"Men, I am not a religious man and I don't know your feelings in this matter, but I am going to ask you to
pray with me for the success of the mission before us. And while we pray, let us get on our knees and not
look down but up with faces raised to the sky so that we can see God and ask his blessing in what we are
about to do.”
"God almighty, in a few short hours we will be in battle with the enemy. We do not join battle afraid. We
do not ask favors or indulgence but ask that, if You will, use us as Your instrument for the right and an
aid in returning peace to the world.”
"We do not know or seek what our fate will be. We ask only this, that if die we must, that we die as men
would die, without complaining, without pleading and safe in the feeling that we have done our best for
what we believed was right.”
"Oh Lord, protect our loved ones and be near us in the fire ahead and with us now as we pray to you."

Lt Col Robert Wolverton, Commanding Officer, 3rd battalion, 506th PIR. KIA June 6th, 1944
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THE BATTLE
The Battle of Normandy evokes so many emotions. It was the beginning of the ‘Great Crusade’
in Northern Europe by the Western Allies, yet was viewed as long overdue by the bloodied
Soviets. Few realise that the casualties suffered in the three months of the summer of 1944 in
Normandy rivalled the worst of the Eastern Front.
The air and seaborne landings in Northern France were the largest the world has ever seen,
with meticulous planning for D‐Day, yet marked by a surfeit of clear goals once ashore. Both the
bocage terrain and the dogged defence by the Germans resulted in the need for unexpected
improvisation.
Both sides had significant constraints; the British were nearing manpower exhaustion and
would have to rely excessively on their armour arm, the United States had boundless resources
but many of their divisions had never been in combat, while the Germans were short on
everything and it was only through their ability to organise disparate troops into flexible
kampfgruppen that they held the Allies for as long as they did.
Ultimately, the Battle of Normandy resulted in the utter defeat of the Germans at Falaise with
France and Belgium quickly liberated thereafter. The Allied advance would last till late
September 1944, ending in the streets of Arnhem with Operation Market Garden.
This second release in the Panzer Battles franchise is focused on many of the battles that
occurred across the Calvados & Cotentin regions of Northern France. The offensive action by
the Western Allies was countered by the dogged defence of some of Germany’s best
Wehrmacht & SS formations. The dates covered are from June 6th 1944 to August 20th 1944.
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THE MAP
The map used for the Battles of Normandy scenarios is based off the Panzer Campaigns
Normandy ’44 map. The map creator program took the base map and expanded it to 250 meter
hexes from the original 1km. A pass was then made to add more geographic details as well as
name points of interest. Heights, villages and towns were critical in the closed Norman terrain
and wherever possible features have been identified and named. Dave ‘Blackie’ Blackburn has
really created a beautiful master map that can be used both for new scenarios and reference.

Two reference scenarios (non‐playable) with the complete map are included;
#993_PBNormandy_German_Placement
#999_Map_Viewer_Summer
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THE ORDER OF BATTLE
The Battles of Normandy order of battle was based on the forces that took part across the
three months of conflict. We do not believe any computer game system (or book) has covered
this operation at a platoon/squad level previously.

Five reference scenarios (non‐playable) with all the units in the order of battle are included;
#994_US_Graphics_Viewer
#995_British_Graphics_Viewer
#996_German_Graphics_Viewer
#997_SS_Graphics_Viewer
#998_Luftwaffe_Graphics_Viewer
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THE ALLIED ORDER OF BATTLE – BRITISH & CANADIAN
There were a wide range of sources consulted for the Allied order of battle for the game.
Normandy has been one of the most studied battles in history. A significant volume of books
and web sites have appeared over the last fifteen years providing detailed formation
information and strength in many cases by day. These sources (listed in the bibliography) have
allowed us to identify all the major formations (divisional / corps) that make up each army. In
addition all corps, army and army group attachments were identified at a regiment, brigade,
battalion and even company level. This data is extensive enough that future Panzer Battles
games on the Western Front could be built from this base.
Each Allied formation listing was cross referenced against other sources and checked for
consistency.
Formation strengths were another area to be considered and came in two flavours – how many
men, tanks etc. ‘should’ be in a formation and how many ‘were’ at a particular point of time. As
a rule, we built all formations at full table of equipment (TOE).
This represented the ‘should’ as mentioned above. For example,
the base strength for a British infantry platoon is 37 men. This
was then adjusted for each formation to align with the various
sources on daily combatant strength returns. Most of the
frontline Allied forces were at or close to full strength when
committed in the Normandy campaign.
The Allied forces were built around a corps formation that belonged to an army (or army
group). The infantry and armoured divisions were significantly different to those that started
the war with the experience of North Africa and Italy/Sicily shaping their composition.
By Normandy the Allies had standardised the layouts and
equipment of their units to a much higher degree than the earlier
war years. New units were built in a much more homogeneous
way and as the infield units were rotated out they were
restructured to reflect the new Allied doctrine. There are a
number of good sources for the layout of the Allied formations at
platoon level – all are listed in the bibliography.
When it came to supporting arms such as artillery and engineering
forces, the authors Niehorster, Tessin & Zetterling have some
amazing research both in their published books and websites.
Significant resources (particularly artillery) were utilised by the
Allies in Normandy to the point of over reliance.
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For armoured formations, armoured divisions had been fielded
in action since North Africa and some hard won lessons had
been learned. These formations went through a number of
revisions over that time with tank brigades being built as both
components of the armoured divisions as well as standalone
entities. Infantry brigades were motorised to allow a level of
support but there was insufficient training for these units to
cooperate like German divisions and kampfgruppe. It was not
until Normandy that a number of units (notably 11th Armoured
Division) began to build balanced taskforces with an equal
number of tank and infantry battalions. This proved to be the
exception rather than the rule as to that date this was not
within British doctrine. Independent tank brigades were usually
attached at corps level but rarely if ever trained with the
infantry divisions that were also components of the parent
formation. The Commonwealth tank formations have been
blamed for a lack of imagination in tactics at Normandy. This is
an unfair appraisal as the British learned quickly but were
hamstrung by the need to conserve their infantry and hence use
unsupported armour in ways it was never intended. There was a
significant evolution in tactics and cooperation from the early
Epsom operation to the later Bluecoat. Infantry tactics also had
to change, impacted by both the bocage, German tactical
proficiency and the need to more proactively support the
armour.
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The beach landings and expected
density of the Atlantic Wall defences
resulted in the 79th Armoured
Division being created. Hobart’s
‘Funnies’ were to be very
successfully used through the whole
campaign and beyond. The Churchill
Crocodile (Flame tank) and Flail (anti‐
mine) were notable successes.
The lighter casualties on the
Commonwealth beaches can at least
in part be attributed to the use of
these specialised units.

Within the order of battle, all units that are Regiment size or higher have named commanders
with the appropriate rank for that date. Leader photos are included, where available in each
headquarters.
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Special Forces were used en masse in
Normandy. The 6th Airborne Division was formed
in mid‐1943 with the landings in Normandy an
unqualified success. The operation went so
smoothly that the British in particular were
emboldened to launch operation Market Garden
just over three months later with dire results.
Like the other Commonwealth forces the
airborne had been used in various operations in
North Africa and Sicily in particular. They had
also been used as ground forces in missions such
as the Bruneval raid. These prior operations
shaped the overall structure of the division
which went into battle as light infantry.

The British were probably the best exponents of
commando and irregular operations during the
war. The famous SAS were preceded by the Long
Range Desert Group in North Africa and
numerous commando battalions were raised
culminating in two brigades fighting at
Normandy. Many of the coastal raids in German
held territory were by the newly raised British
commandos though increasingly foreign troops
were serving in separate battalions, companies
and platoons.
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THE ALLIED ORDER OF BATTLE ‐ THE UNITED STATES
The Second World War saw a massive expansion in the United
States Army. With the advent of mass production during the 1920’s
and 30’s, the US was able to build more equipment and weapons
than any other power. This allowed more divisions than ever
before to be recruited in readiness for the return to Europe in
Operation Overlord.
The US landings were a mix of veteran divisions that had fought in
Tunisia and Sicily and newly raised formations. The vast majority of
troops were green and were to learn the hard way the skills
necessary to take on the Germans.
The US forces fought on the Western flank of the landings where
the bocage was most prevalent and the terrain was to be one of
the biggest impediments. Major operations first to take Cherbourg
and then St Lo culminated in the Cobra breakout and Patton’s run
south and then east. In the closed Norman fields, the US found it
hard to bring their superior resources to bear.
Yves Bellanger has written a number of books on the units &
equipment of both infantry and armored divisions. His works are so
detailed that even the number of flashlights in a formation are
listed (!). With the homogeneous nature of many of the US
formations it was easy to use Yves layouts and then quickly build
numerous units.
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Corps and army attachments were also
standardised with engineering, recon,
anti‐tank and artillery formations
included. Like the British, the US troops
were well served by the volume of field
artillery battalions and groups supporting
them. All the attached formations were
lavishly supplied but had a real spread of
both ability and performance. This was
more due to the number of new
formations entering battle for the first
time, than the quality of men and
equipment.
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The US fielded two different
configurations for their armored
divisions. The 2nd & 3rd Armored Divisions
were the mid war three regimental
structure with two tank regiments and
one armored infantry regiment. They
were officially called heavy divisions due
to their nine fighting battalions.
The other included armor divisions (4th,
5th, 6th & 7th) were in the new combat
command structure where tank and
armored infantry battalions were paired
up. With three combat commands there
were only six fighting battalions vs the
nine of the heavy divisions.
In most cases the supporting battalions
were identical (recon, anti‐tank, artillery)
though the 4th Armored was without an
attached M‐10 tank destroyer battalion
and 3rd Armored actually had two tank
destroyer battalions in its organisation.
The two heavy divisions were to be
restructured after Normandy.
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Like the Commonwealth forces, within the order of battle all units that are Regiment size or
higher have named commanders with the appropriate rank for that date. Leader photos are
included, where available in each headquarters.

Two airborne divisions (the 82nd & 101st)
were landed in the Cotentin Peninsula
preceding the US 4th Infantry Division’s
assault at Utah beach. The US airborne
divisions were stronger than the British 6th
Airborne having 3 parachute regiments and
1 glider infantry regiment. Both US divisions
were identically structured and both
divisions were landed both by air and sea.
The 4th Infantry reached the paratroopers on
the first day of Operation Overlord and the
airborne troops fought as normal infantry
until they were withdrawn later in the
month.
Two ranger battalions landed in Normandy
on D‐Day. These Special Forces troops were
lightly armed and were tasked with clearing
Pointe du Hoc of its resident naval battery.
The 5th Ranger battalion successfully scaled
the heights at the Pointe, but 2nd Ranger
battalion was forced to land at Omaha and
took heavy casualties both during the
landing and in the attempt to advance west
and join its brother Ranger Battalion.
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THE ALLIED ORDER OF BATTLE – OTHER ALLIES
There were a range of other Allied country’s that fielded forces in Normandy. Independent
formations for France, Poland, Belgium and the Netherlands are included. All these nations
other than Belgium also had warships that participated in the actual landings.

