For Enthusiasts of Pointe Du Hoc

...............

............ C
IS "eseses 2 esadersE
— a®geasese = =Z0 2 mEaseer [~ 3
...............
PR S il cesen ., LE GUAY
.-....i\.\_,«-i ..... Pesase \u::-:w
................... - i
..... ./-Qf...-.‘ seeoee eves s =
lllllll 9 sessres asases scanaess =
..... P eceeedad LR XN ¥ [E RN RN » 4
...........................
asasges Se00e s aded
- -, ® - ee ° - T ee
..................... ® . seacese
................................................
...... ’ LA N XN BN 3 '.'...ﬁ XX X N NN 3 ssoncte :’3...'...‘, a®oae
.................................. . escshena tessan
secstu® asgene®e =z wewvecase o eseses  OSeose S eeaves e aoavse
..............................................
° ...u..A..L.-:.-...~ ?_.:I'..'..:.. ..‘uv.::.‘.,,"'
ogeg. -Peoawonte. LN W N R ?Pemdpepn sce® .
llllllllllllllllllllllllllllllllllll
..... a® everecsag scaces cseone cersoas
----- "y "N UMY V"SRG W secesse esssoas
..... Fa M E R NN YN « B N N RN N LN X N X J [ X NN RN » ]

....................................

3 Varranis
Hlstgri’cal

Busting th -
he, Sgenar Fledes

0 US Gao BT

--and morg Q.RITI

>



Qur on-site research heroes Phil Nobo (left) and
Alan Yates, at Pointe du Hoc.

e

The detailed diorama at the MUSEE des RANGERS
at Pointe du Hoc.

Ty

Le Manoir du St. Pierre, found in hex 021/22 on
our game map, as seen from hex P21 from along
the hexspine.
At left, another view of
the Manoir du St. Pierre
_as seen through the wall
%t opening on hexside R26/
% 826 from hex R26.

All photos by Phil Nobo.

The Pointe at low tide. It was a heck of a climb down for Phil
Nobo to fetch ‘your’ special offer Normandy sand. We 're glaa
he made it back up! 'L-Rod’ Petty brought his two sons back to
Pointe du Hoc when they were teens and the three Pettys
climbed the infamous cliff again as a family.

The German OP Bunker depicted on our game
map in hex O013. Note how the ground slopes
down to the bunker and how little external dam-
age resulted from the attack.

CH Magazine (Issue {4, now out of print) in good com-
pany lying at the left hand side of the memorial (the
right hand side is the French translation) which reads:
“TO THE HEROIC RANGER COMMANDOES D2RN
E2RN F2RN OF THE 116TH INF WHO UNDFER THE
COMMAND OF COLONEL JAMES E. RUDDER OF
THE FIRST AMERICAN DIVISION ATTACKED AND
TOOK POSSESSION OF THE POINTE DU HOC”.
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The Landing at Pointe du Hoc

An excerpt from Small Unit Actions, War Department, Washington, D.C.

CMH Pub 100-14

Here we provide the historical con-
text for our game, Pointe du Hoc with
side-bars from veterans of the baitle.

The Landing

D-Day weather was unfavorable
for a landing assault, with rough seas
that imperiled small landing craft dur-
ing their approach to the beaches.
Early visibility along the coast was
poor, and an eastward-setting tidal
current helped to produce errors in
nayvigation. The results, on the Omaha
Beach sectors, were delays in reach-
ing shore and enough mislanding of
assault craft to interfere seriously with
the early schedule for the attack. The
Ranger force did not escape these dif-
ficulties.

Shortly after leaving their trans-
ports (the LSI’s Ben Machree and
Amsterdam), thew craft began top suf-
fer the results of the heavy going.?
Eight miles from shore LCA 860, car-
rying Capt. Harold K. Slater and 20
men of Company D, swamped in the
4-foot choppy waves. The personnel
were picked up by rescue craft and
carried to England, eventually to re-
join their unit on D+19. Ten minutes
later one of the supply craft sank, with
only one survivor. The other supply
craft was soon in trouble and had to
jettison all the packs of Companies D
and E in order to stay afloat. The other
craft survived, with varying degrees
of trouble; several shipped so much
water that the men had to bail with
their helmets to help the pumps. From
the start, all the Rangers were soaked
with spray. In one respect they en-

joyed exceptional luck: there were
very few cases of seasickness, in con-
trast to the general record at Omaha.
Despite being wet, cold, and cramped
by the three-hour trip, personnel of the
three Ranger companies reached the
shore in good shape for immediate and
strenuous action. The most serious
effect of the wetting was to soak the
climbing ropes and rope ladders, mak-
ing them heavier.

The leading group of nine surviv-
ing LCA’s kept good formation, in a
double column ready to fan out as they
neared shore. Unfortunately, the guide
craft lost its bearings as the coast line
came in sight, and headed straight for
Pointe de la Percee, three miles east
of the target. When Colonel Rudder,
in the lead LCA, realized the error he
intervened and turned the column
westward. But the damage had been
done. The mistake cost more then 30
minutes in reaching Pointe du Hoc;
instead on landing at H Hour, the first
Ranger craft touched down about
H+38, a delay that determined the
whole course of action at the Point for
the next two days. The main Ranger
flotilla, eight companies strong, was
following in from the transports,
watching anxiously for the signal of
success at Pointe du Hoc (two succes-
sive flares shot by 60mm mortars). By
0700, if no message or signal had
come, Colonel Schneider’s force was
scheduled to adopt the alternate plan
of action and land at the Vierville
beach. They waited ten minutes be-
yond the time limit and then received
by radio the code word TILT, prear-
ranged signal to follow the alternative
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plan. So Colonel Schneider turned in
toward Vierville, where the 5th Rang-
ers and A and B of the 2nd landed at
0745. Pending the outcome at Omaha
Beach, and the success of Colonel
Schneider’s force in fighting cross
country to the Point, Colonel Rudder’s
three companies would fight alone.

The error in direction had further
consequences. The correction headed
Colone! Rudder’s column of LCA’s
back toward Pointe du Hoc, but now
on a westerly course, roughly paral-
leling the cliffs and only a few hun-
dred yards offshore. The flotiila thus
had to run the gauntlet of fire from
German strongpoints along three
miles of coast. Fortunately theses were
few, and their fire was wild and inter-
mittent. The only serious casualty was
a DUKW, hit by 20mm fire as it
neared the target area. Five of the nine
men aboard were killed or wounded.

The plan for Landings had to be
changed as aresult of the misdirected
approach. Since the column of LCA’s
was now coming at the Point from east
instead of north, Company D’s craft
would not be able to swing out of col-
umn and reach the west side of the
promontory in time to assault with the
other units. Therefore, to effect syn-
chronized attack, the nine assault craft
deployed and came in on line together
at the east side.

A final result of the delay was
apparent as they reached the goal.
Naval fire had halted just before H
Hour, and the enemy on Pointe du Hoc
had 40 minutes to recover from the
effects of the bombardment, As the
LCA’s neared the Point, they received



scattered small-arms and automatic
fire, and enemy troops were observed
moving near the edge of the cliff.
There was, however, no indication of
artillery in action from the enemy po-
sitions.

At 0710, as the first craft were
grounding under the cliffs, radio si-
lence was broken to send Colonel
Schneider the order for landing at
Vierville. \the message was acknowl-
edged.

The small assault force was not
entirely alone as it came in to a hos-
tile shore. The British destroyer
Talybont, which had taken part in the
early bombardment of Pointe du Hoc
at range of 2.7 miles, saw the flotilla
heading in on wrong course, and
found it difficult to understand, “as
Texas’ fall or shot on Pointe du Hoc
was obvious.” As the Rangers cor-
rected course and Came under fire
from the cliff positions, the Talybont
closed range and for 15 minutes
(0645-0700) raked enemy firing po-
sitions with 4-inch and 2-pounder
shells. Meantime, the U.S. destroyer
Satterlee, 2,500 yards from Pointe du
Hoc, could see enemy troops assem-
bling on the cliff, and opened with
main battery and machine-gun fire.

The CIliff Assault
The nine LCA’s touched down on
a front of about 500 yards, the right-

hand craft just under the tip of Pointe
du Hoc, and the others spaced fairly
evenly. No great distance separated
some of the boat teams, but accord-
ing to plan they went into action as
separate units, each facing its particu-
lar problems of escalade and opposi-
tion.

In certain general respects, their
problems were similar. The 30 yard
strip of beach between water and cliff
had been completely cratered by
bombs. The craters were to handicap
the unloading of men and supplies and
were to render the DUKWs useless af-
ter landing, for these craft were no-
where able to cross the sand and get
close enough to the cliff to reach it
with their extension ladders. The cliff
face showed extensive marks of the
naval and air bombardment; huge
chunks of the top had been torn out,
forming talus mounds at the base. A
few grenades were thrown down or
rolled over the edge as the first Rang-
ers crossed the sand, and enemy small-
arms fire came from scattered points
along the cliff edge. Particularly dan-
gerous was enfilade fire, including au-
tomatic weapons, from the German
position on the left flank of the beach.
Once at the foot of the cliff the Rang-
ers were better off, for the piles of
debris gave partial defilade from the
flanking fires, and the enemy directly
above would have to expose them-
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Herm Stein’s D-Day...

A tremendous barrage started
and we got a constant swoosh
overhead. After it stopped, we
soon spotted land. To our amaze-
ment and wonderment, we made
a 90° turn and paralleled shore.
Instead of being on the left flank,
we were now last on a long line of
small boats. We dropped the puke
bags and looked alive when the
eater began to spit up with small
arms fire. We later found out that
was the Sector Company had to
take. On we went endlessly, so it
seemed, past 7:00 then 7:30, was
past our touch down time. Well, if
we were perplexed, I can imagine
what was going through Masney’s
and Wintz’s heads, our two Offic-
ers aboard. Then we saw the rock-
ets going off with the ropes trail-
ing a graceful arc. My heart sank
for everyone I saw, fell short. Holy
cripe, what are we going to be,
stuck here! It was Wintz who
pulled his pistol and calmly told
the English sailor in charge “you
drop those gates or let those
charges go before I give the order
and I'll blow your head off.”

On we went and it seemed we
were going to ride right up the cliff
in our little boat go! And off the
rockets went. What a beautiful
sight, five out of six went right
over the top. Wintz wasn’t very
demonstrative, but I saw his cool
pay off a few times. And then there
was Masney running up and down
the beach.. It seemed like he was
the master in a three ring circus
urging his charges to perform their
rope acts. We couldn’t move fast
enough to satisfy his anxious prod-
ding. About half way up, I was
being pushed out, kept struggling
on and finally realized my Mae
West had blown up. I pushed the
release and sighed with relief to
get rid of that! Ray Cole was over
by then, followed by Youso and
myself, Youso hollered back
“Cole’s been hit, hit the dirt”, A
few darting movements forward
continued on page 6, left column



Stein, continued. ..

and sure enough Cole lay immo-
bile. His remains lay in the Na-
tional Cemetery near Omaha
Beach. A surprisingly few didn’t
make it to the top, since our ropes
landed in a protected cranny ofthe
cliff. I waited for Richards since
he was the B A R man and I was
the assistant, catrying 200 extra
rounds of ammunition. The steady
bursts slowed into an occasional
harassing fire, most likety the en-
emy decided to withdraw to a
more fayvorable spot. Being the
farthest on the left flank, Wintz has
us form a defense line going up
the left side and gradually curv-
ing to the right. In our juggling
around, it wasn’t long before we
started to pick up fire from them
again, but further out. We ex-
changed fire and picked up sight
of machine guns bursts coming
from an opening in the hedge row
some one hundred yards out.
Wintz decided to get that informa-
tion back to a bunker on the cliffs
edge where the CP had been es-
tablished. After all, we had artil-
lery support right at hand. A US
Destroyer, Satterlee, has moved
close by the gate. The next shell
tore dead center into the target.
That’s a lot better, than assaulting
it, we thought with some relief.
With our left flank quiet, Jack de-
cided to move out another one
hundred yards and so we turned
our attention towards the black top
road. We moved cautiously with
a few fellows of the first platoon.
We still hadn’t gotten out of the
area of the massive shell craters
caused by the bombers and sixteen
inch guns, so we perched our-
selves at the top of one of the ex-
cavations. Jack was scanning the
horizon with his field glasses
gradually getting higher off the
edge. It had been quiet for some
time now and we weren’t much
concerned with enemy fire. “Hey,
Herman, take a look, those are our
guys way out there!” Sure enough
slightty to the right, a good three

continued on page 8, left column

selves in order to place observed fire
or to aim their grenades.

Naval support came to the aid of
the Rangers at this critical moment.
The destroyer Satterlee watched the
craft reach shore, and saw the enemy
firing from the cliff above.

The Satterlee immediately took
the clifftops under fire from its S-inch
guns and 40-mm machine-guns. Fire
control was excellent, despite attempts
of enemy machine guns and a heavier
gun to counter the destroyer’s effort.
Comdr. J. W. Marshall, commanding
the Satterlee, believed this fire was
decisive in enabling the Rangers to get
up the cliff. However, his impression
that the assault force “was pinned un-
der the cliff and being rapidly cut to
pieces under enemy fire” is not con-
firmed by the speed with which the
escalade go under way, or by other
details of the landing. Curiously
enough, only three or four men out of
120 suryvivors interviewed remem-
bered noticing naval fire after touch-
down. One of these was Colonel Rud-
der, who “had the living hell scared
out of him” by explosions which
brought down a section of cliff just
over his head, and which came from
an unknown source. Bath impressions
—the Rangers’, that there was no fire
support worth mentioning, and the
Satterlee’s, that the Rangers were
pinned down-are easily understand-
able under the circumstances of battle
and the difficulties of observation. The
probability is that the destroyer’s fire
on the cliff top, at the moment when
the Rangers were starting their assault,
did a great deal to prevent effective
enenly opposition at the decisive mo-
ment.

In any event, the assault went for-
ward without check. Ranger casual-
ties on the beach totaled about 15,
most of them from the raking fire to
their left. In something less than ten
minutes from landing, the first Ranger
parties were getting over the cratered
edges of the cliff top. The story of the
boat teams will be given in order from
right to left, roughly the order of land-
ing.

LCA 861. Carrying a boat team
of Company E, commanded by 1st Lt.
Theodore E. Lapres, Jr., this craft

grounded about 25 yards from the
bottom of the cliff. Three or four Ger-
mans were standing on the cliff edge,
shooting down at the craft. Rangers
near the stern took these enemy un-
der fire and drove them, out of sight.
At the instant of touchdown the rear
pair of rockets was fired, then the other
two pairs in succession. All the ropes
fell short of the cliff edge, as a result
of being thoroughly soaked. In some
cases not more than half the length of
rope or ladder was lifted from the con-
taining box.

As the Rangers crossed the strip
of cratered sand, grenades were
thrown down from above them , or
rolled over the cliff edge. Those were
of the “potato-masher” type, with
heavy concussion effects but small
fragmentation. They caused two ca-
sualties. The hand-rockets were car-
ried ashore, and the first one was fired
at | 5 yards from the cliff. It went over
the top and caught. Pfc. Harry W.
Roberts started up the hand-line, brac-
ing his feet against the 80-degree
slope. He made about 25 feet; the rope
slipped or was cut, and Roberts slith-
ered down. The second rocket was
fired and the grapnel caught. Roberts
went up again, made the top (he esti-
mated his climbing time at 40 sec-
onds), and pulled into a small cratered
niche just under the edge. As he ar-
rived, the rope was cut. Roberts tied
it to a picket. This pulled out under
the weight of the next man, and the
rope fell off the cliff, marooning Rob-
erts. However, a 20-foot mound of
clay knocked off the cliff enabled
Roberts’ team to get far enough up the
side to throw him the rope. This time
he lay across it, and five men, includ-
ing Lieutenant Lapres, came up. Rob-
erts had not yet seen an enemy and
had not been under fire. Without wait-
ing for further arrivals, the six Rang-
ers started for their objective, the
heavily constructed OF north tip of the
fortified area. About ten minutes had
elapsed since touchdown.

Just after Lapres’ group got up,
heavy explosion occurred above the
rest of 861°s team, waiting their turn
on the rope. Pfc. Paul L. Medeiros was
half buried under debris from the cliff.
None of the men knew what caused



the explosion, whether a naval shell,
or the detonation of a German mine
of a peculiar type found later at one
or two places along the cliff edge. The
enemy had hung naval shells (200-
mm or larger) over the edge, attached
by wire to a pull-type firing device and
fitted with a short delay time fuze.®
The explosion had no effect on the
escalade. Medeiros and four more
Rangers came up quickly, found Rob-
erts’ party already gone and out of
sight, and followed from the cliff edge
toward the same objective.®

LCA 862. This craft, carrying 15
Rangers and NSFC personnel, landed
about 100 yards left of the flank LCA.
The men had no trouble in disembark-
ing, but once on the sand they found
themselves exposed to machine-gun
fire from eastward of the landing area.
One man was killed and one wounded
by this fire; two more injured by gre-
nade fragments.

The forward pair of rockets had
been fired immediately on touch-
down, followed by all four others to-
gether. One plainand two toggle ropes
reached the top, but one toggle pulled
out. Tech. 5§ Victor J. Aguzzi, Ist Lt.
Joseph E. Luegans (commanding the
team), and S/Sgt. Joseph J. Cleaves
went up the two remaining ropes, ar-
rived at the top almost together, and
fell onto a convenient shell hole just
beyond the edge. There they paused
only long enough for two more men
to join; then, following standard
Ranger tactics, the five moved off
without waiting for the rest of the
team, who came up a few minutes
later.

LCA4 888 Colonel Rudder’s craft,
first to hit the beach, had 15 men of
Company E and 6 headquarters per-
sonnel, including Lt. J. W. Eikner,
communications officer. A few enemy
troops were seen on the cliff edge as
the LCA neared shore, but, when Sgt.
Dominick B. Boggetto shot one Ger-
man off the cdge with a BAR, the oth-
ers disappeared. The Rangers had
trouble in getting through the beach
craters; neck deep in water, they found
ithardto climb out because of the slick
clay bottom. A few grenades came
over the cliff without causing casual-
ties.

The rockets were fired in series,
at 35 yards from the cliff base. None
of the waterlogged ropes reached the
top. When two Rangers, best of the
group at free-climbing, tried to work
up the smashed cliff face without
ropes, they were balked by the slip-
pery clay surface, which gave way too
easily to permit knife-holds. Bombs
or shells had brought down a mass of
wet clay from the cliff top, forming a
mound of 35 to 40 feet high against
the cliff. A 16-foot section of the ex-
tension ladder, with a toggle rope at-
tached, was carried to the top of the
mound and set up. A Ranger climbed
the ladder, cut a foothold in the cliff,
and stood in this to hold the ladder
while a second man climbed it for 16
feet. The top man repeated the pro-
cess, and this time Tech. 5 George J.
Putzek reached the edge. Lying flat,
with the ladder in his arms, he held
on while a man below climbed the
toggle rope, then the ladder.

From there on it was easy. As the
first men up moved a few yards from
the cliff edge to protect the climbers,
they found plenty of cover in bomb
craters, and no sign of an enemy. In
15 minutes from landing, all the Com-
pany E men from LCA 888 were up
and ready to move on. Colonel Rud-

der and headquarters personnel re-'

mained for the moment below, find-
ing shelter from enfilade fire in a shal-
low cave at the bottom of the cliff. By
0725, IstLt. James W. Eiknerhad his
equipment set up and flashed word by
SCR 300 that Colonel Rudder’s force
had landed. Five minutes later he sent
out the code word indicating “men up
the cliff”; the “Roger” that receipted
for this message, again on SCR 300,
was Eikner’s last communication of
D Day on the Ranger command net.
When he sent the message PRAISE
THE LORD (“all men up cliff”) at
0745, no response was forthcoming.
LCA 722, Twenty yards left of
Colonel Rudder’s craft, LCA 722 hit
shore with 15 Company E Rangers, 5
headquarters men, a Stars and Stripes
photographer, and a Commando of-
ficer who had assisted the Rangers in
training. Touchdown was made at the
edge of a crater, and the men could
notavoid it in debarking. Enemy gre-

L-Rod Petty lands...

As the assault craft neared the
French shores it became apparent to
the lead boat that a major error was
taking place. The group was not
headed toward the Point, but was near-
ing a landing on Pointe de la Pierce,
four miles west of Pointe du Hoc. An
adjustment was made, butit caused the
craft to come under fire from the en-
emy all the way to our true destina-
tion.

Years later [ would hear many
Rangers state knowingly that they
knew the LCAs were headed in the
wrong direction and were relieved
when Colonel Rudder corrected the
error. Not L-Rod (the author’s nick-
name), and [ was standing on the bow
the entire trip. [ thought that it was a
planned maneuver to make the ap-
proach running along the cliffs and
that it was a good tactic. I did notknow
he exact location of Pointe du Hoc
nor did [ believe anyone did except
the lead boat. The craft that carried our
group received scattered fire from the
cliff tops as it made the parallel run,
but the aim was not accurate and of
little concern. I was further convinced
that it was a clever maneuver when
all craft swung wide seaward then
swung back to approach the cliffsina
straight line,

There she was! Pointe du Hoc—
bigger than life and the object of
months of training in cliff elimbing.
For some crazy reason I felt exhila-
rated and for the first time was eager
to get on with the mission. Crouched
and ready we waited. [ pulled
McHugh's ear over to my mouth,
“Watch out for Garney. ['ve got to get
up quick with this B.A.R. for fire-
power.” Mac gave a short nod then
grinned. *You know how to handle
that awkward thing?” As we began to
laugh the boat hit ground and the ramp
dropped. We charged out before it was
completely down and dropped into
deep water. The boat had grounded on
the seaward side of a large bomb cra-
ter.

[ had filled all of my pockets and
the inside of my fatigue shirt with ex-
tra B.A.R. magazines. That, with my
already fully packed ammunition belt
was too much weight and [ sank. It
was a tough struggle to craw! up to

continued on page 8, right column



Stein, continued...

to four hundreds yards out, they
sure looked like GI helmets mov-
ing about. Jack took back the
glasses and was looking once
again to confirm that they were our
suys.

[ slipped down saying “Hey,
Jack, get down, there might be a
sniper around.” T heard a soft thud
and Jack fell forward over the edge
of the crater. [ immediately
grabbed his ankles and pulled him
down by his muscular legs. He was
a short power house of a man,
played college football and re-
spected by all. | admired and
looked up to Jack as much as any-
one in the outfit. In fact, before
embarking he was told he didn’t
have to come due to his high blood
pressure. In training, Jack would
never have made a mistake and
stayed so long under observation.
There was a flap of skin upon one
side of his neck where the blood
was just gushing out with every
pump. I automatically sealed back
the opening not realizing till later
that was where the bullet had come
out and not in. The thick red liq-
uid leaked out relentlessty and for
three weeks I carried Jacks blood
on the lower arms of my winter
undershirt. About this time Bom-
bardier came over to see what was
going on, Jack’s eyes open glass-
ily and I knew he was gone.

“Hey Bomber, I got to take the
gun, did you run into anybody
from the second section” “Yeah I
just passed Cloise” Bomber ex-
plained. Cloise being of average
height and slight build, didn’t
seem the most likely candidate to
carry an extra ten clips of BAR
ammo, but I spent many a com-
forting night cuddted up to him in
a fox hole. Cloise was literally my
right hand man. We hol’ed to-
gether until Anoy observed his
great potential and weasled him
away from me. [ really didn’tmind
though, for they were a great team.
Whenever there was a tough as-
signment or I had my fill of patrol

continued on page 10, left column

nades were in- effectual, and the cra-
ters and debris on the beach gave suf-
ficient cover from enfilading fire from
the left. The only casualty was Pfc.
John J. Siliman, wounded three times
as the craft came in, hit twice on the
beach, and destined to survive. A good
deal of assorted equipment came on
this craft, including the SCR 284, two
pigeons, a60-mm mortar with ammu-
nition, and some demolitions. All were
got ashore without loss, though it took
maneuvering to avoid the deep water
in the crater. Tech. 4 C. S. Parker and
two other communications men hefted
the big radio set on apack board, and
managed to get it in and working be-
fore the first climbers from 722
reached the top.

The rockets had been fired just
before landing. One ladder and one
plain rope got up and held (LCA 722
had experienced no trouble with wa-
ter, and the ropes were comparatively
dry). The single rope lay in a slight
crevice, but the ladder came down on
an overhang where it seemed exposed
to the flanking fire and would be hard
to climb. Tech. 5 Edward P. Smith
tried the plain rope and found he could
easily “walk it up.” On top three or
four minutes after landing, he saw a
group of Germans to his right throw-
ing grenades over the cliff. Sgt. Hay-
ward A. Robey joined Smith with a
BAR. Robey lay in ashallow niche at
the cliff edge and sprayed the grena-
diers with 40 or 50 rounds, fast fire.
Three of the enemy dropped and the
rest disappeared into shelters. Pfc.
Frank H. Peterson, lightly wounded
on the beach by a grenade, joined up
and the three Rangers went off on their
mission without waiting for the next
climbers.

