Arty: Cancelled V0 & V1. Shifted the others around to increase delay until we can see some targets. Changed some 6" howitzers to plot on the spotted infantry.
 
We seem to be facing at least a couple of PzGrens moving fast. Fired a few shots from longer distance 
to make the German players a bit cautious. It's also good for the morale to get the first kill. We're 
closing in on the enemy and I wouldn't be surprised to see the paras coming into contact very soon as 
well. Watch the south flank - it's pretty open for now. I moved a Daimler to scout there. Also a bit 
worried about the wide-open north flank, but you can't be everywhere.

/Fred

Cross:

Hi Fred,

 

The wide-open North worries me too.  I tried to find a way to put a platoon on the northern road, but the town needs at least 3 platoons, and if I stripped a platoon from the south that would give us 5 in the south, 4 in the north, making a farce out of an offensive presence in the south. 

If I was to 'do over', I think I'd try to buy an extra platoon to cover the north road and lose the Spitfires or something.  But aircraft do liven up the battlefield; good for morale and all that...

 

As it stands, the worst case scenario is that they push along the north road, sweep aside the 25 Pdr, 6 Pdr and HMG, cut across the wheat field 15 and get behind the town (field 30).  Which will make life very difficult for the Paratroops.  Especially those in the factory at the north edge of town.

 

This is another reason for the Paratroops not to push too far East.

 

At least we will have a little advanced warning of this possibility.  Hopefully enough to put together a resonable responce. 

 

cheers,

Simon

Cross:

Turn 4
 

Replay
The Germans used some ineffective area-fire (z-fire).  Looks like it cam from the woods inbetween fields 73 & 88.
 
A Coy
D platoon spotted a Halftrack just north of the church and a Pz IVj (+) about 2-300 yds behind it.  Two Cromwells came forward into the town square and KO the HT and its passengers.  They did not engage the panzer.  The Cromwells got back into cover.
 
C platoon must move a little North to cover the factory from the north.
D platoon must move back a little.  They are too far east.
I started the above moves, and moved the halftracks behind the platoons to help them when they engage enemy infantry.
 
B Coy
G platoon spotted a halftrack on the north edge of field 49 (opposite E platoon).  A tank from P troop knocked it out.  The halftrack had already unloaded a panzerfaust team.
 
B coy also spotted a halftrack (251/9 with 7.5cm) over a 1000 yds away (hex ref 75,105) opposite C coy.  Q troop destroyed the halftrack and got back into cover.  

C Coy
Capt Drake spotted a halftrack 200yds away in the woods between 73 & 88 (where the area fire came from).  A Daimler AC got a couple of shots at it but missed. 
 
L platoon are now all loaded into HTs and a truck, ready to join Capt Drake, who only has an AC and a marksman with him. 

Then send the transport back for M platoon so they can get forward. 

Arty 

I re-plotted guns that aren’t on targets, except 1 medium that is aimed for the crossroads in the far north.  Which is the road we are concerned about. 

Good job Fred, bringing those plots in on the wood between 73/88.   I also plotted the 2 spitfires for the church area, as that’s where the Pz IV may be heading.  Have to wait 3 turns for those Spits to come in! 

  Still no German arty.
T5: Fjun:

Ok, here's the next report.. bed time for me so kill some Krauts during the night.. :) 

Replay: No action. 
 
A-coy: Moved C-platoon northwards with the intention of placing one squad in the factory itself. Moved D-platoon slightly backwards. Two Pz-IV's are now visible north of the church (both moving in 11 mph) as well as a Spaehtrp/Pzfst in the forest line north of field 49.
 
B-coy: Encountered a Spaehtrp armed with fausts in the SW corner of field 49 the hard way and lost a soldier. First casualty? Probably after our Cromwell there. Destroyed it with Cromwells. A halftrack is also destroyed in the NE corner of hill 59. I-platoon is moving up behind the others. Two squads are still down at C-coys field of operation and should be brought up. 
 
C-coy: Bravely charged the Daimler out in the middle of field 88 with an erronous mouse click. Luckily there wasn't any Germans around (now we know that, but I won't hopefully use that type of recon any more). Crap move since I had too few movement points left to shoot at the halftracks still parked there and return safely. The marksman opened up at the PzGren squad, killed two men and forced the rest to retreat. Dropped off L-platoon by Drakes position. Moved R-tanks to be able to support the infantry slowly moving in on the PzGrens.
 
Arty: Just shifting around to increase delay. No German arty.
 
I'd like to move our LtCol to behind hill 87 in the trees. Then he could do something good by supporting Cpt Drakes coy with rallying if needed. It should be reasonably safe there anyway with a carrier to take it out of harms way if necessary. Our AT gun and machine gun in the middle should also be moved forward a bit.
 
/Fred

Cross:

Hi Fred,

 

Good report.

Sounds like things are going well.

 

I agree that Col Cowell can be brought forward.  I've always believed Battalion HQ should be close to the front, but in a reasonably secure location.  

 

Make sure there's a decent layer of friendlies between him and the front.  And I would  unload his HQ from transport at the end of each move; as this is safer.

 

cheers

Simon

[Whoops, Fjun messed up big time – uploaded the wrong turn]:

Cross:
Hi Fred,

 

It looks like you accidently uploaded turn 3 files to the thread, instead of turn 5 files.

 

See the thread for a better explanation:

 

http://www.theblitz.org/message_boards/showthread.php?tid=52323
 

Both your turn 3 and turn 5 files weighed exactly 324.47kb, which can't be a coincidence.

 

Could you rezip turn five, and re-upload the file to the OTB thread.

 

Thanks,

Simon

Fjun sorting things out:

I think I got it fixed and uploaded the new file to the thread. Very sorry about the confusion.
 
/Fred

Team spirit is still high:

Cross:

No problem Fred.  These things happen.

 

Simon

Seabolt:

BRIT TURN 6


On their turn, a Tiger pounded rifle section G2 from 300 meters east. Several German units converged on sniper AD0 to whack at him point blank, without killing him. (AD0 shrugged off 52 suppression and soaked up a gun HT's opfire for the cause on our turn. What a stud. Must be a Texan who shipped over to get in the fight early.)


Moved L2 up to attack an HT, but the move spotted gun HT at 64,118. So moved up W1 for a nice quick kill. Good start. But couldn't finish L2's move because it's both a building and tree hex at 62,110 ... doh. A great deal of messy combined arms followed. Lost a few riflemen, killed another gun HT and one of those nasty panzershrek units, and shredded two rifle squads. Not a bad trade at all.


I didn't move the paratroops at all. It appears I'm in a minority vis a vis ideal placement, so I let them sit and get sneaky for a turn. Besides, judging from the artillery and air strikes on call, there's been some hot action up here. I haven't really been able to follow it from the DARs, so maybe some of us need to write more thorough DARs. I delayed some arty a bit, but otherwise stood pat entirely in the north.


So, the situation is:


1. Air strikes arrive on Turn 7! Ensure they have targets or shift/delay them, please.


2. The northern road continues to be a threat. It appears the Germans are advancing slowly along it. At least one Panzer IVJ is northeast of town; it may be an element of the units moving along the road.


3. Tiger at ~72,82 is lurking behind the ridge. Pzgrd squad was spotting for them just behind the VH at 73,82. Now they're crying for mama. I have no idea how to capitalize on that fact, given the monster skulking behind them.


4. Lots of HTs and pzrgrenadiers at field 88. I suspect this may their main thrust, too. I pushed in their faces, real good. It would be nice if we can maintain the initiative in this localized firefight.


5. Watch that 75mm AT gun at 80,91! I z-fired it ineffectually to let the Germans know that we know it's there. I'd rather they move it and we lose track of it than we deal with its great LOS at current site.


6. Someone tell me what to do with the two northernmost HT platoons. They're sort of fifth wheels at this point. 

Fjun:

Great job Seabolt. Seems like we're far ahead in the number of kills.
 
Afaik (the two turns I played) the paras haven't been involved in any combat at all so far nor spotted any infantry units facing them. I could see two Pz-IV's moving in towards the square and of course they should have some infantry support friends nearby. Should we try to hit/immobilize the Tiger with our planes? Plot some arty to land there? 
 
Let's stay active and keep the initiative.
 
/Fred

Cross:

Hi Seabolt/team,

 

Sounds like you had a good turn.

 

Here's my thoughts:

 

I am expecting German infantry (and possibly panzers) to be active in the town.  
The A-coy Paratroops should be in a defensive/observation posture, with a first goal of protecting the v-hexes, second to harass and probe.

The HTs in the north town can be used to support the paratroops when they engage enemy infantry.  If we need the HTs to move infantry they can quickly drive to where they are needed.  Otherwise they should stay behind the paratroops for support.

 

I'm not aware of any fighting in the town, except for KO a HT there, and 2 PzIVs moving just east of town.  

 

We had 4 medium guns plotted in the north, 4 heavy guns targeting the south.

 

I only allowed one medium arty gun to strike on the north road (turn 4) - because of our concern there - and I plotted the two aircraft close to the church because at the time this was the only place we had spotted panzers (primary target for bomb laden Spits) and I thought it better to at least have the spits on-the-way.

 

However, it sounds like the German main push may be in the south, possibly around field 88 opposite C-coy.  

 

There's a Tiger opposite B-coy on the East edge of field 59 and an ATk gun on the NE corner of field 74.  Our Gold Spot is about 200yds south of the Tiger and 200 yds West of the ATk gun!

We may want to re-plot a Spitfire to the Gold Spot, and use the Gold Spot to bring some arty in on those two targets.  And perhaps plot one or two of the medium guns down south to hit the PzGren and HTs around field 88.  

 

We will see :-)

 

cheers,

Simon 

Seabolt:

Hey Fred et al,

 

Ah OK, sounds as if I'm badly misreading the evidence in the north. But so far that's been the best part of this format. Trying to cobble together an effective battle plan from 3 to 5 different perspectives has been eye-opening, and it's *tough* to get a feel for the fighting when you only pop in every few turns.

