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FOUR STARS OF VALOR

SCENARIO 292

VICTORY CONDITIONS: Provided the Germans amass.s 24 CVP JEXC,
prisoners do not count double; an elininatedimmobilized!Recalledicaptured
AFV (including s inherent crew) s worth 2 CVP), the Allies win at game
end by fulfilling = | of the following conditions:

* There is 5 1 Good Order nongrew German Infantry squad-equivalent in &

RR hex(es) and/or in a ground level building Locationts) adjacent to a RR

hex(es).
* They Control = 2 Factorigs on overlay X33 and = 4 of the following build-
ings: 182015, 1820D12094C7, 195FS. 1930K7, 1930M6,

TURN RECORD CHART

Scenario Design: Bill Cirillo & Sean Deller

NIUMEGEN, THE NETHERLANDS, 20 September 1944: The timely capture
of a bridge across the Waal River in the city of Nijmegen was one of the keys to
Operation MARKET-GARDEN, and a task that would fall 10 the British Guards
Armoured Division and the American 82nd Airborne Division. The attacking ele-
ments were divided into two task forces, Whiie the Eastern Force was charged with
assaulting the main road bridge across the Waal, the Western Foree, including Lt,
Colonel Benjamin Vandervoort's Company D, 2nd Battalion, 505th Parachute In-
fantry Regiment, was given the job of capturing the nearby railroad bridge. By the
afterncon of 19 September, both Forces were in position to begin & simultancous
assault on the two objectives, Unfortunately for the attacking Allies, the Germans
had hud ample time to heavily reinforce the southern areas around the two bridges
with approximately 2.000 defenders supported by armor and direct fire ordnance
pieces, The arca in front of the railroad bridge was defended by Kampfgruppe
Henke, commanded by Oberst Fritz Henke, under the overall direction of Kamp-
gruppe Frundsberg.

BOARD CONFIGURATION:
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BALANCE:
o Add one 2-3-8 HS and one WEP Point 1o the German OB Group |
Tr® Add one 3:4.7 HS and one DC to the American 1st Platoon OB.

& GERMAN Sets Up First [184]
7@ ALLIED Moves First [245]
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Group 1: Fallschimjliger-Ausbildung-Regiment:

Elements of Kampfgruppe Henke (Groups 1 & 2), Kemp/gruppe Frundsberg [ELR: 4/3: see¢ SSR 4]
set up one Group in the " West™ setup area und the other in the “East”™ sctup area (sce SSR 2% (SAN: 3}
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S§S-Panzer-Division 10 “Frundsherg':

Group 2: Butaillon I, SS-Panzergrenadier-Regiment 21,
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Group 3: Elements of Kompanie 4, Flak-Bataillon 572
set up two Guns in the “\Weit™ setop area and two Guns in
the “East” setup area (see SSRs 2 and 3);

% A
o aﬁ& o

2-2-8
4 2

2 T,
881 asveyt

Group 4: Fortifications set up within “West" and/or “East™
setup area(s) (sec SSRs 2. and 3):
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Elements of SS-Panzerjiger-Abteilung 10, Kampfgruppe Euling
enter on Turn 3 along the north edge of board 18a:
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(continued on the back of 293 p.1)
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FOUR STARS OF VALOR

ASL SCENARIO 292 (continued)

Elements of (American) Company D, 2nd Battalion, 305th Parachute Infantry Regiment, 82nd Airborne Division [ELR: 5] and
c Q (British) No. 2 Company, Ist Battalion and No. 3 Squadron, 2nd Battalion, Grenadier Guards, 5th Guards Armoured Brigade,

Guards Armoured Division [ELR: 4] enter as noted: {SAN: 2}

1st Platoon enter on Turn | along the south edge
on/between 19al20 and 183aM20:
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2nd and 3rd Platoons enter on Turn | along the west/south edge(s)
on/between 19aA 10 and 19a120:
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No. 2 Company and No. 3 Squadron cnter on Turn 1 along the south
edge on/between 19a120 and 18aM20;
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SPECIAL RULES:

1. See TotR SSR. EC are Moderate, with no wind at start. Place overlays as follows: X32 on 19aN3.04; RC13 on 18aA4-A3; RYS on 18aA11-A10; X37 on
18aD13-D12; X33 on 18a412:J12; and X38 on 1 8a45. All multi-hex stone buiidings on overinys X32 and X33 are Factories (B23.74), Hexes 1820F 14 and 1830G11
are Storage Tanks (09.,). Contrary to B23.742. Vehicular-Sized Entrances (which arc only accessible from adjacent road hexes) existin (only) these hexes: board
19a 0K S5, 0L.2, 0MS, oN3, 005 and board 182 oF 13:Fhe Base Level of all hexes on board 182 and ovedays RE13 and RYR IS Level 1. The west-edge hexsides of
overlays RC13 and RYS form & Crest Line. Any umit entering board 18a from offboard decs soas if from Level 1. Réoftops (B23.8) are in effect.