The mortar section in this boat
team remained below, according to
plan, with the purpese of setting up
their 60-mm on the beach to deliver
supporting fires. But the beach was too
exposed to make this practicable, and
time was consumed in getting ammu-
nition from the one surviving supply
craft. About 0745 the mortar team
went on top without having yet fired.

LCA 668. Company D’s craft had
been scheduled to land on the west
side of the Point. As a result of the

change in angle of approach, the two
surviving LCA’s came in to the left
of Company E, and in the center of
the Ranger line.

LCA 668 grounded short of the
beach strip, as a result of boulders
knocked from the cliff by bombard-
ment. The men had to swim in about
20 feet. While Ist Sgt. Leonard G.
Lomel]l was bringing in a box of rope
and a hand-projector rocket, he was
wounded in the side by amachine-gun
bullet but reached shore and kept go-
ing. Despite the unusual distance from
the cliff, and the very wet ropes, three
rockets had carried the cliff edge with
a toggle rope and the two rope lad-
ders. However, the grapnels on the
ladders just made the top; since the
lead rope connecting grapnels with the
top of the ladders was 40 feet long,
the Rangers had, in effect, two plain
ropes and a toggle. Sergeant Lomell
put his best climber on the toggle
while he tried one of the ladders. All
ropes were on an overhang, and only
the toggle line proved practicable.
Even on it, climbing would be slow,
so Lomell called for the extension lad-
ders. Picking a spot high on the talus,
his men found that one 16-foot sec-
tion added to a20-foot section reached
the top of the vertical stretch, beyond
which a slide of debris had reduced
the slope enough to make it negotiable
without ropes. Two men had got up
by the toggle rope; the rest used the
ladder and made the top quickly. Gre-
nades caused some annoyance until
the first men up could cover the rest
of the party. Twelve men moved off
from the edge with Sergeant Lomell
and 1st Lt. George F. Kerchner.

LCA 858. Shipping enough wa-
ter all the way in to keep the Rangers
busy, this craft nevertheless kept up
fairly well and was only a minute or
two behind the others at the beach.
The men were put out into a crater and
went over their heads in muddy wa-
ter. Despite the wetting, a bazooka was
the only piece of equipment put out
of action. Three men were hit by ma-
chine-gun fire from the east flank.

The rockets were fired in series,
the plainropes first. All theropes were
wet, and only one hand-line got over
the chff. [t lay in a crevice that would



give some protection from enemy
flanking fire, but the direct approach
to the foot of the rope was exposed.
The Company D Rangers worked their
way to the rope through the piles of
debris at the cliff base. While one man
helped the wounded get to Colonel
Rudder’s CP, where the medics had
set up, ali the party went up this one
rope and found it not too hard going.
They could get footholds in the cliff
face, and a big crater reduced the
steepness of the climb near the top.
The group was up within 15 minutes.
As in most other cases, the first few
men on top had moved off together,
and the boat team did not operate asa
unit after the escalade.

LCA 887. Asaresult of Company
D’s unscheduled landing in the cen-
ter of the line of craft, the three LCA’s
carrying Company F were crowded
eastward, all of them touching down
beyond the area originally assigned
them. Few of the Rangers realized this
at the time.

LCA 887 had not been much
bothered by either water or enemy
action on the trip in. The craft
grounded five yards ¢ut from dry
beach, and the shorter men gota duck-
ing in the inevitable crater. No equip-
ment trouble resulted; even Sgt. Wil-
fiam L. Petty’s BAR, wet here and
muddied later when he slipped on the
cliff, fired perfectly when firstneeded.
Some enemy fire, including automatic
weapons, came from either flank. Two
Rangers were wounded.

Just before hitting the beach the
two forward rockets were fired. Only
one of the plain lines carried, and Ist
Lt. Robert C. Arman, commanding the
team, figured the heavier ropes had no
chance. So, all four of the mounted
rockets, together with the boxes car-
rying toggle ropes and ladders, were
taken out on the sand-a matter of ten
minutes’ heavy work, while the cox-
swain of the LCA did a notable job of
holding the craft in at the beach edge.
When the rockets were set up for fir-
ing, the lead wire for making the fir-
ing connection was missing. Tech/Sgt.
John L. Cripps fired all four in turn by
touching the short connection, three
feet from the rocket base, with his
“hot-box.” Each time, the flashback

blinded Cripps and blew sand and
mud all over him. The other Rangers
saw him clean his eyes, shake his head,
and go after the next rocket: “he was
the hell-of- a-looking mess.” But all
the ropes went up, and made it pos-
sible for the party to make the top.
Sergeant Petty and some other expert
climbers had already tried the plain
rope and failed; it was on a straight
fall, requiring hand-over-hand work
with no footholds possible, and the
men had trouble with their muddy
hands and clothes on the wet rope.

Sergeant Petty started up one of
the ladders, got 30 feet up, and then
siid all the way back on the cliff face
when the grapnel pulled out. Tech. 5
Carl Winsch was going up the other
ladder when fire from somewhere on
the flanks began to chip the cliff all
around him. Petty went up after
Winsch, and found him, unwounded,
in a shell hole at the top. Here Petty
waited for two more Rangers and then
they set out for their objective.

LCA 884. This craft, the target for
considerable enemy fire from cliff
positions on the way to the Point, had
replied with its Lewis guns and the
BAR’s of the Rangers. Touchdown
was made on the edge of a shell hole,
in water shoulder-high. Three Rang-
ers were hit by fire coming from the
left flank. When rockets were fired in
series, front to rear, four got over the
cliff, but every rope lay in such posi-
tion as to be fully exposed to the con-
tinuing enemy small-arms fire. More-
over, the Rangers were so muddied in
getting through the craters on the
beach that the plain ropes would have
been unusable after the first climber
went up. The only rope ladder that
reached the top was caught below on
beach boulders and hung at an awk-
ward angle. Several men tried the
other ropes without success, and Pvt.
William E. Anderson got only part
way up in his attempt at free-climb-
ing. st Lt. Jacob J. Hill finally took
the group over to the left, where they
used the ladders of 883’s boat team.

LCA 883. Last in the column of
approach, this craft was last to reach
shore, nearly 300 yards left of its
planned position and considerably
beyond the edge of the main fortified

Petty, continued...

the landward side of the crater to a
point where my head was out of the
water, but I made it and scurried for
the base of the cliffs with light auto-
matic fire kicking up the sand around
nie. I heard a rope whoosh over my
head but when [ arrived at the base of
the cliff it was sliding down the face.
I ran to a straight rope, tested it and
began climbing. It was wet and a bit
slippery but after sliding down that
firstrope, I grabbed arope ladder and
was on top in short order.

The devastation was complete.
Huge bomb craters, great slabs of con-
crete, remains of metal structures, but
no guns. McHugh and Garney were
the only two in the immediate area and
they were as intrigued as me. At a dis-
tance to the right I could sce Dog and
Easy companies in a skirmishnearthe
fortifications at the point. No fire was
coming Fox company’s way where |
was. I looked down at the beach to
find the reason no one else from boat
887 had come up and try to locate the
platoon leader or the platoon sergeant.
To my great astonishment the latter
had somehow moved therope launch-
ing apparatus on shore and with ap-
parent calm was rocketing ropes over
the cliffs. This, with automatic fire
kicking up sand all around him.

Sergeant Cripp’s bravery had quick
results as men from boat 887 began
appearing topside in numbers and had
the same
reaction to the havoc as those before
them. Waiting for the arrival of the
Lieutenant they milled around in a
confused group. Although not the
ranking noncom I spread them out.
Still no officer arrived on the scene.
Questions of, ‘what do we do next, L-
Rod?" kept being asked. [ wanted no
part of getting involved in this larger
group—that was the Lieutenant’s job.
Finally, and in irritation, I said, “I
don’t know what you guys are going
to do—you ought to wait for the Pla-
toon Leader—but my squad is head-
ing for the blacktop road. That’s where
were all supposed to end up.” My men
automatically assumed the assault for-
mation that had worked well for us in
training. L-Rod out front. Coldsmith,
Colden and Bouchard in the center
keeping pace with the flanks. We ad-
vanced from bomb crater to crater,
giving each other cover. McHugh trot-
ted up near me, “Afta boy, L-Rod,
we’ll do better by ourselves.”



Stein, continued...

work they were always there.
Cloise willingly became my assis-
tant Afid soon after we squared
away, we started to get bombarded
with mortars and artillery. They
had us zeroed in so it was a mad
scramble out of there. With those
shells landing to our left, we auto-
matically went to the right. After
being forced over five or six cra-
ters, we were almost in line with
the battaltion CP. Pretty well
winded, we were sure relieved
when they stopped. But now, there
was anew sound, small arms fire
to the right of where Richards had
spotted the G1’s. What the heck are
they shooting at? Darned if we
could figure it out. The firing came
even closer. We finally realized
they were firing on the dormant
CP. Their present path would
bring them very close to our flank.
There were two squads of six or
seven men each, and one machine
gun squad. We decided to blast the
automatic weapon when it got op-
posite US. Away went the BAR
along with Cloise rapidly firing his
M-1. The bullets found their mark
for our blasts had quieted the ac-
tion. We still had the other squad
to contend with, so [ loaded a gre-
nade on a grenade launcher on to
Cloise’s rifle. He fired and noth-
ing happened. "Cripes, I forgot to
pull the pin.” We got another off,
that fell short. From the opposite
side of the crater a familiar voice
called out “what’s all the noise
about? We’ve got a couple of
squads pinned down out there!”
We softly called back. Give me the
range, Stinnette said gruftly. “Gee
whiz, they are only sixty or sev-
enty feet out” I said, thinking no
mortar could be geared that close.
The sinewy tough ex-merchant
marine quickly estimated his dis-
tance to the Section Leader, Elder,
the master of short range work.
Elder had his 1st shell winging
through the air. Instant reaction,
eight or nine Germans took to their
heels with Cloise and I popping at

continued on right column

area on Pointe du Hoc. Just to their
left, ajutin the cliff protected the boat
team from the flanking fire that caused
so much trouble for the other landing
parties. They made adry landing, and
had a perfect score with the six rock-
ets. This gave an opportunity to use
the climbing assignments on a full
schedule, using every rope. Neverthe-
less the going was hard, even on the
ladders. 1st Lt. Richard A, Wintz, on
aplain rope, found it impossible to get
any footholds on the slippery cliff. The
wet and muddy rope made it difficult
for hand-over-hand pulling, and at the
top Wintz was “never so tired in his
life.” He found six men together and
started them out immediately.
Summary. The first great difficulty,
landing and getting up the cliff, had
been surmounted., Enemy resistance,
despite the delayed landing, had been
weak and ineffective except for the
enfilade fire from the machine-gun
position just east of Pointe du Hoc.
The equipment and training for
escalade had met the test. On only two
craft had the mounted rockets failed
to get at least one rope over the cliff
top. The hand-projectors and exten-
sion ladders had been useful as supple-
mentary equipment where the ropes
failed, and only one boat team found
it necessary to use the ropes of another
party. The three dukws, stopped at the
water’s edge by craters, could not
bring their mechanically operated ex-
tension [adders into play. One of them
made the trial, only to have the ladder
rest on the cliff side at a considerable
angle, short of the top and unbalanced
by the motion of the surf.

The assault met unforeseen cir-
cumstances, but their effects were not
always to the disadvantage of the en-
terprise. Craters in the beach had made
the landings slower and wetter than
expected, had neutralized the dukws,
and had impeded unloading of ammu-
nition and supplies; on the other hand,
they gave some cover from enemy
fire. Damage done to the cliff face by
bombardment seeins, on the whole, to
have helped the escalade work, for the
piles of debris not only gave cover
from the enfilade fire but reduced the
height of the climb, particularly for
use of extension ladders. The top of
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the cliff was much cut back by cra-
ters, further reducing the areas of sheer
slope and providing cover for the first
arrivals at the top.

The climbing parties had gone
ahead with speed, determination, and
resourcefulness, ready to improvise
when necessary. This was the main
reason for their success, and for the
fact that within 30 minutes from
touchdown all the attacking force was
on top except for casualties, headquar-
ters personnel, and some mortar men
(30 to 40 Rangers out of about 190).

Stein, continued. ..

them like ducks in a shooting gal-
lery. The Browning automatic also
became an extension of myself for
the next eleven months.

The scenario was played many
more times before we caught sight
of one lone German going out of
sight. That extra muscle that El-
der applied brought gleeful relief
Stein, continued...
to Cloise and myself. The remaining
couple of hours passed uneventfully
for us and in the late afternoon Masny
established F Company as a perimeter
in the front and left side of the Com-
mand Post. What was over for us was
far from over for the second Platoon
and a few of the first of F Company.

There’s no doubt that D-Day was
Petty’s finest hour. Without the help
of McHugh, Goldsmith, Golden, Dix,
Alexander and others, Petty wouldn’t
have made it but his exploits dazzle
the imagination, He should have been
dead fives times over. His charmed life
eased us through many a precarious
situation,

Footnotes:

A. The LCA'’s had been designed with shallow
draft and for relatively slow speeds; under D-
Day conditions they proved less seaworthy
than the LCVP's, although their draft permit-
ted them 1o make a drier landing.

B.If, as French civilians later reported, many
such shells had been hung, they were prob-
ably neutralized by naval fire. No other Ranger
party saw them. They may have been planned
JSor dropping to the beach rather than for ex-
plosion at the cliff edge.

C. The photograph on page 13, taken a year
later, shows the cliff at the point where 861 s
men climbed. Two ropes, one of them a ladder
type, are still in place. This suggests that later
climbers brought up a rope ladder to supple-
ment the first rope, but the poin! canno! be
settled by available evidence.
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The map above shows the situation depicted in the PdH scenario “The Longest Night”. The reinforcements arriving on turns one
and three represent the "Axis of Ist and 2d attack” and the turn five reinforcements represent the “Axis of 3d attack”. During the
interview process 'L-Rod’ Petty disputed where some of the front line, named soldiers were and made other disputes of the official
history. We do not feel it is our place to name names here and will defer to the eventual publication of his memoirs. Suffice it to say
the exact location of one particular man during the heat of battle, at night no less, is easily imagined as subject to dispute. Note the
preponderance of “BAR Positions" marked on the map above. A total of eight are shown, including BAR Gunner Pelty.
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Marines in the ETO

..and a near-landing at Pointe du Hoc on D-Day

by Dr. Abraham J. Edelheit

Introduction:

The ASL® Rulebook (ASLRB) is
the bible of our hobby; it’s rules set
out the proper way for us to enjoy re-
playing history in the comfort of our
own homes, while matching wits with
an opponent {human or—for those of
us who play solitaire  a game system)
and with the leaders and troops who
fought the battles more than fifty years
ago. On the surface, [ would probably
strike the average ASL® player as a
“Rule Book Junkie,” that is as a per-
son who unequivocally follows the
rulebook on every issue—that cer-
tainty would be the first impression
gleaned from the two reviews I’ve
published in Critical Hit and from my
aversion to sleaze plays that have no
basis in World War II military doc-
trine.

However, I also happen to be a per-
son who likes to test the application
of rules by investigating these excep-
tions that break the bounds of conven-
tion: in doing so, I believe we “find
the edge of the envelope” (to coin a
phrase) and thereby prove the rules’
validity. This is nowhere more impor-
tant than in the sections of the ASLRB
that deal with national characteristics
and/or which limit the use of certain
types of units under certain circum-
stances. [ am particularly referring to
ASLRB, section G17.15.

Therule is unequivocal: “U.S.M.C.
Personnel may appear only in sce-
narios vs the Japanese. .” (the rule
section then sets out chronefogical
Himitaticns on U.S.M.C. MMC that
have no bearing here). In other words,
the rule isto be construed as unequivo-
cally banning the use of Marines or

Marine MMC in any European The-
atre of Operations (ETO) scenarios,
without exception. The problem with
this rule is that the historical context
was not so simple, because many
Marines served in, or on the peripher-
ies of, the ETO. They did so both as
individuals (which would have no
bearing on ASL ®) and in smaller or
larger units deployed with the fleet
during operations in the Atlantic
Oceanandthe ETO (broadly defined).

Historical Background:

The first such deployment occurred
even before U.S. entry into the war:
the First Marine Brigade was de-
ployed to Iceland on 22 June, 1941,
remaining there—under U.S. Army
command—until March 1942, To be
sure, these Marines saw no combat
service while in Iceland. They were
here to relieve the British garrison that
had occupied the island since 1940 to
prevent an anticipated German inva-
sion that never happened. Still, the
Marines were there; and if the Ger-
mans had indeed landed on Iceland,
the possibilities would have been most
interesting.

Of far greater importance from our
perspective was the fact that the
U.S.M.C. also provided (and I believe,
still provides) small detachments on
board major warships of the U.S.
Navy. During World War I1, Marine
ship detachments served aboard
Battleships, Cruisers, and Aircraft
Carriers, theoretically bearing the fol-
lowing table of organization:

Battleship: two or three officers and
one hundred other ranks.
Heavy Cruiser/Aircraft Carrier: one

12

or two officers and eighty other ranks.

Light Cruiser: one officer and
forty-five other ranks.

Smaller detachments might serve
on a Destroyer, but only if that ship
served in a command capacity. Ma-
rines serving aboard naval vessels
were normally assigned gunnery po-
sitions, but they might form a landing
party if such were needed. Deploy-
ments of U.S. Navy ships in the At-
lantic and/or ETO meant that a mini-
mum of 3,793 Marines served there,
representing a fairly respectable force
in case of any emergencies. Then too,
it should be noted—at least in pass-
ing—that a small Marine detachment
existed in London (as part of the U.S.
Embassy). Once again, the potential
for use of Marines as ground troops
in the ETO thus existed.

There were plans for such use, al-
though not as many as might be ex-
pected. For example, an unknown
number of Marines were supposed to
participate in the Dieppe raid. They
would have lfanded in concert with the
Royal Marine Commandos, but their
participation—unlike the smalf num-
ber of U.S. Army Rangers who did
land—was cancelled when the raid
was postponed from its original tar-
get date of 3 July 1942. Individual
Marines did participate in a number
of raids after graduating from British
Commandoe school, however. And
while their numbers were never sig-
nificant, it s plausible that some Com-
mando scenarios ought to include the
occasional U.S.M.C. half-squad.

Operation Torch was the first time
that Marines, organized into autono-
mous units, actually did see combat



service against a foe other than the
Japanese. These may be divided into
three groups: the first serving with the
Western Task Force (Casablanca), the
second with the Central Task Force
(Arzew/Oran), and the third serving
with the Eastern Task Force (Algiers).
The Western Task Force, for instance,
comprised over 100 vessels, includ-
ing three battleships (including a Ma-
rine component of perhaps as many
as nine officers and 300 other ranks),
one Aircraft Carrier, two heavy cruis-
ers, and four light cruisers (including
as many as ten officers and 420 other
ranks).

At Safi and Port Lyautey (Western
Task Force) Marine shore parties were
landed to seize airfields and hold them
until relieved by Army ground units
so that squadrons of P-40 fighters
could be landed quickly to provide air
support for other U.S. forces. Read-
ers who remember G.I. scenario 35,
“The French Decide to Fight” willbe
gratified to know that the Special
Raider Detachment included in the
U.S. order of battle was a Marine de-
tachment from the Heavy Cruiser USS
Philadelphia: anyone doing an update
of that classic chestnut should take that
into account (especially since those
Marines would have to be represented
by 4-6-8 squads in an updated ver-
sion).

A similar picture emerges in the
story of the Central Task Force. De-
tachments of Marines landed at both
Azrew (also famous for being the first
combat operation of Darby’s Rangers
as a complete unit) and at Oran. In
both cases the units were tasked with
seizing the ports, cutting boom lines
to permit Allied vessels to enter, and
securing French ships in the harbors
to prevent any hostile actions, until the
attitude of French forces to the Allied
operation was clear. To be sure, not
many Marines were deployed here: in
all, two officers and twenty-four Ma-
rines landed at Azrew, while twelve
Marines landed (with British units) at
Oran. A similarly small party, about
which no further details are known,
landed at Algiers.

No Marines served ashore during
operations in Sicily and Italy, at least
not as far as is known by research to

date, but again, many U.S. Navy ships
were deployed and could have landed
parties in an emergency. This was al-
most the case on D-Day, and it pro-
vides the background to the events at
Pointe du Hoc.

D-Day and Beyond:

On D-Day, the U.S. Navy deployed
three Battleships and two Heavy
Cruisers in support of the landings
(twenty-one Destroyers also served,
but as faras I can tell, none had a Ma-
rine detachment). That means that in
potential, the Marines could have
landed up to fifteen officers and 550
men. In reality, the numbers were
much smaller, but still were fairly
impressive. The Battleship USS
Texas—which provided fire support
for Omaha Beach—had a Marine de-
tachment of one officer and eighty-
three enlisted men. The Marine de-
tachment aboard the USS Texas usu-
ally was responsible for manning four
40mm AA batteries. However, due to
conditions at Pointe du Hoc, the men
of the USS Texas Marine detachment
were almost landed in support of the
Rangers on D-Day.

As is well known, three companies
of the 2™ Ranger Battalion landed at
Pointe du Hoc mid-morning on June
6". By early afternoon they had ac-
complished their immediate tasks
(capturing or destroying the German
short battery), but casualties were
mounting. Due to an error in transmis-
sion the remaining companies of the
2™ Rangers and the entire 5™ Ranger
Battalion, which was originally sup-
posed to land at the Pointe to reinforce
Lieutenant Colonel James Rudder’s
Party, werediverted to Omaha Beach.
This meant that the Rangers already
ashore could receive no substantial re-
inforcements unless and until they
linked up with forces breaking out of
the Omaha beachhead. Late on June
6 or early on June 7, the Naval Shore
Fire Control Party (SFCP) relayed a
message from Rudder requesting the
evacuation of wounded, resupply of
ammunition, and the landing of rein-
forcements.

Under the circumstances, the only
troops immediately available aboard
the USS Texas were the eighty-four
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men of the Marine detachment, most
of whom had no previous combat ex-
perience. They were readied for a
landing and two LCVPs drew up to
the battleship to load them for the run
in to shore. The original plan, such as
it was, was to land the Marine detach-
ment, help Rudder stabilize the situa-
tion ashore and then withdraw the
Marines. This plan, it should be em-
phasized, was very rudimentary, since
almost no one aboard the USS Texas
had precise information on the condi-
tions ashore. Indeed, one of the Ma-
rine NCOs reputedly remarked that:
“This is going to be the biggest slaugh-
ter since Custer got his at Little Big
Horn.”

Still, duty called: the Marines were
issued small arms and hand grenades.
Just at that moment, the mission was
called off: apparently, someone in the
Army chain of command got wind of
the plan and nixed it—apparently out
of concern for the possibility that
newspaper headlines might read, "“‘Ma-
rines save Rangers at Normandy.”
Instead of Marines, the two LCVPs
were loaded with ammunition and
with a medical party from the USS
Texas. After landing, the craft were
used to evacuate wounded Rangers
and to remove German prisoners of
war. The Marines never landed on D-
Day. It is interesting to speculate how
the battle might have turned but had
the eighty-four Marines landed on
June 6 or June 7. Certainly, Rudder’s
position would have been more secure
during the night of 6/7 June, when the
Germans were able to counterattack
and shatter the forward portions of the
Ranger line. It is also worthwhile re-
membering that of 225 Rangers who
landed at Pointe du Hoc on D-Day,
only ninety (including walking
wounded who refused evacuation)
were still able to bear arms when re-
lieved on D+2—an astounding 60%
casualty rate—and any help clearly
would have been beneficial.

The D-Day landings were not the
end of Marine participation in the
ETO. A party of ninety U.S. Marines,
from the Heavy Cruisers USS Phila-
delphia and USS Augusta, operating
in conjunction with a battalion-sized
force of French Marines landed on the



islands of Pomegues, Chateau d’If,
and Ratonneau. These three islands
were strategically located in the Bay
of Toulon—in German hands they
could effect Allied communications
and resupply efforts during the Riviera
Campaign. After extensive bombard-
ment, the Marines landed. Instead of
stout German resistance, however,
they encountered a large number of
second-line troops who were more
than willing to surrender. All three
islands were occupied in asingle day:
the bi-national Marine force captured
730 prisoners without a single casu-

alty.

