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Flaming of the guard. SP76.

I turned up for the regular game on Tuesday having already agreed to play something that Andy had picked.  He asked me to bring along my board 49, as he did not have one.

Andy is a bit of a scenario designer, and I figured that he would want to play test one of his designs for our next tournament.  IU was therefore a bit surprised when he presented Flaming of the Guard, Schwerpunkt scenario 76.

Surprised and a little disappointed.  I had played this scenario twice before, and had lost it both times.  I was now faced with playing it a third time.  Does anyone play scenarios three times these days?  With the thousands of scenarios available, I prefer to try something different each week.  Of the thirty odd games I will get in this year, this one scenario will make up ten percent of my playing time.

Oh well, I did not bring anything else, so we were stuck with it.

Andrew was good enough to allow me to pick sides.  Not that I had a preference, I had lost it once as each side before.  Andrew informed me that the roar record was fairly heavy in favour of the British, and suggested we play an extra turn to see if that would even it up a bit to give the Germans more time to achieve the objectives.  I agreed, and took the British.

As the British I can win by denying the Germans two victory objectives.  I have to keep the five Panthers away from the area around 49H9, and hold the road across the board from north to south, by having 10 or more VP next to it at game end.

The first objective is difficult for the British.  To set up a defence that would keep the Germans away from the area around 49H9 would require a very up front defence, putting all of the AT assets east of the road.  I did not think that was a feasible option, but did place one 17lber ATG forward in 42G7 facing east.

Stopping the Germans capturing the road is the best way for the British to defeat them.  The Germans have a short period of time, and while they have a great deal of firepower, they need to get across the open road to dig the British out of some tough terrain to win.  

Last time I played the British I had placed a small delaying force east of the road, only to see it consumed by the advancing Germans seemingly without pause.  I had to make the decision whether to abandon the forward defence, or stiffen it.  The British only get 9 squads, and half to have 10 VP worth of unbroken infantry next to the road at game end to win, so I could not afford to put too much forward.  I ended up putting four squads east of the road.  A squad and a half went into the ground floor of 42D8, a squad, LMG and 8-1 leader went into the first floor of 42E10, and a squad and a half went into 49F3.

The task of these forward troops was to delay the enemy and cause as much damage as possible.  They were expendable if they could delay the Germans long enough.

The rest of the infantry went along the south edge of the road in the numerous stone buildings.  A squad with LMG and 9-2 leader went into 42J9 to discourage German infantry racing across the hill on board 49.  The other 17lber went into 42J10 woods, facing northeast to cover the road.

The tanks are a problem.  Shermans die when shot by Panthers.  Sherman Fireflies, of which there are two, can also do some damage to the Panthers.  I had to place them so that they would get in a first shot against the Germans tanks and so that any return fire would be as difficult as possible.

I placed one in 49K8 facing southeast, covering any entry along the 49I1 road.  I placed the other in 42M5 with a bore-sighted hex of 42H7, covering entry along the 42I10 road.  The 75mm armed Sherman went into 42L3.  This meant that any Panther advancing down the 42A6 road would have to guess which concealed tank was a firefly and which was not.  The MMG Carrier went into 42K1 so that the crew could remove the MMG and take it upstairs in building 48K9.  Of course all British units started concealed.

Andy started with two strong forces, one consisting of about half the infantry, three tanks, two flamethrowers and the 10-2 leader entering between 49A6 and 49A9.  Another large group, including two Panthers, entered around the 42A6 road.

The Germans who entered on board 49 fell into my trap.  My squad and a half fired upon stack as they entered the C9 wooden building, breaking one and pinning another.  The LMG and leader directed squad then fired at a stack moving in armoured assault into B9, resulting in the 10-2 and another squad (toting a flamethrower) to break.  During the Final Fire phase the 17lber in G8 revealed itself, destroying a Panther in C8 with a turret hit.

After this carnage the Germans advanced somewhat more circumspectly onto board 42, two Panthers firing speculative area fire into F3 to get acquisition.  As luck usually has it, one rolled boxcars, malfing the MA.  A single half-squad assault moved into 49H0, while another moved into 42I10.  Andy lost his first flamethrower to a 24 flat shot against 49D6 in the advance fire phase with an 11 roll.

On my turn two the Panther with the malfed gun rolled a six on the repair roll to be recalled.  My delaying forces in the building 49E9 took the worst of a firefight, breaking one and a half squads and a leader, all routing back to first floor F9.  My 17lber took on another Panther in 49E7, getting an immobilized result and causing the crew to abandon it.  The troops in 42F3 skulked back to 42G3.  In the advance phase the single good order squad in 1st floor 49E10 advanced downstairs.  A single half squad reoccupied the 42F3 building.