 

Whoever laid the artillery in field 88 did a great job. Those mechanized infantry should take a severe thumping and be primed for another push in Turn 7. The Germans should be fairly off-balance in that sector, and as yet unaware that they can wrong-foot us with a hard push in the north. If we can keep up the pressure in 88, we may even persuade them to divert northern resources to the 88 battle. That would be a move made of win.

 

I heartily second the notion that the Turn 7 player should divert those airstrikes toward either the 88 fight or the Tiger's last sighting. In fact, let's all cross our fingers that the planes don't go out of contact in Turn 7! :-/

 

So far it seems like we're doing pretty well. Walrus needs to get in there and get his tusks bloodied. Roberto, is it business or las chicas that keep you from jumping in? [must have been some good looking chicas!!]
 

Gene 

Cross:
Hi Guys,

 

I think it was Fred who had the foresight to get the heavy guns targeted around field 88.  Nice work Fred!

  

I agree with Seabolt that we should hit the Germans in the south hard. 

Plotting a couple of the medium guns, getting the HMG in a field 88 LOS position, and a Spit down south will help.    

 

But we may want to leave one Spit up north, because they do have at least 2 Panzer IVs there, they must have some infantry there, or they are incompetent;-) and most importantly the Spitfire may be able to provide us with some valuable intel up north.  

 

Normally it's better to have aircraft come in together in the same area, as this divides AAA defenses, but in this case it may be worth the additional risk to split them.

 

Communication is obviously important, but they will be suffering from the same issues.  I would think the communication will get more confusing if the battle or plan becomes complex, or when casualties start to mount.

 

So let's try to make things a little more confusing for them :-)

 

cheers,

Simon

Cross:

Turn 7a Sitrep  

Replay (6b) 

A German platoon supported by halftracks attacks the building just East of Hill 87, where Capt Drake of ‘C’ Coy is located. 

Clipboard (‘J’ Hotkey) 

B coy 
G platoon: 5 casualties 

C coy: 
K platoon: 4 casualties 
L platoon:  1 casualty 

A Coy 

The Flag on the North Road is still British, despite being undefended. 

  

There’s a Panzer IV parked on the tree line 300yds North of the church.  I sited a medium gun on it.  
The only action for A coy was in the south part of town, where L platoon, assisted by Major Hornchurch’s RTR troop, reduced a 4 man panzerfaust team to 2 men. 

No other German units were spotted by A coy this turn. 

B Coy 

Q Troop knocked out a halftrack Sd251/9 (with 7.5cm gun) located by the paved road on the north edge of field 74.  There are German infantry and another halftrack close by. 

I started to move the HMG forward, and the 6 Pdr down to C coy.
C Coy 

Lt Elliot (R Troop) moved his tank out to engage a halftrack and was hit by an unspotted Panzer IV.  A lucky first shot, the 7.5cm did serious **** damage.  Elliot moved his tank back in cover, and is now only useful for rallying the other two tanks under his command. 

Two panzer IVs were later spotted in the tree line on the east edge of Field 88.  I plotted a medium gun between them.
K platoon wiped out a PzGren squad facing B coy. 

Capt Drake (building west edge of field 88) rallied his men and beat off a German squad, causing several German casualties.  Drake’s section sustained 1 casualty.  
There are 3 MG42s on the east edge of field 88.   British halftracks engaged them with 50cals, but only suppressed them. 
L platoon and K platoon engaged infantry in the south corner of field 88, causing several casualties.  
I started to move Battalion HQ towards the back of Hill 87 where Col Cowell can support Capt Drake. 

Artillery 

I re-plotted 3 medium guns from the north to the south, as there’s currently almost no activity in the north. 

I re-plotted one Spitfires to the ‘gold spot’. 

I adjusted the heavy guns to bring them in on the German infantry and MGs around field 88. 

  

No German artillery came in. 

  

Recommend 

Move 6 Pdr in Bren gun carrier, from B coy, down to C coy area (I started this move). 

Move HMG by B coy into a LOS position. 

Move Cromwell R1 from B coy area down to C coy, where his troop is located. 

Bring M platoon forward on foot, to support L platoon.  Nearby halftracks are supporting L platoon. 

Move Capt Robinson (S0) of the Support coy, to Hill 84 (already loaded in Morris truck). 

Move Battalion HQ to back of Hill 87, if consider safe. 

  

Comments 

Looks like German infantry are going forward supported only by halftracks.  The German tanks seem to be held back 500-700yds behind the front line, so far.      

  

Our casualties are still light.  I think: 
B coy: 5 cas 

C coy: 6 cas 

RTR: 3 crew 

Fjun:

Sounds like another good turn to me. Let's hope we can trash their infantry bad enough before the Panzers come forward to help.
 
/Fred
Cross:

Hi Fred/Guys,

 

I also hope we can do quite a bit of damage to their infantry and halftracks before they realise the mistake of keeping the tanks back.  

But I do worry about the Cromwells Sabot ammo, which may be mostly used up on halftracks before their Tigers and Panzer IVs get serious.  

 

I've attached two screen shots of turn 7a:

 

1. South Paved Road

 

Shows the halftrack that Q Troop just KO by the paved road.

Also shows the two Panzer IVs on the east edge of Field 74.  They are in a good position to support Germans attacks along the paved road and field 88.  But it's not exactly 'close support'.

We could plot a 25 Pdr, (the one further back, V0) to drop smoke in front of them?  

 

2.  Capt Drake and Field 88

 

Shows the three MG42s (one is by the burning HT on the east edge of F88)

Shows Col Cowell, in the far west, on his way to support Drake. 

In bottom left corner, shows part of 2 sections of M platoon, heading east.

Shows a German section down to 3 men retreating after a counter-attack by Drake.

 

There's now smoke screen across field 88.  One Cromwell auto fired smoke after was shot at by a Panzer IV.  Then I had the Daimler and C coy Marksman drop smoke as protection from the Panzers and MG42s.

 

The field 88 battle still hangs in the balance.  We need to bring M platoon in, and bring K platoon towards the burning halftrack.  And get the other R troop Cromwell down to this area.   

 

I'm a bit worried about the deep south where we only have one armoured car.  I have Capt Robinson heading for Hill 84.

 

Let us know if you have comments.

Simon

Seabolt, cheering on our commanders tank handling skills:

> Let us know if you have comments.

 

If you ding up one more tank I'm taking away the keys! ;-)

 

Seriously, though there's certainly a risk to applying individual traits to a collective, in sum the German players are following a pretty familiar behavior pattern. If we kill enough support units quickly, it won't conclude with the panzers moving up. They'll drop back into defensive overwatch positions with hopes of hamstringing us as we advance and mounting a counterattack. 

 

We'll then need to vigorously stalk them with infantry and smoke and armor in close support to develop a major victory.

 

But it's too early to worry about that. All we've done so far is bloody their noses. Let's keep the buzzsaw going around field 88 and pile up the body count for now.

Fjun, looking to get rid of some of the heavy responsibility on his shoulders:

Hi there,
 
Jason, Roberto.. up for playing the turn that's posted right now? Would be great if the whole team could get a bite before it's over. Then I have lots of people to blame if we lose.. :)

/Fred

Walrus chiming in:

HI Guys.

OK...I have DL the most recent turn.
It will take me a couple of hours to get it done.
Need to re-read all the reports and look over the map so I don't screw up too badly.
I will try an implement the instructions below  (in Simon's mail) unless anyone objects.
Cheers
Jason

Roberto, with the chicas?

I´m on, to be honest I need to review all the sitreps to catch up on what´s going on, last 2 weeks have been very busy at the office and had some other issues to care about (we´re having the worst recession ever down here so you can imagine) I´ll have some time tomorrow, Jason what you think?

Walrus turn 8:
Hi Chaps

OK, I finally get a go. I will write this while I play.

Replay shows a few German infantry units in the south popping smoke.
Some 6" arty lands around the southern battle, a bit short unfortunately....no damage that I could see.
Also a couple of rounds near Hill 19 in the north.
A Spit arrives and makes an attack forward of Hill 19 NEE of Herleville.
It does a great job and immobilises a Pz-IV in hex 74,33. There's another Pz-IV beside it and some HTs.
So a nice job by that pilot, shame he didn't kill that tank though.

OK...I have a look around.

Starting from the south.
Capt. Robinson (support Co) has been moved to Hill 84.
I move some sections of M platoon forward trying to get some coverage over the south flank.
A careful look around with W1 a/c sees nothing. I moved only 4/5 hexes to keep his movement below 1/2.

Btt. HQ moves slowly forward into trees. No need to rush him. His B/carrier stays beside him.

L ptn carefully shuffles forward. The sth section see a Pz-IV at hex 73,109 in the trees opposite the house where Drake has been fighting.
Take care, it has good LOS.

L ptn, shift forward very slowly to secure the area around the houses. The marksman there kills off that German squad.

I think W0 a/c should move south to link up with W1 and protect the line of advance to our arty park.
I am going to slowly start that move now. 
Be careful with him. German inf have popped smoke south of Drake's House to the rear of
that killed H/T and also the earlier mentioned Pz-IV has LOS to that area. Use inf unit  L3's LOS to see where the tank was in the trees.
W0 makes it to the south of Hill 87.

I have moved R1 fast to the south. He is near R0 now. Be aware he moved his full speed to get there. I exposed him to LOS across 73, 74, 75 areas.
No one shot at him.

K ptn moves forward in that copse to cover the left flank of C Coy. X ptn HTs move a little also R2 moves back a touch.
Why is X3 HT so far away?

The 6pdr in the B/carrier is now on the road behind Batt HQ. Not sure where you wanted him deployed, so I left him mounted.

OK, to the middle.

I move HMG Z0 into the house. He has great LOS over 75.

I am not sure what the plan is in the centre so I am going to leave everyone alone unless they need to get to cover.
This way the next commander can move these units knowing that they have been moving either slowly, or not at all.

I, H and G ptns stay still.
Also P and Q troops.

To Herleville.

E0 moves into the houses and kills off a scout.
I will move E ptn forward to cover that area.
Done.

D ptn move east fairly quickly in the houses.