Conclusion:

Two things may be gleaned from
this brief review: first, that Marines
did serve—both as individuals and in
simall units—in the ETO. For that rea-
son alone, under certain circum-
stances, ASLRB section G17.15 must
be suspended. The second thing that
becomes clear is that Marines did not
see any extensive operational use in
Europe and thus should not be used
indiscriminately in ETO scenarios.
Between these two poles, some room
exists for modification and experi-
mentation. This is not only true of the
Marine issue, or of D-Day, but can be
applied as a general statement for the
entire corpus of ASL®: while the
game can be enjoyed as nothing more
than a game, it can be enjoyed better
and with greater intensity as a hands-~
on history lesson.

r—_—_—_—_—_1

| PdH Special Offer... ]

: We want you to have a piece of I
Pointe du Hoc. Order your copy of
| PdH referencing this offer by sending
I your check or money order (or Visa/ ||
| Mastercard #, plus exp. date) for
I $32.95 + $4.00 S & H worldwide to: I
Critical Hit, Inc. ¢/o SAND, PO Box
279, Croton Falls, NY 10519 or phone
I to our order line at 914-278-9125, ext. l
] 3 (orfaxto 914-278-4822). You may |
I also order on the web at I
www,CriticalHit.com and get your
sand by sending us the E-mail refer- |
I enced on the web ordering page. We |
can’t do much more to get you on the |
I beach at Pointe du Hoc so order now I
I while supplies last! I

L___—______J

Por TE DU HoC

Variants "

by Dr. Abraham J. Edelheit

By now, most readers will either
own or have played the Critical Hit
Pointe du Hoc (PdH) module. For
what my opinion is worth, PdH is
the best ASL® module ever pub-
lished bar none. Granted, my opin-
ion plus $1.50 will get you on the
New York subway, but as an avid
devotee of anything to do with the
U.S. Army Rangers, the PdH mod-
ule is more than satisfying. In fact, I
would say this is perfection—if only
because it offers us a much needed
“fix” for those of us who aspire to
play with cardboard U.S. elite units.
Yet, sometimes even perfection can
be improved on. Hence, the follow-
ing two recommendations for vari-
ant play based on recent research
into D-Day and particularly the ac-
tion at Pointe du Hoc. Keep in mind
either, or both, can easily be inte-
grated into the module, but should
be used only on the agreement of
both players.

1. A Note on the PdH Board:
According to U.S. Army after ac-
tion reports collected in 1946 and
published in Small Unit Actions (see
bibliography), Colonel Rudder’s
first CP was established in acave di-
rectly in front (i.e., southward) of the
beach where Cel. Rudder’s LCA
tanded. According to my estimate,
based on where Rudder’s LCA made
landfall (relative to the other LCAs),
the cave would be located in level 0
of either hex MM16 or MM 17. The
latter seems to be the most logical
location for the cave from a purely
game perspective, but [ am not 100%

sure that is the location. [ think the best
approach is to let the American player
separately mark the location of the
cave prior to set up, with the cave ac-
tivated (if at all) after American forces
tand. The cave would be, in effect, set
up HIP.

Although the Germans probably
knew about caves around the Pointe,
they made no used of them as fortifi-
cations. Therefore, no German unit
may ever set up IN nor may they (in
case of an absolute Ranger disaster)
ever enter the cave. In this case the
Rangers benefit from the cave in a
similar manner as the Japanese, with
one major exception: they cannot dig
any tunnels and gain no victory points
by only occupying the cave.

The CP was operational only for a
short period of time and was later used
as a collection point for wounded
Rangers who were to be evacuated.
To be sure, the cave will not play a
major role in a Campaign Game, and
for practical reasons will only be use-
ful in scenario PdHI. Still, players
might want to incorporate in into play,
especially since it gives the SFCP a
location safe from German flanking
fire coming from the eastern portion
of the board (that 201 AA gun can be
a real killer in the game—as it was in
real life) during the earty rounds of a
full Campaign Game.

2. The Marine Variant to PdH:
Prior to playing this variant read-
ers are strongly advised to read the ac-
companying article in this publication.
The variant suspends the ASL k Rule
Book, section G17.13, permitting the



1. Colonel Rudder’s Cave CP

2. Marines at Pointe du Hoc

American player to purchase up to two
Marine Reinforcement Groups (RG).

For this variant, players should add
the following data to the American CG
Card: ID  112; Group Type Ma-
rine Ship Detachment; Unit Type - 3
x 6-6-8 USMC Squads; I x 2-6 LMG;
1 xDC; CP 14;FFMax 2;CG
Max 2. When purchased each RG
makes a separate DR on the leader
generation table. However, the first
RG (or only, if one is purchased) gets
a—2 DRM to this roll; if both RGs are
purchased, then, the first getsa 2
DRM and the second géts a—1 DRM.
In any case, only one officer of 9-2 or
better may accompany the Marine
RG(s).

The Marine RG(s) can only be pur-
chased for the 6/6/44 PM CG Firefight
and must enter during that firefight,
The RG(s) may enter on any ocean
edge hex, automatically being pro-
vided with 2 x LCA for that purpose.
If for any reason the RG(s) does not
enter during the appropriate CG FF,
it is forfeited.

The Marine RG(s) will remain on
board for the 6/6/44 Night FF and for
the 6/7/44 AM FF. During the RePh
of the 6/7/44 PM FF, a dr is made: on
a 1-3 the Marines remain on board,;
on a 4-6 they are withdrawn (remove
them from the board, no LCAs are
needed). If withdrawn, the Marines
will also take any Heroes generated
from their ranks, their leaders, and
their initial support weapons with
them, so it is important to keep records
of the Ids of any such units created.
There is an optional modifier to this
dr: every 5 CP thatthe American gives

up reduces the dr by ~I. If the Ma-
rines remain on board for the 6/7/44
PM FF they will automatically remain
on board for the Night FF, but the pro-
cedure is repeated during the 6/8/44
AM FF RePh. In this case there is a
+1 drm to which is added a +1 drm
for each Marine squad that has been
eliminated.

I realize that this variant adds a bit
of complexity to the PdH CG. It cer-
tainly adds additional bookkeeping,
which I am usually loath to do. How-
ever, it also adds a bit of variety to the
game: it certainly brings the U.S, Ma-
rines to Europe, despite the ASLRB.
And, as can be seen from the accom-
panying article, Marines in Europe
were not as much of a fantasy as they
seem at first glance.
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Items marked with an Asterisk
(*) are available from the Superin-
tendent of Documents, U.S. Gov-
ernment Printing Office, Washing-
ton, DC, 20401. Books can be or-
dered with a major credit card by
telephone at (202) 512-1800 or via
the internet at www.access.gpo/
su_docs.

A note on the U.S. Government
Printing Office is in order. Any stu-
dent of military history, no maiter
the era, that has not discovered the
wide array of books, pamphlets,
maps and more available at a low
cost from the U.S. Government is
urged to log on to the above web
address without delay to see a com-
plete listing of the publications
available. You may also phone and
request a complete catalog. It is
suggested you order using a credit
card, books in stock are prompily
shipped when ordered by phone or
on the web and you are advised if
they are in stock. Books ordered by
mail using a check or money order
may take months to be processed.
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...controversy and historicity

by Raymond J. Tapio

ithout a doubt, the most

nd controversial new rule

u Hoc is the BAR Gunner
(PdH 1.17). When the module was
first released, feedback was immedi-
ate, and polarized, regarding this new
SMC. To put it mildly, the internet lit
up like a Christmas tree with commen-
tary both pro and con.

The BAR Gunner came to be
known in the PdH playtest circles as
‘the rule born in an interview”. But
let’s take a step back before we get to
our interview subject. When designer
Mark Porterfield first suggested a
module depicting the landing of the
2 Ranger Battalion at Pointe du Hoc
on D-Day, concerns were raised re-
garding the ‘fun’ factor. After all, the
Ranger forces consisted of a couple
of hundred infantry. No tanks. At least
the Germans could arguably see the
100" Ersatz Panzer Battalion included
in a campaign game; they were not far
from the area and could have been
deployed. But an overview of the
ASL® game system would seem to
point to an ongoing trend since the
infantry-based core of Squad Leader
toward more armor, ‘funnies’,
esoterica and German Marines. Who
in the modern-day ASL® hobby
would want to play with twenty-two
squads and a few leaders as their or-
der of battle?

Arguing in the favor of PdH was
the evident fact that this particular
action was perfect for the scale of
ASL®. The battle could be recreated
literally, man for man, a claim no
HASL module to date could come
close to. After all, there’s no need to
scale things down when only a few

companies are involved in roto. We
decided to press forward and the de-
sign was commissioned. That’s when
Phil Nobo and Alan Yates entered the
scene. Phil and Alan traveled to
Normandy for a detailed map design
exercise, walking the battlefield from
stem to stern. For Nobo, a graphics
professional with his own thriving
business in London’s SOHO, it was a
flexing of his professional muscle in
the form of a computer cartography
assignment. For Yates, the father of
Nobo’s fiancé, it was the realization
of a lifelong dream to walk the battle-
fields of Normandy.

With a map complete, the next
phase of the project involved inter-
viewing veterans of the battle. A quick
check located William ‘L-Rod’ Petty,
the oft-quoted Ranger Sergeant of
Cornelius Ryan (and just about every
author who has prepared a treatise on
the subject) and “The Longest Day.”
Ray Tapio of Critical Hit arrived at
Petty’s residence to find ‘L.-Rod’ and
his son waiting with cold Budweisers
in hand. A copy of our game map was
unrolled and Petty traced his steps
through the battle. ‘L-Rod’ served as
a BAR Gunner and as the interview
went on a surprising realization began
to be apparent: we could not accu-
rately represent this action using the
ASL® game system!

Typical Ranger tactics involved a
squad being deployed as three ele-
ments: two half-squads and a BAR
Gunner. What’s more, according to
‘L-Rod’, “we couldn’t care less who
the other guys were”, a point relating
to recombining in game terms. The
Rangers were trained to fight as fire
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teams; a HS and BAR Gunner would
cover the advance/retreat of the other
HS; a new firebase would be formed
for the subsequent ‘leapfrog’ maneu-
ver, While additional research would
follow the Petty interview, it was then
that the BAR Gunner (used asan OPT.
Rule after the interview, but before the
publication of Pointe du Hoc, in
Shanley’s Hill) was born.

The ‘con’ feedback for the BAR
Gunner, for the most part, was from
purists, displeased with any change to
the ASLRB as printed. We surmise
these guys were never SL-COI-COD-
GI players based on their feedback
and apparent lack of experience with
the evolving nature of the rules sys-
tem that eventually became ASL®.
There’s no point in dismissing such
criticism, it’s just that *L-Rod” in card-
board is here to stay and we can’t an-
swer the criticism of purists except to
recommend they not use the rules or
counters for BAR Gunners,

Most of the feedback was of the
‘pro’ variety and the fact that the game
sold out rather quickly seems to lend
some credence to the ‘vote’ repre-
sented by a purchase of the game
(Note: PdH is back in print as of July
I, 1999). The feedback of these
gamers indicates the goal of making
the use of realistic infantry tactics was
met, along with the ancillary, but
equally impertant goal of making the
game more fun. Guys like playing
with BAR Gunners, The rules as pub-
lished in PdH are holding up pretty
well, but we suggest you send in your
feedback with any suggested changes
and note the following rule addition
developed by CH’s Dave ‘Ogre’



Dally:

PdH 1.15 CASUALTY REDUCTION: A
BAR squad that suffers casualty reduction
(A7.302; A11.11; A15.42) must make a sub-
sequent dr: a dr of 1-2 results in the elimina-
tion of the BAR Gunner; a dr 3-4 results in the
elimination of a HS; a dr 5-6 results in the
elimination of a HS and a BAR Gunner.

One concern raised was about the
number of BAR Gunners that could
be in play at one time. An easy re-
sponse to this is to limit the number
of BAR Gunners allowed in a particu-
lar scenario, say along the lines of 10%
FRU. The problem is each squad may
realistically seek to deploy in its nor-
mal fashion, using a BAR firebase. A
check of the map on page 11 of this
publication indicates no less than eight
BAR Gunners listed individually by
the unit historian during the night at-
tack of June 6/7; that signals their
importance in the eyes of the histo-
rian, and for our game purposes flies
in the face of limitations in the form
of game artifice.

So what would stop the Ranger
player from deploying an army of little
BAR-toting men in every situation?
First off, by Deploying-in the same
manner as Finns (A25.7-25.71), they
must roll a ‘6’ or less to Deploy. Not
a major obstacle, but statistically not
in their favor during a particular RPh.
A more important consideration is the
relative vulnerability of HS on the
battlefield. As a 3-4-7 HS, the Rang-
ers lose Assault Fire bonus and can-
not use Spraying Fire. What’s more,
a ‘K’ result eliminates a HS, possibly
opening a hole in your line at a criti-
cal juncture of the game. But the main
weakness of the HS on this battlefield
with its opportunities for CC due to
so much cover, is the loss of the in-
herent Melee advantage the ‘7" FP
squad has over its ‘4’ and *5° FP op-
ponents. Against 4-6-7, 4-4-7 and 4-
3-6 German squads, CC is conducted
at 3:2 on the attack while the enemy
comes back with a 1:2 in return. At-
tacks against 5-4-7 squads are con-
ducted at 1:1, but ‘return fire’ is still
at 1:2. The tables are alimost literally
turned when 3-4-7 HS fight it out at
close quarters with their German
squad-sized counterparts.

So when and how does one make
best use of the BAR Gunner? One of

the best usages is during a
fall-back situation. You need
to keep the enemy off your
heels while your force
makes a retrograde move-
ment. Deploy into two HS
and a BAR Gunner and
leave one of the three (or
two, depending on your
needs) to cover your retreat.
A similar approach covers
the advance: use a firebase
of a HS + BAR Gunner (4
FP) as the other HS moves
up to search or otherwise
probe the ground ahead for
enemy troops. BAR Gunners
and the deployment oppor-
tunities available to Rangers
also allow you to cover more
ground with the limited men
athand. The campaign game
and a number of the sce-
narios included in PdH lead
to the need for ‘perimeter’
thinking, to cover the Ger-
mans in their defensive belt,
or enemy troops perched on
your flank around GG2, as
well as to guard hedgerow
fields. In these situations you
can use your half-squads and
BAR Gunners to put some
firepower where you need it
to protect against enemy en-
croachment; eventhe ‘1’ and
‘3" FP of BAR/HS are use-
ful against units moving in
open ground when the alter-
native is to leave openings
unguarded.

When you need to force
the enemy to break upon
your wall of firepower, re-
combine back into 7-6-7
squads, with all their Assault
and Spray Fire capabilities
and make a few 3-squad
firegroups (21 FP) to get the
job done.

In game terms it is prema-
ture to say we’ve found the
ultimate tactics for these new
SMC counters. They are too
new for such claims. How-
ever, it is not advisable you
simply discount them in
your play of PdH.
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The Rangers and BAR Gunners

in PdH...
.f"m &
Lﬁre-s

1.1 US. ARMY RANGERS: Ranger squads
have a 7>-6-7 strength factor (A1.2).

1.11 Rangers are Commandos (H1.24). Their
Morale Level (A1.4) is underlined to denote their
ELR of 5 (A19.13).

1.12 Ranger Half squads have a strength factor
of 3-4-7. Use U.S. Elite HS (in the ASL®
counter mix). Their ML is also considered un-
derlined.

1.13 Rangers may voluntarily declare Hand-to-
Hand CC (J2.31).

1.14 Ranger squads may Deploy (A1.31) with-
out a Leader as per the rules for Finnish troops
(A25.7) (EXC: Rangers must past a NTC with-
out the +1 DRM). A deployed Ranger squad is
replaced by two 3-4-7 HS and a [-6-8 BAR gun-
ner (1.17).

1.15 Rangers may recombine as per A1.32 with
two possible combinations: two Ranger 3-4-7
HS with a BAR gunner recombine to form a 7-
6-7 squad, two 3-4-7 HS without a BAR gunner
recombine to form a normal U.S. 6-6-7 squad
(EXC: this 6-6-7 squad is considered a Ranger
squad and PdH 1.11-1.14 apply.)

1.16 A Ranger 7-6-7 squad that suffers casualty
reduction (A7.302; A11.11; A15.42) must make
a subsequent dr: a dr of I-3 results in a 3-4-7
and a BAR gunner; a dr of 4-6 results in a 3-4-7
HS and a BAR counter. A BAR s the equiva-
lentofan ATR witha ROF of 1 and a range of 6.
1.17 BAR GUNNER: A BAR gunner is treated
like a Hero (1.€., wounds, does not break, mark
with a Wounded counter if necessary, has 6 MF,
does not count for CVP) armed with a 1-6 BAR
(EXC: they have no Heroic modifier and will
Pin). A BAR counter is left in the hex (EXC:
Random SW destruction [A9.74] applies and any
MMC/SMC stacked with the BAR gunner may
attempt Recovery as per A4.44) in the event the
BAR Gunner is eliminated. The BAR Gunner
may not Transfer his BAR, even if wounded.
The BAR malfunctions on a DR of 12 and is
eliminated on a repair dr of 6. Any BAR Gunner
that possesses a malfunctioned BAR is consid-
ered unarmed (A20.5), which is signified by plac-
ing a malfunctioned counter. A BAR Gunuer is
eliminated along with the malfunctioned BAR
counter on a repair dr of 6.

1.171 BAR Gunners have 1 IPC, and as such
may not portage any additional SW, even if un-
armed as per 1.16 due to BAR malfunction.
1.172 PRISONER STATUS: Should a Ranger
squad become a Prisoner (A.20), no BAR gun-
ner/BAR counter is created.

POINTE DU HoC



..Errata and clarifications

Here are the latest clarifications and errata for Pointe du Hoc:
FIREFIGHTS:

PdH #2 Road Warriors: Objectives should read "paved road (S6 021)" not "paved road (T6-Q21)".

PdH #3 Nowhere to Run, Nowhere to Hide: The US set up should read, "...set up <= 10 hexes from hex KK 13 [EXC:
0013, GGS and HH4]" to add GGS and HH4 to the hexes the US cannot set up in. Board Layout should read (Only
hexrows N-RR are in play).

PdH #4 The Longest Night: The Americans may set up “on/north of hexrow K”.

PdH #5 Rangers Relief: Reference to P28 in Ranger entry area and Objectives should be N29. The reference to
"within ten hexes of OO13" is replaced with “to EE12” and thus the Objectives should be interpreted as N29-EE12.

RULES:

BAR Gunner: Only a Good Order, unwounded BAR Gunner may Recombine into a squad. A BAR Gunner may not
Recombine in any other combination other than 2 x 3-4-7 + 1 x BAR Gunner — 7-6-7 Ranger Squad.

Para 2.3 line 1: "H15" should be "HHI15".

Para 2.5 line 3: "(EX: Hex CC17..." should read "(EX: Hex GG17..."

Para 2.51 line 5: "GG18" should be "GGI17" and "arrow" there are no arrows.
Para 2.51 line 6: "GG17" should be "GG18"

THE MAP:

BOCAGE DEPICTIONS: As in past CH modules, Bocage is depicted by the use of a green hedge on top of a brown
background. Hexside N18/N19 is an example of Bocage. Hexside BB21/BB22 is Hedge.

BOCAGE RULES CLARIFICATIONS: There has been no shortage of confusion about just how to play Bocage in
the ASL™ system, even with recent errata, To that end, Platoon Leader 2.5 (available in print and via download
shortly) will include an official clarification for use in all CH scenarios/firefights/CG. Effective immediately, use the
following rules clarification for Bocage:

B No unit may voluntarily drop Wall Advantage if it is marked with a Fire marker of any kind (eg. Prep Fire/First Fire/
Final Fire).

EX: An American 7-6-7 squad in PdH P14 Prep Fires at a German 5-4-7 in P17. The American 7-6-7 is marked with
a Prep Fire marker. During the FFPh, the 5-4-7 may fire back at the 7-6-7 (adding a +2 DRM for the Bocage). The 7-
6-7 may not declare it is voluntarily dropping Wall Advantage to avoid return fire.

M A unit behind a Bocage with Wall Advantage which is marked with a Fire marker of any kind may not claim in hex
TEM against any fire which has LOS traced to any part of the hexside the unit is claiming Wall Advantage over which
does not cross the in hex Obstacle.

EX: Using the above example, a German 5-4-7 squad is in PdH O 13. This 5-4-7 may fire at the 7-6-7 during the FFPh
with a 5 (+1 for Orchard Hindrance) FP shot, ignoring the building in P14 for TEM purposes.

AP TK# FOR 127L: The AP TK# for the 127L is *25”.
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he Scenarios of Pd

.tips and tactics

by: CH Staff

Here we bring you some tips and in-
sight into the play of the scenarios of
Pointe du Hoc with an eye toward
viewing the tactical level ASL ® battle-
field in terms of its real life counter-
part. To that end it is suggested you
read the historical excerpts and those
from “Busting the Bocage” before

reading this article.

PRAISE THE LORD (PdH #1)

The module starts right off by plac-
ing the gamers in the thick of the ac-
tion in the form of the D-Day landing
at Pointe du Hoc. The signal, “Praise
the Lord” was prearranged to be used
to communicate that all the Rangers
were up the cliff. The OB-given
350mm NOBA should help the
American player ‘send’ that very sig-
nal before this one is over. Of course,
simply getting up the cliffs will not
ensure victory for the Rangers.

This scenario is not for the faint of
heart. A trip to Chapter G and the rules

for Landing Craft (12.), Beaches
(G13.), NOBA (G14.6) and the PdH
rules for Rangers (PdH1.1) and Ger-
man SMG Squads (PdH1.2), Rope
Counters (PdH 3.2), etc. Plenty to
learn! Once you’ve got it all under
your belt you are ready for the most
exciting (and only) HASL D-Day
landing in the ASL R system.
Americans:

As per Special Rule 5, you’ll
choose three hexes (one per game turn
for the first three game tumns) for
350mm NOBA attack directed by a
Shipboard Observer (G14.68) at level
3. Choose your point of attack and use
this NOBA to keep the Germans
‘home’ in their fortifications, reduc-
ing their capability to respond to your
landing. You’ll also want to explode
some of those cliffside DC (see CGSR
#10) by obtaining K/KIA results. On
turn four your 120mm NOBA kicks
in for support and the 350mm mis-
sions end. Note you'll be relegated to
using (and correcting FFE:2 back to)
these pre-selected hexes for the 350°s
so review the target area and choose
carefully. These will not represent any
risk to your forces as they’ll be play-
ing along he German defenders while
your Rangers are heading in off the
Ocean overlays.

Use the Pointe du Hoc Play Aid to
allocate your personnel and support
weapons to their individual LCAs and
decide on a section of the map to hit
with your attack. Splitting your force
is not advised: 18 squads worth of
Rangers in the first wave seems like,
and is a substantial force; half that
number split on two sides of the
‘point’ at PP12/PP13 is not and can
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be defeated in detail.

A good sector for the attack is the
western-most beaches between hexes
LL19 and JJ28. The Bocage running
from DD18/19 to JJ18/19 provides
good cover for an assault on the west
flank of the German defensive belt.
The only fortification is the trench in
JJ21, and once that is cleared, there is
a good chance you’ll be able to use
that Bocage protection to your advan-
tage.

Germans:

Your force is outnumbered 2:1 and
the Americans have all the firepower.
What’s a good German to do? Hide!
Asper Special Rule 4, your entirec OB
may set up using HIP, albeit a modi-
fied form in which your units are
placed on board concealed when an
enemy unit has a LOS to them. Nev-
ertheless, this option can keep your
opponent guessing (and hopefully
wasting some NOBA) for a good
while.

Your defensive belt on the Pointe
must be held, making this a classic
Point Defense, with no pun intended.
You must hunker down in the objec-
tives with your men or you’'ll watch
the Rangers waltz in and onto your
bunkers and gun pits. That said you’ll
need to review the ground and decide
where to put some defenders, poised
to respond to the Ranger attack. The
hamlet of Le Bavent (hexes BB9/19-
AA10) is one place to spot some ‘trip
wire’ defenders that can move intothe
action behind the Bocage to their
north.

St. Pierre Du Mont is a bit to the
rear of the battlefield, granted, and the
path to your defensive belt is blocked



by your own minefields. But, youren-
gineers were kind enough to leave a
gap or tow for you to head through,
such as the road at X18, which you
can use as a redeployment point. Note
the American player must prerecord
his 350mm NOBA target hexes before
play and realize you’ll likely have
plenty of time to respond to his
seaborne invaders as they slowly re-
veal their point of attack by pointing
their LCAs toward a particular part of
the beach. You’ll need to recognize
that the western flank of your defen-
sive belt is most vulnerable because
of that Bocage at JJ18/19 toDD18/19
and a few squads ready to sortie out
of St. Pierre du Mont at the right mo-
ment can make the difference.