2. The German “West™ setup area is defined as board 194 (including half-hexes shared with bodrd 18a) onfeast-of hexraw Cin hexes numbered < 15, and the
“East” setup area is defined as board 18a {ineluding half*hexes shared with board 19ayin hexes numbered= 18,

3.The 8.8¢m FlaK 18 0. 36 AA Gunmay not set up in 2 building. The German player may designate < 3 ground level Fortified Building Locations (B23.9). The 4
WEP Points in Group 4 may only be spent on Fortifications/Concealment.

4.588 unushaveanBI.RoN-all other German units have an ELR of 3. LcharSS(A&S 111) s in effect.

5.6-6-79/3-47s are conudcrcd 10 have an uaderscored Morale Fe ncm (A19.13) Amencan MMC in building Locations (EXC: ground level] are Fanatic (A10.8).
(urncr Alinherent crews arc 248 HS: The Allics are Elite (C8.2)

6. Crew Survival (D5.6) is NA, Handsto-Hand CC (J2:31) may be decmtd by both sides. Addmona!l)' the DEFENDER may declare Hand to-Hand CC provided
all ATTACKER units were Ambushed and/or are Withdrawing/pinned,

AFTERMATH: The joint American-British Western Force moved west around the outskirts of the city 1o Jaunch an assault into the main Nijmegen railyard, They cntered across a
twenty-foot embankment but were stymied in the railyard by heavy weapons fire and two German self-propelied tank destroyers, By nightfull, the Allied assault clements had pulled
back out of the railyard into a series of adjoining buildings having lost several Shermans and Company D's Executive: Officer, L. Waverly Wray. With the next day dawning overcast
and geay, and with o 1ight eain starting to dissipate, & renewed push to capture the railroad bridge intact was initiated, Beginning mid: smorning, the Grenadier Guards started to clear the
buildings between the railroad bridge and the road bridge, while the theee American platoons of Company D started their assault against the western side of the railyard. The northern.
most 2nd Platoon faced <tiff gesistance as it foughit to clear & paper mill factory complex, while the 15t and 3rd Platoons fought their way back up the rajlway cmbankment into the
railyard proper. All of 1his tenewed pressure, coupled with the 3rd Battalion, S04th Parachute Infantry Regiment’s famous crossing of the Waal Just weat of the railroad bridge, started
to crack the German defensive pocket around the southern end of the rilroad bridge. Late {n the aftemoon, the Germans defending this arca attempted to retreat ¢n masse across the
bridge. suffering significant casualtics in the process. Losses in Vandervoort’s 2nd Battalion had also been high, with 26 Killed and another 38 wounded between just two of his
companies. By nightfall, Company I had crassed the mifroad bridge and occupied a nearby factory. The dattle for the two Nijmegen bridges had belatedly come to 2 successful if
costly conclusion, but not in time 1o help the Red Devils in Arnhen,



TWILIGHT OF THE REICH (TotR) SCENARIO SPECIAL RULES:
The Scenario Special Rules (TotR SSR) below all apply in scenarios in which
they arc invoked.

1. GENERAL

1.1 Fortified Building Iocations (B23.9) may not be exchanged for tunnels.
Graveyard (B18.) is Concealment Terrain (A12.12). Kindling (B25.11) is NA.

12 HUMAN WAVE: Human Wave (A25.23) is NA.

13 VEHICLE CREWS: Vehicle crews may not voluntarily Abandon (D5.4)
their vehicles [EXC: armored halftracks (D6.6) and Carriers (D6.8); if the vehi-
cle is immobilized, unless immobilized due to ESB (D2.5)]. Vehicle crews are
treated as SMC for Control purposes.

2. SETUP: The following SSR apply in all daytime scenarios.

2.1 ENTRENCHMENTS & CONCEALMENT: All units that set up En-
trenched (B27.) and/or in Concealment Terrain (A12.12) may set up concealed.
Entrenched Dummy stacks may be sct up in non-Concealment Terrain.

22 HIP: Each side setting up onboard may use HIP for < one squad-equivalent
(and any SMC/SW stacked with it). This HIP capability is in addition to HIP
granted for any other reason(s).

23 SW: Each at-start SW of the side(s) setting up first may be kept offboard
and the ID of the unit possessing it recorded. Such a SW is revealed if fired.
dropped, transferred, or its possessing unit is no longer concealed.