Like the Commonwealth forces, within the order of battle all units that are Regiment size or
higher have named commanders with the appropriate rank for that date. Leader photos are
included, where available in each headquarters.
The Dutch and Belgians both fielded
very similar brigades. These were
fitted out with British equipment,
weaponry and uniforms. Both
countries brigades were self
contained in that they had attached
reconnaissance, anti‐tank and
artillery assets.
Both units were used later in the
campaign with the Dutch attached to
the 1st Canadian Army and the
Belgians to the British 2nd Army.
These brigades were setup to be the
cadre for their countries armed
forces when Belgium and Holland
were liberated and it was originally
expected that they would become
much larger formations.
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The Poles like the Dutch and Belgians
were fitted out by the British. The
Polish 1st Armoured Division was
identical in table of organisation to
the British and Canadian armoured
divisions.
They were not shipped over to
Normandy until later in July and were
first blooded in Operation Totalize on
August 8th.
With the German front collapsing the
Poles played a crucial role in closing
the pocket at Falaise and had to
weather the German attempts to
break out of the pocket for over 48
hours.
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The French 2nd Armored Division (2e
Division Blindé), was formed from
units that had fought in North Africa.
The division was organised as a US
light armored division and fitted out
with US equipment, weaponry and
uniforms.
LeClerc’s men did not arrive in
France until July 29th and were
immediately attached to Patton’s 3rd
Army.
Following on the heels of Operation
Cobra, the French 2nd Armored
Division raced towards Paris and had
the honour of being the first Allied
division to enter the French capital.
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THE GERMAN ORDER OF BATTLE
Like the Allied Order of Battle, the Axis Order of Battle has been built up from a range of
sources with significant cross referencing. The forces included for Normandy are Panzergruppe
West and 7th Armee as well as elements from Heeresgruppe B.
A range of books as well as English, French and German language websites have been primary
sources.
Unlike the Allied forces there was significant variation in the
German formations, whether they were infanterie or panzer. All
units are built at a full TOE level and then losses are applied
based on the current scenario and date. The SS divisions all had
different layouts in their regiments and this was most apparent
when looking at the configuration of their panzergrenadier
formations. In each, the regimental assets are quite different.
The Wehrmacht infanterie forces reflect
changes in organisation during late 1943 / early
1944. There was a range of both static & mobile
formations present defending the Atlantik Wall.
Dependent on the divisional type, there was
some standardisation in recon (Aufklarüngs),
engineer (Pionier) and anti‐tank (Panzerjäger)
units, but variation in equipment. All company
mortars were moved into the infanterie
battalion’s heavy weapon company to allow
them to be combined into a meaningful indirect
fire unit. Most of the mobile formations had
little to no motorisation other than in some of
their support elements. Bicycles were the best
the infantry could expect for mobility beyond
foot.
Many of the Atlantik Wall fortifications (or
Wiederstandnest ‘WN’) are included within the
occupying formation. This may include static
and mobile guns and units. One important
feature of the various infanterie formations was
the inclusion of ‘Ost’ troops. There is research
showing that possibly up to one third of all
German infanterie in Normandy were actually of
eastern origin choosing to fight rather than be
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interned in a POW or labour camp.
There was also substantial variation between the panzer divisions. The individual OB for each
panzer division came from Thomas Jentz’s ‘Panzertruppen’ and Niehorster’s German World
War II Organizational series Volumes 5/I, 5/II and 5/III. In the panzer divisions there was
variation mainly in the panzer regiments as well as the Aufklarüngs battalions with a range of
motorized and tracked formations coupled with armoured cars. The equipment in the
panzerjäger battalions could be towed or self‐propelled guns or a mix.
A number of the Wehrmacht’s elite formations were available for
the Normandy Battle. This included the Panzer Lehr Division,
made up of instructors and their top pupils from the various
training schools across Germany. Famous panzer divisions such as
the Viennese 2nd and reconstituted 21st Panzer were available to
take part. Most of the panzer divisions had two battalions in their
panzer regiments but rarely were these at full strength.
The Panther tank had been in service for nearly a year and many
of the bugs had been worked out. Most panzer divisions were
equipped with Panthers in at least one battalion in each panzer
regiment and in many cases formations had been based in France
to refit before commitment on the Eastern front.
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The 21st Panzer Division was rebuilt in France
after the German defeat in Tunisia in early
1943.
With little armour available the division was
fitted out by Paris Baukommando Becker, a
vehicle conversion plant set up in the
Hotchkiss factory by Major Becker. Becker
built over 1,800 new vehicles from captured
French halftracks, artillery tractors and tanks.
These conversions were usually armed with
German weaponry and outfitted many of the
infanterie division panzerjäger battalions as
well as the 21st Panzer and independent
panzer battalions in Normandy.
Many accounts list the 21st Panzer Division as
having Somua 35s tanks, but these are
believed to have been withdrawn from
service by June 6th.
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Normandy saw the largest concentration of SS
divisions in World War 2. Both the I SS and II SS
Panzerkorps were present at some stage of the
battle. There were five SS‐Panzer divisions and one
SS‐Panzergrenadier division. Both the Hitlerjugend
(12th SS‐Pz) and Götz von Berlichingen (17th SS‐
PzG) were in action within a few days of the Allied
landings. The Hitlerjugend in particular proved to
be a ferocious opponent due to its cadre of officers
that had fought in Russia with Leibstandarte (1st SS‐
Pz) and the particularly young soldiers (17 to 19
years old), that had been indoctrinated through
their adolescence in the Hitlerjugend (Hitler Youth).
Das Reich (2nd SS‐Pz) did not arrive at the front until
mid‐June delayed by both partisans and the allied
air superiority. Leibstandarte (1st SS‐Pz),
Hohenstaufen (9th SS‐Pz) and Frundsburg (10th SS‐
Pz) did not arrive at the front until late June and
were immediately committed to stop the British
Epsom operation.
The SS also deployed two independent schwere (heavy) Panzer battalions. Both
were outfitted with PzKw VI Tiger tanks and were used extensively in the
Norman battles. Michael Wittmann fought with the SS‐sPz Battalion 101 with
his famous engagement at Villers‐Bocage notable until his death on August 8,
1944 during Operation Totalize.
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The SS divisions fielded were not of the same quality as their earlier war
brethren. The very heavy losses of the experienced cadre of
commanders and troops in both Russia and Italy in the prior eighteen
months had taken a toll on their overall effectiveness. Where leaders
had survived, many were sent to train and command the new
formations the SS were raising. The 9th, 10th & 12th SS‐Panzer were all
led by officers that had fought with either 1st or 2nd SS‐Panzer in Russia.
Both the old and new SS formations were given priority for new
equipment. All the SS‐Panzer divisions had two panzer battalions with
the first outfitted with Panthers. The exception was 10th SS which only
had one panzer battalion and that was fairly weak being equipped with
two companies each of PzKw IVh tanks and StuG IIIg assault guns.
All SS‐Panzer divisions only had one SPW (mechanised) Panzergrenadier
battalion, the other panzergrenadiers riding in trucks. 17th SS‐
Panzergrenadier was completely truck borne and had an attached
assault gun battalion (initially StuG IIIg replaced by JagdPz IV) for
armour support.
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The Luftwaffe was heavily represented at Normandy. II Fallschirm‐Korps with 3rd and 5th
Fallschirmjäger Division, 16th Luftwaffen Feld Division as well as III Flakkorps all took part. There
were a range of smaller formations including Major von der Heydte’s Fallschirmjäger.Regt.6
which was the first major unit to check the American airborne landings.
The fallschirmjäger divisions were
generally well trained and lavishly
provided with automatic weapons. The
number of MG‐34/MG‐42 was almost
double a standard German infanterie
company.
Mortars were of a lighter variety for air
transportation. This did not impact the
size of shell, just the range. Some of
the artillery battalions had a 10.5cm
recoilless gun, again to save weight to
the detriment of range.
There were also dedicated
panzerschreck platoons that had up to
24 of these short range, very effective
anti‐armour weapons.
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The 16th Luftwaffen Feld Division was committed
to Normandy in early July. The division was
raised out of excess personnel from Luftwaffe
units and bases. With little fuel to fly aircraft a
number of the luftwaffen feld divisions were
formed as ground infantry.
The division was built to a similar organisation to
a mobile Wehrmacht infanterie division with
three regiments and supporting battalions.
The 16th Luftwaffen Feld Division took very
heavy casualties in its first engagement on July
7th in Operation Charnwood. It was then almost
destroyed in the Operation Goodwood fighting
on July 18th and was ultimately disbanded and
used for reinforcements for 21st Panzer Division
fighting with that formation in Operation
Bluecoat.
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THE FEATURES OF THE PANZER BATTLES NORMANDY ORDER OF BATTLE











One Order of Battle for all scenarios. Formations were setup in such a way that the
Corps attachment feature could be used to reflect the changing subordination of
Divisions, and Corps. This is particularly important for both sides where significant cross
attachments were made over the period of the battle.
All values have used an updated McNamara system that was adjusted for the additional
granularity of 250 metre hexes. This includes hard & soft attack values as well as
movement rates.
There are transport units included for both sides. Many of the leg infantry used vehicles
to move quickly. These usually came from vehicle pools and were either soft trucks,
armoured halftracks or Bren carriers. Leg infantry can also ride on tanks to a limited
extent.
All German infantry and Panzer Grenadier battalions have their company mortars
grouped into the Heavy Weapons (HW) Company. In real life, there were two mortars
per company, but configuring them this way resulted in a lot of ineffective indirect fire
units that bogged the game down. By grouping them into the HW Company a mortar
unit with six – eight tubes was available to support any unit in the battalion and a
reflection of German flexibility.
Armour formations have a full TOE but the actual tank strengths
match the records of the day.
All Regiment sized units and higher have named commanders.
Where available the actual leader photo is shown.
Morale ratings are variable with the Allies ranging from ‘A’
(commandos & rangers) to ‘E’ (beach command and others).
Generally ‘B’ represents veteran, ‘C’ experienced and ‘D’ trained. German forces also
have the same ranges of ‘A’ to ‘E’. Many of the static German units had never been in
battle and had been raised and based in France. Invalids and Ost troops were used
extensively and little training was given as these units were required to help fortify their
defensive sectors and beaches. Subsequent reinforcements were of higher morale but
still had a high degree of variability due to the amount of time in training and the
experience of their cadre.

A GRAPHICAL PRESENTATION OF TYPICAL FORMATIONS IN THE ORDER OF BATTLE IS INCLUDED IN THE
‘VISUAL ORDER OF BATTLE GUIDE’
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THE PARAMETER DATA FILE
The Parameter file within Panzer Battles gives the scenario designer an unprecedented ability
to change the way a game plays. In the main, many values align with the parameters used in
Panzer Campaigns though some parameters have been adjusted to reflect the shorter ranges
and time in scenarios.
MOVEMENT
Movement rates are the same as those used in recent Panzer Campaign summer titles.
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DAY/NIGHT CYCLE
The day/night cycle is aligned with the actual sunrise/sunset in the Normandy region at this
time of year. Days were long with dawn at 6am and the sun not setting till 10pm. The short
period of night was the bane for both sides as there was little time to affect repairs or
reorganise and the longer days resulted in both longer periods of fighting and increased risk of
air attack. Day turns are 30 minutes long and night turns, one hour.
A note on time; the Germans used Berlin time which was one hour later than local time. Many
later histories have used the documented German timing ignorant of the fact that this is off by
one hour. This results in statements such as a 7am daylight attack, when in fact this relates to a
6am dawn attack.
PROGRAMMED WEATHER
There was a range of very good sources for weather information for the period simulated. The
days were in the main warm though a number of days were hit with Atlantic storms. The
humidity was also high and the combination of high moisture and heavy deluges rendered
some areas soft verging on mud. Operation Epsom at the end of June was marked by very soft
ground. Mist and fog due to high moisture was also a factor on a number of mornings and is
reflected in lower visibility ranges and the commensurate lowering of air availability.
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DESIGNER NOTES
Back in early 2008, Glenn Saunders, Dave Blackman and Rick Bancroft began
work on a new game series for John Tiller called Panzer Battles. The initial
title was to focus on Normandy and was to include a range of battles from
across the three months of campaign. This title was chosen due to a new
toolset that John had created that allowed Panzer Battle maps to be
generated off any existing Panzer Campaigns map. The same was possible
with a Panzer Campaigns Order of Battle (OB), where platoon structures could
automatically be created under companies or battalions.
The original Panzer Campaigns map was converted and used as a master. Dave focused on the
map adding numerous details to the generated map. Glenn spent a lot of time preparing the
order of battle; this was a huge task that required determining company and platoon breakouts
for each battalion. Wig Graves had a done a lot of detail work here for the original Panzer
Campaigns Normandy ’44 title and its inclusion allowed the whole of the Panzer campaigns
order of battle to be converted. Glenn also did a lot of work building scenarios, particularly
focusing on the Commonwealth actions. Rick assisted with additional scenarios. Rick also
mastered the new campaign system that strung together scenarios into a larger operation. The
US 2nd Armored Division campaign was Rick’s first big campaign.
By 2010 a lot of work had been done but play testing was revealing issues with losses and
balance that were proving really problematic and after a number of reviews the title went into
hiatus with the lead designer on sabbatical.
With the request by John Tiller in 2012 for Mike Avanzini and I to take over the Panzer Battle
franchise, we decided to go with our area of expertise; the Eastern Front. This resulted in the
release of Panzer Battles Kursk – The Southern Flank in February 2014. Kursk replaced
Normandy as the first title in the series.
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With Kursk released, the new Panzer Battles
team decided that a quick six month push
would get Normandy out the door. All that
was required was some updates to the
graphics, additional play testing and refining
of the available 25 scenarios. The campaign
system would need a little work, but the
effort there would round out the scenario
count.
With Glenn and Dave on a break and mobile
projects respectively, Rick Bancroft agreed
to come back and look over his prior work
and see if there was anything that needed
to be done for added content. Rick started
by adding more scenarios for June 6, as
originally only Juno beach and Pegasus
bridge had been created.
Jeff Connor, an experienced Squad Battles
designer also joined the team and decided
to review the existing Operation Epsom
scenarios. A number of innocuous questions
from Jeff resulted in an eight month
extension to the project (!). As Jeff laid out
the British for Epsom he struggled to get the
tank numbers right vs the sources he had. A
quick review of the OB showed that there
were a lot of areas that could do with
review and adjustment. I started that
exercise in June 2014 and ultimately
reviewed, validated and redid the entire
order of battle over the eight months to February 2015.
Many of the OB changes instigated were to get the ‘man count’ per platoon right. There was
also the inclusion of the ‘right’ number of vehicles in a company/battalion. Doing that created a
problem we had seen in Kursk where there was a lot of small vehicle HQ units that ultimately
became clutter. They have been included in the OB but can now combine with other ‘like’ HQ
units in the battalion to create a larger unit and become more useful. There was also a chance
to ensure the right equipment was present in each organisation. Wigs had done a great job, but
there was still a lot that could be tweaked. Even pure chrome such as the nationality of the
German ‘Ost’ troops was added when those details were found. The OB was a huge amount of
work and to be honest is overkill, when compared to the scenarios we are including. There are
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quite a few formations that were not used, but are available for players to include in their own
home designed scenarios.
We believe that we have built an order of battle that is unrivalled in accuracy at the platoon
level. There are few texts or game systems (computer or paper) that cover the battle with the
depth of research that is included in Panzer Battles Normandy.
The scenarios were another big endeavour. Glenn, Dave and Rick had done a huge amount of
work albeit only partially tested. With a new/revised order of battle nearly every scenario was
‘broken’ and required review and fixing. What became apparent during the review was that
there was quite a bit of work that could be done on the existing scenarios as well adding further
content. With a lot more research material available in both print and online we were able to
cross reference the forces involved in each battle and determine the accuracy of each scenario.
Jeff Connor drove the review of both the Operation Epsom and Operation Goodwood scenarios
as well as designing the Falaise pocket. Kevin Hankins came on‐board as our resident Canadian
expert and validated Juno Beach, Juno D+1, Verrieres ridge and Operation Totalize. Kevin also
provided original work for Authie and Carpiquet. Rick Bancroft completed the D‐Day landings
and then worked tirelessly to update the various other scenarios he had created for the
campaign games he had worked on. My scenario contribution was to tie together the D‐Day
scenarios into larger compilation as well as the 6th Airborne Division drop on the Orne. I was
also involved in validating or creating the actions around Villers Bocage, Cherbourg, Le Dezert,
St Lo and Operations Bluecoat and Totalize.
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There were a number of potential battles left out of this release. We wanted to include the
drive on Brittany as well as more of the fighting around St Lo, but felt these would be too slow
as they were bogged down in the bocage. We could have also done more campaigns than the
two included. Ultimately we felt that we had done more than enough for the title and we could
see we had included representative actions of every type that occurred in Normandy.
We continued with the approach from Panzer Battles Kursk of not building battles that were
too long. It was apparent that the game play and focus was very different to Panzer Campaigns.
Panzer Battles was definitely a battle or engagement simulator. Objectives and concerns were
much more focused than the sweeping movements in Panzer Campaigns. It was more akin to
Squad Battles (take that hill, clear that town, force that river) and had the added consideration
of combined arms. With these learnings we found many scenarios falling in the ten to twenty
five turn range and very few getting to a full day (forty two turns). Some of the Corps sized
battles have a lot of units, but none of them are long. The one exception to this rule is the
included 144 turn Operation Bluecoat scenario. We wanted to test a longer ongoing game
where the same forces were in action with few if any actual replacements (vs reinforcements).
Bluecoat fitted the bill and we used a custom parameter file that turned night into two five
hour turns. With Operation Bluecoat being a five day scenario, it suddenly became important to
carefully conserve or rest your forces as they would be needed in future turns. All in all it seems
to have worked in testing. That said, it is strictly a head to head scenario as the AI will struggle
to play a scenario with that many turns.
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In testing we have found that a medium scenario against the AI can be played easily within an
hour and PBEM games similarly quick due to the focus of the game. We expect that this game
series will translate both well to tournament play as well as on handheld devices.