As for your 20mm AA guns, place
onin JJ21, one in HH4 and anothcr in
a gun pit such as GG17 and let them
rip as long as they’re around. All of
your machine-guns can be manned by
the provided 1-2-7 crews, frecing your
squads for greater coverage of the
defensive zone. Finally, get familiar
with those Gun Bunkers (PdH 2.6).
They're a little tricky but present in-
teresting defensive opportunities with
a little study.

ROAD WARRIORS (PdH #2)

The Americans arc ashore and cle-
ments of D, E, and F Companies strike
out for the lateral Vierville-
Grandcamp highway, the D514. The
classic small unit action across the
hedgerows as some cighty-three
Americans strike out for their first D-
Day objective. This scenario turned
out to be a favorite among the
playtesters as contest after contest
came down to the last dice roll of the
last turn,

Americans:

My guys are Fanatic. 1 have a
lengthy line to concentrate my attack
against and all I need is one MMC
across the highway to win, Sign me

up. Of course, there’s a rub. The Ger-
mans can be set up literally in my face
and they have artillery and machine-
guns. That said, every game in this
writer’s playtest experience in which
the German player tried to blow the
American away from up front posi-
tions led to heavy early American ca-
sualties and Ranger victory as their re-
inforcements, allowed to enter any-
where along the north edge, used the
‘fixing’ of the defenders by the be-
leaguered initial group to outflank and
race for the highway.

Time is not your ally as it’s a long
way to the D514 through some pretty
thick terrain and the mine and wire
belt must be negotiated to get there.
You’ll have to be aggressive and push
hard with your initial group. Get that
SFCP party into the trenchin II15 and
get some NOBA down on any Ger-
man defenders to your front. The rest
of your force, deployinginto a few HS
and BAR Gunners should slowly work
forward from one foxhole/crater to
another, keeping fire on the enemy at
all times. Remember that your guys
are Fanatic when those MC start com-
ing down,

Your reinforcements are the key to
victory. If the German goes for the up
front defense, keep the pressurc on
and bring your new units in on the
inevitable weak flank that any serious
frontal commitment will leave. Don’t
be afraid to split your reinforcements
into two groups despite only having
one leader entering with them. Since
you’ll know where they’ll enter,
maybe a leader from the initial group
can be ‘weaseled’ out to join their new
guys for the big push. The casiest
place the reach the highway is the gap
in both wire and mines around S10-
U9. Heading that way with some of
your troops may draw off enough
German strength to get through clse-
where.

Germans:

Forget the up front defense, it's a
loser every time. That’s not to say you
shouldn’t cover the initial American
entry area between 119-I115 with some
firepower. Just use enough to delay
them from racing forward during the
initial turns and accept your task is to
delay. Examine your mine and wire
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belt. After all, your engineers put it
there. It’s an integral part of your or-
der of battle for this scenario so ig-
noring it has a simple to communicate
consequence: you lose.

You may set up two squads/equiva-
lents HIP and up to three may deploy.
This is crucial. The longer you can
keep the American guessing about the
location of your HIP units, the slower
and more cautious he’ll have to be.
Note also you can HIP any SMC/SW
with the two hidden squads and start
planning some traps. The combination
of HIP units and dummy counters will
leave the American guessing about the
extent of your defense. Remember
your dummies can move behind
Bocage without being revealed.

This battle will be won or lost in
the last group of hedgerowed in fields
north of the mine and wire belt. Ex-
amine each ficld (a field being defined
as having at least three sides bordered
by hedge/Bocage), noting fall back
capabilities that will start you off con-
cealed for the next turn, and covering
yet another field of open ground in
front of the Rangers. Cover the gaps
with fire. The second level of Q21 has
some interesting LOS opportunities
for your observer and Manoir St.
Pierre serves as the bulwark of one end
of your line. Le Guay is directly inthe
center. And Le Bavent atlows you to
falt back through the gap around S10,
ahead of the attacking Americans.
There are myriad ambush spots for
BIP units and we’ve secen some good
ones go down from T20, BB10 and
U9. Do not forget your Fire Lane op-
portunities.

NOWHERE TO RUN,
NOWHERE TO HIDE (PdH #3)
Germans to our front, Germans to
our rear. This is the big infantry me-
lee that broke out later on D-Day as



the defenders responded to the Ranger
attack. Now the Rangers are in the
German defense belt, except for those
Krauts hanging on in the OP Bunker.
Another group of Rangers are near the
lateral highway when a strong German
counterattack comes in.

Americans:

My force is split and the Germans
have wide latitude where they can
enter from to begin their attack. As
the Amertcan, your first order of busi-
ness is to fall back with your advanced
elements exposed around T10. If they
are annihilated, that group alone rep-
resents a potential 16 CVP for the
Germans, allowing the enemy to pick
off a few more squads in the long haul
for an easy win.

Unfortunately, your task of falling
back with your exposed group will be
hampered by the ability of the Ger-
mans to enter on the south edge and
the east edge on/south of hexrow W.
The enemy group around GG2 also
poses a threat, especially if they push
your fall-back units east, into the at-
tackers from the 914" Regiment.
Those realities force you to commit
some of your units set up within ten
hexes of KK13 to assist their strung-
out comrades in their fighting with-
drawal. The T10 group can set up as
far north as hexrow X; the KK13
group can set up as far south as hexrow
AA.LeBaventcan be used as a linch-
pin of support for falling-back Rang-
ers from the T10 group and the
hedgerows around rows 18/19 can be
used as delaying positions.

You are going to be hanging on by
the skin of your teeth when this is over
if you don’t concentrate your not in-
considerable firepower (eighteen 7-6-
7 squads in the face of no enemy ar-
tillery). Just be ready to reunite your
companies and turn their massive fire-
power to face the greatest German
threat, Consider using your NOBA to
stonk the GG2 enemy while readying
a wall of Rangers to cut onrushing
914% Regiment attackers to pieces as
they cross the open fields.
Germans:

The initial comment during
playtesting was, “how can the Ger-
mans lose?” Tactical flexibility;
twenty-six squads; and lots of ma-

chine-guns. The Americans are spread
out. No LOS (i.e., height positions)
exists for mutual support by the de-
fenders. Sounds great, huh?

Your problems include concealed
defenders and the onus of attack is on
you. You can ill afford to spend too
many turns swapping casualties and
that American NOBA is pesky, to say
the least. Time is also not your ally;
with a few delaying BAR Gunners and
HS, time can start slipping away as
you plod through one Bocage field to
another. The lack of rally terrain on
the attack can make it tough to regroup
after a bad turn, wasting even more
precious time.

It is suggested the Germans spread
out and split their force. While this
may fly in the face of convention In
most situations, your group around
GG2 is a serious threat to the Ameri-
can flank if your attack is carried for-
ward in strength from the east, with
the threat being posed of grabbing
those bunkers and weapons pits. And
the Americans will have to winkle you
out of the OP Bunker to avoid giving
up five VP right there.

Come through the gap in the
minefields at X20 and down the road
at V18. Also note the gap in the mines
at FF26. A solid wall of Bocage south
and west of the defensive belt along
hexrow DD/CC and from DD18/19 to
JJ18/19 make good jump off points
for a final push to relieve your OP
Bunker boys. Making that push with
a hundred and fifty men might be ir-
resistible if the Rangers make too
much of a commitment to penning in
your GG2 troops.

THE LONGEST NIGHT (PdH
#4)

This is one of the German night at-
tacks of June 6/7, 1944. During the
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development process the author had
the chance to sit with ‘L-Rod’ Petty
and get a firsthand account of this ac-
tion and where he was at different
times during it. Check the map pro-
vided in the historical article else-
where in this publication for the axis
of each German thrust, represented in
the scenario by the turn one, three and
five reinforcement groups. With the
new BAR Gunner rules, and making
note of the aforementioned map, the
gamer can recreate the positions of the
Rangers in a quite literal fashion. Note
the errata for this one allowing the
Americans to set up “on/north of
hexrow K.

Americans:

How does a reduced American
company of 72 men stop an attack of
over twice their numbers? The attack
is disjointed and the defenders are
Stealthy. Rolling low doesn’t hurt,
either. A mystery explosion, possibly
an ammo dump going up is simulated
by the Blaze counter placed via Ran-
dom Selection from hex H4.

Do what they did in real life and
split into groups of half-squads and
BAR Gunners to cover the maximum
frontage along the hedgerows. The
Germans need to earn at least eleven
more VP than you so they’ll have to
get there via maneuver; they’ll never
win by slugging it out with you a few
squads at a time.

Once the Germans engage your
line, which you wisely lengthened as
per paragraph two, you can get free-
dom of movement to be free to de-
ploy and face the enemy threat from
whichever direction it comes. Re-
member not to use those German ma-
chine-guns until the very end of the
game as you’ll be targeted by a SAN
check every time you fire them as per
E1.76 (and SR #6).

Germans:

Time is our ally here and we have
a considerable force of 16 squads and
a crew to gain just 12 VP the form of
CVP and men north of the highway.
The down side is the Americans know
which way we are coming from and
our force appears in piecemeal fash-
ion.

Both sides are after CVP here so
you must not allow your first group



of only four squads to be eliminated
before your turn three reinforcements
arrive. It is suggested that you simply
hunker down with the first group,
waiting until turn three to start mov-
ing up with ten squads. Note you’ll
have practically no firepower advan-
tage over the enemy at this point but
your maneuver edge should help in
prying him from his line.

There’s something to be said for
splitting up, forcing the American to
do the same to deal with an attack in
the west, along the D10 area and an-
other from the I5 area. Whichever side
does best for you is where you send
your turn five reinforcements, your
strongest group. Trying to play
simashmouth with the Rangers in a
frontal attack with all three waves can
simply result in a stalemate, with no
assurance of gaining that 12 VP edge
you need to win,

RANGERS RELIEF (PdH #5)

What’s a good module without a
monster scenario? This one’s the mon-
ster with 30+ squads in action for each
side plus armor and artillery wander-
ing about our crater and shellhole
strewn battlefield. The German AA
section is still hanging on over near
HHI; the Rangers are in control of the
German defensive belt, hanging on for
their lives near the cliffs. A battalion
of Krauts is pressing them toward the
English Channel. Then we hear the
clanking of friendly tanks. [t’s the cav-
alry! Note the errata that replaces
“P28” in the Objectives with “road
hexes from N29 to EE12”.
Americans:

We have our backs to the seaand a

thirty German squads with artillery
support to our front. To our rear are
the cliffs. There’s only some sixty
combat-effective Rangers hanging on
with support from the HMS Glasgow.
That’s the setting here.

Luckily, those ‘other’ Rangers are
coming with men of the 29% Infantry
Division and Shermans from the 743"
Tank Battalion. You're advised to
know your ASL® stuff as this sce-
nario places an battalion of combat
effectives in our hands with armor and
artillery support to get the job done.
You’ll be taking the fight to the en-
emy across the Bocage (see the article
excerpt in this publication from *‘Bust-
ing the Bocage™). You’ve got ten turns
to break through and hold aroad open
to the desperate Rangers along the
cliffs.

Your tanks are an important key to
victory but you can’t afford to run
them forward without support. The
Germans have a target of 60 CVP they
need to earn to ensure victory, whether
you open up that relief road or not.
Lose even four tanks and even aver-
age infantry losses will doom you to
failure.

A reading of the excerpt from
Doubler’s “Busting the Bocage” is
suggested as you are advised to con-
duct a steady combined-arms assault,
seizing one field after another as you
head from the east edge toward your
cut off comrades. Look to secure your
route by cutting a swath through the
German defenders. Remember, you’ll
need to secure your route, a task made
all the easier by the lack of HIP Ger-
man units in this scenario (i.e., no last
turn sleaze plays).

You’ll have to keep pressure on the
enemy from the start to avoid giving
the German the luxury of grabbing
back all of the defensive belt and forc-
ing you to dig them out at end game.
That portion of the German Objectives
is tough; they need to hold the OP
Bunker, blockhouses and weapons
pits to win.

Germans:

An infantry battalion with abundant
artillery support in the form of two
105mm batteries. Lots of machine-
guns and Panzerschrecks, plus the
usual allotment of Panzerfausts. What
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foe can go toe to toe with this kind of
a force?

With the exception of the small
knot of Rangers to your rear, the en-
tire countryside represented by the
PdH map is your oyster. If it’s any-
thing, this scenario is a test of your
map reading andterrain analysis skills.
All those acres and you can plop your
troops down almost anywhere. It can
also be a distraction and it is suggested
an evening be spent preparing your
defense. This is no tournament quickie
if you want to derive maximumm en-
joyment out of the experience.

Set your sights on dogged resis-
tance to the Americans opening that
road to their cutoff troops. Along the
way, try and nail a tank anytime one
gets a little bold. Hide your
Panzerschrecks by careful stacking or
use of concealment counters and you
may spring a surprise or two on an
unwary Sherman crew.

This will be a pitched battle and
you’ll be able to set up with hopes of
using massed artillery and machine-
gun fire as the Americans come across
the fields. Think along those lines, not
‘nickel and dime’ one-squad-at-a-time
tactics and you’ll not only have a bet-
ter chance at success, you’ll be simu-
lating the command of a battalion in
the field.

Keep a careful count of the CVP
you earn and look to win this one
down the stretch after hours of gam-
ing. Forget trying to grab the defen-
sive belt back, it’s a sucker play.

CH on the web...

Come and see wus at
www.Critical Hit.com for
the latest on this and other mod-
ules from CH. You'll want to
come by soon and often and if it’s
your first time, we think you’ll be
pleasantly surprised at the number
of free downloads, including is-
sues of CH ONLINE magazine,
you can grab for free.

The latest and most extensive
errata and clarifications are found
at our web site and a full catalog
of over 40+ items you can order
using our secure server is on line
at the site.



Busting the Bocage

-.hedgerow combat tactics on the offense and

defense
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An excerpt from Busting the Bocage: American Combined Arms Operations in
France, 6 June—31 July 1944, by Captain Michael Doubler, U.S. Army Command and
General Staff College, 1955

he formidable barriers pre-
se by the hedgerows and the mili-
tar  haracteristics of the Bocage
seem to have taken First Army by
complete surprise. Despite Allied
planners’ awareness of the nature of
the Bocage, American commanders
had done little to prepare their units
for fighting among the hedgerows,
Preoccupied with the myriad prob-
lems of the D-Day landings, Ameri-
can leaders had failed to see the battle-
fleld in depth and had paid little at-
tention to the potential problems of
hedgerow combat. Asearly as 8 June,
General Bradley called the Bocage the
“damndest country ’ve seen.” Gen-
eral Collins of VII Corps was equally
surprised by the nature of the
hedgerow terrain and told General
Bradley on 9 June that the Bocage was
as bad as anything he had encountered
on Guadalcanal. Brigadier General
James M. Gavin, the assistant division
commander of the 82d Airborne, best
summarized the surprise of the senior
American leadership: “Although there
had been some talk in the U.K. before
D-Day about the hedgerows, none of
us had really appreciated how diffi-
cult they would turn out to be.”

The junior leadership within First
Army shared their seniors’ surprise.
In a survey conducted after the
Normandy battles, not I out of 100
officers questioned stated that they
had prior knowledge of the nature of
the hedgerows. A summary of these
inter- views stated that the officers as
a whole were “greatly surprised” by
the Bocage. Captain Charles D.
Folsom, a company commander in the
329th Infantry of VII Corps’ 83d In-

fantry Division, admitted that the
hedgerows presented a problem his
untt “had never before encountered”
and that preinvasion training had “not
taken the hedgerows into consider-
ation.”

Even though the hedgerows were
serious impediments to offensive op-
erations, the primary obstacle holding
up the American advance was the
German defense. As First Army
fought its way inland, it discovered
that the German Army was well pre-
pared and adept at defending the
hedgerow country. The German de-
fense was organized in depth and de-
signed to destroy the coordination and
momentum of American attacks while
exploiting the defensive advantages of
the hedgerows. The forward German
defensive line was a series of inter-
connected, compartmentalized fields.
Small detachments defended each
freld and its surrounding hedgerows.
Behind these forward positions, the
Germans organized a defensive zone
consisting of echeloned belts of pre-
pared battle positions. Available tanks
and assault guns were distributed
throughout the battle zone to blunt
American attacks and to support Ger-
man counterattacks.

In addition, the Germans organized
each fleld as a defensive strongpoint
and confronted the attacking Ameri-
cans with a deadly mixture of direct
and indirect fires (see figure 2). The
Germans employed their direct-fire
weapons to trap American infantry-
men in a deadly hail of cross fire and
grazing fires coming from all sides.
Machine guns were the primary weap-
ons of the German defense. At the
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opposite corners of each field, the
Germans emplaced heavy machine
guns in positions dug into the earthen
embankments of the hedgerows. The
purpose of the heavy machine guns
was to pin down attacking infantry-
men in the open, making them easy
targets for stmall arms and preplanned
indirect fires. Light machine guns and
machine pistols supplemented the fire
of the heavy machine guns and were
empaled in other firing positions to the
front and flanks of the attackers. The
Germans also used their light machine
guns to place bands of grazing fire
along the bases of hedgerows paral-
leling the American attack. The pur-
pose of the grazing fire was to inflict
casualties on American infantrymen
seeking cover and concealment dur-
ing their advance. Indirect fire was a
key component of the German de-
fense. Once pinned down in the open,
preplanned artillery and mortar fire
punished American units. German
mortar fire was particularly effective,
causing as much as 75 percent of all
U.S. casualties during the Normandy
campaign.

The Germans also implemented
other measures to improve their
scheme of hedgerow defenses. They
habitually dug slit trenches into the
hedgerow embankments to protect
themselves during American artillery
and mortar barrages. Furthermore,
German commanders linked together
their defensive positions with wire
communications that allowed them to
coordinate the defense of their sector.
Snipers also were an important part
of the German defense. They were
used to protect machine-gun positions



against infiltrating Americans and to
deliver harassing fire during lulls in
the action. Booby traps and mines
abounded within the thick vegetation
of the hedgerows. Trip-wire explo-
sives were a German favorite. To
combat American armor at close
range, German infantry used the
panzerfaust (a light, portable weapon,
fired by one man, that launched an
armor- piercing rocket). At longer
ranges, Germans engaged American
armor with tank main guns, self-pro-
pelled guns, and used the legendary
88-mm antiaircraft gun in a ground-
defense mode.

The early fighting in Normandy
demonstrated the effectiveness of the
German defensive system. American
infantry commanders soon realized
that normal tactical maneuvers were
impossible in the Bocage. Company
commanders initially used conven-
tional methods of attack, with two rifle
platoons abreast followed in turn by
the third rifle platoon and the weap-
ons platoon. However, companies
could not deploy and maneuver be-
cause of thick vegetation and the com-
partmentalized nature of the terrain.
Platoons were forced to hack their way
through the dense vegetation because
German defensive fires covered all
natural breaks in the hedgerows. As
leading attack elements emerged from
thehedgerows, they foundthemselves
exposed to almost point-blank Ger-
man machine-gun fire. Pinned down
in the open in the middle of a well-
prepared kill zone, infantrymen were
unable to maneuver and continue the
attack. Squads re- turned fire with
their own rifles and automatic weap-
ons, but their firepower was not
enough to suppress the defenders.
American commanders quickly dis-
covered that four or five German de-
fensive positions could pin down an
entire infantry battalion and hold up
an attack for long periods.

Unable to use normal techniques of
fire and maneuver, American com-
manders were also powerless to influ-
ence the battle with increased fire-
power. Heavy vegetation and the close
proximity of the German defenders
made it impossible to bring forward
and set up heavy machine guns. Com-

pany commanders used their organic
60-mm mortars in an attempt to knock
out German machine-gun positions.
However, the hedgerows and the close
combat conditions made the observa-
tion and adjustment of mortar and ar-
tillery fire almost impossible. Ameri-
can and German units often fought
one another at ranges of less than 300
yards. Short distances made calling for
artillery fire risky, since unadjusted
rounds could easily land on friendly
troops. Many engagements were
fought at such close range that even if
friendly rounds landed on German
positions, the effects of shrapnel and
concussion would endanger American
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Demolitions gap hedgerow as
infantry assaults the objective.

lives. Unable to observe the enemy
and to call fire on him from a safe dis-
tance, infantrymen were deprived of
field artillery and mortar support.”
The Bocage also adversely affected
command and control of small units.
Companies and battalions did not at-
tack along fixed frontages as pre-
scribed in standard doctrine. Instead
of attacking along a frontage of be-
tween 200 and 500 yards, company-
size attacks were canalized into single
fields. Likewise, battalions attacked
on fronts as narrow as 300 yards in
order to seize a group of adjacent
hedgerow fields. Standard control
measures and boundary lines between
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clear objectives. Other elements
displace forward and prepare to
continue the attack.
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units were almost meaningless in the
compartmentalized terrain. Com-
manders learned to orient their attacks
along roads and paths running through
the Bocage. At the company level,
maintaining proper orientation during
an attack proved difficult. Hemmed in
on all sides by the hedgerows, pla-
toons lost their sense of direction and
without a fixed reference point often
became disoriented and could not pin-
point their own location on their maps.
These orientation problems aggra-
vated normal difficulties in getting
platoons and companies to advance
under fire.

Bad terrain and the Germans’ tac-
tical proficiency were not the only
conditions hampering operations.
American commanders observed
many defects in the training and ef-
fectiveness of their troops. As experi-
ence in the other theaters had shown,
lack of aggressiveness was a major
problem in most infantry units. Infan-
trymen failed to maneuver in order to
place more effective direct fire on the
enemy. Instead , units maneuvered to
locate the Germans and then called for
heavy weapons and indirect fire to
neutralize the defenders. Even after
the artillery had pounded enemy po-
sitions, many infantry units were slow
in seizing their objectives, General
Bradley acknowledged that a major
problem in First Army was the
infantry’s slowness in following their
close supporting artillery barrages.

Inexperience in combat also ham-
pered infantry units. In battle for the
first time, infantrymen had to rely on
their training and leaders to get them
through the initial trauma of combat.
Many had to [earn how to survive
through their own experiences and
from the misfortunes of others. Green
troops of all ranks had a tendency not
to move under fire, preferring the pro-
tection of the closest cover or simply
hugging the open ground. German
snipers were a particular source of
fear. The experience of a platoon
leader in the 9th Division illustrates
how untried troops can react under
fire:

One of the fatal mistakes made by
infantry replacements is to hit the
ground and freeze when fired upon.

Once I ordered a squad to advance
from one hedgerow to another. Dur-
ing the movement one man was shot
by a sniper firing one round. The en-
tire squad hit the ground and they were
picked off, one by one, by the same
sniper.

For normal infantrymen, becoming
“battle wise” was a terrible, if not fa-
tal, experience.

Tankers also found the hedgerow
country forbidding. They discovered
that vegetation and the compartimen-
talized nature of the terrain negated
their best assets, mobility and fire-
power. The hedgerows kept the tanks
from maneuvering freely, and poor
observation prevented the tankers
from using their long- range main
guns and machine guns. Tanks unac-
companied by friendly infantry were
easy targets for German infantry
armed with explosives and
panzerfausts. Reluctant to operate
within the confined spaces and tangles
of the hedgerows, tank commanders
kept their vehicles road bound. Stay-
ing on main roads and paths, however,
made the tanks easy targets for the
Germans’ preplanned antitank de-
fense. Panzers and 88-mm anti- tank
guns were sited to take advantage of
long fields of fire and covered high-
ways, bridges, and road junctions. In-
direct fires were preplanned to strike
American armor moving along high-
ways. Early in the campaign, tankers
attempted to execute massed attacks
in columns down the Normandy high-
ways-blitz actions that were ineffec-
tive and costly. The Germans stopped
a typical American tank attack on 15
June, as an armored unit supported the
U.S. 120th Infantry of the 30th Infan-
try Division during an attack south-
ward from Omaha Beach. The Ameri-
can tanks never left the road, while
the accompanying infantry operated
on the flanks. Within moments, the
Germans destroyed the three lead
tanks, one immobilized by a mine and
two others hit by an 88-mm antitank
gun, and the attack ground to a con-
fused halt. Armor leaders soon real-
ized that tanks had to stay off high-
ways to survive. Their only alterna-
tive was to operate within the cover
and concealment of the hedgerows.

Army doctrine for the coordinated
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use of tanks and infantry was ineffec-
tive in the Bocage. The hedgerows’
earthen embankments and heavy veg-
etation were almost tmpassable ob-
stacles for the M-4 Shermans. Tanks
could not lead the attack through the
hedgerows nor support leading infan-
try attacks with main- gun and ma-
chine-gun fire. Unable to operate
through the hedge- rows with attack-
ing infantrymen, tanks had to take a
passive role and merely followed the
main infantry attack, while awaiting
suitable opportunities for employ-
ment.