2.4 SMC: The side(s) setting up first has the option to record the Location as if
they were hidden of any SMC that sets up stacked with = one concealed MMC
(record the 1D of the MMC it sets up stacked with). Such a SMC is placed on-
board if the MMC it set up stacked with loses concealment and/or moves to a
new Location, in addition to losing HIP-status/concealment normally.

3. WEAPON & FORTIFICATION PURCHASES: Prior to
all setup (but after all terrain alterations [if any]). each player may
secretly spend Weapon & Fortification Purchase (WFP) Points on
his scenario WFP Table(s), adding any purchases to their respec-
tive OB (at-start and/or reinforcements). The number of available
WEP Points for each side is given on the scenario card in the Order of Battle.
Weapon and Fortification costs are summarized in the chart below.

3.1 AVAILABILITY: The types of Weapons/Fortifications available for pur-
chase for a given side in a scenario are listed on the scenario card in their WFP
Table(s).

32 MAX: The maximum number of each Weapon/Fortification that may be
purchased per each WFP Table is 3 [EXC: 4 for LMG; 1 for SAN increase].

33 CREWS: The cost of each crew-served SW and Gun includes an Infantry
crew [EXC: vehicle crew for a MOL-P].

34 OFFBOARD ENTRY: Purchased SW/Guns that enter from offboard muest
be dm if possible.
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# Cosl includes an Infantry/vehicle crew (see SSR TotR3.3).
T If purchased as a reinforcement. SAN increase applies on Player Turn of entry.

4.RUBBLE

4.1 RUBBLE: In addition to B24.11, rubble may be created via a Rubble Gen-
eration Check (SSR TotR4.3). Unless noted otherwise, all Rubble (B24.) rules
are in effect.

42 RUBBLE LOCATIONS: A Rubble Location is treated as a building for
Rout (A10.5), Rally (A10.61), Ambush (A11 4), and Street Fighting (A11.8) pur-
poses. Contrary to B24.1, rubble Locations that contain original building artwork
are still considered building Locations for VC purposes.

43 RUBBLE GENERATION: Whenever a scenario calls for a Rubble Gener-
ation Check on a building, a Rubble Generation Check DR is made for each hex
of the building using the table below. On a Final DR = 9, the hex is rubbled
(B24.1). Any building hex that has been rubbled via this method has been rub-
bled from the ground level [EXC: Cellar level, if applicable] and up, Additional-
ly, if an upper-level building Location is rubbled by any means (B24.12; Rubble
Generation Check), there is the potential for either Falling Rubble (B24.12) or
Falling Debris (B37.5) creation. On the subsequent Falling Rubble DR, a Final
colored dr = 7 results in Falling Rubble creation, while a Final colored dr =5 or
6 results in Falling Debris creation.

RUBBLE GENERATION
Final Rubble Generation Check DR

R RN e
=9

DRM:
+1 If building is wooden

FALLING RUBBLE/DEBRIS GENERATION
Subsequent Falling Rubble/Debris

Final colored dr Result
Fans kR R s SR e e NG e
5-6 Falling Debris
R S R R R il e s
Colored dr drm:

+1 For each non-Rooftop level of the building hex above ground level

EX: A scenario requires a
Rubble Generation Check
(SSR TotR43) for building
16aES, Prior to setup,a DR is
made for each hex of the
building, and if a hex is rub-
bled an immediate Falling
Rubble DR is made to check
for any potential Falling Rub-
ble/Debxis creation.

The first DR is a Final 11
(blue + white), rubbling hex
ES. Since ES has an upper
level, an immediate Falling
Rubble DR (B24.12) is made.
The Final colored dris a 6 (4
[red] +2 for the two levels
above ground level), resulting
in Falling Debris (B375) in
all adjacent road and orchard
hexes. Hexes D4, E4, and F4
are designated by SSR as
Wide City Boulevard hexes,
so Debris-Wide City Boule-
vard counters (B37.62) are
placed in those hexes instead
of normal Debris counters.

The second DR is a Final 6, resulting in no effect on hex E6.

The third DR results in hex E7 being rubbled on a Final DR of 9 (blue + white). The subse-
quent Falling Rubble DR results in falling rubble on a Final eolored dr of 7 (5 |red] +2 for the
two levels above ground level). A white dr of 6 results in rubble falling into D6, rubbling the
building and thereby necessitating checking for Falling Rubble in that hex as well. The subse-
quent DR results in a Final colored dr of 8 (6 [red] +2 for the two levels above ground level).
A white drof 1 places the falling rubble into hex DS, replacing the existing Debris counter.