OOPS! Bad mouse kick drives No Tank north through the village. Bloody lucky he did nopt get shot at nor run into a building.
Crap! Sorry chaps.
He's stuck with LOS over the square, so I use his smoke to cover him.

I move O troop further north to support C ptn.
C ptn Paras stay still, as does HQ a coy.

So...that's me I think.
The north seems very open...quite a worry. The 25 pdrs cannot see anything.

I think the arty is too scattered. Concentrate and use the ammo more effectively chaps!

I shuffle the 6" plots east to extend the delay (therefore ammo) and group them a touch more around the Drake / 88 fight.
I leave the 5.5" landing where they are and re-plot that Spit to the same area (immobilised Pz-IV) but it's a 3.3 delay.
Perhaps there is a better target?

OK...one more look around, check ranges and cover and end turn.

German arty.
A sole SP mtr lands a few rounds near I and H ptn. Glad I didn't move them now :-)

OK lads..that was fun.
Hopefully I helped with our plan rather then hindered it.

Hurrah!

Jason

Seabolt:

Sounds like you did fantastic. A mobility-kill and a squad death; the German team must really be wondering why nothing is going right for them in these early rounds ...

Cross:

Hi Jason/Guys,

 

Glad you were finally able to get a turn.

 

I think 500lb bombs usually knock off tracks, sometimes brewing up the tank.  But an immobile tank is sometimes better than a KO one (depending where).  It becomes a liability and forces Jerry to take it into account.  And this problem/concern is probably greater in the extra confusion of an 'open team battle'.

 

In light of the chance of a brew up, I wouldn't target the Spitfire's second bomb at the same tank. 

 

Question:  How was the AAA fire in the north?  Light AAA is another reason to have the Spit come back along a similar flight path.  

 

B Coy
Because the German main push currently seems to be against C Coy, and because we have the upper hand, I think we should push B Coy forward, but not too aggressively.  This may take pressure off C Coy and give us the initiative.

 

C Coy
Sounds like you made some good moves here.  I wanted the 6 Pdr down south because we have 6 tanks supporting B Coy but only 2 tanks (once R1 arrives) and 2 Daimler ACs supporting C Coy.  

 

I think the 6 Pdr position is best decided by the whoever's 'on watch'.  But an idea may be to put it on Hill 84 with Capt Robinson (Support co) in a defensive role.  Then move it forward once we are sure the Germans are no longer able/willing to break through here.   

 

cheers,

Simon

Fjun, turn 9:

 

Hi there,

Pz-IV(+) visible on the hill north field 89 (73,109)
Tiger behind hill west end of field 60 (76,82). There's a Pzgren unit hiding next to it. Two halftracks too. 
Plenty of halftracks behind/around the church and east of the city in the north (7 visible)
 
Replay: Arty falling (bit too spread out like Jason said). Our Spitfire attacks the Tiger but no damage 
caused. No AA whatsoever. No German action.
 
A-coy: No action. Following the plan and sitting back. Sending the Lloyd carrier around to scout the 
northern road since this part worries me.
 
B-coy: Got a total of 4 hits in on halftracks with Cromwells but all I got was a ** damage on both. 
Amazing!! Moving some infantry forward. 
 
C-coy: K-platoon moves forward another hex into the woods. Moved R-tanks to close support them. L3 
has a nice view over the Pz-IV(+) visible. Moved the carrier with the AT gun and I'd like to attempt to 
sneak it into L3's hex and get some free shots on the Pz-IV if it sits still (I think they play the tanks very 
careful so with some luck it will). Nothing visible scouting with the AC in the very south.
 
Arty: Plotted more lead on the Tiger (arty + Spitfire). Let's hope it stays there for a while. Also in the 
east forest line of field 88. 
 
Turn ended with about 5 halftrack GrW's firing without causing any damage. All in all a pretty quiet 
turn with more careful Germans. Please continue with the Lloyd move northwards.. we should have 
something there as warning at least. 
 
If they keep misusing the tanks we have a good chance of advancing the infantry forward (slowly) to grab 3 VO's in the middle.
 
/Fred

Cross:

Hi Fred,

 

Good report. 

 

Unlucky on the halftrack hits; and those Cromwells are still using sabots!!!

 

I wonder what all those halftracks are doing near the church?  Could be bringing in troops.  Perhaps they decided to comit their reserve where it's quiet?  

 

If they have little AAA, we should use the gold spot and bring those Spitfires in as often as possible and make them pay for the oversight.  Particularly as we plan for B coy to make a push in that area.  

 

cheers,

Simon

Seabolt (using the English language to its fullest):

>I wonder what all those halftracks are doing near the church?

 

I've been saying, the Germans will turn that place into a strongpoint. It's begging them to do it. Not that we're anywhere close to needing to do so, but advancing east of the town will be a hinkey proposition from now on.

Hi Gene,

Cross:

 

What on earth is a "hinkey proposition"?  I'm assuming it's not good. [image: image2.png]



 

Anyway, you're right about that area being a possible strong point for the Germans.  Which is one of the main reasons we've been avoiding it.  

 

The stronghold is only useful to them if we try to attack it.

 

They may have been waiting for us to fall into their trap in the north.   

The terrain down south is far more even.  We don't need the church or other northern objectives, as long as we can hold onto our side of town, and gain ground in the south.

 

They do seem to be fighting a cautious battle.  We've had a few minor successes, but in tank warfare it's one damaged tank each.  Let's stick to the plan, and see how things develop down south before we change out strategy in the north.  

 

We will see...

Simon

Seabolt:

> What on earth is a "hinkey proposition"?  I'm assuming it's not good. [image: image3.png]



 

Generally, hinky props only start sounding good after about the fifth drink ...

 

· 30 --


Here ends Part I, since I can’t be bothered to do more cutting and pasting right now.. I’ll leave the rest to someone else to continue (
 

British AAR Part 2

Turn 10

Walrus:  
Hi Guys

OK, replay.

L3 from C Coy is shot at by that PZ-IV on the hill it was watching. The tank has disappeared, but I wonder who spotted the infantry sect?
A lurking zero size unit I think.
Scrap plans to move the 6 pdr to that position. I will set it up on the hill with the FOO.

There is action in the B Coy sector.
One of out forward most sections gets fired on by a Jerry squad in a house to the east and also from 900m to the south a MMG joins in.
No casualties and the Jerry squad is now spotted.
That Tiger is still in the same area.

I notice that it is a HT that was immobilised in the north, not a tank as I first thought. Damn shame that.

Our arty is again too scattered. It's worth delaying the shoots so they impact together or we'll just run out of ammo with no real result.
One 5.5 his the woods to the east of B Coy, that was a good strike.

OK...into the turn.

I move the Lloyd Carrier further north. It may as well have a look around up there and see if anything is moving / shooting.
I see we still have that UK flag in the north road.

C Coy - The South

I move the 6pdr to a tree line. The hex to the east is the spot to depoly perhaps?
I put some fire onto an expose MMG using HTs...no kills.
I shuffle forward with all three ptns, but carefully, leaving half to OW.

B Coy - The Middle

I put fire onto that spotted Jerry squad using RTR tanks and inf. No casualties.
I move some units forward in that area but they are terribly exposed to fire from the south. I'll drop some smoke to stop that MMG firing up from the south

OK...Lt Blunt of H ptn decides he's had enough of sitiing in exposed house and getting slapped with SP motrats...so he takes one of his sections and borrows one from I ptn and makes a dash up the road. He has support from one Q Troop tank. They throw smoke and prepare to tough it out. They had to move fast, but at least they'll probably duck any arty.
The idea is to get them into the houses and trees south of Tiger hill.
The rest of H ptn has OW, supported by the rest og Q troop. We need to get I ptn forward to help, but do that slowly as they are getting arty'd.
Also perhaps try to move the HMG forward to get better lOS. I left him alsone for the moment.

In that move, H0 saw a Pz- IV in the woods to the south, where the MMG fire was coming from. No chance for a shot by the supporting Q troop tank. It's at 75,106...next to a burning HT.
I move the two north sections of G ptn to the south a bit. They look like they have been getting arty'd too. Hoper I didn't move them into a salvo...gulp!
The rest of G ptn has good OW to help with the H ptn (Lt Blunt) attack down the road.
I shuffle P troop around a bit to get them to watch the road to the NE and be ready to support  G ptn in attack or defence.

I think we should arty that Tiger then 'have at 'em!' in the centre. It's time to get moving. The Germans don't look like they have much offensive spirit in them eh what!

A Coy - The North

I move E ptn slowly to the NE up through the house on the east of the road, toward the flag at 71,52. I leave a HT guarding the road area to their south but move the tank N1 up into the village, in a better position to link with the rest of it's troop and support either D or E ptn.

D ptn moves fairly quickly east through the houses. They are getting ready to pounce on the same flag E ptn are moving against.
To be fair, I think the Jerries are setting up for a push at the 'Hall" that C ptn are protecting in the north. I move A Coy HQ a bit more north, he needs to be with C ptn.
I shuffle the O troop tanks to the rear of the hall and add Y0 HT into the mix. I think they'll come at us from the east and NE. Be careful of the trees and hill to the n / NNW of the hall. If they get in there we are a bit screwed.
C ptn is a bit strung out and the tanks with them cannot get any LOS to support. There's a Jerry sqaud hiding behind smoke at 67,35...I'd guess he's the spearhead of the puish.

I am going to leave C ptn alone as i think they are about to get arty'd and I don't want it to catch them on the move.
I think we need to get some arty onto that area to help C ptn with this attack.

Arty
OK, the 5.5" are all targeted to help the H ptn attack south of Tiger hill. That is excellent. Leave them there and watch you don't run under it!
The 6". I have left 2 hitting the woods east of 88. I delayed their salvo to .3 so they would save ammo. They should keep hitting there until L ptn can make their assault on the MMG position during the next 2/3 turns.
I plotted the other two 6" into the north to support C ptn in their defence of the Hall. One of them was previously hitting clear space miles from any action. 
Wasted. 
Moved.

I move the plot of the spit in the south as that tank has gone. I plotted him onto some SP mortars up near where the north Spit hit that HT. There are lots of HTs out in the open up there and no AAA, so I suggest leaving the Spits sorties up that way.
Plus we need the intel to see how their attack is developing.


