
BEACH ASSAULT 
DESCRIPTION 
It's time, D-Day has arrived, the Allied forces are waiting aboard their 
landing crafts for the go. The German's having seen the Fleet of ships in the 
early morning light have sent an order back to command advising of the 
situation and requesting reinforcements. 
 
The morale of the German defensive forces is high, they have strong bunkers 
and superior fire power on their side, coupled with the fact that any 
landing force must run the gauntlet of razor wire and tank traps to clear the 
beach yet they knew this would not deter the foolhardy allied landing 
forces. 
 
OPPOSING FORCES 

➢ American Army: The Americans are chosen from the Reinforced Platoon 
selector on page 153 of the Rulebook. 

 
➢ German Defenders: The German force is chosen from the Atlantic Wall 

Resistance Nest Platoon selector on page 94 of the Armies of Germany 
book. 

 
SET-UP 
For this scenario, use a 4' 
x 4' table. A trench system 
or series of hard cover 
prepared positions should 
be placed with the German 
deployment no closer than 
12” from the middle of the 
table and can take up no 
more than three quarters 
of the length of the 
deployment edge, in the 
last quarter set up an 
artillery bunker looking 
along the front of the 
German trenches.  
 
There should be no scatter 
terrain within the first 
12” of the German 
defender's positions. The 
remaining area of the 
table should be covered in 
a mixture of light cover 
obstacles roughly 8” x 3” 
these should be made up of 
tank traps, Czech 
Hedgehogs and the like. 
 
The Germans may only 
deploy one artillery team, and a maximum of 1 weapon team per bunker at the 
start of the game, any additional troops will be subject to normal reserve 
rules. 
 
 
 
 



OBJECTIVES 
The American's objective is to attempt to clear the German bunkers allowing 
them to control the beach. 
 
The German's objective is to hold the American at bay until the 
reinforcements can arrive from the rear, to do this the German's need to last 
until the end of the game. 
 
SPECIAL RULES 
German Defences: The German trench system/hard cover positions have been 
built to survive strong assaults as such a Preparatory Bombardment can 
never score higher than a 5. In game terms they count as hard cover. 
 
Ranging Fire: The Americans have the support of a number of naval ships in 
the Channel and aren't afraid to make use of their formidable fire power to 
help win the day to represent this, if a Forward Artillery Observer is 
present for the Allies they may fire their artillery twice in separate turns. 
 
 
 
Burn Them Out: Flamethrowers were used strongly during the landings to 
help clear out the secure entrenched positions, to represent this if a 
flamethrower scores a hit on the opening side or door side of a German 
controlled bunker it is assumed to destroy the units inside the bunker. 
 
Launch the Second Wave: The Allies understand they need to win the day no 
matter the cost, to represent this in game the Allies have access to rolling 
reserves. Each time an Allied unit has been completely wiped out they come 
back as reserves the following turn from a Landing Point. 
 
Landing Point: The Allies are landing on the beaches using a number of 
different landing craft. To represent this in game the Allied reserves may 
only re-enter the battlefield using one of the re-entry points. We recommend 
using a LCVP landing craft or sufficient marker to represent the landing 
points. 
 
GAME DURATION 
Keep a count of how many turns have elapsed as the game is played. The game 
ends on Turn 6. 
 
VICTORY 
At the end of the game if the Allies have managed to clear both the bunkers of 
German troops they have secured their landing beach. 
 