The big new feature included with Panzer Battles Normandy is the campaign module. This
allows a player to play linked scenarios where his decisions and the battles outcome determine
the next scenario. This is the first release of the campaign engine and we will be doing more
with it as we learn its nuances. The campaigns included should show players the various
situations their units could be involved in and the outcome from scenario to scenario. We
expect to enhance the campaign engine over future titles. We have also used the campaign
engine to create ‘variable’ scenarios. These are standalone scenarios that give players multiple
choices but not the requirement to play a whole campaign.
Another area that looks very different from the original game Glenn and team worked on is the
graphics for both the map and units. The initial build had the original 2008 graphics, which
while functional were very dated. With the experience of Kursk behind us, it was important to
ensure comparable or better graphics were included. The three areas that required graphical
updates were the map, unit art and counters. With new nationalities present, only the German
artwork from Kursk was reusable. Even that had to be redone and ‘re‐faced’ due to the desire
for the Allies to face to the right and the Germans to the left. The map graphics also had to look
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more like Western Europe with more prevalent stone buildings and tiled roofs as well as the
distinctive bocage and poulder countryside. All the techniques learned from Kursk were used
such as colourising photographs for unit images, or including three different game counter sets.
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The map was the first area that was looked at. Below is an example of what we started with;
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This shot shows the same map with updated graphics including raised hills and new units;
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The second area worked on was the unit art. There are more community mods for unit art for
Tiller games than anything else. Many of these use line drawings taken from published works
that cannot be included officially in a commercial release due to copyright issues. After working
through a range of iterations, Joe sent some colorized black and white photos of soldiers. Once
we saw the end result we could never go back. It quickly became apparent that with the right
photo, coloured and cropped, high quality artwork was only a step away.

In game as unit art

Actual size counter

Blown up counter
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In game as unit art

Actual size counter

Blown up counter
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Unit art for vehicles
was done differently.
All vehicles were
drawn, but built in a
modular fashion. This
approach was
preferable with
various marks and
modifications to
vehicles. For example,
adding schürzen
armour, camouflage
and decals completed
this Normandy era
Pzkw IV H;
In game as unit art

Actual size counter

Blown up counter
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All in all we have included 65 standalone scenarios in Panzer
Battles Normandy. Of the 65 scenarios, 59 are unique with a
further 6 AI ‘variants’ specifically tailored for play against
the computer. The game has scenarios for the whole
campaign starting with the airborne attacks on June 6th
right through to the final battle at Falaise on August 20th.
Also included is 2 campaigns and 5 variable scenarios –
totalling another 28 variants of scenarios. In addition, there
are a huge number of scenarios and campaigns that could
be created from the included maps and OB and the design
team may look to provide more scenarios in the future if
there is enough community interest.
Finally, the play test team have really enjoyed creating the
Panzer Battles system and playing these scenarios ‐
Normandy has a completely different feel to the prior Kursk
Panzer Battles release.
We hope you enjoy playing the game as much as we do.

The Panzer Battles team

December 2015
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JUNE 6TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 6TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0606_01: Calvados Coast ‐ The Great Crusade Begins
Turns : 40
Calvados Coast, North of Caen: June 6th, 1944. (Scenario Size: Corp. Allied Human vs Axis AI or
Head to Head) The British and Canadians had arguably the larger job during the initial D Day
objectives; they were expected to land on three adjacent beaches, consolidate into a
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contiguous front and take Bayeax in the west and importantly Caen in the east. These large
towns/cities were well inland and expected to be taken coup de main style by fast moving
armour columns with mounted infantry. Additionally the 6th Airborne had to secure the
landings left flank by capturing the crossings on the Orne River while denying the Germans the
chance to counterattack from the south or east. This scenario covers the complete British and
Canadian landings on June 6th, the initial exploitation phase and German response.
#0606_02: East of the Orne ‐ 6th Airborne's Landings
Turns : 20
th
Ranville, North of Caen: June 6 , 1944. (Scenario Size: Division. Allied Human vs Axis AI or Head
to Head) In the early morning hours of the 6th of June, the paratroopers and glider men of the
6th British Airborne Division were landed on the far left end of the Normandy Beachhead. Their
mission was to protect the flank of the British 3rd Infantry Division scheduled to land just west
of the Orne Estuary. The action began with the glider coup‐de‐grace by Major John Howards D
Company of the 2nd Battalion, Oxfordshire and Buckinghamshire Light Infantry. Their task was
to secure the bridges across the Orne River and Canal and hold until relieved. Additionally the
bridges on the River Dives as well as the Merville battery overlooking Sword beach had to be
neutralised to prevent the Germans interfering with the planned British seaborne landings. This
scenario covers the first day of action for the British and Canadian units of 6th Airborne Division
and the German response to push back the airborne invaders.
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#0606_03: Gold Beach ‐ The Road to Bayeux
Turns : 20
th
Gold Beach, North West of Caen: June 6 , 1944. (Scenario Size: Division. Allied Human vs Axis
AI or Head to Head) The landing by the reinforced British 50th Division, was the central linchpin
leading to a successful invasion of France. The British landing forces quickly broke through the
predominantly Ukrainian Ost troops in the beach defences and advanced quickly inland and
west towards Bayeux. It was not until later in the day that the Germans were able to mount a
serious counterattack to check the Commonwealth troops. Player notes; The German defenders
must slow down the British advance from the beach as there are no available reinforcements
nearby. If the British forces can break through quickly, Caen to the east will be outflanked and
a strong junction formed with the US forces to the west on 'Bloody' Omaha. As the Allied
player, please be aware that minefields are widespread and quite thick in some spots. The
Hobart Funnies will be the key in dealing with them to ensure the Allied timetable is
maintained.
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#0606_04: Juno Beach ‐ Canada's D‐Day drive for Caen
Turns : 24
th
Juno Beach ‐ North of Caen: June 6 , 1944. (Scenario Size: Division. Allied Human vs Axis AI or
Head to Head) The Canadian 3rd Division had one of the harder tasks in the British sector. It
was expected to clear the beach and its obstacles quickly and then drive south to capture the
ridge line at Carpiquet to prevent German forces from interfering with the follow on Allied
troops. With Caen so close it was hoped that the Canadians might assist the adjacent British
units in securing the city before the Germans had a chance to react. The Canadians were largely
successful, but the timely appearance of 21st Panzer Division followed by the 12th SS
Hitlerjugend Division put paid to any quick liberation of Caen. Allied players will have to clear
the beaches as quickly as possible and advance south before the German reinforcements arrive.
#0606_05: Sword Beach ‐ The Road to Caen
Turns : 16
Sword Beach, North of Caen: June 6th, 1944. (Scenario Size: Division. Allied Human vs Axis AI or
Head to Head) At Sword Beach the Allied landing force consisted of the heavily reinforced
British 3rd Division, including numerous commando units and the specialized engineering tanks
of the 79th Armoured Division. This force formed the eastern (left) flank of the Allied landings,
and had the missions of reaching Pegasus Bridge to link up with the airborne troops, joining the
Canadians from Juno Beach, and clearing Caen as their first major objectives. The initial German
opposition was fairly weak but the Allies were challenged by major minefields deployed in the
area, and the 21st Panzer Division tasked with countering any enemy landing. The British 3rd
Division's orders were to move quickly south to Caen before the Germans could organise any
coordinated response.
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#0606_09: Villiers‐le‐Sec: Moving Inland
Turns : 8
Villiers‐le‐Sec, East of Bayeux: June 7th, 1944. (Scenario Size: Regiment. Head to Head or Allied
Human vs Axis AI) The German 352. Infanterie Division was deployed to the west and south of
the Gold landings. General Kraiss 352nd's commander was afraid that if British tanks got loose,
they could turn west and roll up his divisional sector from the rear. The division's reserve
kampfgruppe consisted of the 915. Infanterie Regiment as well as the divisional Fusilier
Battalion. Oberst Leutenant Meyer commanding the kampfgruppe was ordered to move to
Villiers le Sec in company with some StuG's and attack towards Crepon. Things did not go as
planned, the 1st Battalion was diverted to support the Omaha beach defences while the
remainder of the kampfgruppe was harassed and delayed by Allied fighter bombers. Before
Meyer's men could deploy, units of 69th Infantry Brigade with the 4th/7th Royal Dragoon
Guards had closed and a stiff battle began.
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#0606_10: The Longest Day
Turns : 40
Normandy Coast, East & North of Caen: June 6th, 1944. (Scenario Size: Army. Allied Human vs
Axis AI, Head to Head or Team Play) This monster scenario combines #0606_01: Calvados Coast
‐ The Great Crusade Begins, #0606_06: Cotentin Peninsula ‐ On a Wing and a Prayer and
#0606_08: Bloody Omaha. This compendium will cover the complete Allied landings and the
initial German response on the 'Longest Day'.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JUNE 6TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JUNE 6TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0606_06: Cotentin Peninsula ‐ On a Wing and a Prayer
Turns : 39
th
The Cotentin Peninsula, South of Cherbourg: June 6 , 1944. (Scenario Size: Corps. Head to Head
or Team Play, Human vs AI for either side) The Great Crusade began just after midnight on June
6th with the landing of the US 101st Airborne Division closely followed by the 82nd Airborne.
The paratroopers aim was to secure the causeways off Utah Beach to protect the amphibious
landing of the US 4th Infantry Division while blocking any German reserves from crossing the
Douve River. More significantly the aim of landing in the Cotentin Peninsula was to allow the
quickest access to Cherbourg, the largest deep water port in Normandy. The first day of
landings would be chaotic with both scattered airdrops and vigorous German responses to the
Allied interlopers.
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#0606_07: The Shifting Sands of Utah (HTH version)
Turns : 16
#0606_07a: The Shifting Sands of Utah (vs AI version)
Turns : 16
th
Utah Beach, Cotentin Peninsula, South of Cherbourg: June 6 , 1944. (Scenario Size: Division+.
Allied Human vs Axis AI or Head to Head) The US landings on Utah Beach were less costly than
the other beaches on D‐Day. These landings benefited from the US Airborne drop that
scattered over a huge area behind Utah beach, drawing off German reserves. Fortunately,
stronger than expected morning currents shifted the initial landings to a more weakly fortified
portion of the beach south of the planned area. Brig. Gen. T. Roosevelt Jr., arriving in the first
wave made the decision to continue the landings in that location rather than shifting the
follow‐on forces to the planned beaches.
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#0606_08: Bloody Omaha (HTH version)
#0606_08a: Bloody Omaha (vs AI version)
Omaha Beach, North West of Bayeux: June 6th, 1944.
(Scenario Size: Corp. Allied Human vs Axis AI or Head
to Head). The US landings by the experienced 1st and
green 29th Infantry divisions saw the hardest and
bloodiest fighting of all the beaches on June 6. The
German defences were the strongest, and the terrain
challenging in this area, resulting in a tough, bloody
battle by the US forces to get off of "Bloody" Omaha.
The German forces, consisting of a mix of forces from
a static division and a newly arrived regular division,
were stronger than the Allied intelligence indicated,
but had little in the way of reserves or depth. Once
the Americans could move inland from the beaches,
the remaining German defenders would be forced to
retreat or be cut off and destroyed in place.