What I think should happen.
From the S to N

M Ptn needs to get forward fast to help with the C Coy attack. There are support troops to it's rear now so we are saf...ish there. 
L ptn needs to carefully press it's attack up the tree line and lean on the 6" barrage.
K ptn is useless in that copse. It needs to get across the open space to it's SE and into the trees to help L ptn in the C Coy attack.

H and I ptns needs to be aggressive up the road to the east and try to put pressure on Tiger hill and the houses below.
Be careful and use smoke. BTW...where are our mortars! If I were playing you and you had 25pdrs as the smallest arty in a batt size fight, I would be complaining. a troop of 6' and one of 5.5"...too many heavies and not enough mortar action. We need the scatter and suppress action of a bunch od 3" mtrs and their smoke protection too.
Naughty!
G ptn needs to hold it's line and protrect the north flank of the B Coy attack.
The HMG to B coy rear needs to get forward and get LOS to Tiger hill...or at least across the fields to the SE.

E ptn..continue to attack through the house to the NE and lionk with D ptn.
D ptn   to make a careful attack to the east and put pressure on the south of the German line there, then perhaps try to swing north through the church and get in behind them.
It mighjt really help C ptn.
C ptn. HOLD THE LINE. They are about to get jumped. They need mobile support and leave that arty and air support. Swict the other two 6" to the north after the L ptn attack is successful.

End turn...
G ptn was hit by SP mtrs but no damage. Some more SP mtr fire missed K ptn.
Useless arty by the Jerries.

OK...good luck commanders! Sorry for the long report :-)
Jason

Turn 11
Cross:
Hi Guys,

 

Some good advice Jason.

 

Turn 11a 

  

Replay 

  

C platoon (A coy) got hit with some area fire.  Looks like it came from 150 yds away, just the other side of the secondary road ‘T’ junction. 

  

L platoon (C coy) was attacked by 3 halftracks located in the south end of field 88.  The HTs then retreated behind the tree line. 

  

A Coy 

  

I moved Capt Wellington into the factory/hall.  

C platoon stayed put. 

Some sections of D and E platoon moved cautiously forward, and are within 150yds of the German objective flag in the south of Herleville. 

Still plenty of German halftracks milling around, but couldn't get a bead on any of them.  

  

B Coy 

  

G platoon and P troop should move east as fast as is ‘safely’ possible. 

H platoon and Q troop captured the German flag on the paved road. 

H and I platoon caused about 8 casualties, routing two infantry sections. 

H & I platoon should move rapidly east. 

  

Q troop engaged a Panzer IV j south of field 74.  In a ‘deja-vu’ shoot-out Lt Thomas’ tank was badly damaged (**** losing 3 crew).  Q troop damaged the panzer (***). 

  

C Coy 

  

K platoon, with R troop, attacked the objective at the south of field 74.  They engaged and suppressed an MG42 and some crew, sustaining 2 casualties, but rallied.  They are within 100yds of the objective. 

  

L platoon (which was under attack in the replay) is sitting tight (with Capt Drake) while K and M platoons move forward.  

The marksman with L platoon KO a MG42. 

  

M platoon is moving forward as fast as possible. 

  

Artillery 
  

I left the artillery alone, as it seems to be sighted quite well. 

  

I recommend using the gold spot (and adjust) for the Spitfires so we don’t have to wait over 3 turns before they return.  They can support B coy’s attack.  Use the arty in the north if there’s targets there.     

  

Casualties 

This turn we sustained 2 infantry and 3 tank crew casualties  (but caused over a dozen casualties).  I noticed that an armoured car is slightly damaged (1) but no crew or weapon damage, and don’t recall anyone mentioning it.  Could have been an artillery hit.  

  

The clipboard (‘J’ hotkey) shows: 

  

A coy 

no casualties 

  

B coy 

G pl: 6 

  

C coy 

Drake: 1 

K pl: 6 

L pl: 4 

  

RTR 

2 tanks damaged (6 crew) 

  

Support coy 

Armoured Car damaged: 1 

  

Recommend 

A coy – D platoon should cautiously advance on the nearby objective. 

  

B coy supported by 6 tanks should continue on full offensive. 

  

C coy – K platoon should attack nearby objective 

M platoon should advance as fast as possible, and engage enemy, to keep Germans from moving units to against K platoon.  

  

Good luck guys, 

Simon 

Walrus:

Hi Simon.
Looks like you did a good job there mate, especially in the centre.
Perhaps the two Daimlers in the south can try to get forward a bit and take out those pesky HTs that were hammering L ptn.
Fair call with the Spits...but we need to get some arty up to A coy asap...the other two 6" that are operating with the C coy attack could be moved over the next two turns eh.

Well played.

Cheers
Jason

Cross:

Hi Jason,

 

It will be easier to get the armoured cars forward once M platoon get forward; or risk the chance that the Daimlers may run right into infantry in the tree lines.

 

re: mortars
I agree that every battlaion should have mortars.  I probably should have bought a battery of 4.5in guns, then I could have afforded a couple of 3in tubes. I wasn't going to give up the 25 Pdrs, because we only could afford two 6 Pdr ATk guns.

 

This is where the 10% rule handicaps.  I think 15% is too much artilley, but 10% never buys what I want.  I think 12.5% is perfect. 

 

If your concern is realism, then I agree that battalions should be reasonably realistic, but in the grand scheme of things, not having mortars is not a huge issue.  I don't complain when my German opponent doesn't have horses ;-)

 

Spitfires
According to the artillery plot screen, the Spitfires still have both their bombs!  Has anyone actually seen a Spitfire drop a bomb?  I haven't even seen a Spitfire over the battlefield.

 

I think that halftrack may have been immobolised by strafing 20mm.  

I had the first bomb turned off.  I changed it to the second bomb, then we'll see if a bomb drops.  If not we only have the choice - with the Spitfire - to drop both bombs at once. 


Sabots
Don't forget to check sabot ammo before engaging Tigers.  B coy is facing at least one Tiger.  Sabots can KO Tigers from the front.  But if have no sabot, then you'll need to hit the Tiger from the side

 

Gene,

I was expecting some flak for the second Cromwell damaged on my watch.  Where's the flak? ;-)

 

cheers,

Simon

Seabolt:

>I don't complain when my German opponent doesn't have horses ;-)

 

+1

 

>I was expecting some flak for the second Cromwell damaged on my watch.  

 

Eh, the first one's just hard luck that could happen to anybody. The second one ... we all just glance at each other and ruefully shake our heads on the bench, wonder if maybe the old warhorse has lost a step. Try to keep something intact for the rest of us to fight with, would ya boss?

 

;-)

Turn 12

Seabolt:

TURN 11B REPLAY

What appears to be an entire panzergrenadier company with panzer 

support is carefully investing the northern urban center from the eastnortheast, 

giving para section C1 a royal drubbing in the process. Some ragged fire 

continues south of field 88. A Spitfire soars over and sprays a few rounds at a 251/2 at 84,34.

 

TURN 12A

Northern road seems to remain secure due sheerly to German timidity. 

 

A Company

B0 Capt Wellington advanced 100 meters to rally C1 (epic fail) and provide covering fire 

for the survivors. C platoon then routed Sptrp/Pzfst at 64,29 with HT and tank 

fire support. Moved D platoon to cover that huge gap in the paras' line. E platoon 

took objective and is slowly moving north to get in the fight.

 

NOTE: C platoon is going to catch in the shorts real soon like.

 

B Company

B company begins to press attack but gets immediately embroiled with cluster of 

panzergrenadiers around 76,86. I moved tank Q1 to support H platoon and of course yet another lurking IVJ took a potshot at it. I think he's at 77,103 near his brother at 74,106. 

 

Then my advancing Cromwell uncovered a dazed Tiger at 150 meters! One of those 

simultaneous Yikes! and Hell yea! moments. Third sabot round took him down. That's right; I rock. Sheer dumbass luck, but whatevers ...

 

NOTE: Q platoon needs to sit if possible because I speed-tagged the lot of them to bail out H0.

 

C Company

K3 advanced, took the objective, killed a lurking HT, and finished 

off the MG42 unit that had tried to detain them. More honorary Texans, those 

boys. L3 crossed the road to support K's attack and met heavy resistance in a 

line west of objective 75,113, including a IVJ. Moved Daimler W0 to bail him 

out, but whiffed with entire salvo. Uh-oh. Moved up a HT to help, also, and 

uncovered even more panzergrenadiers and HTs. Double uh-oh. There's a whole 

mess of trouble lurking here. That kind of stopped the C Company Road Show in 

its tracks. So I raced M platoon east to support L platoon, and sprinted W1 NE 

toward commander. I think we're in for some pain in the south, too. It's a pincer attack! Original, that.

 

No artillery fire to end turn.

 

With death of Tiger (which may have been a solo unit), there's probably too much artillery at the gold spot fight. Relocated 25lbr V0 to the paras' fight, which is going to heat up. Assigned Spitfire to fly NW behind mech company uncovered in the south, but it will take a 

while. If something more lively pops up near gold spot, it would be worth 

reassigning.
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Walrus:

Hi All

Superb work Gene, and a great read as always.
Killing that Tiger will be a lovely kick in their morale.
From the comment in the discussion thread, perhaps that Spit did better than you thought.

So, keep the two 6" that are operating the south, plotted in the south...if they have not already been re-plotted.
We need to sort out C Coy's oppos asap or we'll be getting lots of flanking fire from them into B Coy.
Especially if there is a bit of armour there.

The north, sounds grim. Perhaps we need to get a couple of 5.5" going up that way too.

Looking forward to my next turn...sometime next year going by the pace of the Germans so far eh!

Nice work so far lads...giving them a good biffing up to this point eh what!
Hurrah!

Walrus

Cross:

Well done with that Tiger Gene!  I did wonder if the next player would run into that Tiger.

 

A coy
I guess those halftracks did bring in an infantry company.  

 

Let's get C platoon some serious support.

Have D and E platoons press north to keep the Germans from applying full force against C platoon.  

