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Multi-Player Battalion Battle

This scenario is designed to be played by six or more players, up to a maximum of twelve players. Each player fields one or more companies not exceeding 2000 points per company; a minimum of four 1500 point companies per side is required.

Only a single company is permitted to field Air Support per table. If another company with Air Support is moves onto the a table, the company with the largest Air Support dice pool takes control,
Multiple Battlefields
The battle requires three tables to represent the different areas of the battle: the Main Attack table, and the Right and Left Flank tables. The Main Attack and Flanks are part of the same overall mission, but setup differently according to the mission information that follows.

The Main Attack table is at least 72"/185 cm by 96"/245 cm, and up to 72”/185 cm by 192”/490 cm at maximum. The Right and Left Flank tables is at least 72”/185 cm by 48”/120 cm, and up to 72"/185 cm by 96"/245 cm at maximum. The more players involved requires a larger table. Players should use their discretion.
Since the battle is happening simultaneously across multiple fronts, players must coordinate the start of each turn between the tables. The Main Attack table will likely take the longest to play a turn, so players should feel free to enlist other players that are waiting the start of the next turn to help with rolling dice for shooting.
Defensive Battle
All of the companies involved for each side (no matter how they are deployed to start the game) are used to determine who is the attacker and defender across all the tables.
The side that can field the most Infantry Companies is the the defender. If the number of Infantry Companies is equal, the side that can field the most Mechanised Infantry Companies is the defender. If the number of Mechanised Infantry Companies is equal, the side that that can field the least number of Tank Companies is the defender.

Commander-in-Chief
One player on each side is selected to act as Commander-in-Chief to coordinate the battles. The CinC has the option to field a company on the battlefield or simply act as coordinator and help out other players as needed.

The Commander-in-Chief is represented on the Main Attack table by a Warrior team of the most common company and unit type. The CinC is rated as Confident Veteran.

If the CinC team is within command distance of a Company Command team when it makes a Company Morale Check, the Company Command team may re-roll if it fails the check.

If a company fails a Company Morale Check, the CinC must make a Morale Check. If this roll is successful, the battle continues. But if this roll fails, the battle is over as the CinC decides to withdraw and try again at a different time and place.
Reinforcing Companies
The CinC has the option to hold back one or more Companies to reinforce the Companies already deployed on the three tables.
The CinC can chose to commit one or more reinforcing Companies at the the start of any turn with the exception of Turn 1. If the CinC wants to reinforce a table on Turn 1, the CinC must designate in writing the Company and table to reinforce prior to the start of the turn, and then exchange this information with the opposing CinC before the turn starts.
On the turn the reinforcing company arrives, the player controlling the company rolls one die. On a result of 5+, the player choses a platoon to deploy along the edge indicated in the diagram below. The following turn the player rolls two dices, and so on, chosing a platoon to deploy for each die roll of 5+.
The Company Command team arrives with the first platoon to arrive on the table, and the 2I/C Command team arrives with the second platoon to arrive on the table (unless commanding a German Kampfgruppe platoon).
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Breakouts
On the Right and Left Flank tables, the attacker and defender have the option of attempting to breakout a platoon. If a platoon is exited from the opponent’s edge of the table, that platoon will eventually arrive on the Main Attack table.
A platoon does not breakout until all surviving teams exit the table. A platoon cannot breakout if it begins the Movement step Pinned. Independent teams must breakout with another platoon in its company.
Platoons that breakout are ignored, and do not count as either present on the Flank table or Destroyed for Company Morale Checks.

Depending on which half of the Flank table a platoon exits, the platoon will eventually arrive on Main Attack table. The Flank table edge that corresponds to the Main Attack table edge is indicated on the diagram above. 
To enter the Main Attack table, the player makes a Morale Check at the start of the turn for each breakout platoon. A platoon accompanied by the Company Command team may reroll the Morale Check. The platoon enters the table with the surviving teams that exited the Flank table. Place one team from the breakout platoon along the table edge in the Starting Step to indicate where the platoon will start its movement from during the Movement Step.
A breakout platoon falls under the command of one of the companies already on the Main Attack table. The breakout platoon does not count towards the conditions for Company Morale Checks of the Company it joins.
When a Company Command team or 2I/C Command team arrives on the Main Attack table, it regains command of any breakout platoons from its company. If this causes a company that started on the Main Attack table to fall below half strenght because it loses a breakout platoon, it must make a Company Morale Check as normal.
If the all attacker or defender platoons deployed on a Flank table are destroyed, any surviving platoons, and platoons from a Reinforcing Company that have not arrived, automatically Breakout.

