Attack on Montelimar
Gen Con Indy Campaign 2007

Campaign Background:

March 13", 1946 — The Allied victory against German and French forces in
March of 1945 was short-lived for the people of Montélimar. After the liberation of Paris
in November of that same year, it appeared as though Allied troops would force the Axis
out of France completely, bringing freedom back to the war-torn nation. But the Furher’s
Operation Wacht am Rhein launched nearly three months ago has brought German and
Spanish forces crushing in on the Allies that now hold western France.

The small city of Montélimar has once more fallen into German hands and this
time, it looks as though they’re here to stay. Free France partisans report terrible
creatures fighting alongside the Wehrmacht soldiers now in control of the city. Citizens
go missing and prisoners of war are taken to be experimented on in hidden laboratories,
their screams heard echoing through the streets.

Operating on intelligence gathered by the Office of Strategic Services (OSS), the
fledgling American intelligence organization, Allied troops now move to liberate the city
of Montélimar and free its people from Axis control once and for all. Backed by
wondrous new technology developed by the Advanced Research Projects Agency
(ARPA) of the United States, these soldiers have begun a two-pronged assault on the
Wehrmacht forces now entrenched within the town. As ground-based troops move into
position for a frontal assault on the city, gliders from the 325" Glider Infantry Regiment
(GIR) slipped behind enemy lines to surround the town.

As the attack on the city begins in earnest, many of the gliders from the 325" GIR
are shot down by surprisingly heavy anti-aircraft fire and their cargo of men, weapons,
and equipment have been scattered across German-held ground. Without these vital
reinforcements, the troops that have begun their attack on Montélimar will surely fail in
their efforts to liberate the city.
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Scenario 1a — Shot Down!

Shot down by enemy anti-aircraft fire, the soldiers of the 325" Glider Infantry Regiment find themselves
behind enemy lines and late to arrive to the invasion of the French city of Montélimar. Scrambling to recover after
their crash, Airborne troops must repel an attack by German forces moving through the area and attempt to regroup
before quickly moving to reinforce Allied forces that have already begun their attack on Montélimar.

Detachments

American:
Detachment Type — Infantry Detachment
Units — Mechanic (Elite), Airborne Officer (Veteran, Hero: War Hero), Buffalo (Regular, Tesla Cannon),
Airborne Squad (Regular, BAR), Airborne Heavy Weapon Squad (Regular, Bazooka), Robot
Troopers (Green), Gl Squad (Green), Gl Squad (Green)
Special Orders — Coordinated Attack, Keep Moving

German:
Detachment Type — Infantry Detachment
Units — Officer (Elite, Hero: Natural Leader), Mad Doktor (Veteran), Wehrmacht (Regular), Wehrmacht
(Regular), Wehrmacht (Regular), Emaciated Troopers (Green), Volkssturm (Green), Volkssturm
(Green)
Special Orders — Artillery Support, Stand Your Ground

Set-Up
The German player is the attacker, while the American player is the defender. The battle takes place in the
fields outside of Montélimar and the terrain should represent wooded areas, stone walls, grass fields and hills.

Primary Objective
The American forces must regroup and fight off the German forces that have come to destroy them, while the

Germans hope to eliminate the scattered Allied soldiers. Both sides hope to take advantage of this chance encounter
and inflict as much damage upon the enemy as possible, while driving their opponent from the battlefield. At the end
of the game, whichever side still has models on the table is successful in claiming the primary objective.

Deployment
At the beginning of the game, the attacker deploys the defender’s detachment, placing each unit anywhere on

the table. When placing the defender’s forces, the attacker may not place any models within 12 inches of a table edge
or within 8 inches of a friendly model.

After the defender’s forces have been deployed, the defender selects which table edge the attacker arrives
from and the attacker is then able to deploy their entire detachment within six inches of this table edge and may not
have any models within 10 inches of an enemy model.

Scenario Rules

Voluntary Withdrawal

The American Buffalo armor begins the game unmanned. During deployment both the Buffalo armor and a
Buffalo pilot are placed on the battlefield, not within 8 inches of each other. In order for the Buffalo armor to be used,
the pilot must reach the armor and spend 1 AP to climb inside and activate the device. Once this is done, the unit
behaves normally.

Aftermath

American Victory:
Able to regroup and drive off the initial wave of German troops, the members of the 325™ GIR must now
attempt to recover as much of their supplies as possible before pressing on to Montélimar. Go to Scenario 2a
(Foraging).

German Victory:

The German forces located outside of Montélimar have been able to defeat many of the scattered soldiers of
the American 325" GIR. As the remaining Airborne desperately seek shelter among the woods and cottages of the
French countryside, artillery fire begins raining down from the heavens, catching everyone — friend and enemy alike
— in the middle of a firestorm. Go to Scenario 2b (Welcome to Hell).

Tie:
With neither side able to claim a solid victory over the other, both German and American forces quickly

move off to recover from the initial attacks outside of Montélimar. As both sides regroup they attempt to recover
what they can from the wreckage of the shot down gliders of the 325" GIR. Go to Scenario 2a (Foraging).
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Scenario 1b — Push the Line

The Allied attack on Montélimar has begun. With German forces well-entrenched in the town and reports of heavy losses
among the 325" Glider Infantry Regiment, the Allied troops moving on the town hope to drive the defenders back into the town and
secure a tight perimeter as they wait for reinforcements to arrive.