Use the six tanks and 4 halftracks in Herleville to disrupt the German attack; don't let them sit around idle.  

Bring in as much arty as is needed. 

 

B coy
Continue the attack, and capture the hill (and objective) east of field 59, and the hill 75 objective.  

The B coy will then have all it's objectives.

Then the infantry should 'dig in' defensively, and one of the two tank troops with B coy should head north to Herleville (assuming they will be needed there more than in the south). We may even be able to spare a B coy platoon to go north with the tanks.

Let's get B coy's objectives ASAP - while they are still reeling from the Tiger loss - so we can release the tanks/infantry to help elsewhere.

 

C coy
I think the Germans facing C coy may have got themselves in a difficult spot.  They seem to be concentrated at the western corner of field 89.

If L and M platoons probe but don't attack. As they can afford to be defensive here.

Then K platoon (with tank support) should take advantage of their flanking position, and move further east or SE.  If they begin to control the woods north of field 89, the Germans in field 89 could find themselves in serious trouble.  

 

cheers,

Simon   

Seabolt:

>I think the Germans facing C coy may have got themselves in a difficult spot. 

 

Upon reflection I think that you make a very perceptive point. The best that I can tell, we have the southern flank on them. They were grouped up something awful on the line that I described and just north of it. I tip-toed the edge of the "no excessive z-fire" rule in spraying them with MG and small arms fire, pinning a bunch of them. (What can I say? You bunch up a batch of scary units so that z-fire auto-hits something, I'm going to hose them down. I'm the Pepe LePew of suppression fire.)

 

We can wait for them to pop out of that diagonal tree line, and poke holes in the HTs with Daimlers and the R platoon Cromwells, which have decent LOS from the north. Wait for the Spitfire to come through and raise holy hell while getting our flankers in their go spots, and bango bingo. More hard times for the boys in feldgrau.
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Turn 13

2ndLt_Fjun

Replay: C-platoon getting mauled in the north. Seems to be more than a PzGr platoon attacking supported by halftracks. They are biting back though. Our artillery lands pretty well on spot. Two Pz-IV's and a halftrack are at the northwest corner of the church, seemingly slowly rolling towards the square.
 
A-coy: C-platoon is in trouble. I made a bad mouseclick which sent the single good squad into the enemy. No casualties but it's pinned. The other two squads are hopelessly routed and the company commander is pinned. Moved the tanks back since they risked getting into Pzschreck fire in the next turn. Killed plenty of men in a Pzgren sqd with a Cromwell at hex (65,36).
 
D-platoon opened up at the tanks by the church and buttoned them up. N-tanks moved into the square and killed a Pz-IV(+) and a gun halftrack and moved back into cover. Yeah!
 
B-coy: Infantry moves forward to the east. The marksman captures the VO on the Tiger hill. Q-platoon gets an awesome opportunity to nail another Pz-IV (SE corner of field 77) but it pops smoke after the first missed shot at it :(
 
C-coy: There's a Pz-IV lurking on the hill at hex (72,107) which I discovered by moving in an infantry squad which was promptly forced back. I was a little too aggressive with our infantry platoon there.. sorry about that. It's difficult when you haven't followed the fighting. Q-platoon tries to get it, but misses the shots again. Drove back a PzGren StG squad. Moving the 6 pdr AT gun towards the hill. The Pz-IV on the hill is visible from (75,90) just by the Q-platoon tanks which could be good to know if it against all odds stays there in the next turn.
 
Arty: I plotted the 5.5 guns to help C-platoon but it will take a while until they can start shooting. Right now they were targeting an empty field by the Tiger hill. 
 
I agree that the enemy seems to use a classic pincer movement, with the strongest part of the pincer in the north. We should have the advantage in infantry numbers since they spent a lot of points on halftracks, but our very north is dangerously weak (C-platoon).
I think we need to pick up some infantry from D and E-platoons with the Y-halftracks and move towards the north. Otherwise we risk losing the two VO's by the C-platoon.
 
/Fred

Seabolt:

I'm pretty positive that the northern attack is in company strength, but I think it's too late to move in D and E platoon elements via HT. Both of those platoons are within the contact zone and this game build is merciless to units fired upon in or on a transport. Instead, I would suggest that the tanks and HTs supporting C platoon must be used aggressively, and take on some risk, to keep the remains of C on the field long enough for D and E to leg it north.

 

The empty field by the Tiger hill contained one and a half squads and a HT last turn, all very deeply suppressed. That's quite a job of getting them out of harm's way. :-/

 

Good job on the armor kills!
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2ndLt_Fjun:

Depends on how you move them. In two turns we can have them safely dismount behind our lines and move into combat slowly by foot. Anyway, we can win this even without those two VO's so up to you. The risk is that C platoon gets wiped out and we'll have a (more obvious) hole in our north flank where he can sneak in some fast moving Pzgrens.
 
/Fred

Cross:

Hi Fred/Guys,

 

Fred, excellent job knocking out that armour in the square.  Also, a good sitrep, and sounds like you did a good job spotting some panzers in the south.  

 

I agree with Gene, that it may be better for D & E platoons to press north on foot.  And be aggressive with the six tanks and four halftracks we have in Herleville.  Which you clearly managed in the square, and shooting up some PzGren.

 

I also agree with you Fred, that we don't absolutely need that factory/hall to win.  Which is another reason not to risk D & E platoons in its defense.  But let's make them pay a high price for it, if they do manage to capture it

 

I will have to assess the V-hex situation and figure out what we need and what we don't;  as this will affect our second-half strategy.  The good news is that we are ahead in damage points and V-hexes, which gives us a serious advantage; as long as we don't blow it...

 

cheers,

Simon

Turn 14

Cross:

Turn 14a 

  

Casualties (start of turn) 

  

A-coy 

Capt Wellington pinned 

C platoon: 18 (3 sections routed) 

B-coy 

G platoon: 6 

C-coy 

Capt Drake: 1 

K platoon: 11 

L platoon: 7 

Support-coy 

Armoured car dmgd: 1 

Halftrack dmgd: 1 

Vickers HMG dmgd: 1 

RTR 

2 Tanks dmgd: 6 crew 

  

Replay 

  

C Platoon under attack from at least 4 infantry sections with supporting halftracks. 

  

K platoon was attacked by halftrack/s.  Corp Livingston ’s section, reduced to 5 men (K3) fired at halftrack (range 150yds) and KO’d it with a rifle grenade!  That’s Livingston ’s 4th kill. 

  

The Vickers with B-coy came under fire from a Panzer IV at 1000yds and had a casualty. 

  

Spitfire immobilized a mortar-halftrack then destroyed it with a single bomb, in the north. 

So you must turn off the second bomb for only one bomb to drop.  I turned on the Spits second bomb and set it up for another bomb run in the north. 

  

A-coy 

The northern-most V-hex is still British! 

  

None of C platoon rallied at all. 

Therefore I used O Cromwell troop aggressively.  

  

Lt Holme’s tank (O0) was hit by a panzershreck pen 5 arm 6, no damage.  Holmes rallied about six times as he engaged infantry and KO’d a halftrack 150yds from the factory/hall. 

O2 engaged a gun-halftrack about 300yds east of the factory/hall.  The Cromwell was hit (pen 4 arm 6) no damage.  The Cromwell KO’d the gun-halftrack. 

Sgt Appleton’s tank (O1) engaged pinned infantry (reduced to 6 men) at 100yds.  He fired at them 3 times, then they fired back; their panzerfaust hit the Cromwell brewing it up.  At least one crew escaped. 

  

D platoon engaged a MMG and infantry platoon in the church, supported by Major Hornchurch’s Cromwell and a halftrack.  The infantry KO’d the MMG. 

  

B-coy 

H platoon moved forward and are about 200yds from the objective on hill 75. 

Q troop supported H platoon, and damaged/routed some infantry on the paved road, they also KO’d a halftrack on the paved road by hill 75. 

  

I loaded 3 sections of G platoon onto P troops tanks, and started them towards Herleville.  The resistance is minimal in B coy sector, and C platoon need help.  G2 will have to wait for transport to rejoin their platoon. 

  

Capt Russell and ‘I’ platoon will defend the objective east of field 59, and assist H platoon. 

  

The Vickers in the building would not rally, couldn’t be moved, so may get hit again.  

  

C-coy 

A halftrack with 50cal wiped out a German infantry squad on the paved road. 

Q troop (with B-coy) KO’d a gun-halftrack facing K platoon (at 800yds). 

K platoon assaulted a halftrack but failed to destroy it.  R troop damaged then brewed up the halftrack.  K platoon is making slow progress SE and is 350yds from the objective.  But they are now (with R troop) flanking the Germans facing L platoon. 

  

A British halftrack with K platoon was KO by a Panzer IV.  The Panzer is in location 67,112, just behind the tree line. 

L platoon moved forward to the tree line.  One section tried to get next to the panzer but got badly mauled and chased off, but rallied. 

Sgt Steventon supporting M platoon, in his slightly damaged Armoured car, KO’d a halftrack just across the road.   

  

I moved the 6 Pdr onto hill 87 by battalion HQ, but they don’t have good vis because of burning halftracks :-) 

  

Artillery 

I slightly adjusted the artillery in the south. 

Our artillery in the north is plotted on C platoon!  It won’t come in for a turn or two, so it may or may not need to be adjusted. 

  

No German artillery at all! 

  

Comments 

The final tally for this turn was:  Eight German halftracks knocked out, including the two knocked out in the turn 13b replay (two gun-halftracks, one mortar halftrack).  One infantry squad and one MMG wiped out. 

  

Our losses were one Cromwell and one 50cal halftrack.    

  

I don’t think the Germans have as many tanks as I feared. And we may be facing only two infantry companies.  They must have acquired a lot of halftracks and gun halftracks instead.  A mistake when facing the under-gunned British. 

  

Don’t forget to get P troop up to Herleville to help what remains of C platoon. 

  

We currently possess 14 of the 20 objectives.  Two more to get in the south.  But we could lose some in the north. 

  

Cheers, 

Simon

Turn 15

Seabolt:
OK, OK, this game is best played sober. I'm the first to admit it! That said, this is something of a mess.