Turns : 24
Turns : 16
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#0606_10: The Longest Day
Turns : 40
Normandy Coast, East & North of Caen: June 6th, 1944. (Scenario Size: Army. Allied Human vs
Axis AI or Head to Head) This monster scenario combines #0606_01: Calvados Coast ‐ The Great
Crusade Begins, #0606_06: Cotentin Peninsula ‐ On a Wing and a Prayer and #0606_08: Bloody
Omaha. This will cover the complete Allied landings and initial German response on the
'Longest Day'.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, JUNE 7TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 7TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0607_01: Juno D+1 ‐ 12th SS Panzer Arrives
Turns : 26
th
Villons‐sur‐Buisson, North of Caen: June 7 , 1944. (Scenario Size: Division+. Head to Head or
Human vs AI for either side) When the British landed on the Calvados coast they were unaware
of the close proximity of both 21st Panzer and the Hitlerjugend SS Panzer Divisions. The 21st
Panzer Division had counterattacked to the coast on D‐Day but had taken grievous losses in
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tanks in particular. With the coming of dawn on June 7th, sporadic resistance from both the
716th Infanterie and 21st Panzer Divisions was slowing the Allied advance but the British and
Canadian Corps commanders were expecting to continue the advance to their day one
objectives of Caen and Carpiquet airfield. The Canadians made slow progress but had cleared
the villages of Buron, Authie and Franqueville before being hit by a hurriedly organised
counterattack by Standartenfuhrer Meyer's Panzergrenadier‐Regiment 25. The resulting
engagement was one of the most vicious of the Normandy campaign and was to result in an
antipathy between the Hitlerjugend and Canadians marked by atrocities on both sides.
#0607_02_Authie: 12th SS Riposte
Turns : 17
th
Authie, North West of Caen: June 7 , 1944. (Scenario Size: Brigade+. Head to Head or Human vs
AI for either side) With the coming of dawn on June 7th, sporadic resistance from both the
716th Infanterie and 21st Panzer Divisions was slowing the Allied advance but the British and
Canadian Corps commanders were expecting to continue the advance to their day one
objectives of Caen and Carpiquet airfield. The Canadians made slow progress but had cleared
the villages of Buron, Authie and Franqueville before being hit by a hurriedly organised
counterattack by Standartenfuhrer Meyer's Panzergrenadier‐Regiment 25. The resulting
engagement was one of the most vicious of the Normandy campaign and was to result in an
antipathy between the Hitlerjugend and Canadians marked by atrocities on both sides. This
scenario focuses on the Hitlerjugend counterattack that occurs late in the day in #0607_01:
Juno D+1 ‐ 12th SS Panzer Arrives.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SUNDAY, JUNE 11TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 11TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0611_01: Misery at le Mesnil‐Patry
Turns : 8
th
le Mesnil‐Patry, West of Caen: June 11 , 1944. (Scenario Size: Battalion+. Head to Head or
Human vs AI for either side) For the first week after D‐Day the Commonwealth attempted to
flank Caen from the West. Operation Perch began on June 7th. The Operation was intended to
create the threat of a British breakout to the south‐east of Caen by XXX Corps. The 50th
(Northumbrian) Infantry Division landed on Gold Beach on 6 June and was to rapidly move
inland and capture Bayeux and the road to Tilly‐sur‐Seulles. The 7th Armoured Division and the
8th Armoured Brigade would then take over from the 50th Northumbrian Division and advance
from Tilly‐sur‐Seulles to Mont Pincon. The Canadian 3rd Infantry Division attacked in support of
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the British 50th with the aim of securing their left flank. The town of le Mesnil Patry had been
reported as being abandoned and the Canadians mounted the Queens Own Rifles onto the
tanks of the 1st Hussars to take the town on the run. The advance was anything but a cakewalk.
#0611_02: Advance to Cristot
Turns : 12
Cristot, West of Caen: June 11th, 1944. (Scenario Size: Regiment. Head to Head or Human vs AI
for either side)The Germans were desperately trying to hold on to a small salient as the base for
a Panzer counter attack to the coast. The British and Canadians were just as desperate to
expand the beachhead and be rid of the salient. Two battalions of the Green Howards with
armor support from the 4th/7th Royal Dragoon Guards were tasked to take Cristot and Brouay,
just to the east of them [see scenario 0611_01] the Canadians were trying to take Le Mesnil‐
Patry.
#0611_03: Le Hamel ‐ The Salient
Turns : 14
le Hamel, West of Caen: June 11th, 1944. (Scenario Size: Regiment+. Head to Head or Human vs
AI for either side) This scenario combines 0611_01 & 0611_02. The Germans were desperately
trying to hold on to a small salient as the base for a Panzer counter attack to the coast. The
British and Canadians were just as desperate to expand the beachhead and be rid of the salient.
Two battalions of the Green Howards with armor support from the 4th/7th Royal Dragoon
Guards were tasked to take Cristot and Brouay, just to the east of them the Canadians kicked of
their attempt to take Le Mesnil‐Patry a few hours later.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JUNE 13TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 13TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0613_01: Villers Bocage ‐ Wittmann's Ride
Turns : 18
Caumont, south of Bayeux: June 13th, 1944 (Scenario Size: Brigade. Head to Head or Human vs
AI for either side) The small town of Caumont represented a major junction for the armies
fighting in Normandy. Not only was it the boundary between the American V and British XXX
Corps but it was also the boundary between the German LXXXIV and XLVII Pz Corps. For almost
a week the British and American forces had slowly expanded their bridgehead, stretching the
defenders to the point of breaking and with the tactical withdrawal of the German 352nd
Division on 10 June the break finally came at Caumont. But due to the nature of the Corps
boundaries, both sides failed to immediately grasp the seriousness of the situation. On the
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Allied side, it was not until the morning of 12 June that LG B. Bucknall, commander of the
British XXX Corps, was informed that the American left flank (the depleted 1st US Infantry
Division) was advancing against almost no opposition. He immediately halted the 7th British
Armoured Division's frontal attack against Panzer Lehr at Tilly‐sur‐Seulles and ordered it into
the Caumont Gap. The British spearhead was intercepted by the Tigers of 101st SS Heavy
Panzer Battalion at Villers‐Bocage and they provided just the delay necessary for Panzer Lehr to
redeploy to meet the threat to their flank. This scenario is taken from #0613_02: Caumont ‐ An
Opportunity Lost and is focused on the fighting around Villers Bocage.
#0613_02: Caumont ‐ An Opportunity Lost
Turns : 24
th
Caumont, south of Bayeux: June 13 , 1944 (Scenario Size: Division. Head to Head or Human vs
AI for either side) The small town of Caumont represented a major junction for the armies
fighting in Normandy. Not only was it the boundary between the American V and British XXX
Corps but it was also the boundary between the German LXXXIV and XLVII Pz Corps. For almost
a week the British and American forces had slowly expanded their bridgehead, stretching the
defenders to the point of breaking and with the tactical withdrawal of the German 352nd
Division on 10 June the break finally came at Caumont. But due to the nature of the Corps
boundaries, both sides failed to immediately grasp the seriousness of the situation. On the
Allied side, it was not until the morning of 12 June that LG B. Bucknall, commander of the
British XXX Corps, was informed that the American left flank (the depleted 1st US Infantry
Division) was advancing against almost no opposition. He immediately halted the 7th British
Armoured Division's frontal attack against Panzer Lehr at Tilly‐sur‐Seulles and ordered it into
the Caumont Gap. The British spearhead was intercepted by the Tigers of 101st SS Heavy
Panzer Battalion at Villers‐Bocage and they provided just the delay necessary for Panzer Lehr to
redeploy to meet the threat to their flank.
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UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JUNE 13TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0613_03: Carentan ‐ Battle of Bloody Gulch
Turns : 23
th
Southwest of Carentan: June 13 , 1944 (Scenario Size: Brigade. Head to Head or Human vs AI
for either side) The 101st Airborne Division had been fighting for a week to clear Carentan and
open a direct link between the Omaha and Utah beachheads. After capturing Carentan, the
division had orders to push southwest onto Hill 30 and beyond to provide protection to this
critical town and crossroads. The airborne troops were tired and low on ammo after a week of
fighting. For the Germans, the advancing 17th SS Panzergrenadier Division had orders to link
up with the survivors of Fallschirmjaeger.Regt.6. The Fallschirmjaegers had been pushed out of
Carentan just the day before and had orders to counterattack to take the town back and sever
the link between the American bridgeheads. As the Americans prepared to move out they
were hit by the German attack.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, JUNE 14TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JUNE 14TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0614_01: Return to Carentan
Turns : 15
th
East of Carentan: June 14 , 1944 (Scenario Size: Brigade. Head to Head or Human vs AI for
either side) In this hypothetical battle, the German counterattack on Carentan on June 13th is
assumed to have succeeded and the important crossroads has fallen into the hands of the
Germans, once again blocking communications between the Utah and Omaha bridgeheads.
Carentan must be cleared by the US forces to enable the advance from Utah to continue, and
provide security to the flanks for both bridgeheads by securing their junction.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – THURSDAY, JUNE 22ND, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JUNE 22ND MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0622_01 Cherbourg Landfront
Turns : 42
#0622_01a Cherbourg Landfront
Turns : 30
Cherbourg, Cotentin Peninsula: June 22nd, 1944. (Scenario Size: Corp. Head to Head or Team
Play, Allied Human vs Axis AI) The US VII Corps had landed at Utah beach, two weeks earlier.
During that time General Collin's men had bloodied the defending Germans, reached the
western coast of the peninsula and effectively cut off Gruppe von Schlieben from
reinforcement or resupply. Over the last day the Americans had been uncovering the inland
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defences for the port of Cherbourg, the Germans had christened them the 'Landfront'. Hitler
had procrastinated before allowing a retreat into the prepared positions and that had resulted
in a level of disorganisation as the Germans tried to break contact and man the fortified line.
General Collins believed he had an opportunity to break through the Landfront before the
Germans could prepare for the coming US assault; this came at the cost of both local
reconnaissance and air and artillery preparation. The Germans had managed to fill out many of
their units by arming the large Luftwaffe and Kreigsmarine garrisons but these Alarmheiten
(Militia) units were of poor quality compared to their weary Wehrmacht brethren. This one and
a half day scenario will require both players to carefully husband their forces. The American
forces will have to trade losses with speed as the bocage country makes it difficult to bring the
full strength of US combined arms into play.
#0622_02 Cherbourg ‐ The Right Flank
Turns : 19
Cherbourg, Cotentin Peninsula: June 22nd, 1944. (Scenario Size: Division. Head to Head or
Allied Human vs Axis AI) The US VII Corps had landed at Utah beach, two weeks earlier. During
that time General Collin's men had bloodied the defending Germans, reached the western
coast of the peninsula and effectively cut off Gruppe von Schlieben from reinforcement or
resupply. Over the last day the Americans had been uncovering the inland defences for the port
of Cherbourg, the Germans had christened them the 'Landfront'. Hitler had procrastinated
before allowing a retreat into the prepared positions and that had resulted in a level of
disorganisation as the Germans tried to break contact and man the fortified line. General
Collins believed he had an opportunity to break through the Landfront before the Germans
could prepare for the coming US assault; this came at the cost of both local reconnaissance and
air and artillery preparation. The Germans had managed to fill out many of their units by
arming the large Luftwaffe and Kreigsmarine garrisons but these Alarmheiten (Militia) units
were of poor quality compared to their weary Wehrmacht brethren. This half day scenario will
require both players to carefully husband their forces. The American 4th Infantry Division will
have to trade losses
with speed as the
bocage country
makes it difficult to
bring the full
strength of US
combined arms into
play.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SUNDAY, JUNE 25TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 25TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0625_01: Operation Martlet ‐ Day One
Turns : 24
#0625_01a: Operation Martlet ‐ Day One
Turns : 24
th
Fontenay‐le‐Pesnel, West of Caen: June 25 , 1944 (Scenario Size: Division. Human vs AI for
either side or Head to Head). Operation Epsom was planned as a major attempt to outflank the
German positions within the City of Caen and force a withdrawal. The attack was to be made by
VIII Corps and hoped to force a crossing over the Orne River. As part of the planning for
Operation Epsom, XXX Corps was ordered to make a set‐piece assault along the boundary with
VIII Corps. The objectives were to draw reserves away from the intended attack by their
neighbours the next day and to seize the Rauray Spur. The Rauray spur was a slight ridge that
provided visibility into the attack corridor of the 15th Scottish Division and would allow the
Germans to fire into the flank of Operation Epsom. The attack began just after 0400 hours with
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the bombardment by more than 250 guns. The British fire plan called for a rolling barrage that
the infantry could follow as well as concentrations on the flanks to prevent the Germans from
reinforcing the attack area. Several regiments of guns were also assigned to counterbattery
and counter mortar fire missions. The infantry started their advance at about 0430 in a heavy
mist that reduced visibility to only a few meters. As the sun rose, the mist prevented any of the
air support that the infantrymen of the 49th Infantry Division, in their first major battle, had