Another serious problem that be-
came evident during the early
Normandy battles was that tank-infan-
try coordination was poor. Insufficient
combined arms training had been con-
ducted before D-Day. Primarily con-
cerned with the problems of amphibi-
ous warfare, infantry divisions failed
to train adequately with their assigned
tank units. Another difficulty was that
supporting GHQ tank battalions were
not assigned to their respective infan-
try divisions until a few weeks prior
to D-Day. For example, the 745th
Tank Battalion was not assigned to the
Ist Infantry Division until 21 April,
and tank companies were not attached
to individual infantry regiments until
they were already in combat after D-
Day.

Another cause for poor tank-infan-
try coordination was that many infan-
try commanders had not worked with
tanks before and lacked sufficient ex-
perience concerning how tanks should
be used in conjunction with infantry.
The exact details of how tanks and
infantry should work together were
largely neglected until infantrymen
and tankers found themselves thrown
together among the hedgerows. Many
commanders at the battalion level and
above were inexperienced in integrat-
ing the components of the combined
arms team. The operations officer of
Collins’ VII Corps elaborated on this
problem: “More combined training
for infantry battalion commanders is
needed. They should know how to use
all of their tools.... We have had to
teach this in battle the hard way. The
same also applies to regimental com-
manders.”

A bright spot in the American com-
bined arms teams was the field artil-



lery. Infantry commanders understood
artillery doctrine and knew how to
best employ their supporting fires.
Infantry-artillery coordination was
consistently good throughout First
Army. When conditions permitted,
artillery wreaked havoc on the enemy.
German prisoners consistently stated
that U.S. artillery fire was extremely
effective. Captured officers with ex-
perience in Russia believed that
American artillery was more power-
ful and devastating than Soviet artil-
lery.”

Despite the outstanding perfor-
mance of the infantry-artitlery team,
several conditions inhibited artillery
operations. Ammunition shortages,
for one, plagued First Army artillery
units throughout the Normandy cam-
paign. Lack of positions from which
to observe targets also compelled ar-
tillery batteries to fire on unobserved
targets and unconfirmed locations of
German units. Inadequate observation
also restricted counterbattery fires
against German artillery and harass-
ing and interdiction fires against tar-
gets in the German rear.

The central challenge facing U.S.
commanders in Normandy, however,
was how to rupture the hedgerow de-
fenses and get their own units mov-
ing quickly forward instead of system-
atically grinding their way through the
Germans’ prepared positions. Since
the hedgerows and the confined
spaces within the beach- head pre-
cluded outflanking maneuvers, the
only available alter- native was the
least desirable one: frontal assaults
straight into the enemy’s kill zones.
American commanders at 0 levels
under- stood that answers to tactical
problems had to be found before a
stalemate ensued. Methods and tech-
niques had to be devised that would
overcome the hedgerow barriers, de-
grade the German defense, and restore
the initiative to the attacker. First
Army realized it could not afford the
luxury of suspending operations to
repair deficiencies in the combined
arms team or to determine the very
best way of busting the German de-
fenses. Solutions to these problems
would have to be found and imple-
mented in the midst of battle.

The Solution

By late June, most commanders
throughout First Army realized the
peculiar nature of the fighting taking
place in the hedgerows. From a tacti-
cal standpoint, hedgerow combat was
unlike anything the Americans had
ever before encountered. Combat con-
sisted of small-unit actions aimed at
reducing the German positions in each
field rather than sweeping maneuvers
to seize major objectives. Veterans
with experience in North Africa and
Sicily had not encountered anything
comparable to the Normandy
hedgerows. Similarly, combat train-
ing did not prepare unblooded soldiers
for the tactical problems unique to
hedgerow fighting. Battle in
Normandy put a higher premium on
leadership and initiative at the small-
unit level rather than on generalship.
Some commanders compared the
hedgerow fighting to combat in
jungles or forests. Others said it was
more akin to Indian fighting.

The leaders within First Army re-
alized they had to find ways to smash
through the German defenses. Unable
to out- flank enemy positions, Ameri-
can soldiers had to find ways to re-
store tactical mobility and to bring
more heavy-caliber weapons to bear
against the Germans. As they tried to
develop techniques that would suc-
ceed within the confined spaces of the
Bocage, commanders gleaned little
help from Army doctrine or standard
tactical procedures. Nonetheless, as
early as 9 June, First Army headquar-
ters began to grapple with the prob-
lem of how to get through the
hedgerows. In a conversation with an
armor officer on First Army’s staff,
General Bradley wondered whether
tanks could blow their way through
the hedgerows with main-gun and
machine-gun fires. Throughout First
Army during June and July, officers,
noncommissioned officers, and en-
listed men contemplated methods to
overcome the German defense.

The most obvious solution to the
problems of hedgerow combat was for
American commanders to find ways
to maximize the advantages of the
tools most readily available to them:
the mobility and firepower of the com-
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bined arms team. The key challenge
to the U.S. Army was to finds ways to
bring the separate components of the
combined arms teams together in a
concerted attack against the German
hedgerow defenses. Infantry, armor,
and artillery had to be knitted together
into an effective fighting team.

Early in the campaign, infantry
commanders realized that before their
units could maneuver to close with the
enemy, they had to find a way to de-
liver heavy suppressive fires against
the Germans. The most obvious solu-
tion at hand was to better integrate
armor into the attack so as to capital-
ize on their tanks’ armored protection
and firepower. Instead of attacking in
separate echelons as prescribed in
doctrinal manuals, infantry and armor
had to be able to advance simulta-
neously in the face of German de-
fenses, while mutually supporting one
another. If tanks and infantry worked
closely together, infantrymen might
be able to assault the Germans while
Shermans delivered heavy suppres-
sive fire with their machine guns and
cannon.

However, before infantrymen and
tankers could operate together in the
hedgerows, several technical prob-
lems had to be solved. The most press-
ing and difficult problem was to find
ways for the First Army’s M-4
Shermans to overcome the physical
barrier presented by the hedgerows.
Another obstacle to tank-infantry co-
ordination was inadequate communi-
cations. If ways could be found for the
Shermans to bash through the
hedgerows and communicate with
their accompanying infantry, tanks
would be able to deliver suppressive
firepower and help the infantry move
forward.

The search for a solution to the ar-
mored mobility problem typifies the
problem-solving processes that took
place throughout First Army. Tank
units discovered that Shermans could
drive over the top of smaller
hedgerows. Negotiating larger
hedgerows was a hazardous, if not
impossible, task and exposed the
tanks’ thin underbellies to antitank
fire. The first attemnpts at penetrating
the hedgerows involved the use of
specially equipped “dozer” tanks.
These tanks were a relatively new in-



vention in 1944 and consisted of M-4
Shermans equipped with a blade simi-
lar to those on commercial bulldoz-
ers. Dozer tanks normally removed
obstacles or improved defensive po-
sitions. Early experience in Normandy
showed that a dozer tank could push
its way through the most formidable
hedgerow. Dozer tanks could also
widen natural gaps in hedgerows that
were too narrow for Shenmans to drive
through.

However, there were too few dozer
tanks in First Army to support large-
scale operations on wide frontages. A
tank battalion was usually equipped
with only four dozer tanks. These
tanks were too few in number to sup-
port divisional attacks effectively
where each infantry regiment might
encounter dozens of hedgerows. To
alleviate the situation, armor leaders
recommended that one tank in each
armor platoon be equipped with a
blade device. First Army made fran-
tic efforts to increase the number of
its dozer tanks. In July 1944, First
Army requisitioned 278 dozer blades.
However, units could not sit idly by
while waiting for supply channels to
produce the badly needed dozer
blades. Weeks might pass before
enough dozer tanks became available
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to allow widespread armor operations
through the hedgerows.

The urgency of the situation re-
sulted in the development of impro-
vised methods that allowed tanks to
maneuver in the Bocage. The first
field-expedient solution to the mobil-
ity problem came from the 747th Tank
Battalion assigned to Major General
Charles H. Gerhardt’s 29th Infantry
Division. The 747th wasnot equipped
with dozer tanks, so instead of trying
to drive directly over the hedgerows,
someone suggested that demolitions
be used to blow gaps in the
hedgerows. After experimentation, the
tankers discovered that demolitions
could indeed breach the hedgerows.
Two 24-pound explosive charges
placed eight feet apart and eighteen
inches above ground level blew a siz-
able hole in a hedgerow, On 24 June,
engineer squads from the 29th
Division’s 121st Engineer Combat
Battalion emplaced demolition
charges on hedgerows during a lim-
ited attack by elements of the 747th
Tank Battalion and the 115th Infan-
try. The attackers discovered that the
24-pound charges did not always cre-
ate a hole large enough for the
Shermans. After the attack, the engi-
neers decided to increase the size of
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the explosive charges from twenty-
four to fifty pounds. They hoped the
increased charges would consistently
blow breaches large enough to accom-
modate the attacking tanks.
However, several problems re-
sulted from increasing the size and
weight of the explosive charges. The
commander of the 121st Engineer
Combat Battalion, Lieutenant Colonel
Robert R. Ploger, conducted an infor-
mal study of the logistics involved in
supporting a tank attack with fifty-
pound explosive charges. Ploger as-
sumed ‘that in a typical attack, a tank
company moving a distance of one
and one-half miles through the
Bocage would encounter thirty-four
separate hedgerows. As a result, each
tank company needed seventeen tons
of explosives. Demolitions were not
readily available in such quantities,
and the problems involved in the
transportand emplacement of enough
explosives seemed insurmountable.
Apparently, other techniques were
needed to breach the hedgerows.
The engineers then suggested that
the explosives be buried within the
hedgerow embankments. Burying the
charges would greatly increase the
efficiency of the demolitions, allow
the use of smaller charges, and allevi-
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ate problems associated with avail-
ability, transport, and emplacement.
Unfortunately, other conditions pre-
vented the burying of explosive
charges. Digging holes large and deep
enough for the explosives in earthen
embankments covered with vines and
filled with roots proved too laborious.
During an attack, digging holes and
emmplacing charges would simply take
too long. Since an attack could pro-
ceed only as fast as charges were
emplaced and detonated, slow- mov-
ing American attacks would allow the
Germans to coordinate their hedgerow
defense better, Engineers and infan-
trymen would also be dangerously
exposed to German mortar fire while
planting demolitions. Though techni-
cally feasible, burying explosives by
hand was a procedure both too diffi-
cult and tactically unwise.
Determined to find a way to get
through the hedgerows, the tankers
and engineers finally developed an
effective technique for using explo-
sives. In a conference between offic-
ers of the 747th Tank Battalion and
Lieutenant Colonel Ploger, some- one
suggested that the tanks be equipped
with a mechanical device to gouge
holes in the hedgerows for the explo-
sives. After some experimentation, the
tankers finally equipped an M-4
Sherman with two pieces of commer-
cial pipe, each four feet long and six
and one-half inches in diameter. The
tankers welded the pipes onto the front
side of the Sherman’s final drive as-
semblies and reinforced the weld with
angle irons. Shermans so equipped
simply rammed into a hedgerow em-
bankment and then backed away leav-
ing two sizable holes for the explo-
sives. Ploger’s engineers also learned
to pack the demolitions into expended
105-mm artillery shell casings,
thereby greatly in- creasing the effi-
ciency of the charges. The engineers
found that two charges of only fifteen
pounds each could blow a gap large
enough for a Sherman tank. Placing
explosives in shell casings also made
the transport and handling of charges
much easier. The method proved so
successful that the 747th outfitted nu-
merous tanks with the pipe devices.
Several factors soon led to an even
better method of breaching the
hedgerows. The tankers discovered

that demolitions took away the ele-
ment of surprise during attacks. An
explosion alerted the Germans that a
tank would soon appear through the
hedgerows. The detonation clearly
marked where the tank would appear,
thus forming an aiming point for Ger-
man machine-gun and antitank fires.
A method that did not use explosives
would increase the effectiveness of
American attacks by restoring the el-
ement of surprise.

During experiments to test the fea-
sibility of the pipe devices, the tank-
ers of the 747th discovered that a
Sherman equipped with pipes could
sometimes plough its own way
through smaller hedgerows. Unfortu-
nately, the maneuver frequently bent
the pipes or tore them loose from the
tank. After observing that tanks with
pipes could penetrate some hedgerows
on their own, First Lieutenant Charles
B. Green of the 747th designed a
strong bumper device for use in plow-
ing through the hedgerows. Made
from salvaged railroad tracks, the new
tank bumper proved strong enough to
tear through almost any hedgerow.
After proving successful in combat,
maintenance teams welded the
bumper onto many of the 747th’s
Shermans.

By late June, many units through-
out First Army had developed a vari-
ety of means to breach the hedgerows.
The 83d Infantry Division in VII
Corps used two 25-pound explosive
charges. Engineers packed the explo-
sives in a sandbag, buried them by
hand two feet into the hedgerow em-
bankment, and then tamped the hole
full of dirt to increase the effective-
ness of the charge. Other units copied
the techniques developed in the 29th
Division. The 703d Tank Battalion,
attached to the 4th Infantry Division
in VII Corps, adopted the 747th’s
hedgerow- busting techniques and
found them “highly successful.” In
VI Corps, the 79th Infantry Divi-
sion also developed another type of
hedgerow cutter for use on its
Sherman tanks.

Soldiers of the 2d Armored
Division’s 102d Cavalry Reconnais-
sance Squadron invented the
hedgerow device that gained the wid-
est publicity. During a discussion be-
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tween some of the 102d’s officers and
enlisted men, someone suggested that
they get “saw teeth,” put them on their
tanks, and cut through the hedgerows.
Many of'the troops laughed atthe sug-
gestion, but Sergeant Curtis G. Culin
took the idea to heart. Culin designed
and supervised the construction of a
hedgerow cutting device made from
scrap iron pulled from a German road-
block. Testing showed that the device
allowed a Sherman to cut easily
through the hedgerows. Because the
hedgerow cutter’s blades made a tank
resemble a large pachyderm with
tusks, troops called the device a “rhi-
noceros,” and Shermans equipped
with Culin’s invention became known
as “rhino” tanks. Though the most fa-
mous of the hedgerow-reducing de-
vices, Culin’s “rhinoceros™ was only
one of many such contrivances in-
vented and employed throughout First
Army,

Culin’s device soon got the atten-
tion of the chain of command within
2d Armored Division and V Corps. On
14 July, General Bradley attended a
demonstration of Culin’s hedgerow
cutter. Bradley watched as Shermans
mounting the hedgerow device
plowed through the hedgerows “as
though they were pasteboard, throw-
ing the bushes and brush into the air.”
Very impressed by the demonstration,
Bradley ordered the chief of First
Army’s Ordnance Section to super-
vise the construction and installation
of'as many of the hedgerow cutters as
possible.

First Army Ordnance assembled
welders and welding equipment
within the beachhead and from the
rear areas in England to assist with the
project. Welding teams used scrap
metal from German beach obstacles
to construct most of the hedgerow
cutters. In a prodigious effort between
14-25 July, the First Army Ordnance
Section produced over 500 hedgerow
cutters and distributed them to subor-
dinate commands for installation. By
late July, 60 percent of First Army’s
Shermans mounted the hedgerow-cut-
ting devices.

Another problem besetting the U.S.
Army in the early stages of the cam-
paign was inadequate communica-
tions, which pre- vented close coor-



dination between tankers and infan-
trymen. The din of battle and roar of
tank engines drowned out voice com-
munications between tank command-
ers and troops on the ground. Infan-
trymen could not get the attention of
tankers who were busy inside their
vehicles. The most significant prob-
lem was that the majority of tank and
infantry radios operated on different
wavetengths. Such incompatible
equipment made direct radio commu-
nications between tanks and infantry
platoons impossible. Out of the seven
radios authorized in an infantry com-
pany, only the company commander’s
radio transmitted and received with
tank radios. Conversely, in atank pla-
toon only the platoon leader and the
platoon sergeant had radios capable
of communicating with an infantry
company commander’s radio. Unable
to communicate during combat, infan-
try squads and tankers failed to coor-
dinate their fires against the Germans.

Eventually, soldiers devised several
field-expedient solutions to commu-
nications problems. One technique
involved the attachment of two infan-
try field telephones to each tank. In-
fantrymen strapped one phone onto
the rear of a Sherman’s back deck and
then connected it by wire to a second
phone located inside the tank’s turret.
By using such back-deck telephones,
soldiers could direct tankers against
concealed German positions. How-
ever, infantrymen were forced to ex-
pose themselves to enemy fire while
talking on the back-deck telephones.
Some units tried to solve the problem
by letting a long strand of communi-
cations wire trail behind the tanks.
Infantrymen then connected a field
telephone to the end of the trailing
wires and talked with the tank’s crews
from a safer position. However, dan-
gling wires often accidentally broke,
pulled loose from the tanks, or got
entangled in the tanks’ treads. Infan-
trymen and tank crews discovered the
best way to communicate was through
the tanks’ interphone boxes, which
were connected directly into the tanks’
intercom systems, and were then
mounted on each Sherman’s back
deck in empty ammunition contain-
ers. To talk with the tankers, infantry-
men simply plugged a radio handset
into the interphone boxes. The hand-

sets’ long cords permitted soldiers to
lie down behind or underneath the
tanks to protect them- selves while
talking to thetank crews. By mid-July,
many divisions in First Army used
field-expedient methods for commu-
nications between tanks and support-
ing infantrymen.

Units also found ways to facilitate
better radio communications. Both
tank and infantry units tried to increase
the span of control by procuring ad-
ditional radios. Tank platoon leaders
in some units acquired extra, manpack
armor radios for use by the infantry.
Other tank units tried to install infan-
try radios in their vehicles but with
poor results. A popular method of in-
creasing command and control by ra-
dio was for infantry commanders to
ride in the command vehicle of the
attached armor unit. By riding in a
command tank and using a manpack
infantry radio, a rifle company com-
mander could simultaneously control
the movement of his platoons and at-
tached tanks.

Troops developed a wide variety of
visual signals and standing operating
procedures to coordinate actions dur-
ing battle. Because tankers and infan-
trymen used different standard hand
and arm signals, soldiers had to de-
velop new signals for various func-
tions. Tank-infantry teams invented
signals for “commence fire,” “cease
fire,” and to indicate the location of
enemy positions. Leaders also used
smoke grenades and flares to control
their subordinates. Many infantry
squad and platoon leaders carried
rifles that fired tracer bullets used to
mark targets. Infantry commanders
learned to assign the same squads to
work with supporting tanks and found
that familiarity between tank crews
and infantry squads greatly increased
the soldiers’ confidence and profi-
ciency.

Inadequate observation of artillery
targets was also a problem that ham-
pered combined arms operations. Op-
erating in the flat hedgerow thickets,
forward observers lacked adequate
fields of observation to adjust fire onto
German forward positions or targets
in the enemy’s rear. A shortage of for-
ward observers also hampered opera-
tions. Artillery battalions normally
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assigned one forward observerto each
rifle platoon in an infantry company,
while tank companies received only
one for- ward observer for use by the
comparly commander. Because tank
companies rarely operated as a single
unit, tank platoons did not have their
own means of calling for fire. Nor-
mally tankers sent their requests for
fire to the forward observer of their
accompanying infantry unit-usually
without results. Tank platoon leaders
sometimes called for fire by commu-
nicating directly with the fire-direc-
tion center of their supporting artil-
lery. Unfortunately, armor officers
were often incapable of sending cor-
rect calls for fire or could not adjust
rounds onto targets.

Aerial forward observers were the
best solution to the problems of ob-
serving enemy targets. In First Army,
each division had ton light aircraft
assigned for liaison missions, and each
corps headquarters had from fifty to
seventy aircraft. The airplanes were
either L-4 Piper Cubs or the larger L-
5 Stinson Sentinels. Besides the pilot,
the aircraft carried a skilled forward
observer equipped with radios linked
to the fire-direction centers of support-
ing artillery units. Loitering over a
designated sector, aerial forward ob-
servers called fire on forward enemy
positions and valuable targets in the
German rear area and adjusted bar-
rages in support of American ground
attacks. During the Normandy battles,
aerial forward observers conducted
the majority of target-fire missions
with “universally excellent” resuits.

Aerial observers also performed
numerous other functions, On several
occasions, observers adjusted artillery
fire to neutralize German gun posi-
tions firing on American fighter-
bombers engaged in close air support
missions. During V1l Corps’ attack on
Cherbourg, air observers adjusted na-
val gunfire for ground units. When-
ever observeraircraft were in the area,
German artillery batteries were reluc-
tant to fire for fear of revealing their
location and exposing themselves to
American counter- battery fire. Air
observers also collected tactical intel-
ligence by taking photographs that
ground units used in preparing for at-



tacks. The small aircraft were reliable,
highly maneuverable, and surpris-
ingly survivable; only nine Piper Cubs
were lost during operations in
Normandy.

Technical innovations in mobility,
communications, and artillery obser-
vation were not enough to ensure a
coordinated combined arms effort.
Small-unit tactics also had to be de-
veloped so that indirect fire pounded
the enemy while closely coordinated
teams of tanks and infantry assaulted
German defensive positions. With the
problems of armored mobility and tac-
tical communications largely solved,
infantry commanders finally realized
that firepower from their supporting
M-4 Shermans could place heavy sup-
pressive fires on the Germans, thus
allowing their units a chance to ma-
neuver. Properly employed, the ma-
chine guns of an M-4 Sherman deliv-
ered the direct fire needed to sup-
press German machine guns, while a
Sherman’s main gun, used at point-
blank range, substituted for indirect
artillery fire. As tanks suppressed the
German defenders, infantry units
could clear out the hedgerows and
maneuver to assault the main German
defensive positions. Infantry could
also provide tanks with protection
against German close assaults.
Throughout First Army, units worked
to develop new combined arms tac-
tics. Commanders at all levels began
to experiment with methods that per-
mitted infantry and tanks to work
closely together. Units trained and
conducted rehearsals in rear areas be-
fore trying new tactics in combat. The
result was the implementation by First
Army units of several methods that
allowed the combined arm team to
overcome the enemy. Events within
the 29th I[nfantry Division best illus-
trate how the U.S. Army developed
and executed new tactical methods. In
an attemnpt to expand the Normandy
beachhead, First Army ordered
Corlett’s XIX Corps to attack the Ger-
mans on 16 June and seize prominent
terrain north and east of Saint-LO. The
XIX Corps ordered Gerhardt’s 29th
Division to conduct the main attack
and to take key terrain near the vil-
lages of Saint-Andr6-de-1’Epine and
Villiers-Fossard (see map 2). The at-
tack jumped off early on the morning

of 16 June and failed to make any sub-
stantial progress against the Germans.
By late- afternoon, it was obvious that
the 29th Division’s regiments would
not reach their initial objectives be-
fore nightfall. Major General Corlett
issued orders for the forward troops
to dig in for the night and to prepare
to resume the attack the nextday. The
29th Division continued to attack for
two more days but with few benefi-
cial results. By nightfall on 18 June,
the division was exhausted, bloodied,
and unable to continue the attack. In
this instance, the German hedgerow
defense had successfully stopped the
best American efforts to smash
through the Bocage.

Other operations in the 29th
Division’s sector also exhibited defi-
ciencies in tank-infantry coordination.
An attack on 20 June by the 175th
Infantry and Company B, 747th Tank
Battalion, against German positions
near Villiers-Fossard demonstrated
the problems of operating among the
hedgerows. Using standard tank-in-
fantry tactics, the tankers ted the at-
tack, and the infantry followed. Tank-
ers and infantrymen, however, failed
to support one another during the at-
tack and soon became separated, as
the tankers blew the hedgerows with
explosives and plunged forward
alone. German machine guns pinned
down the infantry, while the
unescorted American tanks soon felt
prey to German antitank fires. Com-
pany B lost four tanks in the attack,
and finally both tankers and infantry-
men had to withdraw to their initial
positions.

Frustrated by their failures in the
hedgerows, leaders within the 29th
Division realized they had to find
ways to defeat the Germans. General
Gerhardt directed the assistant divi-
sion commander, Brigadier General
Norman D. Cota, to supervise the de-
velopmentand implementation of tac-
tics to overcome the German method
of hedgerow defense. The tactics de-
veloped by the 29th Division were a
departure from normal Army doctrine
in that neither the tanks nor the infan-
try led the attack but fought closely
together and protected one another
while closing with the enemy,

The 29th Division’s solution relied
on the firepower and maneuver of
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small, closely coordinated combat
teams. Each team consisted of a single
tank, an engineer team, and a squad
of infantry reinforced by a light ma-
chine gun and a 60-mm mortar from
an infantry company’s weapons pla-
toon. Before the attack, the infantry
and engineers occupied the hedgerow
that served as the jump-off position
for the assault. The attack began when
a Sherman equipped with pipe devices
nosed into the hedgerow and opened
fire on the Germans with main gun
and machine guns. The Sherman first
fired a white phosphorous round into
the corners of the opposite hedgerow
to eliminate German heavy machine-
gun positions. The tankers then sys-
tematically sprayed machine-gun fire
along the entire base of the enemy
hedgerow. The 60-mm mortar sup-
ported the attack by lobbing shells into
the fields directly behind the German
positions. The infantry attacked when
the Sherman opened fire with its ma-
chine guns. The squad moved through
the hedgerow deployed on line and ad-
vanced across the open field using
standard methods of fire and move-
ment. The infantry stayed away from
the hedgerows on their flanks to avoid
enemy grazing fire. The Sherman con-
tinued to support the attack untif the
infantry’s advance masked the tank’s
machinegun fire. As they closed on
the German positions, American in-
fantrymen threw hand grenades over
the hedgerow to kill or confuse Ger-
man defenders on the opposite side.
Simultaneously, the Sherman backed
away from its firing position, and the
engineers emplaced demolitions in the
holes left by the Sherman’s pipe de-
vices. After the explosives blew ahole
in the hedgerow, the Sherman moved
forward to provide close support to the
infantry squad. The tankers and infan-
trymen then flushed the hedgerow of
any remaining de- fenders and pre-
pared to continue the attack. The en-
gineer team and machine-gun and
mortar crews then displaced forward
to support the next assault.