Detachments

American:
Detachment Type — Infantry Detachment
Units — OSS Agent (Elite, Hero: Pathfinder), Mechanic (Veteran), Buffalo (Regular, Tesla Cannon), Sniper (Regular), Gl
Sergeant (Regular), Gl Squad (Green, BAR), GI Squad (Green), GI Squad (Green)
Special Orders — Artillery Support, Keep Moving

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Sturmaffe (Regular), Wehrmacht (Regular), Wehrmacht
Heavy Weapon Team (Regular, MG42), Emaciated Troopers (Green), Volkssturm (Green), Volkssturm (Green)
Special Orders — Miscommunication, Stand Your Ground
Set-Up

The table is divided into three even sections (see below); 16” deep on a 4’x4’ table.

Defender

Contested Zone

Atthcker

The American player is the attacker, while the German player is the defender.

Primary Objective

The attacker is attempting to push into the center of the battlefield, driving the enemy from it and gaining ground. If, at the
end of the game, the attacker has any number of models in the contested zone and the defender has none, the attacker has completed
the primary objective. If, at the end of the game, the defender has any number of models in the contested zone or the attacker has no
models in the contested zone, the defender has completed the primary objective.

Deployment

The attacker chooses which side of the table they would like to set up on. The defender then deploys their entire
detachment anywhere within the zone furthest from the attacker’s table edge, as well as the contested zone. The attacker then deploys
their entire detachment within the zone closest to their table edge and may not have any models within 12” of an enemy model.

Scenario Rules
Turn Limit (6)
Voluntary Withdrawal

Aftermath

American Victory:

Pushing into Montélimar, the American infantry waits patiently for their reinforcements from the 325" GIR. Now within
the city limits, platoons of US troops, led by agents of the OSS, do what they can to track down and destroy the German
laboratories used to create the terrible genetic abominations that now wreak havoc across the battlefield. Go to Scenario 2c¢ (Take
the Lab).

German Victory:
The initial attack by American forces has been repelled and Allied forces now attempt to regroup outside the city and
prepare for another assault. As they recover, German artillery opens fire, catching both American and German forces in a torrent of
deadly fire. Go to Scenario 2d (Welcome to Hell).

Tie:
Meeting with limited success in their attack on Montélimar, the American forces recover their forces and await the arrival

of their reinforcements from the 325" GIR. As they do so they search the ruined city for the German laboratories in the hopes of
stopping the waves of abominations from inflicting more damage on Allied troops. Go to Scenario 2c (Take the Lab).
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Scenario 2a — Foraging

Having recovered from their crash behind enemy lines, the troops of the 325" Glider Infantry Regiment have
regrouped and plan to move to reinforce the battle already taking place in the nearby city of Montélimar. Before they can
reach the city, the Airborne must gather as much of their equipment as possible to aid them in their attack. German forces in
the area have also begun to collect the damaged US equipment in the hopes of finding the key to the amazing new technology
used by the Americans.

Detachments

American:
Detachment Type — Infantry Detachment
Units — Officer (Elite, Hero: Eccentric Millionaire), Mechanic (Veteran), Sniper (Regular), Airborne Squad
(Regular, BAR), Airborne Heavy Weapon Squad (Regular, Bazooka), Robots (Green), GI Squad (Green),
Gl Squad (Green)
Special Orders — Artillery Support, Coordinated Attack, Tertiary Objective

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Sturmaffe (Regular), Wehrmacht Heavy Weapon
Squad (Regular, MG 42), Wehrmacht (Regular), Emaciated Troopers (Green), Volkssturm (Green),
Volkssturm (Green)
Special Orders — Momentum, Stragglers

Set-Up

The German player is the attacker, while the American player is the defender. In the end, whichever side recovers
the most supplies is the victor. However, it must be determined which edges of the table represent the player’s deployment
zone. This can be agreed upon by the players, or each player can roll 1d6 and the player with the highest roll can choose
which side their forces will enter from; the other player’s deployment zone will be the table edge opposite from the one
chosen.

Before deployment, between three and nine (d6+3) supply markers are placed on the battlefield. Each player places
a marker in turn; markers cannot be placed within 12” of a table edge or within 6” of another supply marker.

Primary Objective
Both sides are trying to gather up as many supplies as they can before withdrawing. At the end of the game,

whichever side has captured the most supplies can claim the primary objective. If both sides have captured the same number
of supplies, or if neither side has captured any supplies, neither force can claim the primary objective.

Deployment

Each player rolls 1d6 and the player with the highest roll can choose which player begins deploying their
detachment. Each player takes it in turn placing a unit within 6” of their selected table edge. Once all units are deployed,
initiative is rolled.

Scenario Rules

Turn Limit (6)

Voluntary Withdrawal

A model in base contact with a supply marker can spend 1 AP to pick up and carry the supplies. A model may only
carry one supply marker at a time and a model carrying a supply marker may not engage in ranged combat and suffers a -1
penalty to their CC attribute score while carrying the marker. If a model is removed as a casualty, it drops its supply marker.
Routing models do not drop carried supply markers.

Aftermath

American Victory:

Now well equipped, the remaining forces of the 325" GIR move to Montélimar to aid their beleaguered comrades.
With a good view of the land before them, the American soldiers hope to slip past the remaining German forces still operating
in the area. Go to Scenario 3a (Infiltration).

German Victory:

Unable to recover vital supplies, the American troops of the 325" GIR find themselves pursued by the German
forces operating outside of Montélimar. Hoping to reach the city in time to aid their comrades already engaged in battle,
the Airborne soldiers make a desperate push to reach the city before their forces are overwhelmed and destroyed. Go to
Scenario 3b (Desperate Push).