been told to expect. It was going to be a long day, especially as delays caused in part by the
reduced visibility, caused the advancing infantry to fall farther and farther behind the rolling
barrage. Facing the British were the panzergrenadiers of the 12th SS Panzer Division
Hitlerjugend. These young men had already shown the British and Canadians that although they
might be new to battle, they were well trained and would fight to the bitter end. Unfortunately,
losses and an extended front precluded the defence in depth preferred by the Germans. But
the front line was backed by local reserves and the Division reserve was located nearby. The
British under Montgomery were masters of the set‐piece battle. Once the initial forces seized
their objectives, follow‐on forces would continue the attack, as the initial forces dug in to hold
the ground seized. If the units in the initial attack could not seize their objectives, the follow‐on
forces would take over the attack. While this led to very crowded battlefields, it did allow fresh
troops to continue the attack. The battle covered by this scenario is one of these set‐piece
attacks. So as the British reinforcements enter the battle, the initial forces they are replacing
will become fixed. The British player needs to keep this in mind while planning his attack. The
defences have been made stronger and the victory conditions more difficult to give the player a
challenge.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – MONDAY, JUNE 26TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 26TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0626_01: Operation Epsom ‐ Day One
Turns : 24
Fontenay‐le‐Pesnel, West of Caen: June 26th, 1944 (Scenario Size: Corp+. Allied Human vs Axis
AI or Head to Head). By late June, the front around Caen had become a stalemate. British and
Canadian attacks gained a little ground, but at a high cost. Field Marshall Montgomery believed
that a direct assault on the city would be cost prohibitive and elected to try and outflank the
defences by attacking to the west. If successful, this would force the Germans to abandon Caen
as indefensible. Once Caen was secure, the open plain between there and Falaise would allow
for additional armoured thrusts in some of the best tank ground in Normandy. Montgomery
dubbed this plan Operation Epsom and he had the VIII Corps conducting the attack. For most of
VIII Corps, this would be their baptism of fire. The plan called for the 15th Scottish Division to
lead the attack and seize the bridges over the Odon River as well as the high ground beyond.
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Once this area was secure, the 11th Armoured Division would exploit the opening and push on
to the Orne River and beyond. The 43rd Wessex Division would cover the flanks and be in
support. Operation Epsom was to be preceded by Operation Martlet just to the west which
would seize vital high ground around Raurey and hopefully divert local reserves away from the
main attack. As dawn arrived on June 26th, a steady rain fell; depriving the young Scotsmen of
the air support that had been planned, but the sound of more than 700 artillery pieces rent the
air. Facing VIII Corps was the young, but veteran 12 SS Hitlerjugend Division. They had been in
action on an almost daily basis since the invasion began almost three weeks earlier. Once they
occupied Caen and the area to the west, any Allied advance became limited and very costly. But
this elite division had been planned as part of the great panzer force that would force the Allies
back into the sea and so far, the division had been too busy holding back the British and
Canadians to do much more than launch local counterattacks. These counterattacks had done
little to stem the Allied tide and had cost the Germans dearly. Many front line units in the
Hitlerjugend were at 2/3rds strength and there were no replacements in sight. Operation
Martlet had driven a wedge between the Hitlerjugend and the adjacent Panzer Lehr Division.
Kurt Meyer, commander of the Hitlerjugend had been ordered to close this gap and he planned
a dawn attack by his panzers, supported by the aufklarüngs (recon) battalion to do just that.
This scenario depicts the first day of Operation Epsom as well as the second day of Operation
Martlet. It has a high unit density and has significant portions of three British Divisions as well
as the Hitlerjugend Division in play. Field Marshall Montgomery believed in set‐piece attacks,
where once the initial objectives had been reached, additional units would pass through them
to continue the attack. Consequently, the Allied player will find that during the course of the
day, his initial forces will become fixed, but additional forces will be available to continue the
attack. The Germans had no such luxury.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JUNE 27TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 27TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0627_01: Operation Epsom ‐ Day Two
Turns : 27
th
Le Haut du Bosq, West of Caen: June 27 , 1944 (Scenario Size: Corp+. Allied Human vs Axis AI or
Head to Head). The first day of Epsom was a hard day for the 15th Scottish Division. While all of
the initial objectives had been taken, the young grenadiers of the Hitlerjugend Division had
fought with the tenacity and fatalism of youth. The cost to the Scottish infantry had been high
and attempts to push on towards the Odon had been stopped cold. Even the commitment of
the tanks of 11th Armoured Division had done little. As soon as the tanks crested the top of the
100 meter contour south of Cheux, they suffered a hailstorm of solid shot and they quickly
pulled back. For the second day of Epsom, General O'Connor again committed the Scotsmen to
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the fray. The 227th Brigade, which had been in reserve the previous day, was going to lead the
attack towards the Odon. They would be supported by the remaining tanks of the 31st Tank
Brigade as well as a regiment from the 11th Armoured. Once the bridges over the Odon had
been captured, the 11th Armoured Division would exploit south towards Hill 112 and the Orne
River beyond. On the western flank, the 49th Division was also ordered to continue the attack
towards Rauray and seize the high ground there. While the Germans had managed to hold the
British advance to small gains on the first day of the attack, it had been at a high cost. The
battalions of the 26th SS Panzergrenadier Regiment were only slightly more than half strength.
The Pioneer Battalion, which had taken the brunt of the British attack, was a mere skeleton of
its former self. The young infantrymen dug in as best they could and prepared for the inevitable
onslaught of British men and material. This scenario follows British doctrine of the time and
units that have orders to secure the ground gained will become fixed while other formations
will be available to continue the attack. The British player will need to be aware of this and try
to get the defending units into advantageous positions. The Germans have no such limitations
as they will need every man, machine and bullet to stop the British. This scenario is medium to
large sized and takes place during daylight. The weather is overcast and rainy reducing Allied air
power and causing soft ground conditions.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, JUNE 28TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 28TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0628_01: Operation Epsom ‐ Day Three
Turns : 27
th
Tourmauville, West of Caen: June 28 , 1944 (Scenario Size: Corp+. Human vs AI for either side
or Head to Head). While it had been costly, the third day of Operation Epsom finally brought
some hope to the British that success was at hand. The 2nd Argyll and Sutherland Highlanders
had captured Colleville after a sharp, but short fight, and then pushed on to the crossing of the
Odon at Tourmaville. Whether the tanks of the 23rd Hussars had assisted them or just showed
up after the fight is a matter of dispute, but regardless, a crossing over the Odon had been
seized. During the night, the 159th Infantry Brigade moved across the river also except for a
company of the Monmouths who got lost and ended up in Mouen. General Roberts ordered
the 29th Armoured Brigade to seize Hill 112 and then move towards the crossings of the Orne
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River, while the infantry covered the flanks. Meanwhile, the Scotsmen of the 15th Division were
ordered to "tidy" up the battlefield north of the Odon by pushing out on both flanks. ULTRA
intercepts had detected that the Germans were planning on counterattacking with II SS Panzer
Korps and what was now being called the Scottish Corridor was only a couple of miles wide.
Worn down by two days of unrelenting combat, the Scotsmen once again picked up their
weapons and supported by the 31st Tank Brigade, prepared to move out once again. The
Germans had been busy. Kampfgruppe Wiedinger from the 2nd SS Panzer Division, along with
the remaining panthers from the 2nd Panzer Division prepared to attack the western side of the
British salient. Another kampfgruppe, this one from the 1st SS Panzer Division, had moved in
during the night and was prepared to attack the eastern side of the corridor. The Germans
planned for the two assault groups to meet at Cheux and cut off the British armour that had
crossed the Odon. There were questions about artillery and armour support, but the attack was
ordered to go forth regardless. It would be a long day for the troops of both sides as they
attempted to make order out of the chaos of battle. This is a large scenario with units from
multiple divisions on both sides. Due to the conservative nature of British assaults, especially
under Montgomery, considerable numbers of the British forces are fixed at the beginning of the
game. They will release throughout the day. On the XXX Corps front, the British infantry may
become fixed again during the game as this attack was diversionary and had limited objectives.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – THURSDAY, JUNE 29TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JUNE 29TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0629_01: Operation Epsom ‐ Day Four
Turns : 27
The Odon Valley, 10 kilometers southwest of Caen, June 29, 1944. (Scenario size: Army. Head to
head or teamplay) The II SS Panzer Korps had finally arrived in Normandy. But the movement
to the Odon Valley had been severely hampered by Allied air attacks the whole way. Units
were stretched out and resupply of fuel had been sporadic. The German plan called for the 9th
SS Panzer Division to attack on the north side of the Odon River and sever the British salient by
seizing Cheux. There they would be met by elements of the 1st and 12th SS Panzer Divisions
who would be attacking from the east, even though these units had been in constant combat
for more than 48 hours. The 10th SS Panzer Division was to attack on the south side of the
Odon, seizing the bridges and isolating the British tanks on Hill 112. The attack was to start at
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dawn, but the units were not yet in place. The attack was postponed once and then again.
When it did start at 1300 hours, only a small portion of the attacking force was in place. The
remainder would have to join the attack as they arrived. And to make things worse, the
weather had continued to improve and the sky was full of Allied planes of all types. But the
attack had to go in today. The 12th SS Panzer Division had been battered during the three
preceding days of fighting and could not hold indefinitely. And the German High Command
wanted to seize the initiative away from the Allies so they could gather their forces and drive
towards the beachheads. Due to ULTRA intercepts, the Allies knew that the German attack
was coming. The 15th Infantry Division spent the morning trying to tidy up the western side of
the Scottish Corridor while elements of the 43rd Division did the same on the eastern side.
Then they dug in and awaited the German attack. General O'Connor ordered the withdrawal of
the 29th Armoured Brigade from Hill 112, but the order wasn't received until late in the day and
the movement didn't start to take place until dusk approached. But what if the British had not
withdrawn, but had continued their attack? Could the infantry hold against the SS troopers,
recently transferred from the Russian Front? Could the battered 12th SS stop the Shermans
and Cromwells one more time?
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JULY 4TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JULY 4TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0704_01: Carpiquet ‐ Operation Windsor
Turns : 28
Carpiquet, West of Caen: July 4th, 1944. (Scenario Size: Brigade. Head to Head or Allied Human
vs Axis AI) With the failure of Operation Epsom to achieve a breakthrough it was decided to try
and clear Carpiquet airfield again. Carpiquet airfield was on a 1.9 km expanse of level ground,
which offered a "killing ground" for the defenders. The airfield had been fortified with
minefields, field gun and machine gun emplacements, manned by I Battalion, SS‐
Panzergrenadier Regiment 26, an anti‐aircraft battery and fifteen tanks. Operation Windsor was
planned to commence at 05:00 on 4 July, following a bombardment by 21 artillery regiments,
with Le Régiment de la Chaudière and The North Shore Regiment attacking Carpiquet, as a
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squadron of the Sherbrooke Fusiliers protected the northern flank with a diversionary attack on
Franqueville. To the south, the Royal Winninpeg Rifles was to advance and seize the hangars of
Carpiquet airfield. At the same time as the Canadian attack, the 43rd Division was to attack
further south down the north side of the Odon to capture Verson. Once the regiments had
captured Carpiquet, the Canadian reserves would push through and take control of the airfield
control buildings. The capture of the airfield would enable further Anglo‐Canadian attacks
against Caen.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JULY 11TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JULY 11TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0711_01: Le Desert ‐ Panzer Lehr Counterttacks
Turns : 24
#0711_01a: Le Desert ‐ Panzer Lehr Counterttacks
Turns : 24
th
le Desert, North of St Lo: July 11 , 1944. (Scenario Size: Division‐. Head to Head or Human vs AI
for either side) On 10 July the Panzer Lehr Division took over the sector of Kampfgruppe Heintz
(275.Infanteriedivision) west of the Vire. It had about 100 operational Panzers having lost the
rest of its establishment of 232 tanks and tank‐hunters in the fighting against the British in the
Caen sector. The division’s commander Generalleutnant Fritz Bayerlein met with the Seventh
Army commander SS‐Oberstgruppenführer Paul Hausser to discuss plans for a counter attack. It
was agreed that 901. Panzergrenadier Regiment and thirty Panther tanks of the 6. Panzer