 

REPLAY

Germans pulverize C platoon in extreme north.

Germans pulverize nexus at ~69,105.

Artillery drops on C platoon.

 

TURN 15A

 

A Company
Huh. What a mess. Fought N, O and Y platoons hard to cover for routing of C platoon. D caught fire and is effectively engaged. E moved up but needs time. This is a bit of pickle up here.

 

B Company
Moved P tanks up to support paratroops. Someone mounted most of G platoon on them, as well. 

 

Decided to move Q2 to quick grab the VH at 80,93. Got ambushed by IVJ lurking at 80,94. Who knew he was there? Maybe I should read closer, but I thought the Germans were supposed to be short of panzers.  ... Luckily, he missed. So had to move H3 up to soak up opfire. Took it in the teeth, they did, but chalked up a shot for the cause. Fired three good 6-lbr shots at panzer, missed them all. Damn it. Good thing Q1 could finish job. The 75mm Pak 40 is at 75,93 FYI.

 

C Company
Wow. Who stuck L platoon behind the tree line, waiting to fight in the open vs troops in good cover? Uh, no sir. Either drop back or come east with a raging hard on a few turns back, those were the two options there. Dropped them back where I left them 3 turns ago. Leave them there, gentlemen, please. Make the bad guys come to us in this case. The Daimlers and HTs will be our ripostes. If you let panzergrenadiers with double MG42s take the trees and go toe to toe at 50 meters, we will lose that fight badly. And there will be a bunch of them lurking back there.

 

Z-fired M3 and M0 into 67,115 then moved M1 to kill MG42 at 67,114. Only MG wasn't alone; there's a grenadier squad in the hex with it. Got my ass kicked out, I did. Moved HT to harass grenadiers at 67,115. Didn't work out; the Germans had too much firepower and suppressed my transport. 

 

Moved A0 into the open by drunken accident ...

 

Plotting
Wow, there's close support then there's close support. The guns up north were too close, so I pulled them back a bit.

 

Aftermath
More shells fell on C platoon and ~69,105. The Germans are focusing on those two spots with a sore-loser kind of passion.
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Cross:

Hi Gene/Guys,

 

Great...so now we've got a drunk commander ordering platoons about on the battlefield

 ;-)

 

Seabolt, once the alcohol induced fog lifts, I'm sure you'll agree that things aren't as bad as you imagined.

 

So far we've lost two units.  The Germans have lost over ten times that amount!

 

Yes, C platoon's in bad shape, but help is on the way, and it's the only place the Germans have enjoyed any success.

 

Just to clarify, there was British arty plotted on C platoon, but none was due to arrive for two turns; so I left it alone.  There was also one or two guns plotted near C platoon, but on top of German units.  I also left that alone.  

 

The latter must be what hit C platoon, so we can blame the Royal Artillery for that fowl up.

C platoon have not been very lucky.

 

Rule of thumb: Light artillery and 4.5in guns I will plot as close as 150yds from friendlies.  The 5.5 and 6in I prefer at least 200yds away unless it's a desperate situation.

 

C-coy

I moved L platoon up to the tree line.  They weren't spotted by the enemy.  I left several units behind L platoon for covering fire, including Capt Drake, L platoon leader, a halftrack, armoured car, and 6 Pdr ATk gun.  If the Germans came into the tree line, L platoon would close assault and their support would fire from behind them.

 

I wanted L platoon to be ready for when Jerry finally realises he can't stay in that field corner, and flees east.  That, and we must be ready to help K platoon out who I thought (it turns out correctly) could be vulnerable.   I also brought M platoon up to the road with the same thought.  However, I should have stuck to our plan regards L platoon, and left as is...sorry.

 

We must get artillery down on that field 89 corner around  67,113.  I started adjusting one or two guns in that direction in turn 14.

 

Well done on that Panzer IV Gene.

 

Simon  

Seabolt:

Yea, sincere apologies to all…

 

Anywho, let's do keep a close eye on that northern artillery. I agree with Cross' recommendation of at least 150 to 200 meters behind the line, and to me that's really a bare minimum for guns of this bore.

 

I'm afraid I'm still going to disagree on L platoon. Jerry has to get his nose bloodied before he moves back east. (If then.) He's got assault rifles and dual MG42s entering those trees any turn now. They'll get their asses kicked if they're loitering waiting to jump off themselves. They need to hang back, fire a burst or two from cover before being spotted, and survive long enough for their HT and AC support to bring the smackdown on the British turn. 

 

My two cents, anyway.

 

Gene

Turn 16

Cross

Hi Guys, 

  

Replay 

  

About 7 German sections were attacking C platoons factory/hall sector.  One German section moved right next to the hall, another 50yds away. 

One of C platoons sections was wiped out. 

  

In the south a German Halftrack was KO’d by K platoon. 

  

British 6in artillery was well aimed and hit Germans facing C platoon. 

Spitfire flew in and dropped a bomb on a Pz IV in field 89 facing C coy, but I think only buttoned it up. 

  

Casualties  (start of turn) 

  

A-coy:  C:25  (C3 KO) 

  

B-coy:  G:6  H:1 

  

C-coy:  J: 1  K:12  L:10  M:2 

  

RTR:  KO:1  Dmgd:2 

  

A-coy 

A British halftrack (Y0) was KO’d by a Panzer IV 250yds north of the Factory/hall. 

Lt Holmes’ Cromwell KO’d the Pz IV after Major Hornchurch went north and rallied him. 

Capt Wellington put up a superb defense of the hall, routing the two German infantry sections that had moved up to the hall, forcing them back 100yds and causing at least 7 enemy casualties.  Recommend him for the Military Cross :-) 

  

Lt Evans of C platoon moved back into the hall, while one of his sections attacked a German infantry section, routing it, chasing it off and causing a couple of casualties; they also KO’d a crew. 

  

The factory/hall now seems very defensible.  Germans have been routed, armour knocked out, Artillery is hitting targets, and reinforcements are almost there. 

  

The plan to attack the church seems to have worked, because a Panzer IV has moved south, and is now 150yds north of the church on the secondary road.  Another Panzer IV is right by the south wall of the church, with a halftrack.  

  

D platoon attacked the church, but then laid smoke to protect themselves from the two panzers.  E platoon are moving up behind them. 

  

P troop (with G platoon on board) have reached the square, and will be at the hall and able to relieve C platoon next turn. 

  

B-coy 

  

Lt Blunt of H platoon has moved onto hill 75 and engaged the ATk gun 350yds away located at 86,93.  

One of his sections moved toward the south part of hill 75 and bumped into a Panzer IV 100yds away. 

  

Two tanks of Q troop supporting Blunt are staying on the west side of Hill 75 until the ATk gun is dealt with.  They moved behind the infantry who are facing the Pz IV, ready to assist. 

  

C-coy 

  

Lt Jagger, of K platoon, and one other section are in good shape and still moving SE as planned, they are about 250yds from the objective.  K1 ‘close assaulted’ a halftrack, immobilising it.  K platoon have been very effective in these woods, which are now littered with burning halftracks. 

  

K platoon, and their supporting ‘R’ troop have outflanked the Germans in the west corner of field 89.  R troop tanks moved to the wood edge and had rear shots at 3 halftracks and infantry.  They brewed up two of the three halftracks. 

  

Closer to K platoon are two Panzer IVs in the north part of field 89, locations 71,110 and 72,112.  Both are buttoned as they got hit by the Royal Artillery and the RAF last turn.  But I couldn’t get into a position to engage them this turn. 

  

M platoon and a supporting armoured car knocked out a four man ATk team.  M platoon is slowly closing the noose. 

  

Those Germans still alive in field 89 are in a tough spot.  They can’t stay where they are – though I think they might – and they have open ground and marshes to their rear.  They are almost cut-off.  

  

Even the two panzers 300 yards further east have difficult decisions to make, because they can’t go back into ‘K’ platoon’s woods without infantry support.   

  

I think we should move M platoon further east and southeast, followed closely by the Daimlers.  M platoon needs to get a LOS on field 89 so we may see where those panzers retreat.  And I’d leave L platoon where they are for now.   

  

Artillery 

  

I plotted the Spitfire to where I think the two Panzers in the south may be in three turns.  The other Spit is still plotted for the north close to the factory/hall. 

I adjusted some artillery slightly, to keep it away from our own troops and closer to the Germans. 

  

End of turn German mortars came in on the Hall, and on K platoon.  

  

NB.     

Make sure you find and use the two undamaged ‘R’ troop Cromwells with K platoon in the woods.  They are among burning halftracks and smoke, so could be easily overlooked if you don’t know they are there.  

Turn 17

2ndLt_Fjun

Hi there,
 
T-17 British
 
Replay: Badly mauled Pzgrens visible in the north, most of them retreating and two pinned. Infantry in the church. Two Pz-IV*s on field 89, with horrible facing. No German action whatsoever in the replay.. ended with a 6" howitzer breaking down a bulding in the north. Fast arty was on so I couldn't see any other arty action.

A-coy: Lost O0 tank to a Pzgren sqd armed with a Schreck (range 3 shot from 62,30, watch out for that one). Sorry guys. Sent a Pzgren sqd backwards by MG fire. Scouted the NE part of the square with a halftrack discovering a crew unit which was mowed down with MG fire. A squad from D-platoon crossed the square into a house and smoked up the NE entrance to the square. There's a pinned Pzgren squad armed with Schrecks on the VO itself hiding behind smoke so watch it with the tanks. Dropped off G-platoon squads by the hall. Driving the Lloyd carrier along the road to the north.. perhaps their VO is as unguarded as ours.
 
B-coy: No AT gun visible at the hex anymore.. could have pulled out or could be there hiding. Tried to put some pressure on the crew by z-firing with a rifle squad. All it did was trigger some fire from a Pzgren sqd hiding in the treeline north of the paved road. Moved up along the road and killed it with more infantry. Another Pzgren sqd (damaged) was forced to retreat further along the paved road. Moved an infantry squad south of the hill, but no enemy visible. My feeling is that we won that part of the battle. However, there's still a hiding tank somewhere, and watch out for the AT gun.
 