Fall Back
If all of the attacker’s platoons have made a breakout on a Flank table, the defender’s surviving platoons fall back to the Main Attack table. Platoons that Fall Back are deployed as a Reforcing Company on the  Main Attack table. Company Command teams arrive with the first platoons to successfully deploy.
The same happens if all of the defender’s platoons have made a breakout.
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Main Attack Battlefield
A Multiple Front Battle represents a massive attack to to dislodge the enemy from a key strategic postion. This battle represents the main axis of the attack. This mission is a Multi-Player Battalion Battle that requires a minimum two Companies per side.

The Main Attack table uses the Ambush, Defensive Battle, Intense Battle, Mobile Reserves, Preliminary Bombard-ment, Prepared Positions, Reinforcing Companies and Total Air Superiority.

Your Orders

Attacker

The enemy holds a strategically important position that must be taken before the advance can continue. 
Defender

Holding this position means stopping the advance of you enemy – perhaps leading to the opportunity to counterattack and regain lost ground.
Preparing for Battle

1. Determine the attacker and defender using the Defensive Battle special rule.

2. The defending player chooses which short table end they will deploy in.

3. Starting with the defender, both players now place one objective each in the Forward zone and then in the Rear Area zone – each zone is one-third of the total table length. The objectives must be at least 12" from the table edge or the edge of the zone, and be at least 18” from each other.
4. The defender deploys any or all of their platoons in their deployment area – one company per zone – using the Mobile Reserves special rule. All remaining platoons are held off the table in Reserve.

5. The remaining platoons from each Company are deployed together as one Company per zone. 
6. 
The attacker deploys two Companies at least one-sixth of the total table length back from the edge of the Forward zone.
7. Both players now place their Independent teams in their deployment areas starting with the defending player.


Beginning The Battle

1. Both sides begin the game in prepared positions, so their troops are in Foxholes and Gone to Ground.

2. The attacking player conducts a Preliminary Bombardment on the defender's forces.

3. The attacking player makes their Reconnaisance Deployment moves. The defending player may not make Reconnaisance Deployment moves.

4. The attacking player has the first turn.
Ending the Battle

The battle ends when either:

· the attacker holds one objective in each zone at the start of their turn, or

· the defender starts any of their turns from turn nine with no attacking team in zone 2.


Deciding Who Won
The attacker wins if the game ended because they started one of their turns holding an objective in each zone. 

Otherwise the defenders wins. The defender has stopped the attacker and gained a chance to counter-attack.

Flank Battlefields
A Multiple Front Battle represents a massive attack to to dislodge the enemy from a key strategic postion. This battle represents the attacker moving to cutoff retreat and reinforcements. This mission is a Multi-Player Battalion Battle that requires a minimum of one Company per side.
There are two Flank tables: Right and Left. The Flank tables use the Ambush, Breakouts, Defensive Battle, Fall Back, Intense Battle, Mobile Reserves, Prepared Positions, Reinforcing Companies and Total Air Superiority.

Your Orders

Attacker

You are tasked with defeating the enemy’s weaker flanking positions to assault the main objective.
Defender

You must prevent the enemy  from encircling the main force, and, if possible, breakout and lauch a counterattack to force them to abandon their assault.
Preparing for Battle

1. The attacker and defender are the same as on the Main Attack table.

2. The defending player chooses which long table end they will deploy in.

3. Starting with the defender, both now place one objective each in the defender’s deployment zone, then the defender places a second objective. The objectives must be at least 8" from the table edge or the edge of the zone, and be at least 18” from each other.

4. The defender deploys any or all of their platoons in their deployment area using the Mobile Reserves special rule. All remaining platoons are held off the table in Reserve.

5. The attacker deploys one Company up to one-fourth of the total table length from the edge of the table.

6. Both players now place their Independent teams in their deployment areas starting with the defending player.


Beginning THE Battle

1. The defender begins the game in prepared positions, so their troops are in Foxholes and Gone to Ground.

2. The attacking player conducts a Preliminary Bombardment on the defender's forces.

3. The attacking player makes their Reconnaisance Deployment moves. The defending player may not make Reconnaisance Deployment moves.

4. The attacking player has the first turn.

Ending the Battle

The battle ends when either:

· the attacker holds two of the three objectives at the start of their turn, or

· the attacker or defender have no platoons remaining on the battlefield.
Deciding Who WOn
The battle is lost or won on the Main Attack table. Apply the Fall Back special rule if any platoons survived.

MULTIPLE FRONT Battle


SPECIAL RULES
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