Regiment would advance from le Hommet‐d’Arthenay towards St‐Jean‐de‐Daye. Meanwhile
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further east another Kampfgruppe consisting of the 902. Panzergrenadier Regiment, and Panzer
IV tanks would attack from Pont‐Hébert to St‐Fromond. To minimise the effect of Allied air
superiority they attack would begin at night. The aim was to destroy the Vire bridgehead south
of the Vire‐Taute canal and therefore eliminate the most direct and immediate threat to St‐Lô.
#0711_02 Hill 192 ‐ Battle in the Bocage
Turns : 10
Hill 192, North East of St Lo: July 11th, 1944. (Scenario Size: Brigade. Head to Head or Human vs
AI for either side) The 11th of July was the critical day in the St Lo sector. Panzer Lehr had
launched their counterattack at le Dezert and though the battle was in the balance it was
evident the US line would hold. On the left flank of the Allied position, Hill 192 was the
dominant terrain feature. German observers could see all the way to the beaches, exposing all
to artillery fire. 2nd Infantry
Division was tasked with
clearing the hill. The division’s
first attempt on June 16th
had resulted in heavy
casualties and little ground
taken. After intensive training
between the infantry, armour
and engineers the July 11th
attempt was expected to be
more successful.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JULY 18TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JULY 18TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0718_01: Operation Goodwood & Operation Atlantic
Turns : 24
#0718_01a: Operation Goodwood & Operation Atlantic
Turns : 29
Caen France, July 18, 1944 (Scenario Size: Army. Play Head to Head including team play or
against the AI). Operation Goodwood was the brainchild of British Lieutenant General
Dempsey. It called for putting the three British armoured divisions under the command of VIII
Corps and attacking on the east side of Caen. The VIII Corps commander, Lieutenant General
O'Connor, had commanded armoured forces in North Africa, including being field commander
during Operation Compass, which destroyed a large portion of the Italian Army, and forced the
Germans to deploy troops to North Africa. However, he was captured in 1941 and spent two
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years in an Italian prisoner of war camp before escaping and returning to England. As a result,
O'Connor's thoughts on the use of armour on the battlefield were somewhat outdated. This
was not helped by a poor plan that called for the three armoured divisions to cross the Orne
River into an already crowded bridgehead. The artillery was forced to remain to the west of the
Orne and as the British tanks advanced, they soon outran the range of their guns. Only the
11th Armoured Division would be able to deploy for the attack in the bridgehead. The other
two divisions would have to cross the congested river and canal crossings after the attack
started. And the armoured divisions were not to be used as true combined arms forces. The
motorized infantry brigade of the 11th Armoured left their trucks behind and was given orders
from the corps commander that separated them from the armoured brigade. The motorized
brigades of the other two armoured divisions were so far back in the queue to get across the
river that they did not see any significant action until the following day. The Germans on the
east side of Caen knew that the British were going to attack in their sector. The German forces
had been battered since the Allied landing and very few replacements had arrived. They no
longer had the necessary forces to hold a solid line and instead they used a thin infantry screen
with mobile forces behind them forming a defence in depth. While the area east and southeast
of Caen was relatively flat and without the hedgerows that had made attacking further west so
difficult, it was covered with a grid of small villages and hamlets about a kilometre apart. The
villages were mainly built of locally quarried stone and the German defenders turned each one
into mini‐fortresses. In addition, infantry divisions were beginning to arrive from other sectors,
which allowed the German panzer divisions to pull back behind the lines, regroup and rest.
Operation Goodwood was not the only attack that would take place on July 18, 2014. The
Canadians had finally wrested Caen away from the 12th SS Panzer Division. Operation Atlantic
was an attack by the II Canadian Corps on both sides of the Orne River. Two brigades of the 3rd
Canadian Division would push south on the east side of the river and clear the industrial areas
of Colombelles and Mondeville. The division's third brigade was in Caen and would attack
across the river if the opportunity presented itself. The Canadian 2nd Division's baptism of fire
in Normandy would be an attack to the west of Caen also crossing the river with the goal of
reaching the western end of Bourguebus Ridge. One of the main elements of Operations
Goodwood and Atlantic was the use of strategic bombers in the tactical role. This had been
tried before during Operation Charnwood, but the target area was far behind the lines and did
little to hamper the German defences. This time, the plan included the use of US and British
heavy bombers as well as US medium bombers to prepare the advance. Several German units
were caught by the bombardment and the troops and equipment that survived the onslaught
were battered to the point of uselessness. It would take time for these men to come to their
senses and then clean the dirt and debris out of their weapons. Meanwhile the British tanks
began their advance. Notes: This scenario uses obstacles and minefields to represent the
rubble, debris and shell holes created by the aerial bombardment. The infantry companies of
the 159th Infantry Brigade should remain 'On Foot" throughout the battle as their trucks were
on the other side of the river.
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#0718_02: Operation Goodwood ‐ 3rd Royal Tank Regt. Part 1
Turns : 12
Demouville, South East of Caen: July 18th 1944 (Scenario Size: Brigade. Human vs AI for either
side or Head to Head) The 3rd Royal Tank Regiment was to lead the charge of three armoured
divisions to punch a hole in the German lines South East of Caen. Basically, 11th Armoured
Division was to advance on a narrow front after an aerial bombardment and then follow a
massive barrage to take the right side of the Bourguébus ridge. The lorried infantry would take
the villages of Cuverville and Demouville to cover the right flank of the armoured thrust. The
overall concept was 11th Armoured Division on the right, Guards Armoured Division on the left,
following behind, 7th Armoured Division would exploit through the centre to Crasmesnil
beyond the ridge. At the start, the Germans were dazed in the dust and haze and it looked
good, but the British tankers out ran their artillery cover, and gradually the defenders
recovered with disastrous results for the attack. The obstacles represent rubble and bomb
craters in scattered building hexes.
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#0718_03: Operation Goodwood ‐ Fifes and 23rd Hussars
Turns : 10
La Mesnil Frementel, South East of Caen: July 18th 1944 (Scenario Size: Battalion+. Human vs AI
for either side or Head to Head) After the 3rd Royal Tank Regiment had passed to the West, it
was the Fife and Forfars and 23rd Hussar's turn to run the gauntlet. They emerged from the
narrow swept corridor and shook out into a similar formation. They had been held up by the
Royal Tank Regiment stragglers and as they moved south, ominously, the defenders started to
regroup and now Shermans started to 'brew up' with amazing regularity, especially C Squadron
of the Fifes as they were the last to pass. The obstacles in Cagny represent rubble and bomb
craters.
#0718_04: Operation Goodwood ‐ 3rd Royal Tank Regt, Part 2
Turns : 6
La Mesnil Frementel, South East of Caen: July 18th 1944 (Scenario Size: Battalion+. Human vs AI
for either side or Head to Head) The 3rd Royal Tank Regiment had fought virtually cut off from
the rest of 11th Armoured Division when they passed under the railway embankment to the
west. Now their Commanding Office decided to maintain the momentum of his group. They had
a brief respite while they reorganized and then charged to the south towards the Bourguébus
Ridge. The German defence by this time was ready and, ominously, the arriving units from 1st
SS PzD started to appear.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, JULY 19TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JULY 19TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0719_01 Goodwood Day 2; 11th Armoured Division
Turns : 24
#0719_01a Goodwood Day 2; 11th Armoured Division
Turns : 29
Bras, Southeast of Caen, July 19, 1944. (Scenario Size: Brigade. Allied Human vs. Axis AI or
Human vs. Human) The 11th Armoured Division had been the lead unit in the first day of
Operation Goodwood and had paid the price. More than two‐thirds of the tanks in the 29th
Armoured Brigade had been knocked out. But the supporting arms had not been hurt too
badly. Even better, the micro‐managing from above appeared to have ceased with the heavy
loss of tanks. Pip Roberts, Commander of the 11th Armoured Division and arguably the best
tank commander in the British Army, could now fight his division as he saw fit. His objectives
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for the day were the villages of Bras and Hubert Folie, and he prepared a combined arms attack
to seize the two strongpoints. The Germans had not fared well on the first day of Goodwood
either. The carpet bombing had caught several units of the 21st Panzer Division with a rain of
high explosive and those units were no longer combat capable. The remaining portions of the
division had fought well, especially the 200th Sturmgeschutz Abteilung, but they had taken
serious losses in trying to hold back the flood of British tanks. The panthers and assault guns of
the Liebstandarte Adolf Hitler had also taken casualties stemming the tide. While the British
received replacement tanks during the night, the German crews works as fast as they could to
try and repair those vehicles that could be fixed and to salvage anything useful from those that
could not. The 21st Panzer was withdrawn and its place had been filled by the tanks and
infantry of the I SS Panzer Korp. The opportunity to rest and refit had been very short indeed.
Pip Roberts plan called for the Cromwell tanks of the Northamptonshire Yeomanry to attack
Bras from the northwest under the cover of a smoke screen. The motor infantry of the 8th
Battalion, Rifle Brigade would rush forward, supported by the remaining tanks of the 3rd
Battalion, Royal Tank Regiment, and complete the seizure of the village. Once it was taken,
infantry from the 159th Infantry Brigade would advance and secure the village while the motor
infantry and tanks continued to Hubert Folie. The British knew that there were Germans in the
villages, but they did not know that the defenders from yesterday had been replaced by a
battalion of infantry from Liebstandarte Adolf Hitler supported by anti‐tank and assault guns.
Day two of Goodwood would be another uphill battle for the British.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, JULY 25TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JULY 25TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0725_01: A Bloody Day at Verrieres Ridge
Turns : 15
#0725_01a: A Bloody Day at Verrieres Ridge
Turns : 12
Verrieres, South of Caen: July 25th, 1944. (Scenario Size: Brigade+. Head to Head or
Commonwealth Human vs AI) To this day, there is still some debate about the ultimate goal of
Operation Spring. On a strategic level, it is said that the attack was to hold the German panzer
forces in the British sector so that the US could break out from the Normandy beachhead in
Operation Cobra. On a tactical level, this was not the message passed down by the HQ of the
2nd Canadian Corps. They said it was an attack to drive the Germans from the high ground. This
scenario simulates the attack by six battalions of the 2nd Canadian Division on the Corps' right
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flank. The plan was a complex three phase operation to be executed at night because the
Germans had lines of sight from the high ground of Verrieres Ridge, and Hill 112 to the west;
that had made the previous daylight attack a costly affair. However, enemy resistance proved
very stubborn, and throughout the night each phase fell behind or did not meet its objectives.
Daylight found the two battalions of the second phase involved in a bitter contest to secure
their objectives prior to the final two battalions launching the third and final phase, the attack
to capture the ridge itself. As the Black Watch of Canada advanced up Verrieres Ridge, German
MGs and mortars appeared repeatedly on the flanks and in the rear. The Germans had hidden
units in mineshafts, and used underground passages to move troops around unknown to the
attacker. Furthermore, innocent looking haystacks erupted with fire to reveal hidden panzers. It
truly was a day when in the words of historian Reginald Roy, "courage was not enough".
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SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, JULY 26TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JULY 25TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0726_01: Percy ‐ Cobra Breakthrough
Turns : 20
St Giles, West of St Lo: July 25th, 1944. (Scenario Size: Brigade. Head to Head or United States
Human vs AI) The US VII Corps Commander, General Collins, was disappointed with the slow
advance on the first day of Operation Cobra. He decided that on the second day he would
commit his mechanized forces based on his assessment that the main German defences were in
a shambles. Combat Command A of the US 2nd Armored Division was tasked with heading
south along the eastern side of the penetration to provide flank cover for Cobra. As luck would
have it, the Combat Command struck the German Corps boundary and plunged ahead in
spectacular fashion. E*/2‐66 Company used the new 76mm armed Shermans ‐ M4A1(76) for
the first time in Normandy.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SATURDAY, JULY 29TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE JULY 29TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0729_01: Notre Dame ‐ Das Reich Disaster
Turns : 6
Notre‐Dame‐de Cenilly, South West of St Lo: July 29th, 1944. (Scenario Size: Battalion. Head to
Head or United States Human vs AI) Confusion was caused in the 2.SS‐Panzer‐Division Das Reich
by conflicting orders from the German High Command. This led to the bulk of the German
forces trying to withdraw SE through Roncey to Percy. On many roads there were 'penny
packets' of units making their way back to try to form a new front. Das Reich was no different
and had its units spread all over the place. Such was a column of armoured vehicles, led by a
Hummel SP gun, trying to force the crossroads at Notre‐Dame‐de‐Cenilly held by a small group