Tie:

Partly equipped, the scattered forces of the 325" GIR make a push towards the city of Montélimar in the hopes of
reaching their forces already engaged there. On their heels are German pursuers, hoping to catch them in the open before they
can reach the US forces in the city. Go to Scenario 3b (Desperate Push).



Scenario 2b — Welcome to Hell

Caught in the open and unable to coordinate an effective defense against the German forces outside of Montélimar,
the Airborne of the 325" GIR find themselves in desperate straights. As another German attack begins, barrages of artillery
fire rip through the area, catching all in their deadly blasts. Both sides find themselves in the midst of a firefight as shells
explode around them.

Detachments

American:
Detachment Type — Infantry Detachment
Units — Officer (Elite), Mechanic (Veteran), Sniper (Regular, Hero: Marksman), Airborne Squad (Regular, BAR),
Airborne Heavy Weapon Squad (Regular, Bazooka), Robots (Green), GI Squad (Green), Gl Squad (Green)
Special Orders — Keep Moving, Momentum

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (VVeteran), Sturmaffe (Regular), Wehrmacht Heavy Weapon
Squad (Regular, MG 42), Wehrmacht (Regular), Emaciated Troopers (Green), VVolkssturm (Green),
Volkssturm (Green)
Special Orders — Artillery Support, Surrender

Set-Up

The German player is the attacker, while the American player is the defender. Both sides are caught off guard and
rush to eliminate their enemy. In the end, whichever side remains in control of the battlefield is the victor. However, it must
be determined which half of the table represent the player’s deployment zone. This

can be agreed upon by the players, or each player can roll 1d6 and the player with the 16” Player 2
highest roll can choose which side their forces will deploy in; the other player’s
deployment zone will be the table edge opposite from the one chosen. 8” ’1‘6" 16” * 16”7 * 8”

Before forces are deployed, six numbered “air strike” markers are placed on
the table (dice are ideal). The markers must be evenly spaced from one another. On a
4’x4’ table, markers are placed 8” from each player’s ‘short’ table edge and 16” from
each player’s ‘long’ table edge.

Primary Objective
Both sides hope to take advantage of this chance encounter and inflict as

much damage upon the enemy as possible, while driving their opponent from the battlefield. At the end of the game,
whichever side still has models on the table is successful in claiming the primary objective.

Deployment
After the players have determined their deployment zones, both players roll 1d6 and the player with the highest roll

chooses which player will place their first unit. Each player then places a single unit anywhere within their deployment zone
before the opposing player places one of their units. This continues until all models have been placed on the table. No model
may be within 12” of an enemy model.

Scenario Rules

Voluntary Withdrawal

Every turn beginning with the first, before initiative is rolled, a series of air strikes hit the battlefield, potentially
striking models from either force. Between one and three air strikes hit the battlefield every turn. For each air strike, roll 1d6
to find out which marker is used as the center-point of the strike. Each air strike will deviate from this target; roll 1d6, ona 1
or a 2 the air strike deviates 1d6” in a random direction, one a roll of 3 through 6 the air strike deviates 2d6” in a random
direction. All models within 2%2” of the point an air strike lands suffer a Strength 6+2d6 hit.

Aftermath

American Victory:

After surviving the deadly hail of German artillery and driving off their attackers, the men of the 325" GIR make
their way to the city of Montélimar in the hopes of reinforcing their beleaguered comrades already engaged there. Their
only hope is to slip past the remaining German forces in the area, reaching the city without suffering any more casualties.
Go to Scenario 3a (Infiltration).

German Victory:

With the Americans scattered, divided, and ill-equipped, the German forces outside of Montélimar press the attack
on the invaders, forcing them to recklessly rush towards the city and the bitter battles already being fought there. Hoping to
eliminate the US Airborne before they can reinforce their comrades in the city, the German forces attempt to find and
eliminate the Americans while they remain in the open. Go to Scenario 3b (Desperate Push).

Tie:
Both sides have suffered terribly during the German shelling of the area outside Montélimar and now regroup to

calculate their next move. Finding themselves out of time, the troops of the 325" GIR must hurry to the aid of their comrades
engaged in battle within the city and risk a desperate push to reinforce their brethren. Go to Scenario 3b (Desperate Push).
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Scenario 2c — Take the Lab

Within the rubble of Montélimar the American forces find terrifying reports of German laboratories where
prisoners are taken, tortured, and transformed into genetic abominations. These scientific monstrosities have greatly aided
the German forces during the battle for control of the city and only after they are destroyed can the Allied soldiers rest easy.
Platoons of troops begin to search the ruined city for these labs, hoping to destroy them and eliminate the threat of the
German abominations.

Detachments

American:
Detachment Type — Veteran Detachment
Units — OSS Agent (Elite), Officer (Veteran, Hero: Natural Leader), Mechanic (Veteran), Airborne Squad
(Regular), Airborne Squad (Regular), Airborne Squad (Regular, BAR), Buffalo (Regular, M1919)
Special Orders — Coordinated Attack

German:
Detachment Type — Experimental Detachment
Units — SD Agent (Elite, Hero: Assassin), Mad Doktor (Veteran), Sturmaffe (Regular), VVolkssturm Group Leader
(Regular), Wehrmacht (Regular), Emaciated Troopers (Green), Emaciated Troopers (Green)
Special Orders — Miscommunication
Set-Up

The American forces are the attacker, making their way to the lab, while the Germans prepare to defend it. The lab
is beneath the ruins of the city, located beneath the blasted city streets. The battlefield should have a single building located
towards one end of the table that represents the entrance to the laboratory. The rest of the battlefield should have ruined
buildings and open streets.