C-coy: K-platoon moved a little southwards without any enemy spotted. Moved a marksman into the treeline with a nice view over the field spotting a pinned Pzgren at (70,110). Pz-IV*s are at (71,110) and (72,112) facing northeastwards. Spotting a retreating Pzgren and most of the others seem badly suppressed as well. M-platoon sneaked into the treeline, took fire from a Pzgren unit which was reduced and forced to retreat out on the field. Pounded it further with Daimlers. Looking at the bad state of the Pzgrens I moved forward with two squads of L-platoon as well sending two Pzgren squads reeling out on the open field and destroyed the one man MG unit. His only choice save for some kamikaze action is to withdraw the Panzers southeastwards. I moved a tank by the marksman where it should have a good scoot and shoot position in the treeline for the next turn. Also loaded up the AT gun. Perhaps we can move it somewhere by M-platoon to get a field of fire over their remaining VO.
 
Arty: Shifting guns around a little further from our positions. No German arty firing.
 
Get the feeling that these Germans are more or less beaten. Doubt they have much reserves left in the south part of the map and we have a big infantry advantage. I counted 26 destroyed German vehicles on the map :)
 
Go get them and keep up the pressure!
 
/Fred

Seabolt:

Sounds real good, Fred, other than you joining our esteemed commander in the Cromwell Carnage Club. (I well know that my cheekiness means that I'll probably lose an entire platoon my next turn, but what the hell. We can afford it!) 

 

From fuzzy memory, I'm thinking I should move that AT gun far south, to try to join the flankers' fire if/when the Germans begin withdrawing. As befuddled as those troops are, that gun could pound away for quite a while before getting spotted. If you had a better position in mind, please do tell. 
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2ndLt_Fjun

Yep, I'm afraid I joined our commander on the dark side. At least I haven't got any tanks damaged.. ;)
 
Agree about the AT gun.. somewhere south, sneaked into the treeline with a visibility over the remaining German VO. They don't have much to withdraw though. Two routed, one retreating and one pinned Pzgren as well as the two Pz IV's is my guess. There may be some inf remaining facing K-platoon. Guess they will try to defend the last VO. 
 
There's a risk for the remaining Pz-IV in our B-coy sector to move westwards on the VO's along the road. K-platoon is in the woods, and that tank platoon we have there has at least one teethless MG-only tank. We should do something to counter that.. i.e. move an infantry sqd or two from I-platoon southwards.

/Fred

Cross:

Guys,  come on...just because I actually 'put some stick about' and got those tanks to take an aggressive role in the battle.  Anyone can play it safe and fail to commit the armour where it has a chance of winning the day.  :-)

 

Good job on your turn Fred!  Too bad about the Cromwell.  But I understand that you probably had to lose a few tanks in order to achieve an ELO as high as that. ;-) 

 

I like your last piece of advice: 'keep up the pressure'.

I agree that - at this stage of the battle - it's important to press home the advantage and keep Jerry unbalanced.

 

Now if only the German commanders can at least show up, we can finish this thing.  They are becoming as rare as German halftracks.

 

cheers,

Simon    

Turn 18

Seabolt:

REPLAY
The Germans z-fired and popped smoke around 60,35 (the two NW VHs), planning a big push on their next turn. That was it for fire on their turn! The field guns and howitzers opened up with quite well-laid barrages, and yet another HT bit the dust in the shelling. Finally, a Spitfire hurtled through NE to SW and killed an HT at 68,18, which was nice except it ignored the 251/9 at 67,17. Knucklehead pilot. Two more 251/9s are lurking in the woods at 59,26 and 60,26, undoubtedly to support the coming push.

 

A COMPANY
Unfortunately we're short on rifles in the hot spot. I moved G platoon into the VH building to shore up defense. I risked a HT to soak up opfire then moved C2 to rout/maul two lurking squads. I started to move B0 to savage two more pinned units, but uncovered more trouble with his first move so pulled back. (IVJ at 63,32 with an intact squad adjacent.) If I had known the IVJ was there before using P2 to pound landsers, I could have killed the panzer. :-/ I made a half-assed attempt with N0 but it was too far to reach. Anyway, they're coming, but I think the artillery and C2 spoiled their flanking move and queered their pitch. I did pull back O2 and N2 because the Germans may be working the west flank too and they had no rifles in support.

 

OK, crazy time. I tried to move D platoon up, drew fire from the church, pushed the German squad back with N1's fire, and decided screw it. Fix bayonets, D3, and chaaaaaarge! Got caught in the flank by a second squad, but rallied and drove it back. Also got all 6 move points back with the rally, so what the hell, rechaaaaaarge! We now have one squad of Texans facing two routed German squads in the church. A little overexposed, but what the hell. It'll give them fits.

 

E platoon ate popcorn and overwatched.


B COMPANY
H3 spotted Moebelwagen at 83,89. We call that bait, given that AT gun is still lurking. Of course, I bit anyway and left it a hulk. Probably will be abandoned by our next turn.

 

C COMPANY
Assessed your fine, fine prep work and decided to pull the trigger. The German southern force of five infantry squads, two IVJs, and a HT now consists of two singleton stormtroopers. Cost us three riflemen. I am a beer-bellied god of war, sons. ;-)

 

Replotted church and southern barrages that would now land on own troops. Both Spits plotted NE to SW.

 

We own the south. We own the center. Time to move people north, I suspect.
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Cross:

Hi Gene,

 

Excellent work in the south, and with so few casualties!  As you said, I think everyone did a fine job with C coy.  It seems we all managed to stay on the 'same page' there.     

 

As well as the ATk gun, isn't there still a Panzer IV facing B coy somewhere?

 

Perhaps we should move a platoon of infantry from C coy (L or M) up to Herlesville, using a troop of tanks and a halftrack.  Leave the Daimler armoured cars with Capt Drake, in case any armour shows itself.

 

cheers,

Simon 

Seabolt:

Now, see, I'm the wrong guy to ask about lurking panzers. Any of them that I spot end up smoking, not lurking. ;-) Seriously though, I really expected to draw fire from the IVJ that was sniping from east of K platoon's current location. Or from the 75 PaK. Neither showed up, so maybe they're in transit elsewhere. Maybe they're just biding their time ...

 

As for leaving the ACs, you probably ought to check W1's sabot supply. It aced both IVJs but popped off six rounds to do it. Didn't check to see how much is left.

 

-- 30 --

2ndLt_Fjun

Yep great job! Why they didn't move those Pz-IV's out of there is very interesting - have a feeling that the communication is worse in the German team. All a question about mopping up now. I think we have them in the north as well, but won't hurt to send some guys that way. 
 
/Fred

Turn 19

Cross:

Hi Guys, 

  

Replay 

  

A half track moved up to the North Hall, Capt Wellington KO’d it with a close assault. 

  

Two halftracks attacked H platoon (B coy) on Hill 75. 

  

B Coy 

  

Q troop KO’d one of the Halftracks that attacked H platoon. 

The crew abandoned the SPAAA as Gene predicted.  H platoon reduced the crew to one man, who fled. 

H platoon got into a duffy with two 3 man PzGren sections who must be diehard NAZIs. 

  

A Coy 

  

I started moving the ATk Gun and HMG (that we had covering the wheat field 15) towards the unprotected northernmost VHex. 

  

Corp Watts ’ Cromwell KO’d two PzGren sections east of the Hall. 

A British halftrack KO’d a PzGren section and a MMG. 

  

D platoon move to the north side of the church, chasing a PzGren section out of the church.  Another PzGren section is still pinned in the church. 

Some of E platoon move north to cover the south side of the church.  

  

I moved Major Hornchurch’s HQ troop and the last surviving ‘O’ troop tank, to assist D and E platoons. 

Leaving P troop and three halftracks supporting Capt Wellington, the remains of C platoon, and the three sections of G platoon around the hall. 

  

I only see 3 PzGren sections NE of the hall.  Two are badly damaged.  Watch out for their panzerschrecks!!!  

  

C Coy 

  

Sgt Steventon’s damaged armoured car KO a PzGren section for his 5th kill, then captured the final Vhex in the south. 

  

M platoon moved east to cover that Vhex. 

K platoon moved north to cover the flank and the V hex there. 

I moved L platoon into reserve.  I don’t see the need to move them up to Herlesville at this point. 

  

There are still 3 V-hexes we could capture in the north. 

  

Artillery 

  

The 6in troop are out of ammo. 

The 5.5in troop have about 2 dozen rounds between them. 

One of the Spits is ‘out of contact’. 

  

No German artillery 

  

Looking good! 

  

Cheers, 

Simon

Turn 20

2ndLt_Fjun

Hi there,
 
Took the liberty to play this one - sorry Jason if you're around.

Replay: Two halftracks show up behind the hall! One is hit and the other one retreats back to field 
30. Two more halftracks shoot it out on our infantry at hill 75. Otherwise not much action. Some 
German infantry is visible in the north, but no tanks.
 
A-coy: After scouting by a halftrack to make sure the area is safe P1 destroys the sneaky halftrack. Our 
inf in the hall drives a Pzgr sqd back with heavy losses. P2 destroys another halftrack NE of the hall 
after the infantry is forced back. Other platoons advance. My intention is to move E-platoon to the 
church and use D-platoon to attack the VO's in the north.
 
B-coy: Hehe. H0 must have panicked.. they seem to have thrown away all weaponry except the PIATS and 2" mortar. 
Funny stuff. H2 destroys the die-hard 3 man nazi team. H1 is in a bad spot but did some great spotting 
work. There's a Pz-IV and a bloody Tiger on the road NE of field 62 and a halftrack on the road SE field 
62. Q2 tries to nail the Pz-IV from hill 75 but it smokes up. Chicken. Anyway, seems like the cavalry is 
coming, but I think they lack infantry support. Can't believe that they held back the Tiger for so long.
 
C-coy: No enemies visible whatsoever. I move forward M-platoon. Would like to see them in the 
treeline east of field 89, not that the Germans have much left there.
 
Arty: Shifting guns around a little further from our positions. No German arty firing.
 