of the US 2nd Armored Division ‐ the last platoon just moving into its prepared position.
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#0729_02: St Martin ‐ Roncey Roadblock
Turns : 8
th
St Martin‐de Cenilly, South West of St Lo: July 29 , 1944. (Scenario Size: Battalion. Head to
Head or United States Human vs AI) The roads to the South East of Roncey and Montpinchon
were a mess, with German units from the north and west jammed together trying to break free
from the sack the US was building in the area. An unlikely group of units made up from 2.SS‐
Panzer‐Division Das Reich and the Fallschirmjäger.Regt.6 making their way to safety, ran across
a hasty roadblock of the US 4th Infantry Division. They overran the outpost but were held as the
US infantry fell back to the positions of 78th Field Artillery Battalion.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SUNDAY, JULY 30TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE JULY 30TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0730_01: Operation Bluecoat ‐ Baffing up the Charlie Love
Turns : 144
Caumont, West of Caen: July 30th, 1944. (Scenario Size: Corp. Head to Head) Operation
Bluecoat was to be the complementary offensive to the USA's July 25th Cobra operation. With
the success of Cobra evident by July 28th, the British accelerated Bluecoat by two days and
planned to kick off on July 30th. VIII Corps was to be the flank guard for XXX Corps which was to
attack towards Villers Bocage, but when VIII Corps unexpectedly broke through the German
defenses on an army boundary, all effort was put behind them. With the road to Vire open the
Germans had to pull II SS‐Panzerkorps out of the line at Caen and attempt to close the gap
between the German armies. This multi‐day campaign will require players to carefully husband
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their forces as no replacements will be received. Fresh forces will arrive regularly, but will have
to go to the position of most need. The British will have to push hard early on to capture the
key locations before the SS arrive. Historical note: 'Baffing up the Charlie Love' means 'Move
fast up the Centre Line of the advance'. Centre Line in the British 1944 phonetic alphabet is
'Charlie Love'.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, AUGUST 1ST, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE AUGUST 1ST MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0801_01: Bois du Homme ‐ Quarry Hill
Turns : 12
Bois Du Homme, South of Caumont: August 1st, 1944. (Scenario Size: Brigade+. Head to Head or
German Human vs AI) The 21.Panzer Division had been fighting since June 6th and was heavily
depleted. With the British Operation Bluecoat having brushed aside the 326th Infanterie
Division, the 21.Panzer Division was committed only two days after being pulled out of the
front line. Its commander, Gen Feuchtinger, had been resisting pressure for its use in a
counterattack against VIII Corps. Under protest and threat of court martial, he agreed to carry
out the attack. It commenced around dawn, in classic German style, with small groups of
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infantry supported by armour and artillery trying to find weak spots in the line to exploit. It was
a long day with the massed British artillery finally saving the day.
#0801_02: le Beny‐Bocage ‐ 11th Armoured Move Out
Turns : 12
st
Le Beny‐Bocage, South of Caumont: August 1 , 1944. (Scenario Size: Brigade. Head to Head or
British Human vs AI) By August 1st, the British had moved the tanks of 29th Armoured Brigade
across Dickie’s bridge. The bridge had been captured the previous day in a coup‐de‐main by
Lieutenant Derek ‘Dickie’ Powle’s armoured car troop. The 29th Armoured Brigade planned to
push forward to take le Beny‐Bocage. Once clear they were expected to take the high ground
around Point 266 and assist the Guards Armour who was expected to take the village of
Catheolles. After clearing substantial resistance around le Beny‐Bocage the brigade ended up
cutting the Caen to Vire road and then taking the village of Catheolles. The Guards Armoured
Division where expected to take it from the north, not the 29th Armoured Brigade from the
south!
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SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, AUGUST 2ND, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE AUGUST 2ND MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0802_01: Kampfgruppe Fröhlich ‐ German Ingenuity
Turns : 8
St Charles de Percy, South of Caumont: August 2nd, 1944. (Scenario Size: Battalion. Head to
Head or Human vs AI) German reinforcements were rushed to block the British advance with a
composite force from 9.SS‐Panzer‐Division Hohenstaufen in the lead. There were many
stragglers from other divisions in the area. The resilience of the German army was again
displayed with the ability to quickly reorganise and rally. This time a small group of StuG IIIs
from Hohenstaufen gathered up a few handfuls of men and formed Kampfgruppe Fröhlich.
They waited for any other units to arrive and were rewarded as more StuGs showed up. The
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kampfgruppe then proceeded to Montchamp and St Charles de Percy to blunt the British
vanguard.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – THURSDAY, AUGUST 3RD, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE AUGUST 3RD MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0803_01: la Bistiere ‐ Tigers Marsch!
Turns : 8
rd
La Bistiere, North of Vire: August 3 , 1944. (Scenario Size: Brigade+. Head to Head or German
Human vs AI) Operation Bluecoat had managed to deeply penetrate the junction of the German
7th Armee and Panzergruppe West. The key town of Vire was almost undefended but heavy
attacks along the British eastern flank had prevented the Allies from marching further south.
The Germans had desperately tried to close the gap between the two armies and it was only on
the morning of August 3rd that the Tiger tanks from Kampfgruppe Weiss and infantry from 3.
Fallschirmjaeger Division actually garrisoned the town. With Vire secure, Kampfgruppe Weiss
was ordered to rendezvous with Kampfgruppe Meyer at la Bistiere, the newly designated
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forward defences for the sector. Shortly after midday a mixed column led by nine Tigers set off
on its 5kms advance to la Bistiere. The 2nd Nothamptonshire Yeomanry Regiment had the
misfortune of being right in their path, with their 'B' Squadron actually probing the northern
outskirts of Vire as the German column emerged.
0803_02: Les Grands Bonfaits ‐ Nedforce
Turns : 7
Les Grand Bonfaits, North East of Vire: August 3rd, 1944. (Scenario Size: Battalion. Head to Head
or German Human vs AI) Major "Ned" Thorburn, commander of D Company, 4th King’s
Shropshire Light Infantry, had set up an outpost on the left flank of the main battalion position.
He had nearly withdrawn from the hilltop farm of les Grand Bonfaits the previous evening, but
his commanding officer had seen the value of the position and reinforced it with a squadron of
tanks and a couple of platoons of infantry. The Germans also knew its value and threw an
attack at them in the early morning.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SATURDAY, AUGUST 5TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE AUGUST 5TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0805_01: The Push for Vire
Turns : 14
th
Vire: August 5 , 1944. (Scenario Size: Brigade+. Head to Head or United States Human vs AI) On
August 1st, the town of Vire was almost undefended as the British approached as part of
Operation Bluecoat. With the commitment of II.SS‐Panzerkorps, the 11th Armoured Division
had to halt their advance and protect their eastern flank. This delay allowed the Germans to
move defensive troops into the town, forcing the Americans four days later to launch a
prepared assault. The Combat Command A of the 2nd Armored Division and the 116th Infantry
Regiment of the 29th Infantry Division were tasked with taking this major road hub. Vire had
been heavily damaged by the Allied bombing raids on June 6th. These raids targeted
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transportation hubs throughout Normandy and were designed to slow the movement of
German reserves forward to fight the landing. Now, the US forces are ordered to take the
crossroads as part of the breakout from Normandy. The Germans are ordered to hold at all
costs, to help protect the rear of the German counterattack (Operation Lüttich) forming to cut
off the American spearheads. Both sides have significant heavy artillery support for the forces
engaged in the town.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – MONDAY, AUGUST 7TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE AUGUST 7TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0807_01: Mortain ‐ The Lost Battalion
Turns : 8
th
Mortain: August 7 , 1944. (Scenario Size: Brigade. Head to Head or United States Human vs AI)
When the US 30th Division took over this section of the front in early August they were told
that Hill 314, just east of town, was the key to the entire sector. When the Germans attacked,
they easily overran all of the defences on this sector of the front. As dawn of the 7th broke,
Germans from several German divisions had gone around them, but the US were left with a
strong hill top position from which to call down support from corps artillery and fighter bomber
assets. The 2‐120th Infantry Battalion survived the encirclement clinging to the hill for several
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days. The first concerted attempt to clear the hill was made by 2.SS‐Panzer‐Division Das Reich
early on the evening of August 7th. Both sides were left bloodied after their hilltop encounter.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, AUGUST 8TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE AUGUST 8TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0808_01: Hill 285 ‐ Clipping the Hedges
Turns : 6
Mortain: August 8th, 1944. (Scenario Size: Battalion‐. Head to Head or Human vs AI) The
Germans were determined to capture as much of the high ground round Mortain as possible.
Hill 285 just North West of Mortain was a thorn in their side as it overlooked the road to
Juvigny. Kampfgruppe Ullrich consisted of infantry from 17.SS‐Panzergrenadier Division and a
small number of PzKw IVs from 2.SS‐Panzer‐Division Das Reich. Ullrich’s force attacked
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Companies A & B of the 1‐120th Infantry Battalion to try to and capture the hill. It was a bloody
struggle between the hedgerows.
#0808_02: Mortain ‐ Counter in the South
Turns : 6
th
South of Mortain: August 8 , 1944. (Scenario Size: Brigade. Head to Head or German Human vs
AI) The 2.SS‐Panzer‐Division Das Reich was ordered to counterattack the northern flank of the
US 35th Infantry Division which had been rushed in to close a gap between the 30th Infantry
Division at Mortain, and the 2nd Armored Division at Barenton. The counterattack consisted of
the Recce elements from 2.SS‐Panzer‐Division Das Reich, 2.Panzer‐Division, and 116.Panzer‐
Division with some mixed armour from 2.Panzer‐Division. Initially they met with success and
overran the 35th's line.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – TUESDAY, AUGUST 8TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE AUGUST 8TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0808_03 Operation Totalize ‐ Phase One
Turns : 24
St‐Aignan‐de‐Crasmesnil, South of Caen: August 8th, 1944. (Scenario Size: Corps. Head to Head
or Human vs AI) Guy Simonds, Commander of the II Canadian Corps was loath to repeat the
slaughter of Operation Spring. Then the Canadians had attacked during the day and found the
German defences almost impregnable due to their depth. For Operation Totalize he planned to
attack at night and innovatively mount his infantry on Kangaroo carriers. The Kangaroo was a
Priest self‐propelled gun with the gun removed to allow the troops to be carried. It was hoped
that by mounting the infantry they could both keep up with armour as well as quickly pass
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through the German defences. In a further innovation the assault forces were to move forward
in seven columns, allowing units to move in the right direction and to keep touch with each
other. Simonds planned to use pathfinders, radio direction equipment, spotlights and AA guns
firing coloured tracer to help units navigate in the darkness. The attack was preceded by a
heavy aerial bombardment and that combined with the dust from the huge number of moving
vehicles was soon to obscure all visibility. Despite the chaos, many of the columns found they
had moved through the German lines and were approaching their initial objectives before dawn
broke. With a second wave of bombing attacks planned for midday, the II Canadian Corps was
ordered to hold in place and not to attack the second defensive line south of Cintheaux. This
delay was to allow the Germans to reorganize their compromised defences and bring forward
their meagre reserves.
#0808_04 Gaumesnil ‐ Wittmann's Last Ride
Turns : 8
Gaumesnil, South of Caen: August 8th, 1944. (Scenario Size: Regiment‐. Head to Head or
German Human vs AI) Kurt Meyer, Commander of the Hitlerjugend Division was amazed that
the British had stopped their attack in Operation Totalize, six hours after it commenced. Line
after line of Allied vehicles had halted after cleanly breaking through the 89th Infanterie
Division. There and then, Meyer decided that he had to counterattack, if nothing else to allow
his compatriots to man the second line of defences. Pulling together his local reserves he
ordered his remaining armour bolstered by a few Tigers led by Michael Wittmann to disrupt the
British preparations.
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#0808_05 Cauvicourt ‐ Blooding the Polish
Turns : 8
Robertmesnil, South of Caen: August 8th, 1944. (Scenario Size: Regiment. Head to Head or
Human vs AI for either side) Major General Stanislaw Mazcek's Poles had waited for over two
months to be committed to the Normandy campaign. After years of training in the United
Kingdom the need to be in action was becoming intolerable. Mazcek's men were part of
General Simond's 2nd phase assault and left their departure line on time just before 2pm.
Mazcek's 3rd Infantry Brigade as well as much of his supporting artillery had either been
delayed or disorganised by the erroneous bombing of the Allies by two American heavy bomber
squadrons. Not wanting to delay the attack, all available forces were ordered to clear enemy
forces east of the Caen‐Falaise highway. The Germans Kampfgruppe Waldmüller had pushed up
the highway to the southern fringe of St‐Aignan‐de‐Cramesnil after their attack a few hours
earlier. The Poles unaware of the German advance moved forward in such a dense formation
that the defenders caused heavy casualties with their initial volleys. With little cover, there was
little option but to continue the Allied advance.

