CANY-BARVILLE
FRANCE 1940
Following the British Expeditionary Force’s retreat to Dunkirk the 51st Highland Division found itself cut off from the rest of the army. The division conducted a fighting withdrawal towards Le Havre, but during the morning of 10th May reports came in of German units approaching Fecamp and Le Havre from the south. If these reports were true then the bulk of the division would find itself cut off from Le Havre and safety. Consequently the divisional cavalry regiment, the 1st Lothians and Borders Yeomanry was sent off to investigate. B Squadron were charged with investigating the key road junction at Cany-Barville. Meanwhile reconnaissance troops from Rommel’s 7th Panzer Division were also heading towards the village…
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MISSION

· British: Traverse the length of the village, and report the presence of any Germans encountered there, then hold the crossroads to the east of the village and await further orders
· German: Capture the crossroads to the east of the village before nightfall.
To hold the crossroads one player must have at least one unit of good morale within 6” of it, while no enemy units of good morale are within 6” of the same position.
	GERMAN FORCES
KAUFKLÄRUNGS KAMFGRUPPE DOERMANN

	UNIT TYPE
	NUMBER
	QUALITY

	Sdkfz-232 – Command 

(acts as CHQ until reinforcements arrive)
	1
	Regular

	Sdkfz 221
	1
	Regular

	37mm AT gun & tow
	1
	Regular

	Motorcycle Platoon
(2 rifle sections, 1 LMG section, 1 command)
	1
	Regular

	MMG, Light Truck
	1
	Regular


	GERMAN REINFORCEMENTS: TURN 5

	UNIT TYPE
	NUMBER
	QUALITY

	HQ
	1
	Regular

	Sdkfz 231 - Command
	1
	Regular

	Sdkfz 222
	2
	Regular

	Panzer Grenadier Platoon 

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

	Panzer Grenadier Support Platoon
(1 MMG, 1 50mm Light Mortar, 1 command)
	1
	Regular

	Light Trucks
	4
	Regular


	BRITISH FORCES
B SQN., 1st LOTHIAN & BORDERS YEOMANRY

	UNIT TYPE
	NUMBER
	QUALITY

	HQ 
	1
	Regular

	Vickers Mk VIb – Command
	1
	Regular

	Vickers Mk VIb 
	1
	Regular

	Scout Carrier - Command
	1
	Regular

	Scout Carrier
(Troops may dismount as either Rifle or LMG Sections)
	4
	Regular

	Infantry Platoon (attached from 4th Seaforths)
(each 3 rifle stands, 1 command stand)*
	2
	Regular

	Infantry Support Platoon (attached) 
(1 Vickers MMG, 1 2”-Light Mortar, 1 command)
	1
	Regular

	2-pdr. AT gun & tow
	1
	Regular

	Light Trucks
	2
	Regular


* One of the six rifle stands may be exchanged for an LMG Stand
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DEPLOYMENT

· British: The British enter on Turn 1 from the northern table edge, on the main road. 
· German: The initial force may deploy anywhere within Cany-Barville itself or west of the River Durdent. However, the anti-tank gun and the armoured cars must deploy on the western bank. The German player may also place up to two roadblocks across the bridge or the village street. The reinforcements arrive west of the river, along the road leading into the village from the southern table edge. 
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, and there is limited cover on both banks. All high ground on the table are covered in scrub or woods, which provide cover, as do the fields scattered around the table. Many of the roads are lined with hedgerows, while stone walls surround the village buildings.
Availability of Artillery & Air Missions
Due to the confused nature of the engagement neither player has any artillery or air support in this game. 
SPECIAL RULES

Roadblocks
These are light affairs, made from tree branches, timber, furniture, or whatever came to hand. Infantry or an AFV take one turn to clear the roadblock, but they need to spend the entire turn adjacent to it, remain unpinned or unsupressed, and cannot fire while clearing the obstacle. 