Primary Objective
The American forces are attempting to storm the lab. If, at the end of the game, the American player has any

models within 6” of the lab entrance, they are able to claim the primary objective. The German forces must eliminate as many
Americans as possible, preventing them from reaching the lab. If there are no American forces within 6” of the lab entrance at
the end of the game, the German player can claim the primary objective.

Deployment
Players take it in turns placing their units on the battlefield. Each player rolls 1d6 and the player with the higher roll

chooses which player will place the first unit on the table. Each player then places a single unit until all units have been
placed on the table. The defender must place all their units within 18” of the lab, while the attacker must place their units
within 12” of the table edge furthest from the lab and not within 18” of an enemy model. The German player may not deploy
any Abominations at this time (see below).

Scenario Rules

Turn Limit (6)

Voluntary Withdrawal

Beginning on turn 3, the hordes of Abominations erupt from the lab, pouring forth onto the battlefield to destroy the
American attackers. The German player may activate up to two Abomination units per turn beginning on turn 3. These units
emerge from the lab and are placed in base contact with the building once activated. They may then act normally. Each turn,
the German player may continue to add two new Abomination units to the battlefield until all their Abominations are
deployed.

Aftermath

American Victory:

The lab destroyed and the German ability to produce abominations now severely limited, the American forces within
Montélimar now press the attack, launching daring nighttime attacks on their enemy. Hoping to catch the Germans off guard,
Allied troops are ever-watchful for their reinforcements from the 325" GIR who are needed if the city is to be taken. For each of
the next two scenarios the German player may only field a maximum of two Abomination units per scenario. Go to Scenario 3c
(Surprise Attack).

German Victory:

Unable to defeat the mighty German abominations, the Americans inside Montélimar find themselves facing an enemy that
is fortified and entrenched within the ruined city. Forced to attack German bunkers and pillboxes, the Allied forces now rely on the
reinforcements from the 325" GIR to arrive just in time to finish the remaining German forces in the city. For each of the next two
scenarios the German forces have no limitations to the number of Abomination units they may field. Go to Scenario 3d (Bunker
Assault).

Tie:

Though some damage has been done to the German genetic labs in the city, the Axis defenders of Montélimar now hunker
down for an extended siege, fortifying themselves within bunkers and pillboxes. This makes the American efforts to remove the
German forces from the city without suffering massive casualties. Forced to attack these German fortifications, the Allied troops can
only hope for reinforcements from the 325" GIR. For each of the next two scenarios, the German player may not choose an
Experimental detachment. Go to Scenario 3d (Bunker Assault).
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Scenario 2d — Welcome to Hell

Their initial attack a failure, the American forces attacking Montélimar find themselves subject to German artillery
fire. Pursued by German troops, both sides find themselves in the middle of a massive shelling operation and hope to survive
the devastation while driving off their enemy.

Detachments

American:
Detachment Type — Infantry Detachment
Units — Officer (Elite, Hero: Archaeologist), Mechanic (Veteran), Airborne Squad (Regular), Airborne Squad
(Regular), Airborne Squad (Regular, BAR), Robots (Green), GI Squad (Green), GI Squad (Green)
Special Orders — Keep Moving, Momentum

German:
Detachment Type — Infantry Detachment
Units — SD Agent (Elite), Officer (Veteran, Hero: Brute), Wehrmacht Heavy Weapon Team (Regular,
Panzerschreck), Wehrmacht (Regular), Volkssturm Group Leader (Regular), Volkssturm (Green),
Volkssturm (Green), Volkssturm (Green)
Special Orders — Artillery Support, Surrender
Set-Up

The German player is the attacker, while the American player is the defender. Both sides are caught off guard and
rush to eliminate their enemy. In the end, whichever side remains in control of the battlefield is the victor. However, it must
be determined which half of the table represent the player’s deployment zone. This

can be agreed upon by the players, or each player can roll 1d6 and the player with the 16" Player 2
highest roll can choose which side their forces will deploy in; the other player’s
deployment zone will be the table edge opposite from the one chosen. 8”7 * 16”7 * 16”7 * 8”

16”

Before forces are deployed, six numbered ‘air strike” markers are placed on
the table (dice are ideal). The markers must be evenly spaced from one another. On a
4’x4’ table, markers are placed 8” from each player’s ‘short’ table edge and 16” from
each player’s ‘long’ table edge.

Primary Objective

Both sides hope to take advantage of this chance encounter and inflict as
much damage upon the enemy as possible, while driving their opponent from the battlefield. At the end of the game,
whichever side still has models on the table is successful in claiming the primary objective.

Deployment

After the players have determined their deployment zones, both players roll 1d6 and the player with the highest roll
chooses which player will place their first unit. Each player then places a single unit anywhere within their deployment zone
before the opposing player places one of their units. This continues until all models have been placed on the table. No model
may be within 12” of an enemy model.

Scenario Rules

Voluntary Withdrawal

Every turn beginning with the first, before initiative is rolled, a series of air strikes hit the battlefield, potentially
striking models from either force. Between one and three air strikes hit the battlefield every turn. For each air strike, roll 1d6
to find out which marker is used as the center-point of the strike. Each air strike will deviate from this target; roll 1d6, ona 1
or a 2 the air strike deviates 1d6” in a random direction, one a roll of 3 through 6 the air strike deviates 2d6” in a random
direction. All models within 2%2” of the point an air strike lands suffer a Strength 6+2d6 hit.