On 24 June, elements of the 29th
Division conducted a full rehearsal in
the division rear area to test the valid-
ity of the new close-assault tactics. An
infantry platoon, a tank platoon, and
three engineer teams rehearsed the



new tactics during several simulated
attacks. Lessons learned during the
exercise helped improve the effective-
ness of the hedgerow tactics. The in-
fantry discovered a light machine gun
could not be moved quickly enough
to keep up with their advance. Instead,
the infantry preferred to use Brown-
ing automatic rifles to provide sup-
pressive fire. Infantrymen also learned
to coordinate their attack with tank-
ers by using rear-deck telephones
mounted on the backs of the
Shermans. Mortar observers discov-
ered that by standing on the
Sherman’s rear deck, they could see
the next hedgerow and adjust rounds
onto the German positions. Mortar
crews also learned they could help
protect the assaulting infantry squad
by obscuring German observation
with smoke shells. The tankers found
out that crew members had to dis-
mount and cut away vegetation to
clear adequate fields of fire and ob-
servation. The rehearsals made tank
commanders realize they had to con-
trol their machine-gun fire closely to
avoid hitting friendly infantrymen.

After the rehearsal on 24-June, the
29th Division’s operations staff pre-
pared diagrams and explanatory notes
outlining the new hedgerow tactics in
detail. The operations section then
distributed the information as a train-
ing memorandum to all regiments
within the division. Units in the 29th
Division practiced and rehearsed the
new tactics in preparation for their
next bout with the Germans .47 On |
July, General Cota summed up the
29th Division’s tactical experience in
France:

What held us up at first was that
we originally were organized to as-
sault the beach, suffered a lot of casu-
alties among key men, then hit another
kind of warfare for which we were not
organized. We had to assemble re-
placements and reorganize. Now we
have had time to reorganize and give
this warfare some thought. 1 think we
will go next time.

The 29th Division did not have to
wait long for an opportunity to use its
new combined arms tactics.

On 11 July, XIX Corps attacked
southward toward Saint-LO as part of
a First Army offensive to push the
German Seventh Army out of

Normandy. The XIX Corps ordered
the 29th Division to attack and seize
key terrain east of Saint-Lo. As part
of the division’s attack plan, General
Gephardt ordered the 116th Infantry
to conduct the main attack and cap-
ture Saint-Andr6- de-I'Epine, then
swing westward and attack along a
major ridge- line to take the village of
Martinville. The regimental com-
mander then ordered the 2d Battalion,
116th Infantry, to lead the attack with
the other battalions following in col-
umn. Company B of the 121st Engi-
neer Combat Battalion and Company
A of the 747th Tank Battalion sup-
ported the 2d Battalion. The lead bat-
talion planned to execute the attack
with two rifle companies that had been
trained and organized to execute the
29th Division’s new hedgerow tac-
tics.49

The attack started at 0600 on 11
July after a furious twenty- minute
preparatory bombardment by five bat-
talions of artillery. Initial progress was
slow and discouraging. The 2d Bat-
talion advanced with two companies
abreast and encountered deter- mined
resistance from enemy positions in the
first hedgerows. The tank-infantry-
engineer teams, however, continued
to push forward, and by 1100 they £i-
nally broke through the organized
German defense, which eased and
then collapsed. The 2d Battalion then
made rapid progress, seized the
ridgeline to its front, wheeled to the
right, and continued to move. Before
nightfall, the 2d Battalion advanced
another mile toward Martinville and
was in an excellent position to con-
tinue the attack toward Saint-L0.50

The 116th Infantry’s attack dem-
onstrated the effectiveness of the 29th
Division’s hedgerow tactics. Com-
pared to other operations in the
Bocage, the 2d Battalion’s advance
made spectacular progress. The bat-
talion achieved a major penetration of
the enemy line and completely rup-
tured the main line of German resis-
tance. General Gephardt attributed the
success to tank-infantry-engineer
teamwork. Mortars delivered fire on
the German positions, tanks provided
suppressive fire, engineers breached
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the hedgerows, and infantry assaulted
the Germans while protecting the
Shermans against antitank fires. Infan-
try casualties were relatively light
during the attack, and not one
Sherman was lost.

Special Thanks...

To everyone that assisted and
encouraged in the publication of
Pointe du Hoc. To Phil and Alan,
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research (and in Phil’s case, make
the map), including gathering all
the sand at the Pointe for inclu-
sion in our special PdH offer.

To Mark Porterfield for press-
ing on with his labor of love and
for almost 20 years of SL/ASL®
opponent-ing. To Steve and Rob
Pleva for their input from their
own trip to Pointe du Hoc. To
Brian Martuzas for his develop-
ment work.

Our special thanks go to Will-
iam ‘L-Rod’ Petty. Mr. Petty was
kind enough to provide hours of
feedback during our interview,
valuable hours of information vi-
tal to the game. What more, Mr,
Petty provided his own personal
and unpublished memoirs; a
phone call from his desk and Herm
Stein was on the phone OK-ing the
use of his own notes. More infor-
mation came from the Ranger pub-
lications ‘L-Rod’ was kind enough
to provide.

For all his assistance, we thank
Mr. Petty and dedicate all the
hours of enjoyment had by the
players of our PdH game to him.



POINTE DU HOC, NORMANDY, 6 June 1944: The de-
stroyer USS Satterlee observed enemy movements and
swept the cliff-top with fire from all guns; nevertheless, scat-
tered fire from flanking position caused casualties as the
Rangers debarked on the heavily cratered beach. Colonel
James Rudder, leading the three companies of Rangers,
was one of the first ashore. Germans suddenly appeared
on the cliff edge and began to harass the Rangers directly
below with rifle fire and hand grenades. This threat was
driven back by BAR gunners and another concentration of
fire from the USS Satterlee..

This is POINTE DU HOC, the game that depicts the inva-
sion of Normandy from the point of view of the individual
squad and leader. CH presents this battle in a man-for-
man presentation that encompasses virtually the entire Or-
ders of Battle for both combatants! After the landing and
cliff assault, the 2nd Ranger Battalion drove off one Ger-
man counterattack after another as they were pushed back
to the edge of the cliffs in a fight for their survival.

Visit us on the web today for free downloads for this and other CH games!

The latest edition of our PL campaign system is available as a free down-
load!

www.CriticalHit.com

i

.....

POINTE DU HOC™ depicts the actions of the 2nd Ranger
Battalion during their famous assault on the most difficult
and well defended position in the German coastal defenses
during D-Day. Every facet of the battle, including the land-
ing, the cliff assault, the advance to the highway, and beat-
ing back German counterattacks will be experienced in a
playable format in keeping with the CH tradition.

POINTE DU HOC™ includes a large 24" x 30" historical
game map reflecting our on-
site research, five brand new
scenarios, a PL compatible
campaign game, special
rules section, play aids, and
132 DIE CUT counters. The
special rules are quite exten- Criricar Hit

sive and include BAR Gunners, Craters, Advanced Climb-
ing Rules, Portable Rope Launchers, Destroyers, the Ob-
servation Post Bunker and Alternative German MMC Types.
The counters include new Ranger and German MMC, Rope
Launchers, and more!

*Ownership of the ASLRB, YANKS and BV are necessary to play this game.

CH 9815

POl T DU ROC

The Invasion of Normandy: June 6 - 8, 1944
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INTRODUCTION: The enemy guns known to be positioned on top of
the promontory at Pointe du Hoc could fire on both American invasion
beaches, Utah and Omaha during D-Day. The 2nd Ranger Battalion,
led by Colonel James Rudder, was ordered to scale the 117 foot high
cliffs and knock out this battery. The game POINTE DU HOC from
Critical Hit! depicts this gallant and unusual mission.

Included in the game are five firefights, a campaign game, new game
counters, and a VARIANT rules section needed to portray the assault
on Pointe du Hoc, All sections of the rules section presented here are
assumed to have a prefix of “PdH” before the rule number.

1.0 THE COUNTERS: Critical Hit! provides variant counters in PdH.
These counters feature a new design distinct from their ASL predeces-
sors. Rangers and German 5-4-7 SMG squads have Assault Fire (A7.36)
and Spraying Fire (A7.36) capabilities which are denoted by the sub-
machine-gun depiction on the broken (back) side of the counter. A Smoke
Placement Exponent (A24.1) is signified by the ‘smoke grenade’ icon
to the right of the strength factor for each, with the value of the smoke
exponent signified by the circled number on the back of the counter.

1.1 U.S. ARMY RANGERS: Ranger squads have a 73-6-7 strength fac-
tor {Al.2).

1.11 Rangers are Commandos (H1.24). Their Broken Morale Level
(A1.4) is underlined to denote their ELR of 5 (A19.13).

1.12 Ranger Half squads have a strength factor of 3-4-7. Usc U.S.
Elite HS (in the ASL counter mix). Their ML is also considered under-
lined.

1.13 Rangers may voluntarily declare Hand-to-Hand CC (J2.31).

1.14 Ranger squads may Deploy (A1.31) without a Leader as per the
rules for Finnish troops (A25.7) (EXC: Rangers must past a NTC with-
out the =1 DRM). A deployed Ranger squad is replaced by two 3-4-7
HS und a 1-6-8 BAR gunner (1.17).

1.15 Rangers may recombine as per Al.32 with two possible combina-
tions: two Ranger 3-4-7 HS with a BAR gunner recombine to forma 7-
6-7 squad; two 3-4-7 HS without a BAR gunner recombine to form a
normal U.S. 6-6-7 squad (EXC: this 6-6-7 squad is considered a Ranger
squad and PdH 1.11-1.14 apply.)

1.16 A Ranger 7-6-7 squad that suffers casualty reduction (A7.302;
A11.11; A15.42) must make a subsequent dr: a dr of 1-3 results in a 3-
4-7 and a BAR gunner; a dr of 4-6 results in a 3-4-7 HS and a BAR
counter. A BAR is the equivalent of an ATR with a ROF of 1 and a
range of 6.

1.17 BAR GUNNER: A BAR gunner is treated like a Hero (i.¢., wounds,
does not break, mark with a Wounded counter if necessary, has 6 MF |
docs not count for CVP) armed with a 1-6 BAR (EXC: they have no
Heroic modifier and will Pin). A BAR counter is left in the hex (EXC:
Random SW destruction [A9.74] applies and any MMC/SMC stacked
with the BAR gunner may attempt Recovery as per A4.44) in the event
the BAR Gunner is climinated. The BAR Gunner may not Transfer his
BAR, even if wounded. The BAR malfunctions on a DR of 12 and is
eliminated on a repair dr of 6. Any BAR Gunner that possesses a mal-
functioned BAR is considered unarmed (A20.5), which is signified by
placing a malfunctioned counter. A BAR Gunner is eliminated along
with the malfunctioned BAR counter on a repair dr of 6.

1.171 BAR Gunners have 1 [PC, and as such may not portage any addi-
tional SW, even if unarmed as per 1.16 duc to BAR malfunction.
1.172 PRISONER STATUS: Should a Ranger squad become a Pris-
oner (A.20), no BAR gunner/BAR counter is created.

1.2 GERMAN SMG SQUADS: New German squad counters are intro-
duced in PdH. These squads have a strength factor of 5°-4-7 and repre-
sent Ist Line SMG squads.
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1.21 German SMG squads deploy (A1.31) to form two 2nd Line 2-3-7
HS. Two 2-3-7 HS always recombine (A1.32) into a 4-4-7 sccond line
squad.

1.22 For ELR purposes, the following applies: 5-4-8 = 5-4-7 = 4-4-7
> 4.3-6; 2-3-8 22-3-7 = 2-3-6. In PdH a 4-4-7 squad always battle
hardens to form a 5-4-7 squad.

1.3 SHORE FIRE CONTROL PARTIES (SFCP): In PdH the two pro-
vided SFCP counters are used in licu of “Chinese, Italian, or Axis Mi-
nor 2-2-7 Infantry crew counters”. All rules for SFCP (G14.61 and
(G14.61) apply normally.

2.0 NEW TERRAIN AND FORTIFICATIONS: PdH introduces new
on-map terrain features and fortifications along with additional ter-
rain/fortification counters.

2.1 CRATERS: Craters represent large shell holes caused by the pre
D-Day Allicd bombardment. They are a great obstacle to movement
and arc deep enough to protect infantry from direct fire. (EX: Hex DD8
is a crater hex).

2.11. A crater location is considered to be at level -1, below the level of
the rest of the hex. Treat the crater as a one hex gully for LOS. It is no#
a separate location for stacking purposes.

2.12 MOVEMENT FACTORS:; Infantry spend one MF to enter a cra-
ter. Infantry exit a crater hex by spending the MF cost of entering higher
terrain (B10.4).

2.13 CREST STATUS: Infantry may gain Crest status as per B20.9. All
rules for Crest apply (EXC: 2.131).

2.131 Infantry exiting the hex through a crest hexside are considered at
the base elevation of the hex being exited into. To exit from a non-
Crest hexside thcy must spend one additional MF in the crater hex and
are subject to FFMO in that crater hex. These units are only subject to
fire while IN the crater hex by units that have a LOS into the crater.
2.14 VEHICLES: Only fully tracked AFVs may enter a crater at a cost
of 3 MP and a passing a Bog check. AFVs may exit a crater by paying
the cost of the hex entered plus the cost of entering higher terrain and
passing a Bog check. AFVs failing a bog check exiting/entering a cra-
ter are considered to be IN the crater. Exiting AFVs are subject to
Underbelly hits (D4.3).

2.141 HULL DOWN: AFVs may make a HD maneuver attempt in a
crater as per the rules for F5.42 (EXC: AFVs may only attempt a HD
maneuver while either IN that Crater hex, or via an adjacent hex/Cra-
ter Bank (2.15.) AFVs exit from a HD position as per F5.422.

2.142 Non fully-tracked vehicles may only enter a crater hex using
VBM and are considered on a Crater Bank (PdH 2.15.)

2,15 CRATER BANKS: Units in a Crater hex but not IN a crater are
considered on a crater bank. Place them on a crater bank counter to
signify this status. Infantry on a crater bank arc considered to be in
open ground and FFMO and FFNAM apply to moving infantry units.
AFVs and non fully-tracked vehicles may only move along a Crater
bank by utilizing VBM (D2.3). All VBM rulcs apply normally.

2.16 TEM/LOS: All units IN a crater receive a +1 TEM that are not in
crest status/HD may only be attacked as if in a gully, or by indirect fire.
2.17 CREATION: Craters may be created during play by any HE/OBA/
NOBA/bomb attack that is resolved on the 200/36+ column on the IFT
on an original DR resulting in a S KTA or greater. This result eliminates
all other terrain/units/fortifications and a crater counter is placed in
that hex. If the hex contains a mulii-level building, all building levels
are reduced to ground level rubble and no crater counter is placed.
2.2 SHINGLE: The beach at Pointe du Hoc consists not of sand, but of
shingle. Shingle is beach gravel mixed with pebbles and sand. All rules



for Hammada (F3.31) apply (EXC: Infantry expend 1 1/2 MP to cross a
shingle hex.) Shingle has no additional effect on LC and is considered
soft sand (G13.3) (EXC: indirect fire is not halved.)

2.3 BLOCKHOUSES: Blockhouses (EX: hex HIS5) are covered bar-
racks located in fortified positions to protect troops from enemy bom-
bardment. All pillbox rules (B30) apply to blockhouses except as modi-
fied below. Use the blockhouse boxes on the German CG Card to hold
the contents of each blockhouse. Alternately, the corresponding Cloak-
ing display box may be used to hold the contents for either player.

2.31 INHERENT TUNNELS: Blockhouses automatically receive two
inherent tunnels (B8.6). A blockhouse may be entered through one of
its inherent tunnels, as per B8.6 (note that in PdH a tunnel entrance
may exist in an open ground hex), or from an ADJACENT trench at a
cost of one MF. If a tunnel entrance is in open ground and does not
connect to a trench/gun bunker/weapons pit/pillbox and is in the LOS
of an enemy unit at the time it is used, it is automatically revealed. This
tunnel may be destroyed by any ground unit that ends its MPh in the
hex, or during the PFPh at no cost to the unit that destroys the entrance.
2.32 STACKING: A blockhouse is a separate in-hex location and has a
stacking capacity of 3 squads/equivalents, 4 SMC and 15 PP,

2.33 A blockhouse has a CA/NCA TEM of +7. All attacks (EXC: CC)
are treated as a pillbox being attacked outside its CA. Units inside a
blockhouse may not attack in any manner and have no effect on routing
units. A sct DC attacks the blockhouse and the units therein using 36
FP and no TEM. A KIA result climinates the blockhouse, all units/SW
thercin, and any connected tunnels and stone rubble is placed in the
hex. Any HE/OBA/NOBA/Bomb attack eliminates a blockhouse on a
original DR resulting in a SKIA and replaces it with shellholes/craters
if applicable (i.c., 2 150mm causes shellholes; = 200mm causes craters
on a 5KIA). Heavy Payloads (C.7) apply to this DR.

2.34 Allunits in a blockhouse are placed on the blockhouse play aid on
the German CG Card. Place a concealment counter from a nationality
not in play in the hex to signify non-HIP units are set up within. A
blockhouse is Rally terrain. Units exiting a blockhouse are placed un-
der a concealment counter when they exit, unless they are entering an
open ground location that does not contain a trench/gun bunker/weap-
ons pit/pillbox not oceupied by an enemy unit. Exiting units may As-
sault Move/Advance directly into an adjacent fortification.

2.35 CLOSE COMBAT: A unit attacking the contents of a blockhouse
may attack each MMC as if it was the only unit in the hex. Each MMC
in a blockhouse is considered to have a FP of 2 for the purposes of CC
odds determination and the defender must identify the entire contents
of the blockhouse to the opponent during CC. Leaders/heroes may be
stacked with any MMC desired and add one to its CC value. Only one
MMC may attack the contents of a blockhouse during the CC phase
and only if there arc no enemy MMC in the hex outside the block-
house. Units inside a blockhouse may never attack in CC unless at-
tacked. Units in a blockhouse are not held in melee if they can leave
the blockhouse and enter a hex that is not occupied by an enemy unit.
Units in a Blockhouse do not hold enemy units in Melee.

2.4 OBSERVATION POST BUNKER (OPB): Unless modified below,
all pillbox rules (B30) apply to the OPB. The OPB is located in hex
0013, German units IN the OPB are set up in the OPB box on the
German CG Card; units outside the OPB arc placed on-map in the hex.
Use the OPB box on the German CG Card to hold the contents of Ob-
servation Post Bunker. Alternately, the corresponding Cloaking dis-
play box may be used to hold the contents for either player.

2.41 The OPB is the equivalent of a 3+5+7 pillbox. No 5/8" counter

may be set up/moved/assembled
in the OPB. The OPB is a level
one Obstacle (A6.2). See PdH
2.71 for AXMG.

2.42 The CA of'the OPB (see [I-
lustration 1) extends outward
from the hex spine OO12/NN13
on the western facing to the Hex
row QO on the eastern facing .
The rear of the OPB has an ‘in-
herent’ stairwell whose sole
function is to allow units in the
OPB hex to move up-slope at a
cost of | MF.. Units in this stair-
well have a TEM of +2. Note that
Hex 0013 is downslope from
Hexes NN12 and NNI13.

2.43 BLIND ZONE: Units IN the
OPB have no LOS/LOF to all
beach/ocean hexes less than/
equal to two hexes from OO13
(see Tlustration 1).

(EX: Hexes: 0011, 0012, 0014,
0015, PPLIL, PP12, PP13, PP14, QQ12, QQ13, and QQ14 are blind hexes from
the OPB as are all hexes south of hexrow OQO).

2.44 All FP from the OPB is halved (EXC: MG fire 1s full strength).
2.45 A field phone in the OPB can only be eliminated by a final contact
DR of 12. For cach rew shellhole/crater counter created in the security
area of such a field phone add a +1 DRM to any future contact DR.
2,451 If the field phone is eliminated as per PdH 2.45, it is immedi-
ately replaced with a radio. This radio may not be removed from the
OPB and may only be used for an onboard OBA module (PdH 2.46).
The OPB radio is a normal German radio in every other respect (i.e,,
contact #8, B #12, etc.) Any field phone/radio in an OPB may be elimi-
nated by an enemy ground unit that possesses it as per A9.73.

2.46 ON-BOARD OBA: The five onboard 155 Artillery guns may be
used as an on board OBA module. All guns forfeit their Direct Fire
capability when firing in this mode. The minimum range for this fire is
15 hexes. Normal Contact and Battery access rules apply. The German
player receives a chit pile of 8B/3R.

2.47 An OPB may be eliminated as per B30.92.

2.48 The OPB automatically has one inherent tunnel.

©

Hlustration 1

2.5 WEAPONS PITS: Weapons pits represent open concrete gun em-
placements that were used in fortified areas in lieu of gun bunkers or
pillboxes. (EX: Hex CC17 is a weapons pit). Additional weapons pit
counters are included in the PdH counter mix for purchase in the CG.,
These rules supersede any previous versions for use in PdH.

2.51 QRIENTING THE WEAPONS PIT COUNTER: A weapons pit
counter is oriented with the arrow pointing to a particular hexspine CA
(EXC: on-map weapons pits have a CA which corresponds with the
opposite side of the depiction from the hexside connected to an on-map
trench; e.g. the on-map weapons pit in GG18 has an ‘arrow’ facing
GG17.) The two hexsides within the CA are considercd Front hexsides,
as are the hexsides adjacent to the CA, forming a contiguous group of 4
hexsides. The 2 remaining hexsides are termed Rear hexsides and are
the only hexsides which a vehicle may cross to enter a weapons pit. A
weapons pit is a separate location within a hex and may not be placed
in a hex that contains any other fortifications (EX: wire, mines) Units



entering a weapons pit from a trench or tunnel are considered con-
nected and are not attacked by any wire or mines.
2.52 If adjacent to a trench counter, infantry may enter a weapons pit as
per B27.54, Otherwise, infantry enter/exit a weapons pit as per B27.4.
B27.41 and B27.42 also apply.
2.53 STACKING: A weapons pit has a stacking capacity of one gun, its
crew and one additional squad/equivalent and 10 PP. A weapons pit
may be located in any terrain that can accommodate a pillbox .
2.54 VEHICLES: Vehicles cross/enter a weapons pit as per B27.55
(EXC: Rear hexsides) and must take a Bog check (EXC: Vehicles may
enter via a Rear hexside/trench hexside along their VCA only, and are
considered HD). A vehicle may not change VCA while within a weap-
ons pit, i.e., to exit, a vehicle must use reverse movement unless it
used Reverse Movement to enter.
2.55 TEM: A wecapons pit has a TEM of +2 vs. direct fire and a +3
TEM vs NOB A/OBA/Overrun.
2.56 RALLY BONUS: A weapons pit is Rally terrain.
2.57 GUNS: A Gun in a weapons pit may change its covered arc in any
direction even if it is restricted by RENM or NM. Guns that are nor-
mally allowed to pivot, have a maximum pivot DRM of +2 for the first
hex side (EXC: if they are RFNM or NM the maximum DRM is +3).
2.6 GUN BUNKERS: A gun bunker is concrete fortification and is
treated as a pillbox except where noted otherwise (EX: Hex JJ11 is a
gun bunker.) A gun bunker may be placed in any hex that can accom-
modate a pillbox. Additional gun bunkers arc included in the PdH
counter mix. Gun bunkers purchased for the CG may only be set up in
hexes containing on-map weapons pits, to ‘improve’ them to become
gun bunkers. All pillbox rules (B30.) apply to gun bunkers except as
modified below. Usc the gun bunker boxes on the German CG Card to
hold the contents of each gun bunker. Alternately, the corresponding
Cloaking display box may be used to hold the contents for either player.
2.61 STACKING: A gun bunker may contain | squad/equivalent, 1
HS/erew, 4 SMC, 1 ordnance counter and 5 PP in its main compart-
ment and up to SPP of SW in each of its AXMG. In addition, each
AXMG position may contain 1 HS/crew, 1 SMC and 3PP. The stacking
capacity of each component of a gun bunker may nor be exceeded at
any time,
2.62 LOS/LOF: A Gun bunker is a one level LOS/LOF obstruction and
is considered to have a Rooftop Location. A Gun bunker is a separate
location from the rest of the hex. Units in a gun bunker or AXMG are
never required to rout if broken but will surrender in the CCPh if an
enemy unit enters the hex containing the gun bunker.
2.63 Only ordnance, one SW and 1S equivalent may fire from the main
compartment through the CA.
2.64 COVERED ARC (CA): CA is determined in the same manner as
a Gun. (EXC: Bypassing units along the hex sides at the edge of the CA
are considered to be within the CA.) The CA of a gun bunker has a +3
TEM. Ordnance firing on the TH table fire on the
contents of a gun bunker with a +3 DRM. An orjgi-
nal TH DR of € 4 is treated as a Critical Hit. A
CH through the covered arc of a gun bunker elimi-
nates the ordnance in the main compartment as
per C3.71. Use C3.74 to resolve the fire against
all other units in the main compartment.
2.65 The gun bunker’s NCA modifier is +8.
B30.35 will apply only if the basic TK# is = three times the NCA
modifier.

