PARKER’s CROSSROADS
ARDENNES 1944
After the fall of St. Vith, Major Arthur C. Parker of the 589th F.A. Bttn. Was ordered to take command of a hastily assembled blocking force deployed around the crossroads of Baraque de Fraiture, north of Bastogne. As long as it remained in American hands the Germans would be denied use of the Vielsalm to St. Hubert road, which led westwards towards the River Meuse. 
Parker was reinforced by elements of the 82nd Airborne and the 7th Armoured Divisions, and easily held off a series of probing attacks by the 560th Voksgrenadier Division. However, on 23rd December the 2nd SS (Das Reich) Panzer Division turned up, and late that afternoon it launched a major assault against Parker’s defences …. 
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MISSION

· Americans: Hold the crossroads at all costs.

· German: Capture the crossroads 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
KAMFGRUPPE WEIDINGER, 2nd SS Panzer Div.

	UNIT TYPE
	NUMBER
	QUALITY

	HQ
	1
	Veteran

	FOO, with Kubelwagen
	1
	Veteran

	Panzer Grenadier Platoon
(2 rifle sections, 1 LMG section, 1 command)
	2
	Veteran

	Support Platoon
(2 HMG sections, 1 Mortar section, 1 command)
	1
	Veteran

	Pz. IVH - Command
	1
	Veteran

	Pz IVH
	3
	Veteran

	Sdkfz 251/1
	6
	Veteran


Enters on the Bastogne road, or through the woods to the east.
	GERMAN REINFORCEMENTS: TURN 3

	UNIT TYPE
	NUMBER
	QUALITY

	Company HQ
	1
	Veteran

	Panzer Grenadier Platoon

(2 rifle sections, 1 LMG section, 1 command)
	1
	Veteran

	Sdkfz 251/1
	3
	Veteran

	Stug III - Command
	1
	Regular

	Stug III
	2
	Regular

	HMG section (attach to infantry)
	1
	Veteran

	Sdkfz 251/9 (75mm)
	1
	Veteran

	Sdkfz 251/2 (81mm mortar)
	2
	Veteran


Enters on the Samée road
	GERMAN REINFORCEMENTS: TURN 5

	UNIT TYPE
	NUMBER
	QUALITY

	Jagpanther – Command 
	1
	Regular

	Jagpanther
	1
	Regular

	Panzer Grenadier Platoon

(2 rifle sections, 1 LMG section, 1 command)
	1
	Veteran

	Truck
	2
	Veteran


Enters through the woods NE of the crossroads
	AMERICAN FORCES
TF PARKER 

	UNIT TYPE
	NUMBER
	QUALITY

	HQ   (MajorParker)
	1
	Regular

	Company HQ   (Capt. Woodruff, 82nd Airborne)
	1
	Veteran

	105mm Howitzer, plus tow  (589th FA Bttn.)
	1
	Regular

	Infantry Platoon (remnants of 589th FA Bttn.) 
(3 rifle sections, 1 command)
	1
	Regular

	Infantry Support Platoon (ditto) 

(1 HMG, 1 Bazooka, 1 command)
	1
	Regular

	Para Platoon (325th Glider Inf. Rgt.) 
(2 rifle sections, 1 LMG section, 1 command)
	2
	Veteran

	Para Support Platoon (ditto)
(1 MMG, 1 Lt. mortar, 1 command)
	1
	Veteran

	57mm AT gun & tow
	1
	Regular

	FOO  (254th FA Bttn.)
	1
	Regular


	TF KEANE

	UNIT TYPE
	NUMBER
	QUALITY

	Sherman 75mm – Command  
	1
	Regular

	Sherman 75mm
	1
	Regular

	Sherman 76mm
	1
	Regular

	M7 Priest
	1
	Regular

	M20  - Command   (643rd TD Bttn.)
	1
	Veteran

	M18 Hellcat             (ditto)
	2
	Veteran


	AMERICAN REINFORCEMENTS: TURN 2

D/ 87th Cav. Sqn.

	UNIT TYPE
	NUMBER
	QUALITY

	Jeep w. MMG  - Command (recon)
	1
	Regular

	Jeep w. MMG (recon)
	1
	Regular

	M8 Greyhound a/c (recon)
	1
	Regular

	M5 Stuart (recon)
	1
	Regular

	M15   SP AA  
	1
	Regular


Enters along Manhay road.
DEPLOYMENT

· Americans: Deploy within 12” of the crossroads. Infantry and support weapons may begin the game in prepared positions.

· Germans: Enter the table as stated above.  
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· Hidden units may be deployed by the American player, as laid down in the rules, although due to previous attacks on the position, no dummy  or camouflaged units may be used. 

TERRAIN

The woods are passable to infantry and half tracks (subject to a bog-down test), but not to armour. Similarly armour deployed off the roads or further than 12” from the crossroads is also subject to a bogging down test. 

The bulk of the terrain is considered open, although the area of felled trees provides cover for infantry and soft vehicles. The treeline and field provide soft cover, while all buildings are considered stone, and therefore provide hard cover. 

Availability of Artillery & Air Missions
Due to the bad weather no air missions are available to either side, but players may roll for artillery support normally. In addition the Germans are allowed two free pre-registered artillery missions, which may be called in immediately before the start of the game. The Americans may also call in one free dedicated artillery mission (105mm) at any point during the game. 
Special Rules

The game ends at the end of turn 9.