Aftermath

American Victory:

As the German shelling stops and their enemies retreat to the safety of the ruined city, the American forces launch a
series of lightning raids into Montélimar in the hopes of locating and destroying the German genetics laboratories hidden
throughout the city. In doing so, Allied command hopes that the abominations fielded by the Germans will be eliminated,
removing a significant portion of the Axis arsenal and allowing the Americans to gain control of the city. Go to Scenario 3e
(Take the Lab).

German Victory:

The casualties inflicted on the recovering American forces attacking Montélimar have been significant and forced
the Americans to launch a reckless second attack on the city. Expecting such a move, the German troops have fortified their
position and remain well entrenched for the oncoming US attack. Go to Scenario 3d (Bunker Assault).

Tie:

Once the artillery fire of the Germans ceases, a roar erupts from the American lines as a vicious attack in launched
into Montélimar. Catching their enemy off guard, the Allied troops move quickly into the city and hope to overrun the
Germans, taking many key positions and making up for their early failures during the campaign. Go to Scenario 3b (Surprise
Assault).
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Scenario 3a - Infiltration

The survivors of the 325" GIR have managed to regroup and push past the initial German attacks. Now they
must slip past enemy lines, making their way to the outskirts of the city in order to reinforce their comrades there. The
Airborne must move quickly towards the city before being caught by the remaining German forces.

Detachments

American:
Detachment Type — Veteran Detachment
Units — Officer (Elite, Hero: Technician), Mechanic (Veteran), Buffalo (Veteran, M1919), Airborne Squad
(Regular), Airborne Squad (Regular), Airborne Squad (Regular), Airborne Sniper (Regular), Robots
(Green)
Special Orders — Keep Moving

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Sturmaffe (Regular), Wehrmacht (Regular),
Wehrmacht (Regular), Emaciated Troopers (Green), VVolkssturm (Green), Volkssturm (Green)
Special Orders — Artillery Support, Coordinated Attack
Set-Up

The American forces are the attacker, attempting to slip off the far table edge while the Germans are the
defenders attempting to prevent them from reaching the city. The table should be set up with a few open areas as well
as woods, hills, and walls/fences that the Americans can use as cover as they move towards the city.

Primary Objective
The American forces are attempting to move off the edge of the battlefield directly opposite their deployment

zone. If, at the end of the game, the American player is able to move at least half of their total units have moved off the
far table edge, they can claim the primary objective. If less than half of their total units are unable to make it off the
board, the German player can claim the primary objective. In order to count for this victory condition any number of
models from the unit must be alive and models routing off this table edge also count.

Deployment
Each player rolls 1d6 and the player with the highest score chooses which board edge the American forces

will start on. The German player then deploys two units from their detachment anywhere on the board, not within 12”
of the American’s starting board edge (these models should be placed in cover if possible). The American player then
deploys all of their units along their table edge within 6” of the board edge but not within 10” of an enemy model.

Scenario Rules

Voluntary Withdrawal

All but two of the German player’s units are not placed on the battlefield but instead are held until later in the
game. Every turn beginning with turn two, the German player rolls 1d6 for each unit not on the battlefield, on a roll of
a 1 the unit can be activated and move onto the battlefield (requiring AP to move on) from the table edge opposite the
American’s deployment zone. Every round after the second the roll needed to bring a unit on the table increases by 1
(i.e. on aroll of 2 or higher turn 3, 3 or higher on turn 4, etc).

Aftermath

American Victory: Able to slip past the German defenders, the members of the 325" GIR are able to reach Montélimar
just as the American forces there launch their final attack against the remaining Axis troops. During the next
scenario, the American forces receive a +1 bonus to any checks made to bring reinforcements onto the battlefield.
Go to Scenario 4 (Escalating Engagement).

German Victory: Catching the American soldiers in the open, the German forces outside Montélimar push the US
reinforcements back from the city, forcing them to take longer and more dangerous routes to reach the final battle for
the city in time. During the next scenario the American forces receive a -1 penalty to any checks made to bring
reinforcements onto the battlefield. Go to Scenario 4 (Escalating Engagement).

Tie: Though some members of the 325™ GIR are able to slip past enemy lines and reinforce the American troops
already engaged in Montélimar, not enough reach the city in time to drastically affect the battle. During the next
scenario, the American forces receive no bonus or penalty to rolls made to bring reinforcements onto the battlefield.
Go to Scenario 4 (Escalating Engagement).
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Scenario 3b — Desperate Push

Forced into the open, the beleaguered troops of the 325™ GIR must rush through enemy lines, throwing
themselves at the mercy of the German defenders of the city of Montélimar. Without the time or resources to sneak
their way past the enemy, the American Airborne hope that a headlong push will enable them to reach their forces
already in battle within the city.

Detachments

American:
Detachment Type — Veteran Detachment
Units — Officer (Elite, Hero: Technician), Mechanic (Veteran), Buffalo (Veteran, M1919), Airborne Squad
(Regular), Airborne Squad (Regular), Airborne Squad (Regular), Airborne Sniper (Regular), Robots
(Green)
Special Orders — Keep Moving

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Sturmaffe (Regular), Wehrmacht (Regular),
Wehrmacht (Regular), Emaciated Troopers (Green), VVolkssturm (Green), Volkssturm (Green)
Special Orders — Artillery Support, Coordinated Attack

Set-Up

The American forces are the attacker, attempting to slip off the far table edge while the Germans are the
defenders attempting to prevent them from reaching the city. The table should be set up with a few open areas as well
as woods, hills, and walls/fences that the Americans can use as cover as they move towards the city. The German
player receives at least one piece of heavy cover that can be placed anywhere on the battlefield.

