The bravest Polish squad in the World (or the saga of AP8) 

This Tuesday evening saw me facing John in our weekly group meeting. John had contacted me earlier to tell me he would be running a little late. I told him that I would pick something short and would set up as the defender prior to his arrival. 

I then went to my scenario bank and started searching. This one looked good, but a bit big. That one has to many overlays, hmm, what about this one…. 

AP8, A Bloody Harvest. I was yet to play a scenario out of Action Pack 2, and this little one seemed to fit the mark. 

It pits nine Polish 1st line squads with two leaders, an MMG and 2 LMGs against twelve 468 German squads, three leaders, a MMG and 3 LMGs, representing the SS Regiment Leibstandarte Adolf Hitler, although and SSR declared that they were not to be treated as SS. 

The Germans have to enter from the south (GG hexrow) of board 43, and clear all good order Polish MMC from within two hexes of N8, basically capturing all of the buildings in the area. 

A simple little scenario that offered a range of options to both sides. I was not aware of the errata, and had set up with the two LMGs. John graciously allowed this to continue, although we did agree to give the Germans the balance, an extra turn. The errata, I am informed, removed the two LMGs from the Polish, but grants the squads spaying fire. I forewent that change. 

I set up with some squads forward, including one in X9 and another with an LMG in a trench in Y7. Another trench was in W9 as a fallback position for the squad in X9. 

These troops were the “tripwire” designed to keep the Germans honest, by limiting their ability to rush up the middle. 

The 8-1 leader, a squad and the MMG were set up in the 1st floor location of O7 as an over-watch. Other troops were spread in the wheat field and on the left. 

John entered with the bulk moving down the west side, with a squad and a half moving down the east, and a firepower force, including the MMG and the 9-2 leader, coming down the centre. 

This put a bit of pressure on the squad at X9, which was presented with a “target rich environment”. Despite breaking a half squad and pinning a squad, they were left facing a large force. 

Sure enough, in the advance fire phase the Germans formed a multi-hex fire-group, causing a 1MC. The Polish squad rolled a 2, HOB ! 

They then went berserk. Wow, the first time I have used my 4-5-10 red counters (thanks Eddie). The next Polish turn saw these brave lads rush forward into a storm of fire. The brave lads, of course, died. 

Well, the fall back trench was not going to get much use, but I was happy to see my brave lads mount such a counterattack against the nasty invaders. 

The second German turn saw the Germans move up to the AA and Z hex-row ready to blast away the defenders. They included two squads, an MMG, an LMG, and a 9-2 leader in AA7, and another large force in Z8. 

It was time to make decisions for the guys in Y7. Do I skulk away, or do I stay another turn to slow him down a little longer. 

I chose to stick it out. I figured that if my squad broke I could run back through the grain, towards the victory area. Any damage I did in my fire phase would slow him down a little. Also, his kill stack had to make a decision. Blast away at the squad in the trench at Y7 with 16 flat, or take the long shot at the MMG in the window at O7 at 8+1. Normally I would not stay in the upper level location, having skulked away, but because I wanted to divide John’s fire, I stayed. 

John chose to blast the troops in the trench with his kill stack, but rolled boxcars, breaking the LMG. I felt lucky, and caused some casualties as his Western troops tried to cross the road, but also rolled a 12, breaking my LMG. 

John moved a squad into Z5, and another into X8. They fired in the advance fire, resulting in the squad in Y7 to be encircled. 

My third turn also saw me considering my options. I could try to get the squad out of Y7, but it would take a fair bit more to do, and expose them to a huge amount of fire. Being encircled their moral was reduced by one, and with forces on either side it would be impossible to rout away. 

The brave lads decided to stick to their hard dug trench.  Surprisingly, both John and I repaired our lLMGs. 

After maneuver and fire, John let rip with the kill stack on the entrenched troops, only to roll an 11. They had lived again. Encircled, sucking up fire like a sponge, the troops finally took a 1MC. Oh well, they had done a sterling job. 

But it was not over yet. Another two on the MC saw HOB and the squad go berserk!! Two in one game, how good is that! 

John is no fool, and during his advance phase moved all of his troops, except the kill stack, further away than the machine gun armed, 9-2 leader led, stack.  I had no choice but to move into either Z6 or Z7 at the beginning of my next movement phase, facing no less than a 30 –4 shot, and certain oblivion. 


Certain, well, perhaps not. I still had a squad with MMG, lead by an 8-1 in first level of O7. In the prep fire I shot at the kill stack at 2 flat. Yes, you guessed it; the leader and both squads broke as to the 1MC result. 

Of course, when John had moved his other forces further way, he moved them to positions where the could not get a clear shot at the berserkers as they raced across the road, although he did get a 4+1 shot at them, and to prove that the dice gods have no favorites, caused them to casualty reduce. 

The remaining half squad jumped onto the broken troops in AA7. They fired in the advance fire, causing an MC, wounding the leader and casualty reducing a squad. 

The Germans limped away in the rout phase to Z8, leaving the battle crazed Poles looking for more kills. 

The next turn saw the five brave Poles race towards the mixed force in Z8. They finally died in AA8. 

Poor John made a brave face of his continued attack, but it was obvious the fight had gone out of the parade ground Germans, who obviously spent more time polishing the boots than at the machine gun firing range. 

The game petered out when John moved two squads and a hero into CC against a half squad in R8. He smile as he rolled a 4 soon changed to a frown as I rolled…, you guessed it, another 2, creating a leader and killing a squad and hero. 

A great game, with a considerable amount of luck for both sides, but more so for me than John. Regardless of the outcome, the game will live on in ASL legend as the game that saw the bravest Polish squad ever! 

Bill Brodie 

Canberra, Australia.