Page 114

Page 115

SCENARIO DESCRIPTIONS AND PLAY NOTES – WEDNESDAY, AUGUST 9TH, 1944
COMMONWEALTH SECTOR

A FULL SIZE VERSION OF THE AUGUST 9TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0809_01 Worthington Force ‐ Sacrifice on Point 140
Turns : 25
Potigny, South of Caen: August 9, 1944. (Scenario Size: Regiment. Head to Head or as the
Germans against the AI) Operation Totalize began during the night of August 7/8. Multiple
Allied mechanized columns infiltrated past the German defences during the hours of darkness
and despite confusion, managed to close on their objectives by dawn. The second portion of
the offensive called for an air strike by heavy bombers to allow the tanks of the Canadian 4th
Armoured Division and the Polish 1st Armoured Division to continue attacking south. But the
bombers weren't scheduled to start their attack until about noon and so the Canadian attack
came to a halt, allowing the Germans to regroup. When the attack eventually commenced
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after the bombers were done, the results were less than stellar. As darkness started to fall,
Lieutenant General Simmonds was disappointed in his armoured divisions. He ordered the
Canadians to continue the attack after dark and seize the high ground around Point 195. The
unit selected to conduct this night attack was Worthington Force. It was based on the British
Columbia Regiment with attached infantry and supporting arms. The Canadians managed to
penetrate German lines during the early morning hours of August 9. They detoured to the
southeast to avoid the firefight going on near Bretteville‐le‐Rabet, but instead of turning to the
southwest, they continued to moving to the southeast in the dark. As the darkness began to
fade, the Canadians saw a rise in front of them and quickly moved to secure what they thought
was Hill 195. They radioed in that they had seized their objective and were waiting for friendly
forces to catch up to them. However, they were about seven and a half kilometres to the east
of their objective and neither they nor General Simmonds would realize this until late in the
afternoon. The initial calls for artillery support fell near Hill 195 and by the time that
Worthington Force was located, their radios were no longer working. The only fire support they
would receive would be from the air. The Germans, however, knew right where Worthington
Force was located as they had
settled down right in the middle
of their defence in depth. Kurt
Meyer quickly organized his
forces to attack the isolated
Canadians. Tanks supported by
panzer grenadiers would attack
from the west while infantry
supported by tank destroyers
would attack from the east. The
Canadians fought valiantly
through the day and a relief force
was organized around the
Canadian Grenadier Guards.
However, the Guards ran into
fierce anti‐tank fire that forced
them back and Worthington
ordered his remaining mobile
troops to escape to the north.
The remainder fought on until
they were eventually overrun.
Worthington Force was no more.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – FRIDAY, AUGUST 11TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE AUGUST 11TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0811_01: #0811_01: Barenton ‐ V Corps Strikes
Turns : 36
Barenton, South East of Mortain: August 11th, 1944. (Scenario Size: Division+. Head to Head or
United States Human vs AI) The US 2nd Armored Division (‐) was ordered to strike toward the
town of Ger from the Barenton area. The aim of the attack was to strike quickly and isolate the
German spearheads attacking Mortain, or failing that to force an end to the German
counterattack by drawing forces away from Mortain. Historically, the attack pulled in
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significant parts of 2.SS‐Panzer‐Division that were supposed to join the German attack on
Mortain, while grinding forward 3 miles in 3 days.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SATURDAY, AUGUST 12TH, 1944
UNITED STATES SECTOR

A FULL SIZE VERSION OF THE AUGUST 12TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0812_01 Forêt d'Ecouves ‐ The Crossroads
Turns : 8
Forêt d'Ecouves, South of Argentan: August 12th, 1944. (Scenario Size: Battalion‐. Head to Head
or French Human vs AI) The French 2nd Armored Division was ordered to bypass the Forêt
d'Ecouves and push on to Argentan. The French commander General Leclerc decided that the
forest might hide significant enemy forces and sent two of his task forces to the east and west
of the forest and one through the centre from the south. The centre force (RMSM) was stopped
on the southern fringe by entrenched Germans and it was decided to send a relieving force
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from the north. Units from Grp Tactique Waraboit pushed south along the road traversing the
forest hoping to assist their stalled colleagues.
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SCENARIO DESCRIPTIONS AND PLAY NOTES – SUNDAY, AUGUST 20TH, 1944
COMMONWEALTH/UNITED STATES SECTOR

A FULL SIZE VERSION OF THE AUGUST 12TH MAP IS AVAILABLE IN THE ‘PLANNING MAPS’
#0820_01 Falaise ‐ The Battle of Five Armies
Turns : 29
Chambois, France, southeast of Falaise, August 20, 1944 (Scenario Size: Corps. Designed to be
played as German against the Allied AI, but can be played Head to Head with the more
experienced player taking the German side). Hitler's counterattack at Mortain had failed.
American units were pouring through the gap in the German lines and fanning out through
France. An opportunity existed to surround the entire German Force in Normandy. For a host of
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reasons, including command indecision and personality conflicts, this opportunity was not
prosecuted as forcefully as possible. The Germans were forced into a narrow salient that ran
from Mortain in the west to Falaise and Chambois in east. Allied air power showed its
dominance and lashed out at the fleeing Germans. Belatedly, the Allies began to push to close,
what had become called the Falaise Pocket, around the Germans and deprive them of any
chance to escape. This attempt came to a head on August 19, 1944. On that date, the
Canadians seized Saint Lambert sur Dives and its critical bridges across the Dives River. Further
east, the Poles had caught a long column of escaping Germans on the heights near Mont‐Ormel
and turned the road into carnage. But in so doing, they used most of their remaining
ammunition and they were cut off from resupply. They established two strong positions on
heights, one near Coudehard and the other just east of Chambois. Both of these positions were
astride the German escape routes. And further south, the GIs of the 90th Infantry Division had
pushed north and met up with the Poles near Chambois. The pocket was sealed, but there were
large gaps between the Allied positions and there were lots of Germans in the pocket who
would and could still fight. August 20, 1944 would be the critical day in the Escape from the
Falaise Pocket. Scenario notes: The Dives River in this area is not overly deep, but does have
steep banks. It can be forded by foot units, but not by vehicles. There are several German units
being carried by transport units. These units represent the rear echelons of the German Army
and while armed, have little combat value.
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CAMPAIGN DESCRIPTION AND PLAY NOTES – 4TH/7TH ROYAL DRAGOON GUARDS
COMMONWEALTH SECTOR
This is an introductory campaign game that offers no choice. The campaign follows the 4th/7th
Royal Dragoon Guards, a British Armoured Regiment equipped with DD Shermans, for
approximately one month after landing on Gold Beach, King Sector on D‐Day, 6th June 1944. A
British Regiment is approximately the size of a battalion in other countries armed forces. The
campaign should be played either as Allied Human vs the AI or PBEM.
The campaign contains the following scenarios;
D‐Day Landing ‐ Gold Beach

Turns : 10

Expanding the Beachhead

Turns : 8

Battle for Cristot

Turns : 12

Meeting at Brettevillette

Turns : 6

Operation Martlet

Turns : 24
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CAMPAIGN DESCRIPTION AND PLAY NOTES – 2ND ARMORED DIVISION
UNITED STATES SECTOR
The US 2nd Armored Division played a fire brigade role for the first part of the Normandy
campaign. It was first in action to help hold Carentan. Held in reserve to support the front
lines, it was committed to the breakout of the US forces from Normandy in Operation Cobra.
The division played an important role in the battles throughout this period and ultimately
helped trap the German army at Falaise.
The campaign contains the following scenarios;
The Campaign Begins ‐ 13 June

Turns : 23

Carentan Revisited ‐ 14 June

Turns : 15

The Cobra Advance

Turns : 28

Disaster for Das Reich

Turns : 6

Contest for Vire

Turns : 18

The US drive from Barenton

Turns : 36
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VARIABLE SCENARIOS DESCRIPTION AND PLAY NOTES
UNITED STATES SECTOR
Many of the campaign scenarios are stand alone and are included as variable scenarios. Most
are also included in the 2nd Armored Division Campaign..
The following scenarios are included as variable scenarios;

The Campaign Begins ‐ 13 June

Turns : 23

Assaulting Festung Cherbourg

Turns : 42

The Cobra Advance

Turns : 28

Contest for Vire

Turns : 18

The US drive from Barenton

Turns : 36
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SAMPLE VEHICLE DRAWINGS; ALLIED
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SAMPLE VEHICLE DRAWINGS; ALLIED (CONT)
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SAMPLE VEHICLE DRAWINGS; ALLIED (CONT)
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SAMPLE VEHICLE DRAWINGS; ALLIED (CONT)
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SAMPLE VEHICLE DRAWINGS; ALLIED (CONT)
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SAMPLE VEHICLE DRAWINGS; ALLIED (CONT)
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SAMPLE VEHICLE DRAWINGS; ALLIED (CONT)
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SAMPLE VEHICLE DRAWINGS; AXIS
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SAMPLE VEHICLE DRAWINGS; AXIS
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SAMPLE VEHICLE DRAWINGS; AXIS (CONT)
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SAMPLE VEHICLE DRAWINGS; AXIS (CONT)
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SAMPLE VEHICLE DRAWINGS; AXIS (CONT)
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APPENDIX; ALTERNATIVE GRAPHICS SETS
There are a number of different graphics included to allow players to customise the look of the
game. These are also included to allow modders to see what could be done.
As shown there are three different types of counter graphics; Side‐on, Top down and NATO.
These are all switchable in game and work at two different zoom levels. Switchable in game
means that the player can change a setting and the game will load the appropriate graphics set.
Importantly this is the only set that is automated. All other graphics that are shown in this
appendices requires the player to overwrite files to adjust.

Here are some examples of the three counter types that can be changed in settings;
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Players can choose to change the Unit
box. There is both the traditional one
colour set as well as the default
'background' box. These are in the
nationality directory. The file called
‘unitbox’ is used in game. The files
unitbox_default & unitbox_alt correspond
to the images on the left.

Under each nationality/unit directory is a default and alt directory. These contain unit pictures
for 'transported' units. The default set has the vehicle behind the figure. The alternate set has
the transport in the corner. Just copy the desired images into the unit directory.
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There are now three sets of victory point
counters. The default set is 'sunken' like the
traditional Tiller VP counter but has an embossed
symbol in it. The first alternate set has the
embossed symbol but is not sunken. The second
alternate is a plain sunken set ‐ similar to the
original Tiller set. These are under each
nationality in the 2DSymbols directory. You can
choose to have different types by nationality if
you like.
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Included in the Info directory are a range of 'BlankboxV' & 'BlankboxH'. These have been setup
for the most common screen sizes. The BlankboxV's are optimised for a 1080 vertical screen.
That said, it's long enough to handle the latest 1440 resolutions. The BlankboxH's are long
enough to handle a 2560 width without wrapping. If a screen has smaller resolutions than the
above it will just truncate the image. Here are the BlankboxH and BlankboxV's variants;
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