Primary Objective

The American forces are attempting to move off the edge of the battlefield directly opposite their deployment
zone. If, at the end of the game, the American player is able to move at least half of their total units have moved off the
far table edge, they can claim the primary objective. If less than half of their total units are unable to make it off the
board, the German player can claim the primary objective. In order to count for this victory condition any number of
models from the unit must be alive and models routing off this table edge also count.

Deployment
Each player rolls 1d6 and the player with the highest score chooses which board edge the American forces

will start on. The German player then deploys a unit from their detachment anywhere on the board, not within 12” of
the American’s starting board edge (these models should be placed in cover if possible). The American player then
deploys a unit along their table edge within 6” of the board edge but not within 10” of an enemy model. Each player
takes it in turn placing a unit until all of their forces have been deployed.

Scenario Rules
Turn Limit (6)
Voluntary Withdrawal

Aftermath

American Victory: Able to push past the German defenders, the members of the 325" GIR are able to reach Montélimar
just as the American forces there launch their final attack against the remaining Axis troops. During the next
scenario, the American forces receive a +1 bonus to any checks made to bring reinforcements onto the battlefield.
Go to Scenario 4 (Escalating Engagement).

German Victory: Catching the American soldiers in the open, the German forces outside Montélimar push the US
reinforcements back from the city, forcing them to take longer and more dangerous routes to reach the final battle for
the city in time. During the next scenario the American forces receive a -1 penalty to any checks made to bring
reinforcements onto the battlefield. Go to Scenario 4 (Escalating Engagement).

Tie: Though some members of the 325" GIR are able to push past enemy lines and reinforce the American troops
already engaged in Montélimar, not enough reach the city in time to drastically affect the battle. During the next
scenario, the American forces receive no bonus or penalty to rolls made to bring reinforcements onto the battlefield.
Go to Scenario 4 (Escalating Engagement).

AE-WWII Retro Sci-Fi 9 www.darksondesigns.com



Scenario 3c — Surprise Attack

With speed on their side, the Americans take the fight to the German defenders of Montélimar. Catching the
Germans off guard, the American attackers rush headlong into an unprepared enemy, hoping to overrun the German
lines and push into the center of the city. If successful, the American offensive will cripple the German defenses enough
to ensure that one final push is all that is needed to eliminate the Germans from the city once and for all.

Detachments

American:
Detachment Type — Infantry Detachment
Units — Mechanic (Elite), Airborne Officer (Veteran, Hero: War Hero), Buffalo (Regular, Tesla Cannon),
Airborne Squad (Regular, BAR), Airborne Heavy Weapon Squad (Regular, Bazooka), Robot
Troopers (Green), Gl Squad (Green), Gl Squad (Green)
Special Orders — Momentum, Tertiary Objective

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Sturmaffe (Regular), Wehrmacht (Regular),
Wehrmacht Heavy Weapon Team (Regular, MG42), Emaciated Troopers (Green), Volkssturm
(Green), Volkssturm (Green)
Special Orders — Artillery Strike, Surrender
Set-Up

The American forces are the attacker and the Germans are the defender.

Primary Objective
Both sides hope to take advantage of this encounter and inflict as much damage upon the enemy as possible,

while driving their opponent from the battlefield. At the end of the game, whichever side still has models on the table
is successful in claiming the primary objective.

Deployment
Each player rolls 1d6 and the player with the highest score chooses which board edge the American forces

will start on. The German player then deploys two units from their detachment anywhere on the board, not within 12”
of the American’s starting board edge (these models should be placed in cover if possible). The American player then
deploys all of their units along their table edge within 6” of the board edge but not within 10” of an enemy model.

Scenario Rules

Turn Limit (6)

Voluntary Withdrawal

All but two of the German player’s units are not placed on the battlefield but instead are held until later in the
game. Every turn beginning with turn two, the German player rolls 1d6 for each unit not on the battlefield, on a roll of
a 1 the unit can be activated and move onto the battlefield (requiring AP to move on) from the table edge opposite the
American’s deployment zone. Every round after the second the roll needed to bring a unit on the table increases by 1
(i.e. on aroll of 2 or higher turn 3, 3 or higher on turn 4, etc).

Aftermath

American Victory: The German defenses crippled, the American forces push through to the city center as their
reinforcements from the 325™ GIR arrive in the city. Using the momentum of their victory, the US troops in
Montélimar move against the remaining German defenders in the hopes of removing them from the city once and for
all. During the next scenario, the German forces receive a -1 penalty to any checks made to bring reinforcements
onto the battlefield. Go to Scenario 4 (Escalating Engagement).

German Victory: The American forces repelled, the Germans mount a solid defense as the reinforcements from the
325" GIR begin to arrive in the city. The remaining US troops now launch a final attack on the German defenders,
who remain entrenched within the city center. During the next scenario the German forces receive a +1 bonus to any
checks made to bring reinforcements onto the battlefield. Go to Scenario 4 (Escalating Engagement).

Tie: Both sides suffering heavy casualties during the battle, American and German troops withdraw to lick their
wounds and regroup. Members of the 325" GIR begin to arrive in the city, announcing the final push to eliminate
the Germans from Montélimar. During the next scenario, the German forces receive no bonus or penalty to rolls
made to bring reinforcements onto the battlefield. Go to Scenario 4 (Escalating Engagement).
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Scenario 3d — Bunker Assault

Forced into a difficult position, the American forces in Montélimar find themselves facing a
fortified enemy. As they wait for reinforcements from the 325" GIR, the Allied troops in the city must push
into the city center where their enemy is well armed and entrenched making them nearly impossible to
eliminate.