2.66 Gun bunkers are a level one Obstacle (A6.2).

2.7 AUXILIARY MACHINE GUN FIRING PORTS (AXMG): AXMG
represent firing “slits” or “ports” that were large enough to house a
.. MG but narrow enough to af-
ford protection for the crew.
These MG’s were placed for
protection from close assault.

2.71 Any AXMG purchased for
the OPB must have a CA fac-
ing both NN12/NN13.

2,72 Each AXMG has its CA
determined by SR or player’s
choice if purchased for a CG
firefight. Before any set up, the AXMG CA points at a specific hex
vertex (see illustration 2). The CA of the AXMG may overlap that of
the gun bunker. The existence and CA of an AXMG is not revealed a
unit within fires or a Good Order enemy infantry unit enters the AXMG
CA within 6 hexes and the LOS of the gun bunker. Once the existence
of a AXMG is revealed, place an MG CA (provided in ASL) counter
pointing along a hexspine from a hex two hexes away (l.e.,, a MG CA
counter for an AXMG in the southeast corner of the gun bunker in JIT11
is placed in I113) defining the CA. An enemy ground unit in the same
hex as a gun bunker reveals all AXMG. Units in an AXMG are placed
on board unconcealed only if they fire when an enemy ground unit is in
the same or adjacent hex and in the CA of the AXMG. Use the AXMG
Play Aid to record the existence and location of AXMG, and to place
units off board that are inside AXMG. Note the compass rose on the
OPB play aid is used to determine the on-map reference point for each
AXMG also.

2.73 The AXMG has a CA DRM of +5 and a NCA DRM of +7. Smali
arms fire directed against the CA of a AXMG affects only the infantry
units in the AXMG whose CA the fire enters. Units in the main com-
partment are affected only if its CA is also within LOS/LOF. The NCA
DRM for the gun bunker is reduced by one for each AXMG CA that the
incoming fire crosses. Ordnance fire directed at a gun bunker that also
contains AXMG uses one TH DR to resolve the attack and adds the
applicable DRM for TH determination. Any hit against the main com-
partment also affect the contents of @/l AXMG as Area Fire with a +3
DRM on the effects DR. A FT attack vs. an AXMG is also resolved as
Area Fire vs. all other occupants of the gun bunker. Any MG in an
AXMG may be used in CC at half strength [FRD] on the CC table,
Each AXMG is considered to be a separate location from the rest of the
gun bunker and a unit may move from an AXMG to any other AXMG
or leave the gun bunker at a cost of | MF. All attacks against a gun
bunker that affect units in the main compartment and in any AXMG
are resolved using one DR and the appropriate DRM and Area Fire if
required.

Hlustration 2

2.74 A Critical Hit against the occupants of a gun bunker’s main com-
partment is treated as a normal hit vs. all occupants of the AXMG and
is resolved using the same effects DR,

2.75 OBA attacks vs. a gun bunker use the NCA DRM of +7 to resolve
all attacks regardless of direction and the presence of any AXMG. NOBA
fire that enters the hex though the main compartment CA uses a DRM
of +5 against the main compartment and a +7 against all AXMG.
2.76 A gun bunker is destroyed by any hit on the main compartment by
any HE/OBA/NOBA/Bomb attack that results in a K/KIA after the
covered arc DRM that applied to the TH DR of the attack is applied to
the final DR (including the modifiers applied in the event of a Critical



Hit). A HE critical hit vs. an AXMG eliminates the AXMG and its
contents and is resolved as a normal hit vs. the rest of the gun bunker.
A destroyed gun bunker is replaced by stone rubble and all other ground
units/fortifications/terrain in the hex are eliminated.

2.8 ARMORED SHIELDS: A gun bunker may be equipped with a steel
shield over the main compartment CA by SR or CG purchase. An ar-
mored shield makes the gun bunker immune to small arms fire (EX:
AXMG covered arcs). A FT attacks an armored shield as if attacking a
pillbox CA. Ordnance may attack an armored shield by making a TH
attempt vs. an infantry target with no DRM for the gun bunker using
the size DRM for the gun in the main compartment. A hit allows a TK
attempt vs. the AF of the armored shield. A final DR < armor factor
allows an IFT DR vs. the contents of the gun bunker as if it was a hit vs.
a gun bunker without an armored shield and removes the shield perma-
nently (i.e., no new armored shield may be purchased). A final DR <1/
2 the final TK [FRD] DR needed results in a CH vs. the contents of the
main compartment with a DRM of -4 and a normal hit vs. the contents
of any AXMG. The DRM for NOBA fire vs. the CA of a gun bunker
equipped with an armored shield is +7 and increased by one for every 8
AF (FRU) purchased on the Replacement FP Table until a maximum of
+9 is reached. A DC attack vs. an armored shield allows a DR on the
placement table with the results as follows:

<5 30 FP no DRM

6-8 30 FP +1/2 NOBA covered are DRM FRU
9-11 30 FP+ NOBA covered arc DRM

12 12 FP + NOBA covered arc DRM

2.81 A set DC explodes against the armored shield at 36 FP with no
DRM. A DC cannot eliminate a gun bunker.

2.82 The gun in the main compartment cannot fire Within Hex (A7.212
& A7.21 & C5.5).

2.9 CLIFF RUBBLE: Any HE attack against a level two cliff hexside
resulting in an original KIA places a cliff rubble counter at the base
level of an adjacent beach hexside in a similar manner to B24.12, with
the following changes: if more than one hex is adjacent, determine the
hex randomly, but re-rolt for any non-beach hexside. (EX: A NOBA
attack on Hex NN 14 results ina | KIA, Make adr; adr of 1-2 places a
chff rubble counter on Hex OO14; 3-4 places a cliff rubble counter in
Hex OO01!5; and a dr of 5-6 places a cliff rubble on Hex NN15. Chiff
rubble is not Inherent terrain (B.6). LOS traced along a Cliff Rubble
hexside is considered to cross a crest line.

2.91 Units in a base level hex affected by placement of a cliff rubble
hexside must take an immediate 2 MC. All unpossessed SW/un-ar-
mored vehicles (CS is allowed) are eliminated in such hexes. Semi/
half-tracked vchicles are immobilized. Fully-tracked vehicles are
Bogged. Beached water-craft (i.e., LC) are not affected in any manner.
Surviving units are considered in a ground level location in the hex and
not at level one on the Cliff Rubble. Surviving units may exit the hex
without climbing on top of the Cliff Rubble but must pay 3 MF if they
wish to move to level onc in the hex.

2.92 Cliff rubble elevates the base level of its present hex one level.
(EX: A unit on top of a cliff rubble counter on Hex MM17 is consid-
ered to be at level one.)

2.93 Infantry spend 3 MP to enter a cliff rubble hex, cliff rubble has a
TEM of +1 (even if a unit is ‘under’ the Cliff Rubble) and negates
FFMO.

2,010 WATER TOWER: A water tower is located at the hex vertex of
hexes P21, 021, and 022. Typical of water towers in Normandy, this
tower 1s made of'stone and is a leve] two obstacle. All fire traced through
this hexspine junction ends at the adjacent hex (see illustration #3).

All fire at units adjacent
to the hexside receive a +2
DRM. The water tower
contains a Level 2 Roof-
top location (B23.8) with
an exterior inherent stair-
case. Units ascending/de-
scending this stairwell ex-
pand one MF per level
changed with no TEM.
Units changing levels on this staircase are subject to FENAM/FFMO
and any unit broken while ascending/descending are subject to a Fall-
ing DR as per B11.41 (EXC: ignore the reference to the inability of
broken units to climb and on a Final DR of 2 10 the unit is eliminated)
in order to return to ground level without being eliminated. Acquisi-
tion counters are placed right on the water tower depiction if firing at a
unit on the Rooftop location.

2.011 PERIMETER WIRE: All wire depicted on-map is considered
perimeter wire, (EX: Hex HH3). This wire is not as effective as regular
Wire (B.26), therefore all rules for Barbed Wire fences (P.3) apply
(EXC: OPT. Rule). Any wire depiction in a cliff hexside is not consid-
ered perimeter wire; this depiction only signifies hexsides the German
may place Set DC in as per CG SR #10.

2.0111 OPT PERIMETER WIRE RULE: Players may simply use the
following rule. Infantry pay IMF + COT to cross perimeter wire. The
use of Armored Assault negates this penalty and this cost is doubled at
night. Perimeter wire has no effect on MP costs but any vehicle cross-
ing such a hexside must first pass a Bog Check, with all non fully
tracked vehicles paying a +1 DRM.

2,012 KNOWN MINEFIELDS: Known minefields (F.7) are printed on
the PdH map (EX: hex S11). Known minefields are AP only, and have
a strength factor of two (i.c., this is an cxception to B28.1).

2,013 THE JIB: The knife-like terrain feature that juts out toward the
sea along the hex junction of hexes PP12-PP13-QQ13 is a level one
cliff obstacle. No unit may climb/set up/enter/cross the hexside of this
terrain depiction.

3.0 ADVANCED CLIMBING RULES. The Rangers were specially
equipped and trained to climb the cliffs at Pointe du Hoc using toggle
ropes, grappling lines, rope ladders and specially equipped landing craft.
All climbing rules (Bt1.4) apply with the following exceptions and
additions.

3.1 FREE CLIMBING: Units that attempt to chimb without using Repe
counters (PdH 3.2), tubular scaling ladders (PdH 3.5 ), and DUKW
extension ladders (PdH 3.6 ) use the B11.4 rules normally.

3.2 ROPE COUNTERS: Rope Counters (hereafter referred to as RC)
represent rope ladders, “toggle” ropes, and grappling lines fired up the
cliffs at Pointec du Hoc by a mortar line being mounted on a LC or
carried by hand to the bottom of the cliffs. These were fired via Por-
table Launchers (PdH 3.3) or by specially mounted Rope Launchers
mounted on LCAs (PdH 3.4 ). RCs may support up to 3S for stacking
pUrposcs.

3.21 Units that attempt to climb via a RC must first utilize B11.41. If
successful, these units may then attempt to gain an additional level
(B11.43 does not apply) by passing an additional climbing DR (Falling
DR: B11.41 can apply). A DR less than or equal to 7 allows that unit to
ascend the extra level. Leadership modifiers apply. (EX: A uniton 0015
is attempting to climb via a RC. The DR is an 8, and that unit is placed
on top of a Ist level Climb counter, This unit #en rolts an additional
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DR of 6, and is now placed on top of a 2nd Level Climb counter. This
unit then advances to Hex NN 14 during the APh.)

3.3 PORTABLE LAUNCHERS: Each LCA in PdH is assumed to con-
tain two portable launchers (referred hereafter as PL) that may be re-
moved by any infantry unit. Each PL costs 2PP to portage. A PL may
only be fired, or ‘used’ once.

3.31 A PL is successfully fired at an adjacent Cliff hexside on a DR of
< 7. If successfully fired, place a IS RC across the adjacent ¢liff hexside.
If adjacent to two ¢hff hexsides (EX: from beach hex 0012 to NN12/
0013), the firing unit may place a RC across cither hexside (player’s
choice). Fach subsequent PL that successfully places a new RC may
choose the other accessible cliff hexside with a 1S RC or increase the
existing RC to a 25 or 38 capacity.

3.32 An unsuccessful DR eliminates one ‘level’ of the PL. Flip the
counter over to its 1S RC side. This RC has 1PP and may be placed
across a 2nd Level ¢liff hexside as per PdH 3.31.

3.33 Friendly units on a second level cliff hexside may place a RC
across the cliff hexside, down to adjacent beach hexes. Each unit at-
tempting to placc a RC must pass a NTC. Once successful, place a RC
along any cliff hexside in this manner.

3.34 Enemy units on a second level cliff hexside may attempt to re-
move a RC by expending two MF and passing a NTC. These units are
subjcct o Hazardous Movement (A4.62) penalties. A successful re-
moval attempt eliminates the RC and any climbing units using the RC
are immediately eliminated.

3.4 LCA MOUNTED LAUNCHERS: Each LCA is equipped with six
Rope Launchers. These Rope Launchers may #ot be removed from the
LCA at any time. To place an RC from an LCA, the LCA must be
Beached (G13.442). The LCA may make three attempts per turn to fire
their PL in the same manner as PdIT 3.30-.31. For every successful
attempt, place a 1S RC across the adjacent cliff hexside (EX: A beached
LCA on hex OO12 is attempting to fire its RL across cliff hex NN12
and/or O013. The DR is a 6, and a 1S RC 1s placed across NNI12. It
then rolls a subsequent 4, and the owning player may choose to either
increase the 'S RC on NN12 to 28, or place a 1S RC across hex 0013,
[t then rolls another 6, and may now increase the RC on NN12 to 3S, or
increase the IS RC in Q013 to a 2S RC))

3.5 TUBULAR SCALING LADDERS: In addition to the mounted rope
launchers, each LCA carried tubular scaling ladders (hereafter referred
to as TSL) in 4 foot scctions. Once assembled, these ladders reached a
height of 112 feet; enough to enable the Rangers to surmount the cliffs.
Special 5/8” counters and the following rules are used to portray this
use.

3.51 Each LCA contains an inherent 5/8” TSL counter which may reach
as high as two levels. Each TSL costs 2 PP to portage and are at either
level one (gray side) or level two (yellow side). In order to assemble a
Ievel one TSL, two MMC in the hex must each pass a NTC. A third
NTC (i.c., by another MMC in the same hex and during the same turn,
or the same, or a different MMC during a different turn) is needed to
assemble a level two TSL. Leadership modifiers apply. Any MMC(s)
which attempts a TSL TC become TL. Place a level one or two TSL
counter under the units taking the TSL TC to signify the height as-
sembled (1.c., either level one or two) and place part of the TSL counter
across the adjacent cliff hexside. Units on top of a cliff rubble hexside
(10.) need only a one level TSL counter to reach the top of the cliffs
(i.e., tevel two) and after passing two NTC may place a level one TSL
across any adjacent chiff hexside (EX: Two HS are on a cliff rubble
hexside with a TSL counter in hex MM16; onc HS rolls a 7 NTC. A

one leve] TSL counter may be placed across cliff hexside MMI15, or
across either LL15 or LL16. If the second HS rolls a 7, a two level TSL
may be placed instead). Labor counters may be placed to remind play-
ers that one TSL TC has been passed.

3.52 Units may climb a TSL one level per 3MF expended. No fatling
DR is necessary. Units climbing TSL are using Hazardous Movement
(A4.62). Normal portage costs apply when climbing a TSL but units
may not exceed their IPC (EXC: if accompanied by a Leader as per
Ad . 42).

3.53 Enemy units may attempt to destroy already placed TSL as per
PdH 3.34.

3.6 DUKW EXTENSION LADDERS: To further facilitate the cliff
climbing at PdH, four DUKWs were specially equipped with extension
ladders donated by the London Fire Department. Couuters are provided
in PdH for these special DUKWs. These are treated as regular DUKWs
with the following changes.

3.61 Each such DUKW has an inherent 2 level extension ladder (here-
after referred to as EL) that was built into each DUKW. Due to the size
of the EL, each DUKW so equipped has a reduced tOPP capacity.
3.62 Once a DUKW is adjacent to a cliff hexside, the vehicle may raise
the ladder by expending half (FRD) of the DUKW’s MP, and making
an EL DR, A DR £ 7 enables the vehicle to place a one level ladder
across any adjacent cliff hexside. To place a level two ladder counter
the vehiele must expend its entire MP allotment and make an EL DR.
To retract a raised EL, the DUKW must expend either half (FRD) of its
MP to lower the ladder one level, or expend all of its MP to completely
retract a two level EL. An extension DR is made for each level re-
tracted. A DUKW with its inherent EL rctracted may then move nor-
mally. Once a DUKW has rased its EL, signify this status by placing
the back side of the DUKW up, with either a normal level one or level
two counter under it. An additional, normal DUKW (provided in the
ASL counter set) is then placed in the DUKW’s hex.

3.63 MALFUNCTION: A DR of 2 8 will cause an EL to malfunction.
A malfunctioned EL may be repaired on a dr of “17, and disables on a
repair dr of 2 4. There is a +1 DRM modifier to any malfunction DR for
each +1 Stun counter placed on the DUKW.

3.634 RECALL: Any DUKW with a disabled EL is automat cally Re-
called once all Passengers have unloaded. A DUKW with a level one
or two EL successfully raised/retracted is Retained and may remain on
board in its hex during subsequent CG firefights until the EL is re-
tracted or disabled.

3.65 INFANTRY USE: Infantry may scale an EL as per PdH 3.52 Note
that units that move into, or begin their MPh in the DUKW hex do not
pay additional MF to load into the DUKW. Passengers may only begin
their climb after either step of PdH 3.62 has been completed. Any scal-
ing units are eliminated if the DUKW 15 eliminated (i.c., CS 1s NA for
scaling units.)

3.66 MACHINE GUNS: Each DUKW has two Lewis LMG mounted at
the top of the EL (where the fire hose originally was placed) arc repre-
sented by the 2 x 2 factor AAMG on the DUKW counters. Any squad/
Hero scaling the EL may fire both of these LMGs while forfeiting its
inherent FP. A HS may fire only one LMG. These LMGs may be vol-
untarity removed as per KGP CG.9 or via Scrounging and have no
ROF.

4.0 ON BOARD NAVAL DIRECT FIRE: The existing NOBA rules
were primarily designed to portray the heavy firepower provided by
battleships and cruisers off shore supporting amphibious landings. What
was nof included are rules govemning the supporting fire delivered by



the patrolling destroyers that ventured close to the shoreline. More of-
ten than not, destroyers risked running aground in order to provide the
attackers direct fire-support, often engaging enemy fortifications, guns,
AFVs and infantry concentrations. All NOBA rules (G14.6) apply nor-
mally with the following modifications.

4.1 PdH introduces a generic destroyer counter to the counter mix. The
destroyers that supported the assault at Pointe du Hoc were the USS
Satterlee, USS Thompson, USS Barton, and the HMS Talybont, and
are represented by a generic destroyer counter in PAH. Any of these
vessels may utilize On Board Naval Direct Fire (hereafter referred to
as OBNDF).

4.11 OBNDF may be utilized during any CG firefight or by SR.

4,12 Included in PdH is a Destroyer Reference Chart (DRC) which
lists the number of guns each ship may fire per turn (EX: The USS
Sattcrlee and USS Thompson have four single turrcts which house one
105L gun per turret). Each turret may fire on different targets. In addi-
tion, each destroyer has an IFE which represents on board AA guns that
may also fire at on board targets in addition to the Gun turrets MA.
4.13 Each OBNDF gun uscs the C3 TH Table with the following ex-
ceptions: Case 1 of C5 (BU/CE) status never applies; ROF is NA to all
OBNDF; Intensive Fire is NA; Turreted MA may fire in the AFPh as
per C5. 35; and a destroyer may not use Case N unless anchored.
4.14 MULTIPLE HITS: Any dual turrct gun that achieves a hit quali-
fies for Multiple Hits as per C3.8.

4.15 AP AMMO: Destroyer guns may opt to fire at Pillboxes/OPB/gun
bunkers using AP ammo as per B30.35, The HE equivalent (C8.31) of
destroyer AP ammo is 4.

4,161 MOVEMENT: Each destroyer has 15 MP and spends one MP
per on-map water hex. An on-map destroyer has a special CA, defined
by a hexside. A destroyer moving on-map cannot change its CA (see
PdH 4.165.) at any time. A destroyer is either moving or anchored,
which is signified by either having the counter front or back displayed.
No more than one destroyer may be on-map at any time. A destroyer
may enter from off map on either the east or west edge of the ocean
overlays placed as per CG SR #2,

4.162 An anchored destroyer is treated as non moving target. D2.12
applies to an anchored destroyer (EXC: It requires three MP to start).
4.163 D2.13 applies to a destroyer (EXC: It requires three MP to stop).
A Stopped destroyer is considered anchored.

4.164 A moving destroyer is subject to Drift (G13.444).

4.165 A destroyer may only enter another hex that lies within the
counter’s CA. In order to change CA, the destroyer must first exit the
playing area. The destroyer may re-enter the playing area two MPhs
later along its new CA from the saine edge (1.e., east or west) it exited
from. While off board, destroycrs utilize normal NOBA rules. No de-
stroyer may move within 12 hexes of any land/beach hex. (EX: The
U.S. player may have one destroyer onboard using OBNDF and an-
other using NOBA from off board during the same CG firefight.)
4.166 A destroyer may move in the MPh gfter firing in the PFPh at a
cost of half (FRU) of its MF, plus the additional three MPs to start. It
may not fire again in the subsequent AFPh.

4,17 In order to fire an OBNDF mission, the target must lie within the
destroyer’s side CA and be within LOS of the destroyer’s ship-board
observer, at level onc in the destroyer’s hex as listed on the DRC.
4.171 Each Destroyer has an IFE attack that represents its light AA
guns used in direct fire, The IFE strength of each destroyer is listed in
the U.S. CG Card notes and in the DRC. Determine LOS in the same

manner as a ship board observer, Destroyer [FE has a normal range of
16 hexes and is halved for fire at ranges greater than 16 hexes. The [FE
attack has a ROF of 2. If used against an armored target , it must first
make a TH DR. Once a hit has been achieved, make two TK DR, if the
base IFE is < 12, and four TK DR if the IFE is > 12. For TH and TK
purposcs, treat these guns as a 40L and use red TH numbers. The ship’s
movement does not affect this fire.

4.172 COUNTERBATTERY FIRE: On board ordnance may attack an
off-board ship using a NOBA module only if the gun size of the ord-
nance firing is greater than or equal to the gun size of the NOBA mod-
ule. For determining this, use the IFE table. Guns using the same IFE
column to resolve an HE hit are considered to be the same size. If the
firing gun 1s an LL gun then its [FE table is increased by one; if it is an
L gun there is no column shift; if the gun has no length modifier the
column is reduced by one; if the gun is a * gun than it suffers a two
column shift. This column shift is only used to determine the ability of
an on board gun to attack a NOBA module and has no further affect on
its fire. A gun firing at an off board ship has a base TH of 6 and the only
modifiers are for the firing guns length. A hit is resolved per 4.19.

4.1721 Any NOBA attacked by on board ordnance automatically re-
ceives Battery Access and places a FFE:1 counter on that firing gun’s
location. Thereisa -1 drm to the accuracy dr. A NOBA FFE:1 may also
be placed on the firing unit from another available ship. This other ship
may not have in play or attempt to place a FFE:1 on any other location
and Battery Access is requircd as per G14.63.

4.18 An on board destroyer may only be affected by Ordnance and
OBA.. Destroyers are considered to be an extra large target with a tar-
get size modifier of +5 and a destroyer is always considered moving
unless anchored. -

4.19 ORDNANCE: Once a hit is achieved against a destroyer, a dam-
age DR is made. If hit by HE/HEAT, the DR is subtracted from the
basic TK# vs. an armored target and the result is the amount of DP the
destroyer suffers. For AP ammo the DR is doubled and subtracted from
the basic TK DR, and the result is the number of damage points suf-
fered. For every 10 DP that a Destroyer receives, it must make a MC
witha DRM  to each multiple of 10 DP the ship has suffered thus far,
with a base ML 8. There is a +1 DRM for every 10 DP that the ship has
already suffered. Failure of this MC subjects the destroyer to the ef-
fects of Recall and it must exit the board. It may then remain in play,
but only as an off board NOBA battery. When a ship has suffered DP
equal or greater to 1/2 its total DP, its OBNDF attack is halved and it
may no Jonger use its IFE. When the total DP suffered is greater than
the ships allowance, the ship is considered sunk and removed from
play.

