Scenario Briefing





Introduction


This scenario is hypothetical, but based on the heavy fighting that took place during late June and early July 1944 on either side of the city of Caen in Normandy. 





It was designed to be played solitaire by a human British player against a computer German.





Situation


Time - 16:00 hours 2nd July 1944 


Location - Evrecy, 10 km ENE of Caen





You are the commander of the 7th Sommerset Light Infantry, 214th Brigade, 43rd Wessex Division (infantry). The Division arrived in Normandy 10 days ago, but your battalion has only seen light patrolling action to date. Your command is at full strength and morale is high. The Division has now been ordered to launch an evening attack to clear the enemy infantry positions south of your current location which are blocking the eastern approach to the city of Caen.





The ground to our north is wooded and hilly and strong enemy armoured elements are known to be sheltering in the forests and gullies there. The Divisional attack will be going in over relatively open ground off map to our south. The village of Evrecy and it's crossroads lies on the northern edge of the Divisional boundry and would be the likely route for an enemy armoured counterattack from the rough ground in the north into the flank of the attacking division.





Mission


Your battalion is to secure the northern flank of the divisional assault by capturing the crossroads at Evrecy and establishing a screen against any enemy counterattack from the north. 





Friendly


Your motorized infantry battalion will be heavily reinforced and supported for this difficult mission. Your full OB is as follows :





3 x motorized infantry companies of the 7th Sommerset Light Infantry,


1 x tank squadron of the 8th Armoured Brigade (Churchill VII and VIII tanks),


1 x TD platoon (Achille’s TD’s)


1 x mechanized combat/assault engineer company (mounted in Ram APC’s),


1 x specialized support tank company (dozer, flail, flame and AVRE tanks),


2 x armoured car recon platoons (Humber AC’s),


1 x battalion field artillery (12 x 25 pdr guns),


1 x battery heavy artillery (4 x 5.5”guns),


1 x fighter bomber support flight (Typhoons)





Enemy


The village and its surrounding area are held by elements of the 272nd infantry division. They are well supported with artillery, heavy weapons and possibly assault guns or tank destroyers. Their morale is reasonable, but they are under strength due to the heavy fighting since the landings.





Recon patrols indicate the enemy position in the village itself and on the two hills immediately to the east have been fortified and the immediate approaches to the village may have been mined. 





Execution


That’s your job. Good luck!





Admin


Assault formations have full weapon loads, tanks have been given an HE heavy ammo mix. Artillery support has two units of ammunition available.





Players notes


This scenario is something of a tactical exercise in the use of combined arms. The Germans are dug in, well armed and in a strong position. The only way to get through them and clear the objective is with very close coordination of tanks, infantry, artillery, air and your engineer support. 





There are probably 3 main avenues of attack - 


North of the road and through the fields, capturing the hill NE of the village and then swinging down onto the objective itself.


Down the main road and a frontal assault.


Deploy south of the large ridge and either attack up the trail onto the hill SE of the village or in a wide hook to the south, through the large field onto the southern approach road and up into the bottom of the village.





I tried all three and only won once. You do really need to use and coordinate all your assets to win.





Your attack force is initially deployed around the main road. This set up is suited to either an attack straight down the road or around the northern route.  Please feel free to change the set up as you wish. There is nothing magical or clever about it at all.





A few words of warning and gratuitous advice -


Your infantry have a high stop under fire number and tend to go to ground when hit by almost any direct fire. They need to be protected onto their objective.


Take your time, there are plenty of turns.  The Churchill tanks are slow and you need to allow time for them to get where they need to go.


Use your arty to suppress the defenders and screen their fields of fire. It is probably your best weapon.


Having said that, infantry in rubble are EXTREMELY difficult to get rid of. So try not to create too much of it or you will never be able to kill them off.


The village burns very quickly, so be careful how you use your flame weapons or may end up wit
