To:  Commander, 1st Bn/716 Mechanized Infantry Regiment





From:  G-3 USEUCOM





SitRep: 





The US 2nd Armored Division was unable to contain advancing Soviet elements on the first  day of the Soviet invasion (yesterday).and was essentially overwhelmed between your sector and the West German-Czech border in fierce fighting.





G-2 believes that the main Soviet effort for 3rd Guards Shock Army is focused on the open plains 20-30 km to your south, however, 7th Armored Cavalry Regiment elements screening your sector report advancing armor headed in your direction.  It is unclear whether these troops will attempt a penetration in your sector as well or are intended to force you back and establish a line to defend the flank of their main effort.





Operational Orders:





Your Primary Objective is to prevent the Soviets from exiting the western edge of your sector and reaching Corps rear areas.  Due to the rugged terrain, only a road-based penetration will pose a threat, so defend accordingly.





Your Secondary Objective is to defend the PoL and Ammo depots located in hex 3422.  Not only would this fuel be of inestimable benefit for the advancing Soviets, it is indispensable for NATO forces advancing behind you that will counter-attack the Soviets tomorrow.  Hold onto this depot as long as the force needed does not jeopardize your ability to prevent a breakthrough.





Your HQS along with your best troops, “A” company 1/716th Mech Infantry, should have reached the sector an hour ago.  Your mission is to stiffen the rear area security troops that currently are establishing hasty defensive positions in the area.  D squadron of the 7th Armored cavalry is screening your sector, and falls under your operational control as well.  The remainder of your Bn--reinforced by F company 2/47 Armored--should reach you within 30 minutes, although they have had to adopt an extended road formation in light of Red air force activity in our rear areas.  Your have priority for artillery support from the 209th Medium Field Artillery bn.  While tubes are scarce, shells are plentiful for the artillery, since our pre-war stocks have not yet been depleted.





Elements of the 5th armored division should begin arriving to help secure the PoL and ammo facilities within the hour.  Good luck!


�
Player’s Notes


In HPS terms, the first Bn (A, B, and C co.) is a composite bn representing your lead mech inf. co. plus rear area forces.  The D/S recon vehicles representing the Armored Cav squadron (co. equivalent) are broken down into half-troop elements for better screening.  These are elite troops, and were blooded in yesterday’s heavy fighting.  The D/S artillery should be left off-map, since it is not physically in your sector.  “Shoot and scoot” has been toggled on for both recon and off-map artillery forces.





You should set your 2nd bn to arrive starting on turn 30.  C Co. should enter on T-20, D on T-25, and E on T-30, representing dispersion in the face of an air threat.





Your third Bn elements should be set to arrives on T-50. 





The attacker’s objective should be left set at the default of exiting your western mapedge.





Since you are mounting a hasty defense, you may only build improved positions, wire, and minefields up to level TWO density.








NOTE:  you may not target artillery at the POL depot OR the immediately adjacent hexes, for what I hope are obvious reasons.  :)  You are similarly forbidden to construct improved positions or minefields in the PoL depot hex itself (although the surrounding hexes are OK), since starting a firefight atop a couple of million gallons of flammable liquids is generally not a good idea.  The patch’s “readme” file prohibition against “blind” incendiary attacks on urban terrain is in force, although you can preemptively flame wooded terrain to your heart’s content.  (We have not yet reached the era of prosecuting destruction of Spotted Owl habitat as a war crime <g>)





Let me know if you have any questions, either before setup or during play!


JBR006@aol.com