Go get them,
 
Fred

Cross:

Hi Guys,

 

I also surprised about the Tiger facing B coy!  Don't forget to check for sabot rounds before engaging the Tiger.  You won't KO the Tiger - from the front - without sabots, unless you are <200yds and very lucky (weak spot).  

 

We only have two Cromwells facing the Tiger and PzIV.  Could bring a troop up from C coy sector.

 

May want to site some smoke (arty that's out of ammo) on H platoon; just in case the two panzers give us trouble.  It may protect the infantry and force the panzers to get close in.

 

And Jason, feel free to jump in.  You don't have to be completely clued in to move a few units about and shoot-up some Germans.  It's not rocketry science ;-)

 

cheers,

Simon

2ndLt_Fjun

Remember that we saw another Pz-IV around that hill earlier too (south of it?) - so there may be 2 Pz-IV's and one Tiger, assuming that the two tanks on the road either came from the north part of the map or from some reserve. Of course it could be the same tank too. I think we should let the Tiger come to us and just sit back. We have the infantry advantage which will make it very vulnerable. Smoke is a good idea.
 
/Fred

Turn 21

Seabolt:

Turn 21 SitRep

 

REPLAY
Our artillery fell.

 

A COMPANY
Counterattack continued, finishing three German infantry squads and a lurking HT. Both Jerry squads knocked out of church for good. This seems to be solidly in mop-up stage.

 

B COMPANY
And this is past mop-up. Pushed forward carefully; killed a crew unit!

 

C COMPANY
Continued packing up J CO and L platoon in X HT platoon and Cromwell R platoon for moves north. Moved M toward treeline east of field 89.

 

ARTILLERY
Mostly I replotted to avoid firing our last few shells until we have solid targets or are closing on one of the last VHs. Did leave a single airstrike arriving next turn, however. Replotted some smoke over the Tiger's location.

 

No German artillery fire to close turn.

 

-- 30 --

2ndLt_Fjun

Mop-up it is.. that's for sure :)
No action from the enemy tanks I spotted last turn? Was sure they would blast away at the poor infantry squad I left in the treeline.
 
/Fred

Seabolt:

We've had Cromwells working that road for the entire game, so I'm guessing DoubleDeuce realized that you were baiting him to overextend a panzer and get fatally riposted. He didn't bite, nor did the IVJ ever show up. By the next British turn, it could be 26 movement points away from the smoke that it left.

 

I moved the Cromwells east in a more aggressive posture. If we're going to kill that Tiger in the next three turns (solely to tip the scales from "dominated" to "utterly humiliated"), I think we're going to have go to it. I doubt that we'll lure it toward us.

 

-- 30 --

2ndLt_Fjun:

Let's sit back and wait for one of the more uncareful Germans to bite then.. ;) 
No use going after it.
 
/Fred

Seabolt:

Three turns left and none of the Germans has shown the slightest inclination to push unescorted armor forward.

 

I say go get it.

 

-- 30 --

Turn 22

Cross:

Turn 22a SitRep 

  

Casualties 

  

A coy:  32 

B coy:  11 

C coy:  28 

  

RTR:  

2 Tanks KO 

2 Tanks dmgd 

  

Supp:  

2 Halftracks KO 

1 Armoured Car dmgd 

1 HMG dmgd. 

  

Replay 

  

Just north of the church, two German halftracks attacked Major Hornchurch and the two other tanks with him.  One halftrack had a 7.5cm gun and missed twice before someone dropped smoke. 

  

A Spitfire flew in and dropped a bomb on a Panzer IV about 500yds north of the church.  The panzer was dazed but no damage. 

  

The Spit spotted 3 Panzer IVs on the road 400/500yds north of the church, and 3 halftracks (including 2 gun HTS) about 300yds north and east of the church. 

  

Those Spitfires have really been putting on a ‘jolly good show’!   One of them still actually has a 500lb bomb left! 

  

A coy 

  

Wiped out one of the PzGren sections fleeing east from the church.  Reduced the other to 2 men. 

  

One of the Cromwells with Major Hornchurch KO’d a halftrack, then Hornchurch KO’d one of the two gun halftracks. 

  

One of P troops Cromwell’s (with Capt Wellington in the north) drove into a building and threw a track!  Don’t know how that happened!  I’ve launched an inquiry. 

  

Another P troop tank moved behind Capt Wellington and was shot at by a Panzerfaust from 50yds!  Wellington ’s men hadn’t seen the Panzerfaust team right next to them.  Fortunately the Panzerfaust missed, and Wellington quickly wiped out the AT team. 

  

I moved a 6Pdr ATG to finally protect our northernmost V-hex.  I also sent a carrier to pick up the HMG to assist the 6Pdr. 

  

There’s still 3 Panzer IVs and a gun halftrack north of the church.  They may be just trying to protect Hill 19? 

  

B coy 

  

The Tiger and PzIV are on the western slope of Hill 61, 200yds east of the dirt road. 

Q1 pulled out and was narrowly missed by an 88mm shell.  He sensibly decided not to engage the Tiger and instead KO’d a halftrack  just south of the two panzers. 

  

Both undamaged Q troop tanks have only 2 sabots each.  Because of earlier damage, Q0 is really only a command vehicle. 

  

I see H0 has lost it’s first two weapon slots (rifle and grenade?) so opnly has PIAT and 2in mortar!  Someone mentioned it before, but I’ve not seen this before.  Infantry with 1 damage losing weapon slots! 

  

C coy    
  

I moved the R2 Cromwell north towards Q troop (R2 has 15 sabots!) just in case they need help with the two panzers. 

  

Looks like Col Cowell, Capt Drake and L platoon are all on the road north towards Herlesville; so I moved them further north.   Not sure they will get there in time. 

  

Artillery 

  

I plotted a Spitfire for the Gold spot and adjusted north.  If I didn’t use the Gold spot he wouldn’t arrive in time.  You may be able to use Capt Russell (B coy) to adjust it with LOS.  

  

Some German mortar fire came down on the hall. 

  

Comments 

  

No British casualties this turn, despite two close calls.  But did suffer and immobilization.  Still investigating that… 

  

--- 

Turn 23

2ndLt_Fjun:

Hi,
 
Replay:  A 75 mm PAK area firing around the church (no damage). A gun halftrack area firing in the 
north of the town (no damage). Quite harmless.
 
A-coy: N0 destroys a gun halftrack. The PAK gun is located at (78,61). It takes 5 casualties when I open 
up on it with two halftracks and a tank and should be quite useless now. The other two tanks by the 
church fire away on a Pz-IV on the east slope of hill 19 and cause a **** damage. Of course it smokes 
up, like always when I shoot at tanks. Dueled with a gun halftrack at (71,28) but not much luck. Drove 
back a Spaeh/PzFaust hiding in some houses after it killed one man from the company HQ. Check the 
Bren carrier up north - I'd like to move it onto the road somewhere at (69,11) and try to sneak up on the 
VO from behind for a last turn grab.
 
B-coy: There's a Pz-IV at (88,82) and the Tiger and the other Pz-IV is on the western edge of hill 61. I 
advance the infantry but keep the tanks back since I couldn't get any shots off at the Pz-IV's.
 
C-coy: Moved the Daimlers northwards. Think that area is completely clear.
 
Arty: Dunno what to do with the Spitfire plotted onto our lines.. just shifted it away. The other one is 
nicely aimed at the gun halftrack.
 
/Fred
 

Cross:

I think we still have two turns left, 24a and 25a.  Go ahead Gene, 'don't stand on ceremony', take either turn.  We will all be able to download the end turn and see the results.  

 

I also really enjoyed this battle.  It helped being on the winning team of course. 

 

I look forward to a post-game discussion and AARs.  If we read something interesting in an AAR, we will be able to download the turn and watch the replay, and look at the force disposition at that point, from either side, once we have the German password.

 

I think if we do a second battle (which I'd like to) it should be adjusted in a few small ways.  For example, checking availability of players, and making sure the team ELO is a bit more even.

 

Fred, 

I had no choice but plot that Spit there.  I thought it may be useful if the Tiger and PzIV came west directly into that field.  If it's strafing run looks too close to friendlies, we should cancel it.

 

 cheers,

Simon

Turn 24

Seabolt:

TURN 24

 

Replay
HT fired at squad at 71,53 from 800 meters and a second z-fired from 58,28. Nice artillery salvoes. Spitfire attacked guntrack at 72,28 with no luck and revealed two IVJs lurking next to 77,30 waiting to ambush something.


A COMPANY
The last crewman for the PaK 40 at 78,61 is done fighting, though his counterpart at 90,75 is made of sterner stuff. MG42 at 69,18. Killed a panzerfaust crew and the HT.

 

B COMPANY
74,81 offers LOS to the German tank park, so moved ACs toward that hill to soak up opfire before big tank push on Turn 25, maybe.

 

C COMPANY

Picnicking.

 

-- 30 --

Turn 25 (last turn)

Cross:

Hi guys,

 

This should be our last turn.  

 

Replay
B coy got hit with some fire, but mostly it was area fire.

 

A coy
I tried to move the bren gun carrier along the far north road towards the crossroads vhex, but a panzershreck ambushed the carrier and KO'd it.  No survivors.

 

Capt Wellington KO'd a crew for his 4th kill.

 

B coy
Cromwell Q2 KO'd a halftrack.

R2 Damaged the Tiger on Hill 61 * then **** before it popped smoke. 

Our two armoured cars had a go at a halftrack at long range, but missed.

The sniper in field 60 finished off a ATk gun, and a lost crew, in the corner of the field.

 

C coy
Have finished their picnic, and are now cleaning their weapons.

 

Casualties
A coy 35 

(B-3 C-26 D-6) 

 

B coy 13

(G-9 H-3 I-1)

 

C coy 28

(J-1 K-12 L-11 M-4)

 

RTR

2 tanks KO

2 tanks dmgd

1 tank imob (investigation revealed driver error) 

 

Support

2 halftracks KO

1 Bren Gun Carrier KO

1 Armoured car damaged

1 Halftrack dmgd

1 HMG dmgd

 

cheers,

Simon

---

END 

