AUVILLE SUR-LE-VEY

NORMANDY1944

Following the costly landings on Omaha Beach by the US 1st and US 29th Infantry Divisions, the commander of the beachhead ordered the reinforcing formations of each division to expand the beachhead. The 175th Regiment of the 29th “Blue & Gray” Division cleared the Germans from Isigny on the morning of 10th June, but their advance was stopped by a blown bridge over the River Vivre near Auville sur-le-vey. The 175th Regiment was then ordered south to face a German counter-attack, leaving Captain King’s K Company behind to guard the river crossing. That afternoon the Divisional Commander General Gerhard arrived with an ad-hoc battlegroup of divisional armour and reconnaissance units, plus a platoon of Engineers.  He ordered King to ford the river and lead the attack on the village, supported by the rest of the battlegroup. As the forward units of the US 101st Airborne Division were at Catz, a mile to the west of Auville, a victory would link up the two American bridgeheads at Utah and Omaha. 
MISSION

· American: Capture the town by dusk, the end of the 12th turn
· German:   Hold the town until nightfall, when reinforcements will arrive. 
To hold the town one player must have at least one unit of good morale in three of the four built-up area sections. No opposing units of good morale may contest these areas.
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	GERMAN FORCES
BATTLEGROUP HEILBRONNER

	UNIT TYPE
	NUMBER
	QUALITY

	HQ
	1
	Veteran

	HQ FOO
	1
	Veteran

	Stug III
	1
	Veteran

	PAK 40 + prime mover
	1
	Regular

	Infantry Company Command
	1
	Regular

	Rifle Platoon
(ea. 2 rifle sections, 1 LMG section, 1 command)
	3
	Regular

	Infantry Support Platoon
(1 MMG, 1 PanzerSchreck, 1 50mm Mtr,

 1 command)
	1
	Regular

	Ost Platoon
(3 rifle sections, 1 command)
	2
	Inexperienced

	Truck
	2
	Regular


	AMERICAN FORCES
BATTLEGROUP GERHARD

	UNIT TYPE
	NUMBER
	QUALITY

	HQ
	1
	Veteran

	HQ FOO
	1
	Veteran

	Sherman – Command (75mm)
	1
	Regular

	Sherman (75mm)
	2
	Regular

	Infantry Company Command
	1
	Regular

	Rifle Platoon
(ea. 3 rifle sections, 1 command)*
	3
	Regular

	Infantry Support Platoon
(1 .30cal MMG, 1 60mm Mortar,

 1 Bazooka, 1 command)
	1
	Regular

	Jeep w. .30cal MMG – command
	1
	Regular

	Jeep w. .30cal MMG
	2
	Regular

	M8 Armoured Car
	1
	Regular

	Engineer Platoon
(3 rifle sections, 1 command)
	1
	Regular


	AMERICAN REINFORCEMENTS: TURN 8

	UNIT TYPE
	NUMBER
	QUALITY

	Airborne Platoon
(3 rifle sections, 1 command)
	1
	Veteran


+ LMG’s and Bazookas can be substituted for rifle sections at the standard rate.
DEPLOYMENT

· American: The Americans deploy on the east side of the River Vivre at the start of the game. The American reinforcements enter on the western table edge within 1 foot of the Carentan-Isigny road. 
· German: They deploy anywhere to the eastern side of the River Vivre, but no more than a platoon may be deployed within 1 foot of the river itself. 
Hidden, camouflaged and dummy units may be deployed by the German player, as laid down in the rules. 

TERRAIN

The river is fordable to infantry, but although shallow, the American player is unaware exactly where the water is shallow enough to allow vehicles to cross.  Whenever one of the engineer stands beside the river, the American player rolls a die. If the result is a 6, the engineer finds a suitable crossing place adjacent to his stand. All vehicles can cross, but have to roll to see if they bog down. There is a -2 modifier for wheeled vehicles crossing in this manner. 
There is limited cover on both banks of the river. All high ground and hills on the table are covered in scrub and open woods, which provide cover, as do the fields scattered around the table. 
Availability of Artillery & Air Missions
Only the American player has air missions available, although both sides may roll for artillery missions in the usual manner. In addition the American player has a single dedicated barrage available from a supporting 6-inch gun cruiser. This naval gunfire support mission is only available on the first turn.
SPECIAL RULES

The Ost Battalion units represent Russian and Polish POW’s who were forced into service by the Germans. Their aim was to survive rather than to fight. On the first turn that an American unit moves within close range of an Ost Battalion platoon, the German player rolls a die. On a roll of 4-6 the whole platoon surrenders to the American player, and is moved at rout speed to the eastern table edge. This roll is modified by -1 if the testing unit is within 6” of a German company command or headquarters. If the unit passes the test it performs normally for the rest of the game.