German turn two started with the 10-2 leader rallying with a HOB result (because there was an 8-0 leader to rally him), and battle hardened to a 10-3.  Fate took away a Panther but gave a 10-3.  I think I would rather have faced the Panther.

The squad in 49E10 broke to a two hex range flamethrower, but did cause a lot of Germans to expend prep fire, meaning they could not move.  The crew that had abandoned the immobile Panther climbed back in, and the 10-3 with a large rallied stack moved into building 49D6.  On the north flank the Germans tentatively moved to capture the 42F3 building and surrounding area, engaging the concealed half squad in CC.  My 17lber in 49G7 wasted the immobile panther with another turret hit, and as it retained ROF fired HE at a squad and a half squad in 49E8.  I failed the special ammo roll, but as they were the only target, attacked with HE equivalency, getting a hit and a NMC result.  Both broke!  Those Guardsmen manning the AT gun earned their pay.

Andy was not able to get anyone under the broken units in 1st floor 49F9, allowing the squad in 49E10 to rout upstairs and back, and leaving the already broken units without DM status.  In building 42F3 my concealed half squad ambushed his squad and a half, infiltrating back to 42G3.

The battle for building 49E8 continued in my turn 2.  The un-DM leader, squad and half squad rallied in 1st floor 49F9.  The crew of the 17lber was killed by fire attacks.  I moved a Firefly from 49K8 to 49I10, giving hull down status with the wall.  

In Andy’s turn 3 a large kill stack led by the 10-3 moved underneath the 1st floor 49F9 stack, sucking up considerable fire from a Firefly, LMG armed squad led by a 9-2 in 49J9, and the 1st floor stack.  Andy chose to advance fire at 49J9 rather than upstairs.

My turn 3 saw my troops in the 49E8 building hiding from the Germans as best they could, while firefighting with the Germans along the line.  I took some hits, being forced back across the road on Board 42, and survived a PF shot against my Firefly in 49I10 when it hit the wall.

Turn 4 saw the Germans finally clear the 49E8 building, but not before the 10-3 failed an NMC!  Andy was getting desperate, and moved a Panther into 49F10, where it took a turret hit with APDS from the Firefly in 49I10, burning it.

A huge amount of firepower was put on the squad in 42H6, from infantry and one of the surviving Panthers, but to no avail.  In my turn 4 I moved my other Firefly to 42I4, and the Sherman to bypass on the south of the woods in 42J2.  I also revealed the other 17lber ATG in 49J10.  This gave me a very strong line along the road, supported by three tanks and an ATG.

On Turn 5 Andy was desperate, and moved his remaining tank forward to 42G3.  It took a hit in the hull with APDS from the Firefly, and was immobilized.  While it was in four hexes of 49H9, and therefore complied with one victory condition, it was obvious that the remaining German infantry did not have the wherewithal to force the British infantry away from the road, and Andy conceded. 

It was good to finally get a win at this scenario.  Adding an extra turn did not make a difference to the balance, as the Germans were in no condition to challenge the road after turn 4, and therefore the game does favour the British.  That is not to say the Germans cannot win it.  I had, after all, lost this scenario as the British in the past.

The Panthers obviously play a big part.  A 17lber has no guarantee of a kill against these tanks, while a Sherman will stand little chance if hit by a Panthers 75LL gun.  APDS helps the British a bit, but a Panther can still shrug such a hit off from the front.  

I had some luck as well.  Andy lost both his flamethrowers to X rolls.  His 10-morale leader broke twice to NMC results (but did battle harden as well.)  I also survived one PF and two PsK attacks because the shells hit the wall my Firefly was using to go hull down.  The carrier crew did take the MMG out of the carrier and go upstairs in the 49K9 building, but did next to nothing.  In fact three of my squads did not loose concealment for the entire game.

I gave this scenario a rating of 5 based on my first two playings.  Would I change it?  Probably not.  I always like games I win, but I’d have to say that his type of scenario is not my type of thing.  If you look at the list of scenarios I have played you will see I have a preference of infantry heavy (even infantry only) scenarios, and where I do play scenarios featuring armour, I would prefer to go early war rather than late.  I always consider my armour play my weakest point, but I think I handled both my use of armour and my anti-armour tactics well this game.  Perhaps I am learning something after playing this game for twenty years!!

Bill Brodie

Canberra, Australia.
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Initial British setup.


All infantry and AFVs are concealed.


ATGs are HIP.
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