4.191 CRITICAL HITS: A CH doubles the number of DP received and
a subsequent dr is also made.

4.192 CASUALTY VICTORY POINTS: Sunk destroyers earn the op-
ponent CVPs equat to one quarter (FRD) of the ship’s initial DP allot-
ment (G12.601).

4.193 OBA FIRE VS. A DESTROYER: When a destroyer is attacked
by an OBA FFE or enters an FFE Blast Area, an effects DR 1s made for
every FFE Blast Area hex cntered. A KIA results in a hit and a damage
DR is made using the HE TK number for the base size of the battery
firing. This rule also applies for mortar attacks. Mortars attack the de-
stroyer using the base Area TH number with no modifiers for ship size
or movement,

5.0 U.S. MLR: The U.S. MLR is the north edge. If the U.S. MLR
includes any hex of the 6/7 PM (Red) Entry Area (hex M30) by the
RePh of the 6/7/44PM CG firefight, the U.S. FBE includes M30-JJ29.



POINTE DU HocC

GERMAN CG OBJECTIVES: The Germans win at the end of any CG Firefight
if there are no American MMC within the Fortified Zone {(see CG SR #11) and the
Germans Control all gun bunker/weapons pit Locations.

AMERICAN CG OBJECTIVES: The Americans win at the end of the CG ifthey
can trace a continuous path of road hexes from N29 to the Fortified Zone within
their Friendly MLR and they Control all weapons pit/gun bunker Locations and
they have captured/eliminated all of the German 155* ART pieces.

Any CG result that does not meet either the Geyman or American CG Objectives
is considered a Tactical Draw.

SPECIAL RULES: AllPdH CG SR are in effect.
CG DATES: 6/6 AM to 6/8 AM (seven CG Firefights)

CG DRM: German American
Leader 11 =3(CG Cardnoic ~ 1

Battle Hardening 0 |

OBA Ammo 4} +1

CP Replenishment +2 A
Intensity Level High High

ALL FIREFIGHTS: German sets up first; American moves first,

INITIAL FIREFIGHT OBJECTIVES: The Americans must Control a// bun-
ker/weapons pit Locations at the end of the Initial Firefight. Any other resultis a
German victory.

CG FIREFIGHT 2 OBJECTIVES: The Americans win the 6/6/44 PM CG
firefight if 2 10 hexes of the D514 (the paved road running from Ul N29) are
within the American MLR at the end ofthe CG firefight.

REPLACEMENT FORTIFICAT ONPOINTS (FP) TABLE:

Type German u.s. Notes
Foxhole 320 3:2/1 LES
Trench « i o 7 NA A
Mines iy, NA 0.T
HIP L 31 3271 FLU
Cloaking - 3 5 N
Wire 15 NA A
Pill Box. , . . (a+b+c)x3 NA A
Road Blogk » = » 12 15 1
Set DC 13 NA A
capons Pit’ . 30 NA A
Gun Bunker . 42 NA ALB
Armored Shield 2per AF NA A
Auxiliary MG Firing Ports 10 NA A
Notes;

A. Available for the Initial Firefight anly. Séc PAH 2.8 for Armored Shields.

.B. May oily bé built on existing weapons pils (EX: Ori-map weapans pits may be ‘upgraded’ 1o gun
“buiikers, f.¢.; new weapons pits cannot be purchased, then uppraded 1a become gun bunhars at any
“timez) ' s

F Mai* be sel up in a Front Ling position. )

I. May be set up in-an Isolated positic
NONight firefightonly, 0o
0. Must set up =2 hexes. froni 4y Entry Area hex.

S. Foxholes ’c‘ IQF:P:fbr' ¢ach squad capacity

T. Mines costT FP per AP mine factor and 3 FP per AT mine factor.
U L FP per SMC; 2 FPipler 1S; and 3 FP per squad.

HISTORICAL WEATHER/CONDITIONS TABLE:

Firefight Time/date Weather EC Wind

{ 6/6/44 AM QOvercast  Moist vy, fromNW
2 * CLEAR  Moist F11.5

3 Part cloudy Moist FIL.S

4 . CLEAR  Moist F11.5

5 /7/44 PM CLEAR  Moist Fil1.5

6 “6/7/44 Night CLEAR  Moist FIRS

7 6/8:44 AM CLEAR  Moist FIL.5

* CP Bonus is added to the CP total for that day for each side.

TERRAIN CONFIGURATION:
The entire Pointe du Hoc map and Ocean Overlays are in play.

Note: All half-hexes are in play for all firefights,

N

&

Friendly Board Edges (FBE):

PdH

ats  Gernman FBE 1s the south edge and
the east edge on/south of 030 and

the west edge on/south of V0.

<@ American FBE is the north edge.
(see PdH 5.0 for 6/7/44 PM)

INITIAL GERMANOB: [ELR:3] {SAN:5}
Elements of the 726th Infantry Regiment setup firstin any hinterland
hex (See CGSRs: #11 and #12):

155*% ART x5 (see CG SR #11) 2-2-8x 7
RG: A2 RG: 14%2 60FP —l L
40CP DC x6 (See CGSR #10)

=

INITIAL AMERICAN B: [ELR:5] {SAN:5/3 see CGSR #17}
Elements of Companies D,E, and F of the 2nd Ranger Battalion cnter
via Seaborne Assault (G14.) on either/or the east edge, north of Overlay
hex: 1091 or the west edge, north of overlay hex 3079 and/or along the north
cdge ofthe Ocean overlays (See CGSR #2).

10-3 10-2 (British) LCA xI0

4x DUKW withEL (see PdH 3.6) RG: 110

82 CP Naval Bombardment (see CGSR #15)

RG: 04 (sce CG SR #13) 350 NOBA (sec CGSR #7)
Enter two turns after the U.S, entry, using Seaborne Assault (G14.) on either/
or the east edge, north of overlay hex 1091 or the west edge, north of overlay
hex 3079 and/or along the north edge of the Ocean overlays (See CGSR #2):

2 x Ammo LCA (see CGSR #8). 2x2-2-7
2xdm 81* MTR

Turn Record Track:

e
[9 10(1112

s 6

6 78
14

Moon U.S, CP Bonus German CP Bonus
NA

NA -10 n\?-nx::;f_?'}lo
Full -13 41

NA - -15

NA 85 +30
Full -15 S

NA ~10 -10



PRAISE THE LORD PdH #1

%5 GERMAN Sets Up First 3

@ AMERICAN Moves First END

1L Elements of the 726 Infantry Regiment set up in Hinterland hexes, using HIP if desired (see SR 4):

: 3 % & ; P 3  — ’
1 gﬁ‘g ﬁ%ﬁ gi% g&%x #5081 %8—0 6+1 ';p;/?g\” s FRa MA:S#

15471 436 228 127 B HMG hoky MMG Ao} Lwa ROES“mTR B T
[ELR: 3] 3 3 6
(see

{SAN: 5} CGSR 10)

Companies D, E, and F, 2*¢ Ranger Battalion enter on turn one along the north edge of Overlay(s) Ocl/0Oc2/0¢3:

AR ~ sFoP 350mm NOBA
L BAZ 44 v
.0 B (see SR 3)
|I i&o @

/
—h
@
[2+]
o o]

Lt Fp: 30

S76Te e RAg T © 2127 '
[ELR: 5] 15 2 2 6 2 3 (see SR 6)

{SAN: 2} Elements of the 2" Ranger Battalion enter on turn three along the
north edge of Overlay(s) Oc1/0c2/0c3:

LCA
A % dm 81mm TR 120mm NOBA
F248 ﬁ\% 80 ﬁ:l ‘ ne (see SR 6)
34T 207 ot ORE pe

2

2

HANDICAPS:

R ae > . i R
* Replace the German 8-1 leader witha 9-2, SPECIAL RULES:

) ) . 1. EC are Moderate, with no wind at start. The Americans are condueting a Seaborne
@ The American 120mm NOBA is available on turn three. Assault (G14.1).

- 2. Place Ocean Overlays as per CG SR #2. Beach Slope 18 Steep. Surf is Heavy. Game
@ Any mutually agreed upon alteration to cither side’s OB. length is twelve turns. The 10-2 leader in the initial American OB is British.
3, After all set up, the Americans may conduct a special bombardment, The American
BOARD LAYOUT: places an AR on any hex and determines accuracy and extent of error as if it were Pre-
o3 O Registered {C1.732). All hexes within four hexes (there are no spared hexes) of this AR
are subject to a Bombardment (C1.8).
N 4. All German units must setup in buildings or fortifications. German units may use HIP
s evenifset up in non-concealment terrain; however, such units are placed on board un-
b concealed when an enemy ground unit has a LOS to its Location.
5. After German set up and before the American set up, the Americans must sclecet three
hexes (one target hex per game turn for each of the first three game turns) to be attacked
N by 350mm NOBA directed by a Shipboard Observer at Level 3. At the beginning of each
PdH Amcrican PFPh, place an FFE:] in each designated hex (no Battery Access is required)
and roll for accuracy normally. During the German DFPh, the FFE:2 must be corrected
(Only hexrows north of V arc playable) back to the pre-designated hex for that game turn. After turn three, these NOBA batteries
are no longer available.
OBJECTIVES: The Americans win if they Control all gun bunkers and 6. Beginning on tumn four, the Americans receive one module of 120mm NOBA directed

weapons pits at game end. by a Shipboard Observer at level one or by the SFCP once it has landed.

POINTE DU HOC, FRANCE, 6 June 1944: The attack on Pointe du Hoc ran into prob-
lems before the Rangers reached shore. The guide boat—the motor launch Fairmile--headed
toward the wrong point  Pointe de la Pércee. Licutenant Colonel Rudder, spotting the prob-
lem, got the assault headed in the right dircction. But precious minutes had been lost. Two
boats swamped—one carrying valuable ammunition supplies. Fire from Germans on the
cliffs claimed several lives. One casualty was Lieutenant Colonel Thomas Trevor of the
British Commandos, who, despite a bullet wound to the head, cursed the Germans Toudly
and continued to encourage the climbing Rangers. Meanwhile, not one of the extension-
ladder-equipped DUKWs negotiated the beach. Undeterred, Sergeant Stivison climbed the
ladder of one DUKW and fired the Lewis machine-gun while perched on top. While the
unstable extension ladder swayed precariously, Stivison directed fire at the enemy at the
cliff’s edge. Heroic actions like these and close-in support from the destroyer Satferiee
eventually allowed Rudder to send the signal “Praise the Lord,” to signify that all the Rang-

ers were up the cliff. ¢ 1998 Critical Hit!, Inc.



ROAD ARRIORS

g5 GERMAN Sets Up First
@ AMERICAN Moves First

Elements of the 726" Infantry Regiment set up on/south-of hexrow DD:

L
o ' : pagE—
. ~ [ P = /
r Ly ,ﬁsd 1?3,-0 %70 e | s ,
SR TRV VRN | SRR | SRR 1 CUREY wMe RED MG cua Radie ™
[ELR: 3] 3 2 12
{SAN: 5}

Elements of Companies D, E, and F, 2"! Ranger Battalion enter on turn one < 3 hexes from hex I112;

e WUTR ey, SFOP
1.7 A A sz g L
®7-6:71 & Reorn “Bng: § 227
[ELR: 5] 5 (see SR 4)
{SAN: 4}
Reinforcements enter on turn four along the north edge:
amMR
‘ b
07-6';' :"" & 'Km@
3
HANDICAPS:

% The American reinforcements enter on turn three.
ifi.ii Replace the German 8-1 leader with a 9-2.
TR

g Any mutually agreed upon alteration of either side’s OB.

BOARD LAYOUT:

P

7 SPECIAL RULES:

PdH #2
6 7

75mm OBA

120mm NOBA

o

(Only hexes numbered 2 6 and £ 21 in hexrows N-II are in play.)

OBJECTIVES: The Germans win if there are no Good Order American
MMC south of the paved road (T6-Q21) at game end.

1. EC arc Moderate, with no wind at start,

2. The Germans may use HIP for two squad-equivalents (and all SMC/SW
stacked with them). The Germans may deploy up to three squads.

3. The Germans receive one module of 7Smm OBA (HE and Smoke) with
Secarce Ammunition.

4. The Americans reccive one module of 120mm NOBA directed by a SFCP.
5. All American MMC/SMC are Fanatic (EXC: SFCP.)

PGINTE DU HOC, FRANCE, 6 June 1944: While encmy resistance was being cleancd
up along the cliff-tops, elements of D, E, and F Companies pushed on toward the D514
highway. Upon reaching the hamlet of Le Guay, German machine-gunners opened up on the
advancing Rangers. This resistance was soon despatched, and the Americans recached the
Jjunction of an unpaved tane and the black-topped highway. Another machine-gun nest soon
opened up, provoking Lieutenant Hill to leap up, shouting, “you couldn’t hit a bull in the
ass with a bass fiddle.” Before the Germans could swing their gun around toward the taunt-
ing Ranger, Lieutenant Anderson hurled a grenade into the enemy position. The Rangers
soon set up their roadblock and waited for the inevitable enemy counterattack.

[Note: Today, the exit to the highway, hex Q19 on our game map, is named “Ranger Road” in honor of the actions of the men
of the 2nd Ranger Battalion.)

¢ 1998 Critical Hit!, Inc.



NOWHERE TO RU NO HERE TO HIDE rdH

#% GERMAN Sets Up First

#& GERMAN Moves First

Elements of Companies D, E, and F, 2" Ranger Battalion set up < 10 hexes from hex KK13 [EXC: 0013, GG5 and HH4]:

"2

J
I 77 0103, 82 281 80 me’ B 120mm NOBA
7670 347 337 & ¢ & o MMTR L
12 3 3 (Wouen 2 3 a8
[ELR: 5]
{SAN: 3} Advanced elements of Companies D, E, and F, 2™ Ranger Battalion set
’ up < 4 hexes from hex T10: Set up with either or both groups:
BAR
; . . BAZ 44
%%:%/ fEex uaee T @ a o
®7-67r  EI4T . ’Rng 348 TR Foets 227 8 v 52939" --DC
(see SR 3) 12
J L Elements of the 726™ Infantry Regiment set up < 3 hexes from hex GG2: o

-‘ r ?ﬁ‘ﬁr ;éf& < a ﬁﬁ(g % 81 .“. 7‘0 FP.§ FP:3 * MA: 26LE} .
15471 2447 o436 0 2:2-8 1§ ﬁ T2 MMG ﬁaﬁ MG g%-ﬂ win BOEE O OAA
(ELR: 3] 4 3 2

{SAN: 5}

Sctup in the OP Bunker in hex Elements of the 1¥ Battalion, 914" Infantry Regiment enter on turn one along the south

Q013: edge and/or the east edge on/south-of hexrow W:
gﬁﬁ' ey o ! -
} 92 ¥R 81 8-0 7 5 ) HA: D¢
! 4'6' C o 5 g RS MMG RobY MG Bng Brg:2 13 yiTR 1244 PSK
16 2 2 4 2
HANDICAPS:

BOARD LAYOUT:
A Addtwo MMGs to the American units setting up < 4 hexes from T10.

* The Germans receive one module of 75mm OBA (HE & S) directed from
=
the OP Bunker.

ﬁ Any mutually agreed upon alteration to either side’s OB.

(Only hexrows N-TT arc in play.)

SPECIAL RULES:
1. EC are Moderate, with no wind at start.

OBJECTIVES: The Germans win if they have amassed = 25 CVP and
have amassed more than the Americans at game end. In addition to normal
CVP, the Germans receive 5 CVP for each OP Bunker, Gun Bunker, Weap-

2. The Americans may ignore broken German units for rout purposes.
3. The Americans receive one module of 120mm NOBA dirccted by a SFCP.
4. The OPB has an inherent AXMG with a CA of NNI12-NNI13. No other

ons Pits, and Blockhouse Controlled. AXMGs are in play.
POINTE DU HOC, FRANCE, 6 June 1944: The Germans responded swifily to the Ranger
attack. Their first counter-attack was launched from the west, from the direction of St.
Pierre-du-Mont. Despite dwindling ammunition, the enemy attack was halted. Isolated
German units continucd to harass the Rangers, usually popping out of hidden tunnel open-
ings or by moving along trenches unobserved. A handful of enemy soldiers held out in the
German observation bunker at cliff’s edge until a few well placed satchel charges induced
eight survivors to surrendcr. At 1600 a second, and stronger counter-attack came in on the
Ranger positions, threatening to isolate the defender’s outpost positions. Sergeant Elder
and his mortar man fired over seventy-five rounds, firing without pause. Combined with a
hail of lead from accurate BAR sniping, the enemy attack was halted. Despite the momen-
tary success, casualties, including a wounded Lieutenant Colonel Rudder, began to rise
alarmingly. Ammunition was running low. The Rangers could only dig their holes a little
decper and await nightfall.

¢ 1998 Critical Hit!, Inc.



THE LO GEST GHT

@ AMERICAN Sets Up First
#= GERMAN Moves First

PdH #4
10

Elements of Companies D, E, and F, 2" Ranger Battalion set up on/north-of hexrow L:

~ & h;‘_ﬁ »%*T
i 8.0 e o
by MM RES Lo
[ELR: 4| 7 2

{SAN: 2}

4 L
ar

turn indicated:

Turn 1: & S Tumn 3:
Eﬁx— #;3 80 s
{SAN: 3} 4
Turn 5: . -
¢ . g,(% \’ o >
154471 2:2:8
HANDICAPS:

SR .
* The German turn three reinforcements arr ve on turn two.
@ Add two BAR gunners and one HS to the American OB.

N
£ Any mutually agreed upon alteration to either side’s OB,

BOARD LAYOUT:

(Only hexes numbered < 13 infsouth-of hexrow BB are in play.)

OBJECTIVES: The Germans win if at game end they have amassed = 12
VP more than the Americans. In addition to normal CVP, the Germans gain
VP for each Good Order unit north of the paved road.

Elements of 1* Battalion, 914™ Infantry Regiment enter along the south and/or west edge(s) on/between hexes A8 and HO on the

- 2 Py . o o e
= , 2] T8¢
&%?? i 8-1 ﬁ 7-0 Fp;:;%‘r A ;:;;?'a‘ g dm?ir# -
14.5.7 jX ROEY amMMG RoF:1. LMG e

y-»-,;&"'“ Ao

FPi3

:  Rng: 8- .
ROE1 amMMG RoE T LMG  stmm

2

SPECIAL RULES:

1. EC are Clear, with a Mild Breeze blowing to the southeast at start.

2. Night rules (E1.) are in effect. The Initial Base NVR is two hexes with
Overcast and no Moon. The German is the Scenario ATTACKER and the
American is the Scenario DEFENDER (E1.2). The Majority Squad Type of
the Germans is Normal; that of the Americans is Stealthy.

3. Ammunition Shortage (A19.131) is in effect for the Americans.

4. The Americans may use HIP for one MMC (and any SMC/SW stacked
with it) setting up anywhere northeast of the road running from A8 to HO.
5. At the beginning of each PFPh, the phasing player makes a dr. Ifthe dr is
less than or equal to the current turn number, place a Blaze counter in hex
H4 and make a Random Direction DR [EXC: the direction dr is halved
(FRD)] to determine the final placement hex. Each unit that is in the same
hex as the Blaze counter must immediately take a NMC, all other units
within three hexes of the Blaze counter must immediately take a 1PTC
[EXC: units that are immune to pinning]. The Blaze counter will cause
illumination as per E1.94. The Blaze counter has NO other effects. The
Blaze counter is removed at the end of the player turn. The Blaze counter
can only occur once per game.

6. American units that fire a captured German MG are subject to the auto-
matic sniper attack dr as per E1.76.

POINTE DU HOC, FRANCE, 6 June 1944: With over one-third of his 200+ strong force
wounded, dead, or missing, the Rangers’ hope of a quick relief faded as twilight approached.
At an improvised CP located on top of a pile of rubble from the fallen cliff, Colonel Trevor,
the British Commando liaison officer pessimistically announced, “Never have I been so
convinced of anything as that I will be either a prisoner of war or casualty by daybreak.”
Around 2330, the moonlit night was pierced by shouts and the sound of whistles, heralding
another enemy attack. A probing attack came in first, then another of undetermined strength
at 0100. The strongest effort was launched by the Germans at 0300. Several confused ac-
tions were fought by tired and wounded Rangers. Due 1n no small part to the expert sharp-
shooting of BAR gunners William “L-Rod” Petty and Sergeant Robey, the Rangers held on.
Many were lost during the D-Day night attack and presumed to be dead or captured. The
only “reinforcements™ to reach the men of the 2nd Rangcr Battalion consisted of some lost

paratroopers that straggled in. The outlook for survival looked bleak.

¢ 1998 Critical Hit!, Inc.



GERS RELIEF 5

@ # Sequential Set Up
g5 GERMAN Moves First

- L
T gen

Elements of 726" Infantry Regiment set up first on a non-beach hex < four hexes from hex HHI:

2 @ :
. A 2016
£ AN

2 x 105mm OBA

3 4-4-7 228 kG LMg  TmeRe RO
[ELR: 3] 4 I n
{SAN: 4} o 4T T S
Elements 1* Battalion, 914" Infantry Regiment sct up third on any non-beach hex that is = 12 hexes ot adio B
from any American setup/entry hex: 2 6
ﬁ 4% ﬁ%ﬁ gé@% ﬁ 81 BT gl ERiS EFE% MA: 58
46T 15471 o436 n WY e AR o RES Lme BESwTR 14 PSK
12 12 6 2 3 3 4
Elements of Companies A, B, and C, 2™ Ranger Battalion, 5th Ranger Battalion; 1st Battalion, 116th Infantry Regiment, and
Company B, 743rd Tank Battalion enter on turn one along the east edge < four hexes from hex P28:
% Sy WHMG&M, dmHMG  dm MMG dmMIR  Stemt—y
& 90 i i M2 BAZ 44
'MEEE 81 8-0 i et ‘_ = Whsh :
o671 1656 4 & & e g A . 5
[ELR: 4] 12 15 2 4 3 2 4
{SAN: 4} Elements of Companies D, E, and F, 2™ Ranger 8 1mm OBA
W Maat Battalion setup second < five hexes from hex OO13:
o1 RN - SFCP B
, N #is er
FP:.30 el o T TU= o P
Rt DC. coovs  adio i Ror 1 Ror (¥ Eg%ﬂe%‘“ MTR ’2;'2’;7’_ ; 120mm NOBA
2 5 B {Wounded) (See SR 4) e
BOARD LAYOUT: HANDICAPS:

SEL ac i 3 - Q) 9.2
* Replace the 726th Regiment German 8-0 leader witha 9-2.

< Replace the American 9-1 armor leader witha 9-2,

(The entire PdH map is playable)
OBJECTIVES: The Americans win at game end if there is a Clear line of
contiguous road hexes from P28 to within 10 hexes of O013; a road hex is
Clear if there are no armed, unbroken German MMC within six hexes that
have a LOS to that road hex. The Germans win immediately if they have
amassed = 60 CVP or they Control all OP Bunker, blockhouse, and weap-
ons pits Fortifications.

&? Any mutually agreed upon alteration of either side’s OB.

SPECIAL RULES:

1. EC are Moderate, with no wind at start,

2. The Germans receive two modules of 105mm OBA (HE and Smoke).
3. The American Ranger units that set up onboard suffer from Ammunition
Shortage (A19.131). All Ranger units have an underlined ELR of 4,

4. The Americans receive one module of 120mm NOBA directed by the
SFCP. The Americans receive one module of 81lmm battalion mortar OBA
(HE and WP) that 1s represented by the radio.

POINTE DU HOC, FRANCE, 7 June 1944: D+1 dawned on only 90 combat-effective
Rangers at Pointe du Hoc, The survivors could hear firing from the direction of St. Pierre-
du-Mont. A relief force, formed from a mix of A, B, and C Company 2nd Rangers, and C
and D Companies, 5th Rangers, was forcing its way into the 2nd Rangers’ perimeter with
help from men of the 116th Regiment, 29th Division, and ten Sherman tanks from B Com-
pany, 743rd Tank Battalion. By 1100, the long-awaited relief force was within one thousand
yards of the beleaguered defenders, The last leg of the relief was disputed by accurate, and
heavy cnemy artillery fire and was finally stopped cold. Another day of heavy fighting—
marred by an exchangce of friendly fire—lay ahead before the advance was resumed. With
support from the HMS Glascow, the relievers broke through the German lines. The link-up
was completed, amid the firing of recognition flares and the waving of the Stars and Stripes,
by nightfall on June 8th.
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