Detachments

American:
Detachment Type — Infantry Detachment
Units — Mechanic (Elite), Airborne Officer (Veteran, Hero: War Hero), Buffalo (Regular, Tesla
Cannon), Airborne Squad (Regular, BAR), Airborne Heavy Weapon Squad (Regular,
Bazooka), Robot Troopers (Green), Gl Squad (Green), GI Squad (Green)
Special Orders — Momentum, Tertiary Objective

German:
Detachment Type — Infantry Detachment
Units — Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Sturmaffe (Regular), Wehrmacht
(Regular), Wehrmacht Heavy Weapon Team (Regular, MG42), Emaciated Troopers
(Green), Volkssturm (Green), Volkssturm (Green)
Special Orders — Artillery Strike, Surrender

Set-Up
The American forces are the attacker and the Germans are the defender. The German forces
receive at least one piece of hard cover (pill-box, etc) placed somewhere in their deployment zone.

Primary Objective

Both sides hope to take advantage of this encounter and inflict as much damage upon the enemy as
possible, while driving their opponent from the battlefield. At the end of the game, whichever side still has
models on the table is successful in claiming the primary objective.

Deployment
Both players roll 1d6 and the player with the highest score choose which table edge they would

like as their deployment zone, the opposing player receives the opposite table edge as their deployment
zone. Both players then take it in turn to deploy one unit within 12” of their table edge until all units are
deployed. The German player should deploy at least one unit inside hard cover.

Scenario Rules
Voluntary Withdrawal

Aftermath

American Victory: The German defenses crippled, the American forces push through to the city center as
their reinforcements from the 325" GIR arrive in the city. Using the momentum of their victory, the US
troops in Montélimar move against the remaining German defenders in the hopes of removing them from
the city once and for all. In the next scenario, the German player receives no pieces of hard cover. Go to
Scenario 4 (Escalating Engagement).

German Victory: The American forces repelled, the Germans mount a solid defense as the reinforcements
from the 325" GIR begin to arrive in the city. The remaining US troops now launch a final attack on the
German defenders, who remain entrenched within the city center. In the next scenario the German player
receives one piece of hard cover. Go to Scenario 4 (Escalating Engagement).

Tie: Both sides suffering heavy casualties during the battle, American and German troops withdraw to lick
their wounds and regroup. Members of the 325" GIR begin to arrive in the city, announcing the final
push to eliminate the Germans from Montélimar. During the next scenario the German player receives
no pieces of hard cover. Go to Scenario 4 (Escalating Engagement).
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Scenario 3e — Take the Lab

Within the rubble of Montélimar the American forces find terrifying reports of German laboratories where
prisoners are taken, tortured, and transformed into genetic abominations. These scientific monstrosities have greatly aided
the German forces during the battle for control of the city and only after they are destroyed can the Allied soldiers rest easy.
Platoons of troops begin to search the ruined city for these labs, hoping to destroy them and eliminate the threat of the
German abominations.

Detachments

American:
Detachment Type — Veteran Detachment
Units — OSS Agent (Elite), Officer (Veteran, Hero: Natural Leader), Mechanic (Veteran), Airborne Squad
(Regular), Airborne Squad (Regular), Airborne Squad (Regular, BAR), Buffalo (Regular, M1919)
Special Orders — Coordinated Attack

German:
Detachment Type — Experimental Detachment
Units — SD Agent (Elite, Hero: Assassin), Mad Doktor (Veteran), Sturmaffe (Regular), Volkssturm Group Leader
(Regular), Wehrmacht (Regular), Emaciated Troopers (Green), Emaciated Troopers (Green)
Special Orders — Miscommunication

Set-Up

The American forces are the attacker, making their way to the lab, while the Germans prepare to defend it. The lab
is beneath the ruins of the city, located beneath the blasted city streets. The battlefield should have a single building located
towards one end of the table that represents the entrance to the laboratory. The rest of the battlefield should have ruined
buildings and open streets.

Primary Objective
The American forces are attempting to storm the lab. If, at the end of the game, the American player has any

models within 6” of the lab entrance, they are able to claim the primary objective. The German forces must eliminate as many
Americans as possible, preventing them from reaching the lab. If there are no American forces within 6” of the lab entrance at
the end of the game, the German player can claim the primary objective.

Deployment
Players take it in turns placing their units on the battlefield. Each player rolls 1d6 and the player with the higher roll

chooses which player will place the first unit on the table. Each player then places a single unit until all units have been
placed on the table. The defender must place all their units within 18” of the lab, while the attacker must place their units
within 12” of the table edge furthest from the lab and not within 18” of an enemy model. The German player may not deploy
any Abominations at this time (see below).

Scenario Rules

Turn Limit (6)

Voluntary Withdrawal

Beginning on turn 3, the hordes of Abominations erupt from the lab, pouring forth onto the battlefield to destroy the
American attackers. The German player may activate two Abomination units per turn beginning on turn 3. These units
emerge from the lab and are placed in base contact with the building once activated. They may then act normally. Each turn,
the German player may continue to add two new Abomination units to the battlefield until all their Abominations are
deployed.

Aftermath

American Victory:

The lab destroyed and the German ability to produce abominations now severely limited, the American forces
within Montélimar now press the attack, launching their final assault against the remaining German forces in the city. The
hope for the Americans lies in their reinforcements that rush to reach the city before the final battle is decided. For the next
scenario the German player may only field a maximum of two Abomination units. Go to Scenario 4 (Escalating
Engagement).

