CAUBERT RIDGE
FRANCE 1940
The 51st Highland Division reached the coast too late to join the rest of the BEF at Dunkirk, so instead it stood alongside the French troops defending the line of the River Somme. The Germans held a bridgehead across the river at Abbeville, but despite a series of French attacks by General De Gaulle’s tanks the German defenders held their ground along Caubert Ridge. The Highlanders were duly ordered into the attack, supported by French tanks. At dawn on 4th June a rolling Allied artillery bombardment hit the German front lines, the signal for the advance to begin. However, the French tankers had still not appeared, and by the time they finally showed up the Germans had recovered from the barrage and were waiting for the Allied attackers…
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MISSION

· Allies: Capture the ridge

· German: Prevent the Allies from achieving their victory conditions.
To capture the ridge the Allied player must have at least three units (stands)  of good morale within 6” of the northern table edge by the end of Turn 12.
	GERMAN FORCES
KAMFGRUPPE MANFRED
(Elements of I/217th IR)

	UNIT TYPE
	NUMBER
	QUALITY

	HQ
	1
	Regular

	CHQ
	1
	Regular

	FOO
	2
	Regular

	Rifle Platoon 

(ea. 3 rifle stands, 1 command)
	3
	Regular

	Infantry Support Platoon

(1 MMG, 1 50mm Light Mortar, 1 command)
	1
	Regular

	37mm AT gun & tow
	3
	Regular

	Machine Gun Platoon 

(2 HMGs, 1 command)
	1
	Regular


* These  rifle stands may be exchanged for  LMG stand at the ratio set out in the rules.

	BRITISH FORCES
BATTLEGROUP, 4th SEAFORTHS 

	UNIT TYPE
	NUMBER
	QUALITY

	HQ 
	1
	Regular

	CHQ 
	1
	Regular

	FOO 
	1
	Regular

	Rifle Platoon 

(each 3 rifle stands, 1 command stand)*
	5
	Regular

	Infantry Support Platoon 

(1 Vickers MMG stand, 1 2”-Light Mortar stand,       1 3-inch Mortar stand, 1 Boyes ATR stand 1 command stand) 
	1
	Regular

	Carrier Platoon
(4 Universal Carriers with LMG) 
 dismounts as  3 LMG stands, 1 command stand
	1
	Regular

	AA Section

(1 Bren LMG on AA  mount)

 may be attached to any headquarters unit
	1
	Regular

	Mortar Section

(1 3-inch mortar stand, light truck) 

 may be attached to any unit
	1
	Regular


* These  rifle stands may be exchanged for  LMG stand at the ratio set out in the rules.
	FRENCH FORCES
Composite Squadron,  44e. DLM (remnants)

	UNIT TYPE
	NUMBER
	QUALITY

	SHQ   (Somua 35) 
	1
	Regular

	Char B - command
	1
	Regular

	Char B
	1
	Regular

	H-35 -command
	1
	Regular

	H-35
	1
	Regular
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DEPLOYMENT

· Allies: The British enter on Turn 1 from the southern table edge. 
· German: The Germans may deploy within 12” of the northern table edge. 
Hidden, camouflaged and dummy units may be deployed by the German player, as laid down in the rules. 

TERRAIN

Many of the roads are lined with hedgerows, while stone walls surround the village buildings. Occasional fields of standing crops in the valley provide concealment but not cover, while Caubert Ridge itself is covered in scrub and woods. The Bois de Villiers and Les Trois Mesnils are considered dense woods, and so are impassable to vehicles.
Availability of Artillery & Air Missions

Both sides roll for artillery and air support in the usual manner.
SPECIAL RULES

Preliminary Barrage.

To simulate the effects of the Allied bombardment, the Allied player may place two templates on the table at the start of the game. Although this fire doesn’t deviate the player still has to determine the calibre of the firing battery. 
Minefields

The German player may place a minefield on the map, approximately 6” wide and 3” deep. This can be placed anywhere north of the lateral road crossing the southern side of the table, and either placed on the table at the start, or marked on a map and shown to an umpire if one is present. 

The Auld Alliance

If enough players are available then one should play the French, and the other the Highlanders. If the two want to communicate during the game, it must be in French!