German Victory:

Unable to defeat the mighty German abominations, the Americans inside Montélimar find themselves facing an
enemy that is fortified and entrenched within the ruined city. Backed by their terrible genetic creations, the Germans prepare
for the final American attack, hoping their forces outside of the city have been able to stop the American reinforcements from
reaching their comrades. For the next scenario the German forces have no limitations to the number of Abomination units
they may field. Go to Scenario 4 (Escalating Engagement).

Tie:

Though some damage has been done to the German genetic labs in the city, the Axis defenders of Montélimar now
prepare as best they can for the final American attack. Hoping the American reinforcements have been dealt with, the German
forces inside the city hope to repel the American attack and keep control of the city for good. For the next scenario, the
German player may not choose an Experimental detachment. Go to Scenario 4 (Escalating Engagement).
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Scenario 4 — Escalating Engagement

The final battle for the war-torn city of Montélimar begins as American forces, now reinforced by members of the 325"
GIR move into position to catch the German defenders in a vice, closing in on them from the east and the west. The German forces
seek to hold the city at all costs, throwing everything they have against the American attackers in the hopes of keeping control of this
vital position in central France.

Detachments

American: Infantry Detachment and Veteran Detachment
Units — OSS Agent (Elite), Officer (Elite, Hero: Natural Leader), Mechanic (Veteran), Officer (Veteran, Hero: War Hero),
Mechanic (Veteran), Airborne Heavy Weapon Squad (Regular, Bazooka), Airborne Squad (Regular), Airborne
Squad (Regular), Airborne Squad (Regular), Airborne Squad (Regular), Sniper (Regular), Buffalo (Regular),
Robots (Green), GI Squad (Green), Gl Squad (Green)
Special Orders — Coordinated Attack, Keep Moving, Stand Your Ground

German: Infantry Detachment and Veteran Detachment
Units — SD Agent (Elite), Mad Doktor (Elite, Hero: Lab Rat), Officer (Veteran), Mad Doktor (Veteran, Hero: Scientist),
Officer (Veteran), Sturmaffe (Regular), Sturmaffe (Regular), Wehrmacht Heavy Weapon Squad (Regular, MG
42), Wehrmacht Squad (Regular), Wehrmacht Squad (Regular), Wehrmacht Squad (Regular), Wehrmacht Squad
(Regular), Wehrmacht Squad (Regular), Emaciated Troopers (Green), Emaciated Troopers (Green), VVolkssturm
(Green), Volkssturm (Green)
Special Orders — Artillery Strike, Stand Your Ground, Surrender

Set-Up

The American player is the attacker and the German player is the defender in this scenario. Both sides hope to eliminate
their enemy. In the end, whichever side remains in control of the battlefield is the victor. It must be determined which edges of the
table represent the player’s deployment zone. This can be agreed upon by the players, or each player can roll 1d6 and the player with
the highest roll can choose which side their forces will enter from; the other player’s deployment zone will be the table edge opposite
from the one chosen.

Primary Objective

Both sides hope to take advantage of this chance encounter and inflict as much damage upon the enemy as possible, while
driving their opponent from the battlefield. At the end of the game, whichever side still has models on the table is successful in
claiming the primary objective.

Deployment
Each player makes a list of their detachment compositions, by selection, in any order they choose. This list will determine

which selections become available each turn.

Both players roll 1d6 and add the result to the highest Drive rating in their detachment; the player with the highest total
chooses which player places their first selections. The player chosen to place first then places the first selection from their list
anywhere on the battlefield. The next player then places their first selection, anywhere on the battlefield, so long as they are not
within 18 inches of any enemy models. Deployment continues in this way until each player has placed half (round down) of their
available units.

The game begins.

Every turn beginning with turn two, each player rolls 1d6 for each unit not on the battlefield, on a roll of a 1 the unit can be
activated and move onto the battlefield (requiring AP to move on) from their table edge. Every round after the second the roll needed
to bring a unit on the table increases by 1 (i.e. on a roll of 2 or higher turn 3, 3 or higher on turn 4, etc).

Scenario Rules

Voluntary Withdrawal

Based on the success of the Bunker Assault scenario, the German forces may receive one piece of hard cover.

Based on the success of the Take the Lab scenario, the German forces may not be able to field a full compliment of
Abominations.

Based on the success of the Infiltration or Desperate Push scenarios, the American forces may receive bonuses or penalties
to their rolls to bring on reinforcements.

Aftermath

American Victory: The last of the German forces eliminated, the Americans lay claim to the ruined city of Montélimar. Their victory
has been costly, but with the help of the 325™ Glider Infantry Regiment, Allied forces have removed the German threat from this
area. In time, their victory will help push the Axis out of France completely — as long as they can maintain their hold on the city.

German Victory: After weeks of constant battle, the German defenders of Montélimar remain firmly in control of the ruined city.
With the aid of their comrades in the field the Germans were able to eliminate the American reinforcements from the 325" Glider
Infantry Regiment before they could reach the city, ensuring a decisive victory over the beleaguered US forces already engaged
there. By holding the city, the Axis forces in France can now attempt to push the Allies eastward, driving them from France
completely and capturing all of Europe!

Tie: For both sides, the battle has been a costly one. Montélimar lies in ruins and both the American attackers and the German
defenders have paid a high price for their victories here. In the end, the city remains bitterly fought over with no one in clear
control of the region. The battle for the city and indeed for all of France remains long and drawn out with casualties continuing to
mount on all sides. Indeed, there may never be a clear victor.
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